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Games and learning:  
some things to keep in mind… 



Which definition of a game?  
Let’s keep it simple: 

• A challenging activity 

• Structured with:  
– Rules  

– Goals  

– Progression 

– Rewards 

• Separate from the real world 

• Undertaken with a spirit of play 

• Often (but not always) played with, or against, 
other people. 



Which approach of  
‘games and learning’? 

• Learning with entertainment games 

• Learning with educational games 

• Learning inspired by games 

 

• Learning within games 

• Learning about games 

• Learning from games 

 

• Learning through game creation 

• Learning within game communities 

 



Designing an active learning 
environment: 

• Players learn by doing…  

• …through interaction with the game and the 
other players 

• Active pedagogies:  

– discussion,  

– practice,  

– problem-solving,  

– reflection… 

 



Designing a 
meaningful 
challenge:  
what type 

of 
problem? 



…and which game 
genre? 







Social interaction:  
what kind of competition? 



Designing a game for motivation: 

 

• Motivation to play the game 

• Motivation to learn 

 

• Engagement, interest, immersion… 

 



Engagement:  
find the path to ‘Flow’ 



Engagement:  
find the path in the ‘Flow’ channel 



Engagement:  
find the path in the ‘Flow’ channel 



Rules! 



What 
type of 

reward? 



…and always remember  
the ‘fun’ element 



Types pleasure and ‘fun’ 



Types pleasure and ‘fun’ 
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