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Game Title: Version/Edition: Platform/Controller:
Author/Publisher/Designer: Intended Age Range:
Brief Description:
Game Genre: (check all that apply)

First Person Shooter Real Time Strate Role Playin MMORPG Puzzle/Platformer

34 ying

[] Simulation [] Sports [] Fighting [] Virtual Life/Virtual World [] Turn-Based
[] Single-Player [[] Multi-Player [] Browser-Based [] 2D Graphics [ ] 3D Graphics
Educational Area: (check all that apply)
[] Geometry [] Geography [] Physics [] Electricity/Circuits [] Politics

Math Facts (single digit Weather/Ecolo Histo Fractions Business Administration

gle dig 8y ry

[] Math Facts (multi digity [ ] Biology [] Civics [] Algebra [] Other:

Print Evaluator's Name: Date:




I. SCORING DESIGN PATTERNS

DIRECTIONS: Each game is scored based on the presence of a design pattern(s). If only one design pattern is used, list this design pattern as
“Primary”. If multiple design patterns are used, list each additional pattern in the spaces below, and calculate the average score per design pattern. The
average score is the sum of all points divided by the total number of design patterns used. Games that employ more than one design pattern earn one
bonus point, which is added to the average score. The final score of this section is the sum of average score and bonus point, if applicable.

Potential design patterns are listed on the next page (#I-11). Original design patterns can be added in the blank rows if necessary (#12-15). Each design pattern
is evaluated on three characteristics: technical implementation, educational appropriateness, and overall integration. The definition for each characteristic is listed
below:

Technical Implementation: The activity of programming and executing a design pattern into a working version of the game. Includes the seamless
integration of design elements within gameplay.

Educational Appropriateness: The ability of the game to address educationallcurricular goals and the player(s) knowledge/ability relative to the
educational content being addressed.

Overall Integration: The integration of the design pattern(s) being considered with the other elements within the game, and within overall gameplay and
educational goals.

Each characteristic is scored on a | through 4 scale. A score of | indicates the characteristic is very poorly addressed in the game, whereas a score of 4
indicates the characteristic is very well addressed. If present in the game, a perfect implementation of game design pattern(s) would earn |2 points. A
bonus point of | makes for a total of |3 points for Design Pattern Implementation



SCORE (check the appropriate box)
PATTERN (NO.) | = very poorly addressed; 2 = poorly addressed; 3 = well addressed; 4 = very well addressed TOTAL

I 2 3 4 N/A

(Select from the list below)

Technical Implementation

Primary Educational Appropriateness

Overall Integration with goals

Technical Implementation

Educational Appropriateness

Overall Integration with goals

Technical Implementation

Educational Appropriateness

Overall Integration with goals

If multiple Technical Implementation
design - ;
Educational Appropriateness
patterns - -
Overall Integration with goals
are used, : -
list and Technical Implementation
scoreyhen Educational Appropriateness
here. Overall Integration with goals

Technical Implementation

Educational Appropriateness

Overall Integration with goals

Technical Implementation

Educational Appropriateness

Overall Integration with goals

SUM

AVERAGE

Sum divided by the total number of design patterns used

BONUS POINT

for multiple design patterns. Max: | point

TOTAL DESIGN PATTERNS SCORE

Average + bonus point




NO. DESIGN PATTERNS ADDRESSED

| Constructing things is fun and helps learning. [The game allows the player(s) to construct items and make relevant decisions that have overt
consequences.]

) Strong Narratives provide sufficient incentive and clear goals to solve hard puzzles/problems. [The game includes/incorporates a narrative that embeds
issues, problems, or challenges.]

3 Time and resource constraints make games fun and can improve learning. [The game uses elements of time and resources as integral parts of gameplay.]

4 FPS do not automatically provide incentives to learn. [The game includes appropriate elements of engagement and incentives, whether or not the game is
a FPS.]

5 Games can be engaging without stunning visuals. [Engagement in this game is achieved, but with minimal visuals.]

6 Different levels of incentives (e.g., based on player statistics) increase fun and engagement. [Incentives are keyed to performance and related to
engagement.]

7 Kids will engage in rote tasks for small incentives when it leads up to larger incentives later. The game uses differentiated incentives keyed to task
complexity.]

8 Scaffolding can be used to make games adaptive to learners’ specific needs (prior knowledge, abilities, ...). [The game adapts to the player(s) knowledge,
game-play expertise, withinOgame achievement, and/or goals.]

9 Games can be engaging, even addictive, without being always fun. [The game uses various elements to foster engagement, recognizing that not all players
define "fun" in the same way; engagement is fostered beyond attending only to ensuring a fun experience.]

10 The stronger the intrinsic motivation of the game content the less extrinsic motivation is required to engage players. [The game fosters intrinsic
motivation and does not rely only on overt reward systems.]

¥ A social component (collaboration, competition) makes games fun/engaging. [The game includes elements designed to foster appropriate collaboration
and/or competition to foster a sense of social community while playing/learning.]

12 Polish: a well-tuned end experience with no rough edges in appearance or interaction is a key factor in making or breaking fun

13 Strong Sense of Progression: game gradually releases information to players and allows contained practice and then mastery that is then built upon, or
scaffolded.

14 Character Specialization: The notion that social games such as massively multiplayer online games provide structured experiences in which players take
on specialized roles and work together to solve problems, providing powerful learning opportunities.

5 Role-playing and emotional engagement with subject matter: game positions the player deeply in the center of a situation, taking on the perspective of
others who are faced with the actions and choices and situations that the game portrays.

16 Exploration of moral and ethical dilemmas: game lets players think about and experience dilemmas instead of telling them how to feel or what to do.

17 Exploration of systems — game allows player to viscerally experience abstracted principles, their constraints and possibilities, such as those of physics or

engineering.




2. SCORING INTEGRATION OF EDUCATIONAL CONTENT

DIRECTIONS: The best learning design embeds the material to be learned deep in the game mechanic and goals of the experience, instead of ‘bolting it on’. In this section,
the integration of the educational content into the game is scored. This is to be considered in general, apart from the implementation of the design patterns
scored in Section |. For instance, for Dimension M, the question would be how well pre-algebra and algebra are integrated into a FPS game. Evaluation is scored
on a | through 5 scale. A score of | indicates that educational content is poorly integrated, whereas a score of 5 means that it is very well integrated.

SCORE (circle the appropriate one)

| = very poorly integrated; 2 = poorly integrated; 3 = somehow integrated; 4 = well integrated; 5 = very well integrated

Integration of

Educational Content I 2 3 4 5

3. SCORING LEVEL OF FUN & ENJOYMENT

DIRECTIONS: Fun is serious, respectable, and a central design value—the game must be fun #7sz Apart from design patterns, the overall fun and enjoyment is
evaluated here. This section is evaluated on a | through 5 scale. A score of | indicates that game is not at all fun, whereas a score of 5 means that it is very fun.

SCORE (circle the appropriate one)

I = not at all fun; 2 = little fun; 3 = somewhat fun; 4 = quite fun; 5 = very fun

Level of Fun &

Enjoyment I 2 3 4 5

TOTAL SCORE CALCULATION:

Section | TOTAL DESIGN PATTERNS SCORE

Max 13

Section 2 TOTAL INTEGRATION OF ED CONTENT SCORE

Max 5 +
Section 3 LEVEL OF FUN & ENJOYMENT

Max 5 +

FINAL TOTAL SCORE OF THREE SECTIONS =
Max 23




COMMENTS

Write additional comments below:






