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ABOUT THE GEELAB
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At RMIT University's GEElab, we are
researching how game design thinking
and experimental entertainment can
positively affect and alter
architecture & urbanism, mobility,
popular media, storytelling,
engagement, other sciences
as well as society itself.
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Research Example: Apply Gameful Design Methods and Technologies®to
Increase Enjoyability of the Connected Car

2011-2014
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Displaying Futures: New Display Types & Integrations Bring Forth New
Entertainment & Spatialized Applications (LG Display, Merck, Stylepark)
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Serious Game Example: Trouble Tower
Occupational Health & Safety Training Game (Dr Stefan Greuter & Student Team)




Chief Investigator: Partner Investigators
r Dr, Susanne Tepe
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bizplay

BUSINESS PLAY 2012

Enterprise Gamification Symposium & Workshop

A Flagship Project for the Baden-Wiirttemberg Creative Hub

HOME ABOUT PROGRAM EXPERTS APPLYNOW VENUE CONNECT // FOLLOW USON TWITTER

If you believe gamification is a technology solution to a people problem,
you’re screwed.

The Bizplay 2012 Experts

More information

i Al
Sebastian Deterding Dr. Mario Herger Prof. Dr. Dan Hunter
Hans-Bredow-Institut, DE SAP, USA New York Law School, USA
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www.gamesforchange.org.au, 15-17 November 2012
hosted by RMIT’s GEElab & School of MediaComm
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G4C ANZ: Civic Engagement for Urban Change

L A B

« The City of Melbourne has key social and environmental challenges it had us
address — youth, recycling, wellness, community, liveability

* Engaging the collective intelligence of the community using an event game
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ABOUT GAMES, GAMEFULNESS &
GAMIFICATION




“Games are the

emergent cultural form of our time.”
(McKenzie Wark 2007)
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An Old Discourse!

Homo Ludens by Johan Huizinga
1938

HOMO
LUDENS

PROEVE EENER BEPALING VAN
HET SPEL-ELEMENT DER
CULTUUR
DOOR

'HUIZINGA




WHAT KIND OF PLAYER ARE YOU?

WELCOME TO MY PLAYCE!

ABOUT

My same i Steflen P Walz, and 1 am 2 game desig, 3 el
attvapologlst, and 2 dgital meda / architecture teacher and
msearcher, Cumently, 1 am worklng 2t the ET 2rich's chak for
Computer Aided Architectural Desiga, pursidag my Ph.0., which
xmnhmdw‘rmh

Hem, |n my playce, you can expione prajects 1 have been lrvobed
0 dufng the panst years,

DETRICTION

Either - less exciting - you navigate my playce with the
avigation bar below. Or, choose 0ne of the fowr game modes
08 the b £ acoess the Gesign spuces | have wated projects
for. wmmmuqm-—m




Mission: Make the Tourist Experience.a Game

REXplorer, a location-based, gestural interaction rental service
for the city of Regensburg

ETH Zurich with partners RWTH Aachen ete. (2006—2008)

NOKIA

(onnecting People
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Jesse Schell’s talk at DICE 2011:
http://www.g4tv.com/videos/44277/dice-2010-design-
outside-the-box-presentation

RMIT University © 2013 School of Media and Communication




A New Discourse! Gaming ——

(Serious) games

Whole < > Parts

Playful design

Y
Playing

“Gamification: (...) the use of game design elements in non-game concepts.” (Deterding et al. 2011)
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Hype?
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THE GAMEFUL UNIVERSITY




Game Design & The University (=

* The University As A Game: Virtual U, Digital Mill

The Virtual University As A Knowledge Space: Expositur

Campus Games: Assassin at the MIT

Playing Learning: ETH Game & WHAVSM

A Class as a Multi Player Game: Lee Sheldon, Indiana University Bloomington

A Game Layer for Undergraduate Life: RIT Just Press Play

Turning A Whole School Into a Gameful Experience: Quest to Learn

Games for Scientific Research: Fold.lt, University of Washington

Gameful Learning Is Not A University Domain: Coursera, Udacity, edX et al.

