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Investments in Game-based Learning Projects

Despite strong funding support for research and positive research findings, there have been
very few examples of game-based learning products that have reached scale.

JUE WU SAIEWE S s R B AR & s IR Bt 08, HRAFRDE
PR T X 2 20 77 i BE KT — 7 R AR

$100’s MM EFh
& 5BUN TH E GAP P 2 15 R T

Foundations and Government Investors & Publishers

| [ [ |
Research Development Productization Distribution Scalin%
i

7 = AT AT
B Ik STAGES OF PREBECT DEVELOMENT JER

P T R BT B



-1Line
MEDIA

October 25-27, 2015 www.GDCChina.com www.GDCChina.cn

51325 08 MEEFREE 7T RIS S TR T H

H: 5 Xk BV iE XK
YL RPN R A RN B & T H R A1) 78
P SCAL FIRPIAR K
ALY 397 i A YEAK
Rt 4Bk RNEAT R dn ] 88 N\ 2K

RS ) NI

Fe T A
F > IH




October 25-27, 2015 www.GDCChina.com www.GDCChina.cn

-1Line
MEDIA

5152 5 TR BB,
SR Ge 1 B AR R L 7 3 F et i -+

\
s~ |

: ; MaCArthur BILL¢ MELINDA .
Foundation GIATES fsdaston

Smithsonian
@ NN THE CENTER FOR A CENTER FOR
Bo8ams Mo ATONS @ PBS @3 USAID  ($ s amecr
-\'/7: oan Ganz L] COOK The
e e T e INSTITUTE California
HANG i A l n counciL ofPLAY Endowment



GAME DEVELOPERS CONFERENCE CHINA

TIRS

M

MEDIA

1B %

BEINFES



October 25-27, 2015 www.GDCChina.com www.GDCChina.cn

X

FRIABRT] |
(L T RESHEE




October 25-27, 2015 www.GDCChina.com www.GDCChina.cn

— ELAE ST I A%




October 25-27, 2015 www.GDCChina.com www.GDCChina.cn

NEVYER ALONTE




October 25-27, 2015 www.GDCChina.com www.GDCChina.cn

AR e

ity
Y VAN
|

ill 18 SR
i B fA ik
-5 R

MHESFN
IR 4 57,3

B Ak

| 16[EiES

A LIVINGEREOPLE | - e

A LIVING®BLTURE V- AR 261 A fiR AL 1)
= ; ¢ i/f/txm ){_:—‘I\ 2




October 25-27, 2015 www.GDCChina.com www.GDCChina.cn

WA

- BUfEEERE
= PANRSEAR—E
= HXNTTRIAEE TR
B e X B A TR
= BHIH O
= DUHITRL, TREIHE, TERE !




GAME DEVELOPERS CONFERENCE CHINA

AN E R CGGRKAPDY  (Never Alone) 1L



October 25-27, 2015 www.GDCChina.com www.GDCChina.cn

SHe ol
14 o IR . 14
VR A A R Y Y- . A\ 0 ot N W B N W R N
AR E AN A T T AT E AT D
g‘.. DICE &; b Barma N2 W GDC Mo “ FTA \““SXSW :l v, o i{, ), ¢ Nz

She L/ \-‘.0\ N ‘4% N < )
-~ ) (‘. ‘o).(.»’ ’o).(‘. “‘~\ "‘.' > >0 £ > >384 o) e

a0

Anaeles
Cimes




October 25-27, 2015 www.GDCChina.com www.GDCChina.cn

750+

RARGHAA AT Xk%ﬁlﬂ?fri/ﬁn?ﬁf B8

=3

SCIENTIFIC
AMERICAN ¢ Polygon

LS [+ ]VIDEOGAMGR

DeA GEEI:'C R 8 oo “—?ﬁmf
loqsilq

CAPSULE COMPUTERS m

Twitch TV/You Tube A% s L )L 1 Tk

9 Subscribe IERERFE]

=4 CE= oo 184,217
2 Shis. e 66, 2

=+ Addto < Share More 1§ s6830 B 2967 4 Addte <& Share  +ee More 1§ 5135 B 116

NEVER ALONE

Letting you play as an Inupiaq
girl or her Arctic fox, the 2014
; video game “Never Alone”
is based on the folklore of . -
indigenous people where?

CosPlay
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KARAKURI GHOST

SPRITE SETTINGS

il

many scary bedtime stories told to
the factory's children. Like all
Karakuri, their behavior s
unpredictable and erratic. Worse v

The Karakur{ Ghost is the subject of s
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LESSON 3: Balance

LOCATION: Computer Lab

pnd of this lesson
B, vill be able to:

Gamestar Episode related
tothis lesson:

“\\‘ie balance of fun First Quest - Episodes 5

“2gein games.

S
e

Fora game tobbe fun, it must akso be challen-
ging.In this lesson, students will balance the
elements of 2 game in Gamestar Mechanic.

aterials Neede:

«Projector and laptop or smartboard.
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This chart shows how many people start and
finish each level of your game! You can think

of it as a pipe: the skinnier the pipe gets, the RATING

harder it is to get through it! - ]
If your chart looks like a
straight pipe, it means FICULTY

that just about everyone
‘who started your game
finished it!

)

This might mean your game
is really fun, but it also
might mean it’s too easy!

Awesome! Played over 100 times
befare 1 finally beat it

If your chart looks more like
a funnel, it means that fewer
and fewer people complete
each level of the game.

This might mean your game GAMEPLAY
Gets harder ouer e, or

maybe it gets more boring!
If your chart has a place e
where it suddenly gets VISUALS
skinnier, you have a level
that a lot of people give
up on!
That level might be too hard >
for most people, or maybe ADD A NOTE ABOUT
22 Justioofono” [cameriar I storv || visuars |
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national stem

CHALLENGE

National youth game design competition
announced by President Obama to

motivate youth in science, technology,

engineering and math.
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ustom edition of Minecraft with features
igned for classroom use.

LEARN MORE

E-Line 5k M2& (Teacher Gaming) & EFF & FNA T T K Z XKD Al sk (K ot Y BE ik
(MinecraftEdu), kA BE THEFEIRE P ERMFTIEE.
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Approach to Publishing Games for Impact

Key Considerations

impact objectives

target audience

context of experience

platform alignment

game design alignment

business alignment

discoverability

sustainability

assessment models

Concept Development

Landscape Analysis
Product Plan
Research Plan
Budget & Schedule
Team Resources

greenlight °

Creative Design
Technical Design
Production Plan
Go-to-market Strategy
Production Management

launch o

Scaling & Optimization

Promotion & Outreach
Distribution
Optimization

Impact Assessment
Financial Analysis

Copyright 2011 E-Line Media
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