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role of assessment in learning game design
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comparison to outcomes we care about

math games may have most impact for students with low math scores
Hieftje, et. al. 2017

digital games significantly enhanced student learning relative to non-game conditions
Clark, Tanner-Smith & Killingsworth, 2016

students who play online video games obtain higher scores on PISA tests
Posso, 2016
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what can the learner do (as a result of play)?
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in which communities does the player meaningfully participate?

Jenkins, et. al. 2009

affiliations
expressions

collaborative problem-solving
circulations
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WHERE IS XUR AND HIS WARES FOR THE WEEK

(August 9 - August 13)

You can find Xur on Nessus this week, located near the Watcher’s Grave area. Spawn
into this part of the map and start heading north, but rather than go toward the large
tree he used to be located at, look farther forward for a giant floating ship. Climb to

the top of this ship and go to the far edge and you'll find Xur waiting for you.

collaborative problem-solving
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what can we learn from game data?

Halverson, Owen, Wills & Shapiro, 2012
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_ / Right Collect (Success)

what can we learn from game data?

Halverson & Owen 2014

Health Runs Out (Failure)

Wrong Collect (Failure)

Health Runs Out — Wrong Grid
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what can we learn about player characteristics from play data?

stealth assessment
Shute & Ventura, 2013
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what can we learn about changes in player values and perspectives?

epistemic network analysis
Shaffer & Ruis, 2017
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Figure 15.1. Epistemic network of a high school stu-
dent (Student A) representing the structure of cog-
nitive connections the student made while solving a
simulated urban redevelopment problem. Percent-
ages in parentheses indicate the total variance in the
model accounted for by each dimension.the integra-
tion of multiple sources of data.

Figure 15.2. Epistemic network of a high school
student (Student B) representing the cognitive con-
nections the student made while solving a simulated

urban redevelopment problem.
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Playful Assessment

A well-designed assessment should be seen as a tool to help students learn and progress
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FIELD DAY MAKE PLAY LEARN

Play as Jo Wilder, a scrappy girl who spends her days with her pet badger
Teddy and her grandpa, a historian. When some mysterious artifacts show up
at the History Museum, you must unravel the clues to find the real stories

behind the artifacts.

LEARN MORE
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FIELD DAY MAKE PLAY LEARN

Play as Jo Wilder, a scrappy girl who spends her days with her pet badger

Teddy and her grandpa, a historian. When some mysterious artifacts show up
at the History Museum, you must unravel the clues to find the real stories

behind the artifacts.
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