What can the classical university do?
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Turning University Business Development Into.a Serious Game:
Virtual U (Digital Mill 2001)




Expositur: Recreating A Knowledge Space using a 3D Game As a Tool

Fuchs-Eckermann (2002)
R g e



ETH Zurich

Department of Architecture ' F
Chair of CAAD sl T

DWEF Design Studio WS 2004/05 M y
www.caad.arch.ethz.ch m

Eidgenossische Technische Hochschule Ziirich
Swiss Federal Institute of Technology Zurich




Project De

Affiliation

Henri Isermann

Archite
rban Pla

ersity of Stutt,

WHAVSM?

A Pervasive Role-Playing Game

WHAYSM? was created for architectural students
at the University of Stuttgart for use during their in
troduction weeks. It is meant to help them orientate
themselves in their new city and university as well as
to support networking amongst them. Further devel
opment of the game will integrate study scheduling
abilities and a rating/evaluation system.

Inour game, players have tocollect barcode-like sym
bols with their cellphone cameras. These barcodes
are spread out across the city o

f Stuttgart at stores
and locationsimporiant to architecture studentsand
their studies.When a barcode is scanned, the player's

phone connects to the game server, and the location

is “uniocked.” As a reward for unlocking, players re

ceive

rtual resources such as glue or paperboard.
By collecting locations and respective resources,
players can fulfill the game's missions, which ask
them to create deliverables consisting of diverse
resources.

During the game, players must gain advanced skills;
in order to do so, they must depend on each other for
help. This sometimes causes conflict, but ultimately
nurtures communication and cooperation. With the
help of the game application, players can atall times
check their stock of items, identify requirements for

level-ups and deliverables, search locations on the
Stuttgart map. trade their items and communicate
with other players via a chat. To make this possible,

the game application is equipped with different mod

ules. Through the location tool, the player gains ac

cess to unlocked places such as resource collection
points, lioraries and the mission center. The map tool
provides geographic overview. The production tool is
used to create items and to supply information about
the number of items and resources available. With
these, players can build models, present products or
design drawings - if they meet the reguired skill le
thatis. W
be exchanged, while the chat tool helps to breed ac
cord amongst the players.

th the trading tool, items and resources can

www.meh
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Lee Sheldon’s Grading Procedure: You will
begin on the first day of class as a Level One
avatar. Level Twelve is the highest level you can
achieve (Spring 2010)

Level XP* Letter Grade
Level Twelve 1860 A
Level Eleven 1800 A-
Level Ten 1740 B+
Level Nine 1660 B
Level Eight 1600 B-
Level Seven 1540 C+
Level Six 1460 C
Level Five 1400 C-
Level Four 1340 D+
Level Three 1260 D
Level Two 1200 D-
Level One 0 F

RMIT University © 2013 School of Media and Communication
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| LOGIN
i | I
Atthis time Just Press Play is only open L

to IGM majors. (Eind out more?)

ean AChievements
things you do. Meet people. Attend events.

Make something great.

How do you

get your achievements?

Get your PlayPass scanned.
Submit content online.

Get achievements by being in the game.

Just Press Play adds a game layer to our undergraduates' daily life. We invite
students in RIT's School of Interactive Games and Media to engage in a playful way
with their educational environments and experiences.

