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Comprised of 13 faculty (at 9 institutions), specializing in STEM Education, Science
of Learning, Educational Technology, Psychology, Game Design, Computer
Science, and Software Engineering. Funded by Microsoft Research.

NYU (Ken Perlin, Jan Plass, Co-Directors, Cath Milne)
NYU Poly (Katherine Isbister, Carl Skelton, Joel Welin)
CUNY Graduate Center (Bruce Homer)

Columbia (Steve Feiner)

Teachers College (Chuck Kinzer)

Parsons School of Design (Colleen Macklin)

Dartmouth (Mary Flanagan)

Rochester Institute of Technology (Andy Phelps)
Catholic University of Chile, Santiago (Miguel Nussbaum)
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SCIENCENEAMING GaAMES

Adventure Game for Science
Learning

Strong Narrative
Science Problems Embedded




Simuiauen games

AR Simulation Game for Science
Learning

Geo-Located Hot Zones
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Games and Learning
— Math Skills: Factor Reactor




Games and Learning
— Math Skills: Supertransformation!

Super Transformation
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Gamesraren:

»

AStrUmMents
Development Research:

Vary design factors:

~Social: W S
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Cognitive Design

Social Design

Cultural Design ¢
Affective Design

Learner Variables

Animation, Simulation, Game,
Immersive VWorld

v

Embedded Assessment

Biometrics

Cognitive Outcomes

Meta-cognitive Outcomes

Engagement

Affective Outcomes



e

Learning Mechanics Researc

—  Two learning mechanics:

—  Solve missing angles by selecting correct number

Better: Solve missing angles by identifying correct
rule
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TEACHING ESTIMATION:
G4LI game prototype by Mary
Flanagan,



(NYU Poly)

A Controlled Comparison of Movement Beé

Games

In-school study with low/medium/high
movement
Wii games.

Players rated emotions after each round.
Video coded for manipulation check.

Results

Higher arousal/energy when
more movement.

Same amount of positive feess
in all conditions.
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"Computer science doesn't
just need a grammar. |t
needs a literature.”

-Marvin Minsky
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EVOIVING 101N TACTOKS
















Merve Keles, Murphy Stein, Xin LI, Senem Cinar





















Hypercube



3D printed hypercube zoetrope






3D printed zoetrope
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happyfunhappy:
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say ooch o
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look at a ball: 12
bounce red ball 0 s
bounce yellow ball 9
grow L2 ||||||||||||||||||
leftfright: lr
forwardlack: 1 b L L

























Lyanna, Taylor, Alex Nicole, Lanisha

Natea, Anna, Javeen, Cheyenne



_Gamu Prototype

Scene Title:

Scene Number:

' Links From:

Links To: Lewel L
Ha

C’ What's going on here:’
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