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1. Brainstormed Strategies(rough version):

Improvisation an short story in a game, the students act as the NPCs.
Recall what learned in last class, speak out and see who stays to the last

Do presentation in order

Group them as a team and let them give their team a name

Learn by themselves, and share their knowledge

Play video games

Watch games and record data in a spread sheet

Talk about games

Do “greeting” games: design a whole game in one class and present

Apply theory to an interaction

Generate a graph based on the data recorded by students and observe some patterns from it.
Discuss from a forum

Learner centered: let them do 3d modeling by themselves, I provide tech support

Choice: expose them to all the teams, and let the students select what their interests area

Role play, you sell your own idea to persuade the game company to buy your idea, the rest of the class play the role as the game company managers and ask questions.
2. Organized Strategies:
	Category
	Strategies
	 Concern & Solution

	Motivation
	a. Ice breaker: Let the students play some entertainment games, so they will know each other better and be interested in this course.
	The games may be out of date and lame. 

The instructor may not know how to play the game well.

Solution: Ask a student who knows the game to lead the team.

 

	
	b. Self Reinforcements: They will observe the players and fill a form, finally the data in the form will be generated into a graph, so make them feel they can do a serious research with game.


	The students are immersed in the game and do not like to play the game.

Solution: Tell them that these questions are going to be asked in class after playing game.

	Creativity
	a. Brainstorming: 

· Students will try to imagine a game play and try to apply one of the learning theories in this game and post their ideas on the forum.

· Student will design a game teaching how to greet people from different countries in 30 minutes and the groups will do presentation and the groups will compete with other.
	Some of the theories are first learned by the learners, they may do not know how to start with. 

Solution: The instructor may give the students a very detailed example.

	
	b. Role Play: When they present their game design ideas, the rest of class will be the managers of a game company and the presenter will try to sell their idea, finally, let the students vote for the best idea.
	The student who gets fewer votes will become frustrated.

Solution: When talking about the ideas, about point out the positive aspect of the design, make them feel there are always value in their idea. 

	
	c. Choices: I will introduce a lot of application related to 3d modeling and engineering, but they have the chance to play around with all of them and decide which is the one they are interested to learn deeper.


	Since they are working on a lot of applications. It’s hard for the instructor to manage different applications at the same time.

Solution: Try to introduce the applications that the instructor is familiar with.

	Critical thinking
	a. Venn Diagrams: Use Venn diagram to analyze the relationship between art team, engineering team, story design team. 
	There might be some duties that are hard to categorize under any of the categorizes.

Solution: The world is fuzzy sometimes, let students understand the fact that it might be hard to categorize everything.

	
	b. Discovering relationships: Discuss the relationships between many aspects, e.g. relationship between the level of authentic and the how fun the player feels about the game etc. 
	The correlation between some data are not obvious, especially if you don’t have enough subjects.

Solution: Don’t give the students any pressure or requirements, say whatever they want to say.

	
	c. PMI: after watching a game play video, talk about what you like, dislike and found interesting.
	Students don’t know what to talk, they only play games.

Solution: Ask leading questions, let other students answer.

	Cooperative Learning
	a. Group: Students are divided into groups, and each group member has a duty like art, engineering etc.
	Students may have interest in more than one domain.

Solution: Let the student switch their roles.

	
	b. Debates: use a controversial game (McDonald parody game) for students to debate whether it is a serious game or not and talk about the characteristics of a serious game.
	Students are sometimes debating on the aspects that are not related to the topic. 

Instructor has his own opinion

Solution:  Instructor should keep the discussion on topic. Also, accept all opinion, don’t judge the student’s opinion, which squelches the creative idea.


3. Reflection

As a teacher having experience for only 2 years, teaching still seemed to be a process of lecturing the content from the textbooks or articles. I always feel anxious and nervous about how I can fill the time of a class. 

The R546 not only explains what strategies are available for an ins tractor to use  but also the class itself is an excellent example showing how the strategies are used.

What I have learned from the brainstorming:

· Weave a strategy net

It is not extremely hard to find scattered teaching strategies on the internet or somewhere in articles. But it is hard to establish a schema, a network in mind about why to use it, when to use it and how to use it. The strategies are now divided into different categorizes and when I have a context and need a strategy, I can think about whether it is a problem about motivation, creativity, critical thinking or cooperative learning, or it might be a combination of two or even all of them. Then I can dig deeper into specific categories and find the solutions and finally come up with a recipe that fits best to the teaching needs.

· The role of the teacher

I used to prepare my class almost completely based on my schedule, for example, how much time I use for lecturing, how much time I use for demonstration. However, now almost all the strategies we discussed are interactive activities, which depends heavily on the input from the learners. Therefore, I think it is almost impossible to make a class motivated and creative if it is not student centered. As a result, the class should be like a TV show, in which the teacher is the host and the learners are the game players. So I am even thinking about “Is instructor like a host in a TV show?”. Because they both need to:

Motivate learners/players

Keep the class/show on the right track

Provide hint/support when students/players have difficulties etc. 

The difference between them is that when the show is over, it’s over. However, as an instructor, you want the “show” to be retained in the learner’s mind. So there is a higher requirements for the instructor to ask leading questions which inspires the learners’ minds, so the students will have the desire and skill to explore and learn by themselves. On the contrary, the teach centered lecturing is even less instrumental than a TV show, since it doesn’t motivate the students in class, neither does it inspire the students after class.

4. Appendix

My goals as a designer for this “Survey of Serious Game (F401)” course:
· Help students to understand the pipeline of serious game design

· Facilitate students to create their own game design document

· Expose the applications related to the teams in the game production pipeline(Art, Engineering, Story Design, instructional designer)

· Introduce the basic of 3d modeling, 3d game engine.

· Critique off-shelf game and produce a Structional Analysis Report (SAR), which analyzes the mechanic, story and interaction of the game.

· Learn to apply the learning theories to the game design.
· Practice the presentation skills by explaining and selling their game ideas.

· Divide the students in groups and establish the cooperative learning in each group.

Opportunities for Teaching/Learning 
	Class Schedule 
	Content/Instruction Strategies

	Week One
	Play games(motivate students/Ice breakers)

	Week Two 
	Analyze their own observation data and find pattern (Connection)

	Week Three
	Watch game play videos

	Week Four
	Introduce 3d modeling applications (learn by students’ interests)

	Week Five
	Introduce Game engines

	Week Six
	Brainstorm how to apply learning theories to serious game design

	Week Seven
	Analyze a game together from different perspectives

	Week Eight
	Talk about what learner expects from a game 

	Week Nine
	Role play to present a proposal for their game design idea

	Week Ten
	Do a group presentation for their game design document