With the generous support of Microsoft Research Connections, we're working to make
the platform ilable to other instituti

NIERACTIVE Microsoft
ﬁ | RI-T Besearch
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About  Admissions

Academics  Faculty & Staff

News | Calepdar | Contact

Galleries  Partner

Who is a Quest student?

college v Ay W<y
focused . 4 = learner

N

e

)

tech-savyy onalytical

lfoves new
challenges

Sterling Mine Museum

8th grade students learn about geology at
the Sterling Mine Museum,

Quick Links Latest photos Featured News
Students Student Handbook Wintee After School Program is Here!
R Canvas Login Alles School Starts Matday.Januacy 2th
Acadomi Chesk ot the pew videa about Missian Lab!
Calendar QzL Student Email 5 . o
QLINK i)
Q2L Glossary Eall 2012 Information Sessions Have Ended

All News

The Way Things Work

Game Design and
Systems-Thinking

Wellness




Learn to code
interactively,
for free.

People all over the world are
learning with Codecademy.
Join in now!

Get Started!

Build Projects

Learn to create interactive
websites, fun games, and
killer apps

Gib deinen Namen in Anfihrungszeichen ein wie hier "Hans” und driicke
dann die Eingabetaste.

teffen”
> “Steffen”

Gut gemacht! Wie lang 1st dein Name? Finde es herous indem du deinen
Namen in Anfuhrungszeichen setzt und .length anfigst. Danach driicke
die Eingabetaste (von jetzt an machst du dies jeweils, nachdem du
eine Lektion beendet hast).

In meinem Falle wire dies “Hans™,length.

Be Recognized

Join the Community

Stay motivated by joining Build your profile and show
groups to code with your off your progress with points
friends and badges

www.codecademy.com

RMIT University © 2013

228,419,186 lessons debivered
Learn almost anything for free

wricity

negative ecce

exponent? ellipse

Leonardo’s "Mona Lisa’

Answer community questions

Sal and Dr. Beth Harris discuss the work!'s most
famous painting.

Answer students’ Questions about our aigela videos
and othar subjects.

tie and Pre.Al try . Trigonametry and precaicuds , Calculs

Algeten . Ge

Probabity and sta tal Equations , Linear Aigebra , Appled Math , Brain Teasers , Vi Hart

Science & Economics

Blology , Chemstry , Physics , Cosmology and Astronomy , Orpanic Chemistry , Finance and capital markets
Microeconomcs , Macroeconomics , Computer Sclence , Heathcare and Medicine , LeBron Asks , MIT+K12
Projects

Humanities

A=t Amarican C . At History

Test Prep

SAT Math , GMAT , CAWSEE , CaMornia S Competition Math , IIT JEE , Singapore Math

Computer Science

Drawing , Programming Basics , Animaton , L cson

Practice your skills. Browse all 3,800 videos

Login  Sgnup  Donate

WATCH- PRACTICE COACH VOLUNTEER ABOUT

Practice your math skills

Practice your matn siiits om acdtion 10 calculss
and everyming in batweon.

Sign up for Khan Academy

Create a profie, save your work, and sam badges.

Subscribe to our courses

[

How to use Khan Academy

Take a quick tour with Sal of al the neat things you
can do on Khan Acadermy.

www.khanacademy.com

School of Media and Communication




coursera Courses  Universities  About +  Login LN ]

Take the World's Best Courses, Online, For Free. L A B

n 2,331,116 Courserians Signed up for 3 new courses on Counsee starting thiss fall. You got to love free education. ) I
-Bas K

Loarn with videos, quizzes, and essignments ﬁs Interact with thousands of other students | Q Advance your knewledge and caroar

COURSES (213)

%E, =[PO)-1"100

E-learning and Digital Cultures Fantasy and Science Fiction: The Human Writing in the Sclences
Mind, Our Modern W...

University of Edinburgh University of Michigan Stanford University

Sharts in 1 doys (3 wesks boog) Storte n 1 doys 09 weks kong] Ended 3 montha ogo (8 weeks bng)

Microaconomics Principlas An Introduction to the U.S. Food System: Building an Information Risk
Perspectives fro... Management Tookkit

University of Illincis ot Urbano-Champaign Johns Hopkins University Univorsity of Washington

Srarms i 1 days (8 weeka long) St in 6 days (§ weeks kong) