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MapwuHa LLlepbaKoBa
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ﬂ KOHTEKCT U KINNIOYEBbIE MOHATUA

2 UTo Takoe unrpa un Kak oHa paboTtaet

3 [leparornyeckumn gusanH UrpoBbIX cpen

4 OueHnBaHe OCHOBaHHOE Ha urpe




KoHTeKcT. BHelwwHUue counanbHble UsmeHeHuUs

U3meHeHUue chopmaToB OOy4YeHUsA paeten Ucnonb3oBaHue B apyrux
3MeHeHMe CyLLEeCTBYIOLWMX MPAKTUK Yy4EDDI, 0OLLEeHNS, cchepax
BOCNPUATUA MHopMaLmn popMmnpyeT NoKoneHue,
OpPUEeHTNPOBaAHHOE Ha NHbIE CcnocooObl o6yqu|/|$|. .

Koroleva D.O. The Third Wave of Informatization - Mobile Learning Me'D'MU'MHa' .

and Social Networks in the Modern School for Upgrading the * NOoCTpaBMaTnN4eCKnn

Educational Process CUHAPOM;
N3mMeHeHue [OCyroBoro BpemMeHu B3pOCnbIX e [ACUXOMOrMyeckmne
I/Irpa nepecrtalia ObITb UCKITIOYNTENBHO OEeTCKOUN OeATElIbHOCTbHO.

. _ y _ TpaBMbl.
Habntogaembln dhakT: cpeaHuin Bo3pacTt Urpokos: 35 neT (aaHHble Steam)
BbiToBbLIE:

N3meHeHne obyyeHnsa B3pocnbix. BHyTpMKopnopatusHoe « OpueHTauus B
obyueHue _ NnpPoCTpaHCTBe.
Bcé 6onblue komnaHum peann3yroT BHYTPUKOPNopaTtnBHOE o6yquV|e
B UrPOBOM (3NEKTPOHHOM) doopmarTe.

MeToan4yeckuin cemmnHap CoepbaHka O6yqume HaBblkaM XXI

Bl PasBuTne pbiHKa o6pasoBaTenbHbIX Urp BEKa.
| KoMnbloTepHbIEe Urpbl MO3BOMAKT CO34aBaTb YCNoBUS AN * Koonepauus;
pasBUTMA pasfnNYHbIX HABbIKOB, a TakK e r’MbKo nx oueHmnBaTb. * KOMMYHMKaLUS,;
: Valerie J. Shute, Jacqueline P. Leighton. Advances in the Science of e "
Assessment Ap.

Metaari's 2018-2023 Global Game-based Learning Market



KoHTeKcT. [poaBneHna nHrepeca

Top 11 Keywords with the Strongest Citation Bursts

Keywords Year Strength Begin End 2007 - 2018
model 2007 32516 2007 2008 e s s s s
gender 2007 39041 2007 2008 s e o s s s s s s s
cumculum 2007 3.2516 2007 2008 s oo oo msm—m—w—
stmulation 2007 16.5323 2007 2012 s s s s o o s s s s
environment 2007 13.6719 2009 2003 o o s s o o s s e
mteractive learning environment 2007 155561 2009 2012 o o mm o o s
technology 2007 35695 2010 201] o S e e e o
computer game 2007 85644 2013 2019 o S
video game 2007 156037 2013 2015 e R ——
game-based learming 2007 6.2029 2018 2018 o nemememaman— mam =
gamification 2007 183317 26 W18 memenenensneme o -

All, A, Castellar, E. P. N., & Van Looy, J. (2016). Assessing the effectiveness of digital
game-based learning: Best practices. Computers & Education, 92-93(C), 90-103



RAto4yeBble TePMUHDI

. (Digital) Game Based Learning — (D)GBL
. Serious Games
. Game Based Assessment

WHTepaKTuBHOe obyualowee cobbitue

(interactive learning event, ILE)

Mpouecc  CmoAenvUpoBaHHbIN CMOAENMPOBAHHbIA Urposon PeanbHblit

TexHuka Hewrposas Wrposas Wrposas Wrposas

i l i l

Cumynauua [lenosasn urpa ‘ Urpa fenmudukayua

https://glossary.sberbank-school.ru/article/210/
https://edutechclub.sberbank-school.ru/node/15



Serious Games

XapaKTepuUcTuKku obpasoBaTesibHbIX UTP
(serious games):

YyeTKue uenu,

nosTopAloLLIMeca 3agaum (ana
Pa3sBUTUA MAcTepCTBa),

MOHUTOPUHI YCNEBAEMOCTUN YHaALLNXCA,

CTUMYNMPOBaAHUE YBENNYEHUA
BPEMEHU Ha BbINoJHEeHMe 3a4a4
(nocpeactsom moTmBauumn),

KOPPEKTUPOBKA YPOBHSA C/IOXKHOCTU
0by4yeHMA B COOTBETCTBUW C YPOBHEM
MacCTepCTBa y4alLUXCS.

i Serious Games Made (1950°s-2000’s)
Alvarez, Djaouti, Rampnoux, & Alvarez (2011)

Created

Does it have no Il. Serious Games

Pr::T: ::Lfcr an Assessment 5 (message
Enjoyment? (90 A:n) broadkcasters)

l. Serious Games
(for skills improvement
and training)

Loh, C. S., Sheng, Y., & Ifenthaler, D., 2015
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Educational Serious
Games Games

BUAEO UMPbi C MrpoBbIe cpeabl 1 aMnupuyeckune un
3KCMepuMeHTarbHbIe

cpedbl C MUHUMarbHbLIM
nnv 6e3 UrpoBkLIX Lienen

3HaYMTENBbHOMN CUMyInALMU C
pasBnekaTernbHoOm BKITHOUYEHNEM
YacCTbo U renMnneem UrPOBbIX Lienev

Marsh, T. (2011). Serious games continuum: Between
games for purpose and experiential environments for
purpose. Entertainment Computing, 2(2), 61-68



Game Based Learning

UccnepoBsatenu GBL

Game-based learning — oOy4eHue, KOTOpoOe UCNonb3yeT
obpasoBaTerbHble Urpbl C 3apaHee onpeaeneHHbIMU
obpasoBaTenbHbIMU pesynbTaTamu.

Gee, J. P. (2003). What video games have to teach us
about learning and literacy. Computers in
Entertainment (CIE), 1(1), 20-20

Pa3paboTuunku urp

BesonacHaga npaktuka, obydeHne Ha onbITE U B3anMoaeNCTBme —
9TO CTOMNbI, HA KOTOPbIX OCHOBbLIBAETCA TEOPUSI 0BYHEHUS,
OCHOBaHHOro Ha urpe. Oby4yeHune 4yepes urpbl NO3BONSET
CTyOeHTaM 3KCNEPUMEHTMPOBATL B HE YrpoXKatoLWmMX CLEHAPUAX U
nofiydaTb 3HAHMUA NOCPEACTBOM NPAKTUKN N cOLMarbHOro
B3aMMOAENCTBMUSA KaK C OKpYy>KatoLen cpeaon, Tak u cO CBOUMM

CBEPCTHUKaMMW.
Kebritchi M. & Hirumi A. (2008) Examining the
pedagogical foundations of modern educational
computer games. Computers & Education 51, 1729—
1743

Game -Based Learning

Affective
Engagement

Behavioral
Engagement

Social/Cutural
Engagement

Cognitive
Engagement

Learning Game Design Elements
Knowledge/Skills # Incentive system e Learning Mechanics » Assessment
Mechanics  Aesthetic Design  Narrative  Musical Score

Affect Social/Cultural

Social Context

Motivation Cognition
Situated in Context

Scaffolding,
Feedback

Emotional Design: Expectancy-Value

Representation Theory Participatory

Self-Determination Learning Culture
Self-Efficacy
Attribution

Goal Orientation

Emotional Design:
Representation

Attitudes

Information Social Agency

Representation

Meaningful
Interations

Observational
Learning

Relatedness
Social Interactions

Interest Gestures &

Movement




Mpenmyuiectsa / HepgocTaTkmn GBL

MoTuBaums YcunueaeT moTmBaumio B obpasoBaTenbHbIX CHMXeHne nHTepeca K Krnaccu4eckomy
aKTUBHOCTSAX. 00y4eHuto.
Jlerye ana cTyoeHToOB 3aBepLUNTb ycunme angd [MpeanoynTaeT oueHMBaHME B UTPOBOU U
OOCTUXEeHNe HEKOTOPOro YPOBHS. pasniekatenbHoOn goopme.

[lencTteusa [MobyxaaeT NoHMMaTb KOMMIEKCHbIE KOHLEMLNMN. [Mobena B urpe MoXeT 6bITb NPUOPUTETOM, B
[MooaepxuBaeT pedrieKTuBHoe obyyeHune. TO BpeMS kak obyveHue byaer
YnyJwaeT oby4yeHne ¢ NoMoLLblo MTHOBEHHOW Y NrHOPUPOBATbLCH.
pasHon obpaTHOW CBA3WN. Y4nTento Ccrio’kHO KOHTPOSiMpoBaTh Kriacc.
[MpocTo chokycnpoBaTh yYaLLUXCA HA BaXKHbIX [MornowaeTt 6onbLe BPEMEHM.
npeamMeTax.

Cpena Ob6pasoBaTtenbHas cpega co3gaeTcs Ha ocHoBe Mpob  C y4ETOM orpaHNYeHns AOCTYMHbIX
N OLLNOOK. BO3MOXHOCTEMN

[TomoraeT oby4aTca B 6esonacHom cpege.
[MomoraeTt TpeHnpoBaTbLCA HE3aBMCUMO.

Toru Fujimoto, Katsusuke Shigeta, Yuki Fukuyama. The Research Trends in Game-
Based Learning and Open Education

OOpa3oBaTeNbHBIN NOTEHIIUAN UTP, CO3TAHHBIX JIJIT KOMMEPUYECKON peann3alu He JOCTATOYHO MCCIEIOBaH.

(Kurt Squire (2004), Derek Robertson (Robertson and Miller 2009), and Valerie Shute (Shute
etal. 2015



[MTpnHuMnbl GBL

Tvn
Cpepa
yyawmxca

(Learner
empowerme
nt)

PeweHue
npobnem
(Problem
solving)

NMoHumaHue
(Understand

ing)

MpuHUMN
Co-design. [1aéT MrpoKam oLyuieHMe, YTO CAEeNAHHbIN UMM BbIBOP ABNAETCA ABMKYLLEN CUAOM NX ONbITA.

Customisation. Mo3BonAeT MU3MEHATb HEKOTOPbIE XapPaKTEPUCTUKM, CBSA3AHHbIE C UTPOI, BKAtOYAs CNOCcobbl UTPbl.
Player identity. MAeHTUYHOCTb UrPOKa HEKOTOPOM rpynne WaM UrpoBON CUTyaLUM, KOTopasa B pesy/sbTaTe AaéT
UIPOKY OLLYLLLEHME 3HAYMMOCTU NPUHUMAEMbIX PELLIEHWNI U U3BZIEKAEMOTO ONbITa.

Manipulation. 3To BO3MOXHOCTb AEACTBOBATb, BANAA Ha UTPOBOMN MUP.
Ordered problems. YnopagouvMBaHue 3agay CBA3aHO C TEM, YTO NOAM TEPAOT MHTEPEC CTa/IKMBAACb C YEM-TO
C/INLLKOM C/IOXKHbIM UM TEM, O YEM Y HUX HE A0CTAaTOYHO MHPOPMaLUN.

Pleasantly frustrating. ViaeanbHble 3a4aun Ans ydalmuxca — 3a4a4M, HaxoddAlMEcs Ha rPaHW TOro, YTO OHMU yXKe
YMeloT.
Cycles of expertise. OnuncbIBalOT NpoL,ecc NpnobpeTeHMAa HOBOro HaBblKa [0 ero aBTOMaTMU3aLUnu.

Information provision. UHPopmaumsa B urpax npenoctaBasetca 1M6o BoBpemMsi, UMEHHO B TOT MOMEHT, KOrAaa oHa
HYy*KHa, "Mbo no TpeboBaHUtO (ydawemyca obecneyeH K Hel gocTtyn).

Fish tank learning. Bo3MoKHOCTb 3KCNEepUMEHTUPOBATL B UTPeE C MEXaHMKOW UN eé KoHuenunen bes cTpecca.
Sandbox learning. Neco4yHunua gna TpeHNpPoBKM 6a30BbIX HaBbIKOB H€3 HeraTMBHbLIX NOCAEACTBUIM ANA UTPOKa.

Skills as strategies. MNepeHOC HaBbIKOB B Urpy TakMm 06pa3om, 4YToObl yYEHUK BUAEN CBOW MPOrpecc W Mnosy4an
NPEMMYLLECTBO.
Systems thinking. BHMMaTenbHO OTHOCUTCA K TEM HaBblKaMM U NAEAM, KOTOPble Urpa NPENOAHOCUT Kak 3HaYMMbIe,

Meaning from experience. Oby4yeHune Bcerga NnpPoucxoamMT Ha HEKOTOPOM OnbITe.



ﬂ KOHTEKCT 1 KnoYeBble NOHATUSA
2 YTO TAKOE UI'PA U KAK OHA PABOTAET

3 [leparornyeckumn gusanH UrpoBbIX cpen

é} OueHVBaHne OCHOBaHHOE Ha urpe

B ocHoBe DGBL — koMnNblOTEpPHbIE

Urpbl, KOTOPbIE UMEIOT CBOU
CTPYKTYPHbIE SrIEMEHTHI U
3aKOHOMEPHOCTU pa3paboTKu



CocTaBHbIE 3/IEMEHTbI UTPbI

NrpoBbie
OVHAMUKMU,

MEXaHWUKU 1
9JIEMEHTbI

-

-

BusyanbHbIN
CTUIb UrpPHbI,
My3blKkanbHoe n
3BYKOBOE

COMPOBOXAEHNE

W

~

* VicTopug, KoTopas
yOoepXXuBaeT B Urpe.

* icTtopus, koTopas
3a0aéT 6asosble
domnnocodockme u
\HTONOrn4yeckmne
CMbICIbI.

:

*>KaHp, CEeTTUHr

BA3A FEMMOU3ANHA

ANHaAMMKa — NCMNOMb30BaHMe
cLeHapues;

MeXaHMKa — 1Cnosnib3oBaHmne
9NIEMEHTOB, XapaKTepHbIX

ONs reuMnnes, Taknmx Kak
BUPTYyarnbHbIE Harpaabl,
CTaTyCbl, O4KW, BUPTYasbHblE
TOBapbI;

3cTeTUKa — co3gaHue obLero
MrpoBOro BnevaTneHus,
crnocobCcTBYyOLWErO
3MOLIMOHarnbHOW
BOBJTIEYEHHOCTMW.



OVNHAMWKA, MEXAHUKWN,
JCTETURA

M3CKMPOBK3
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ba3oBbiN UTPOBOU LIUKI

Pacxon
pecypcoB B
urpe
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Kak nogdupatoT UrpoBble MEXaHUKN

MoTuBaumoHHas moaenb
urpokoB P. bapTtna

Oencreune
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Bzammopgencreme

MoTuBaumMoHHas moaenb

IO Kan Yoy
Bbicwunm cmbich,
MUCCUA
Pazsutue, UccnheposaHue,
NOCTUXKEHME TBOPYECTBO

OKTtanus

YyBCTBO o CoumnanbHan
cO6CTBEHHOCTH Apavisepebl 3HaYMMOCTb
BOB/1Ie4YeHUA
ebuunT,
Aedny HenpeacKkasyemocTb
1eTepnenvuBoCTb

Be3onacHoCTb



[TIpouecc pa3paboTku nrpobl




ﬂ KOHTEKCT 1 Knto4YeBble NOHATUS
2 UTo Takoe mnrpa un Kak oHa paboTtaer

3 NEOATOrMYECKUN ON3AUH UTPOBbLIX CPEQL

4 OueHMBaHNE OCHOBaHHOE Ha uUrpe




SUPPORTED BY

Serious Game MMO Allotrop:Reaction

FOUNDATION

* Massive multiplayer online serious game for 10-14
year-old children

* Physics, chemistry and programming themes

A Player trying to survive on another planet
with old human base, where robots
become crazy.

Player have to explore planet rules, learn
physics and chemistry for creating different
things and programming digital weapon to
cope with crazy robots.

Players have to find out why robots
become ungovernable .

C

eNANO




Bonpocbl negarormyeckoro an3arHa B UTPOBbIX

cpenax
1. PaspaboTka 3a4aHUN, UHTErPUPOBAHHbLIX B UITPOBOWM
MUP

2. YcTonumBoCcTb 06pa3oBaTe bHbIX Pe3yibTaToB K
N3MEHEHUAM B npoL,ecce pa3paboTKu Urpsbl.

3. BO3MOMKHOCTb MHTErpmMpoBaTb 0bpa3oBaTe/bHble
Urpbl B LUKOJIbHYIO NPOrpammy.

4. OueHunBaHWe B UTPOBbIX cpeaax

Holistic Game-Based Learning

Comprehensive
Evaluation
. Teacher
Integrate with School-Based Training

Curriculum Curriculum

Learning Environment

All, A., Castellar, E. P. N., & Van Looy, J. (2016).
Assessing the effectiveness of digital game-based
learning: Best practices. Computers & Education,
92-93(C), 90-103



Pe3ynbTaThl

1. Pamka pa3paboTku
neaarorm4yeckoro Am3amHa
obpa3oBaTeNnbHbIX UTP.

2. Iln3amnH obpasoBaTesibHOro
KOHTEHTa Ha OCHOBE o —
obpa3oBaTe/IbHbIX PE3yAbTaTOB,
ADDIE.

MNAPOJ1b BEPHbI!
Bbl 3ALLNKM B MOAY/b 01 YPOBEHb_04

NEPEMTI K CO3AAHMIO BEPHYTBCA HA CKNAJ MOAYNEW,
MPOPAMMBbI-YBLIbI POBOTOB. MAPO/Ib HE COXPAHUTCA




Learning Outcomes Design & Description

Stage Theme

1. Matching with school LiI”ea,rh
curriculum & professional & BOrthim

Chekcing
standard

2. Formulate in-game learning | Data in

outcomes programs:
numbers

and strings
Working
with
variables in
programmi
ng.




Learning Outcomes Design & Description

Educational content
Knowledge Skills

1. Matching with school Linear Control To make

curriculum & professional AZeriinm | GOMIMENCS | ProEEmIy
Chekcing Chekcing with linear

Stage Theme

standard el

2. Formulate in-game learning Data in| Variable To use

outcomes programs: |types variables
numbers

3. Separate knowledge & and strings | Mathemati |[To use

skills. Working cal mathemat
with functions: |ical
variables in|+, -, abs,|functions

programmi | mod, div
ng.




Learning Outcomes Design & Description

1. Matching with school
curriculum & professional

standard

2. Formulate in-game learning

outcomes

3. Separate knowledge &

skills.

4. Decrypt a players actions to
assess achievement

Stage

Educational content

Theme Knowledge Skills Player actions | LO

Linear Control To make|Programming correct

algorithm |commands |programm |[Testing to check the player
with linear | algorithm is correct.
algorithm

Data in | Variable To use | Using correct variables types for

programs: |types variables |tasks.

numbers

and strings | Mathemati | To use | Using correct functions to solve

Working cal mathemat |tasks.

with functions: |ical

variables [+, -, abs,|functions

in mod, div

programmi

ng.




Learning Outcomes Design & Description

Stage Educational content i
Theme Knowledge Skills Player actions | LO
1. Matching with school Linear Control To make|Programming correct

algorithm |commands |programm |[Testing to check the player

curriculum & professional o ° -
with linear | algorithm is correct.

standard

algorithm
2. Formulate in-game learning
outcomes Data in | Variable To use | Using correct variables types for
programs: |types variables |tasks.
3. Separate knowledge & numbers
skills. and strings | Mathemati |To use | Using correct functions to solve
: Workin I mathem ks.
4. Decrypt.a players actions to wish 2 ?jnctions: ic:It emat | tasks
assess achievement variables |+, -, abs,|functions
5. Describe a system of in | mod, div
assessment programmi

ng.




Learning Outcomes Design & Description

Programming needs to collect resources with players’ robots.
«No programming — no resources»

Educational content . Tasks “Robot
Theme : Player actions .
Commands Algorithms programming
Linear algorithm Using variable Linear Using correct|1. To use robot’s
Data in programs: Variable types algorithm variables for function (control,
numbers and strings | Mathematical tasks. kern, e.c.)
Working with | functions. Using correct
variables in functions to[2. To programm robot
programming. solve tasks. to collect 1 kind of
Testing to check resourses
the player
algorithm is|3. Define the 5th
correct. character of the
string.




Learning Outcomes Design & Description

i

\\\

Programming need to make effective digital weapon
«Information is a more effective weapon»

Theme Educational conte.nt Pla.yer Tasks “hacking” Tasks “Coding”
Commands |Algorithms actions

Linear algorithm | Using variable | Linear Using correct|1. Calculate the|l. To receive
Data in | Variable types | algorithm |variables for|result of algorithm |results in
programs: Mathematical tasks. (For example, a|mathematical
numbers and | functions. Using correct |formula with formulae.
strings functions to|Allotrop release | 2. Write a program
Working with solve tasks. |data digits) | that selects the N
variables in Testing to|2. Define the 5th|character from the
programming. check the |character of the]|string.

player string.

algorithm is

correct.




LINKS

WORK

Methodological Approach for Instructional
Design of Programming in
Allotrop:Reaction

Instructional design, which helps to
Include games in formal education

PhD

Measuring Complex Constructs in Education
within the Game Based Assessment
Methodology

Soft Skills Assessment

Stealth Assessment

How we can integrate
assessment

Different kind of explicit in-game
assessment, motivated gamers improve
their results



ﬂ KOHTEKCT 1 Knto4YeBble NOHATUS
2 UTo Takoe mnrpa un Kak oHa paboTtaer

3 [leparornyeckumn gusanH UrpoBbIX cpen

4 OUEHNBAHUE OCHOBAHHOE HA UT'PE




[Toaxoabl K OULEeHUBAHUIO B
obpasoBaTesbHbIX Urpax

Cnocobbl oLeHMBaHUA B UTPOBbIX Cpeaax

*  UrpoBble anemeHTbl (6annbl, ypoBHU, BENOKN, PEUTUHTK),
Chung & Baker, 2003; Reese & Tabachnick, 2010;

hd BHeEWHee oueHnBaHMeE 3a npeanesiaMm urpbl,
Ifenthaler et al., 2012

*  mmMmnanymTtHOE oueHmnBaHmMe,

(de Klerk, Veldkamp, & Eggen, 2014; Kim, Almond, & Shute, 2016; Owen,
Ramirez, Salmon, & Halverson, 2013; Fu, Zapata, & Mavronikolas, 2014; Martin,
Petrick, Forsgren, Aghababyan, Janisiewicz, & Baker, 2015; Riconscente, Mislevy,
& Corrigan, 2015)

* UrpoBad aHa/IMTUKa.

