Computing and Games in
the ChemE Curriculum
A Development Workshop

Marcel Liauw, Margot Vigeant DMs




Schedule

* Greetings and Goals (15 min)

* A Vision (15 min)




Greetings & Goals

 What games exist in ChemE?
* Meet potential collaborators for current ideas
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19.11.2010

s.de/20101112/computer-auf-dem-wunschzettel/, on

http://www.kinderzeug

Workshop
Computing and interactive games

In the curriculum

Digital Natives learning...



http://www.kinderzeugs.de/20101112/computer-auf-dem-wunschzettel/
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What”?

- Gameification
Game

e [he process of

applying game-

thinking and game-
dynamics, which

make a game run, to

e Designed
environments with
rules where players
make choices that
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http://www.ala.org/acrl/publications/keeping_up_with/gamification

Creativity Contentment Awe&Wonder Excitement
Curiosity Pride Surprise Love Relief Joy

*Jane McGonigal EDUCAUSE 2013 & “Reality is Broken”



Competency
Based
Education

NY Times, November 3 2013

Ehe New Pork Times

BUS3020:

Fundamentals of EBusiness = Spring 2013
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Show & Tell

Demos
Descriptions
Play-Testing
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Summary of Show and Tell

e Kevin Hadley from SDSM&T - Pandemic for team building
 Dan Anastasio & Daniel Burkey from UConn - Seniors vs. Zombie gamification

» Ulrich Schacht from Strathclyde University - Game of design for teamwork and
project management

* Milo Koretsky from University of Oregon - Multiple simulations of industrial
process - “game” of internship
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What i1s this Good For”/

i GOOD °

Motivation

Concepts

Better memory, connection to
Images

Accesses what students do
already (converge!) .
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Simulate things they can't
really do

Learning over the course of
the semester (not cramming)

Rewarded for learning things
that might not jump out of the
text

Students get more ownership




Not so good

o Students who will game the game (exploit)
* A competitive classroom can be negative

 Need good assessments to prove this is actually
working

e \What level of Bloom’s are we at
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What do we want to tackle”

* Fugacity: the game
* How to do basic research
* Design of an active pharmaceutical compound and

its reaction and purification train
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Work Time

Grouping
Welgigle
Report




Design Elements

- Game - Gameify

e Story e Setting

e Environment e Level requirements




Report (Goals

e Educational Outcome

e Setting

* Approach (game or gameity or ....)
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Next Steps”




‘It Is not difficult to Imagine a
school of the future as a
'laboratory school’ - a school
making massive use of educational
simulation games, laboratory
activities, and creative projects - a
school In which almost everything
to be learned is manipulated,
physically or mentally.”
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