Loh, C.S., Sheng, Y., & Ifenthaler, D. (2015). Serious games analytics: Theoretical
framework. In C. S. Loh, Y. Sheng, & D. Ifenthaler (Eds.), Serious games analytics.
Methodologies for performance measurement, assessment, and improvement
(pp. 3—29). New York, NY: Springer



Stealth Assessment

Mopaenb KomneTeHuUM 406POCOBECTHOCTU C
nHanKaTopamu ana urpbl Newton's Playground

Unobservables/constructs

Observables/indicators

Timea on unsolved problem

Mumber of restarts on unsolved

—~| Persistenca I

prablam

Mumber of revisits to unsolved

problam

I Perfectionism I
| |

Conscientious ness

44 Gold trophy solution V1]

Mumber of objacts usad in a

solution [R]

Resource
managerment

Mumber of object limits reached

ina problem [R]

Tirme

managerment

Mumber of unsolved problams
with extramaly long play times
[per sassion] [R]

—"‘l Caution

—'-I Carefulness I—

Mumber of problems visited,
solved and unsolved |[par session]

—"'I Control

V.J. Shute, “Stealth assessment in computer-based games to support learning,” Computer

games and instruction, vol. 55, no. 2, pp. 503-524, 2011

Ttanbl pa3paboTku

1
2

3

aHanu3 HHGOPMAIIUU O
KOHCTPYKTE W IOCTPOCHUE
MOJIEI KOMIICTCHIIHH;

IIONCK CIIOCOOOB OO€ECIICUeHHS
BaJIUJAHOCTHU (BHEUIHEH
KOHBEPTCHTHOM BAJIMTHOCTH) Ha
ATare OIEHKH MOyYEeHHBIX
pe3yIbTaTOB;

ONMCAaHUE CTPYKTYPHOU MOZEIH
KOHCTPYKTa Ha OCHOBE
WCIIOJIb30BAHMS MCCIIEOBAHUN U
MPOBEACHUSI KOHPHUPMATOPHOTO
(akTOpHOrO aHATU3A;

4 dbopMupOBaHHEe MOJCTN 3aTaHHUS.



Urposaa aHaNUTUKA

Mopaenb pa3paboTKku OLeHMBaAHUSA B UTpax

Define game-based learning
outcomes

Develop assessment log for
game de-briefing session

Develop real-time feedback
based on results of the
analysis algorithm and

branches in the story line

Design game-based learning
path and story line towards
intended outcomes

l

Develop game-based
assessment mechanisms

Develop algorithms for
analyzing learner’s
assessment interaction

Ge, X., & Ifenthaler, D. (2017). Designing engaging educational games and assessing
engagement in game-based learning. In R. Zheng & M. K. Gardner (Eds.), Handbook of

research on serious games for educational applications (pp. 255-272). Hershey, PA:
IGI Global




Urposaa aHaNUTUKA

Enjoyment/Fun
A

Design
(better gameplay)  (better design)

fGamE

/ Analytic

(game design improvement)

rious Games
Analytics

(skills and human
performance improvement)

>
Human Performance

Loh, C. S., Sheng, Y., & Ifenthaler, D. (2015). Serious games analytics: Theoretical framework. In C. S. Loh, Y. Sheng, & D. Ifenthaler (Eds.), Serious games analytics.
Methodologies for performance measurement, assessment, and improvement (pp. 3—29). New York, NY: Springer



Contacts

Marina Shcherbakova
e-mail

barcalovam@gmail.com

Facebook
/marina.barcalova.7/


mailto:barcalovam@gmail.com

Research Questions

1. How to evaluate the most efficient new
complex latent constructs? Which evaluation
approaches and methods meet the identified
requirements?

2. What are the advantages and limitations of
the Game Based Assessment approach in
evaluating complex latent designs?

3. What are the methods and procedures for
developing evaluation tools in the Game
Based Assessment paradigm?

4. How do | integrate evaluation tools into
gaming environments to meet the
requirements of evaluating complex designs
and enabling the use of the Game Based
Assessment approach?

5. What about validation?

Chapter

Chapter 1. Game Based Assessment.
Development of the approaches.

Chapter 2. Develop a measurement
method and procedure within the
Game Based Assessment approach.

Chapter 3. Validation of the method
and measurement procedure within
the Game Based Assessment
approach.

Methods

Theoretical analysis, research
data and reports of the game
industry.

Theoretical analysis, research
data and reports of the game
industry.

Quantitative analysis of data,
mathematical modeling of in-
game users data
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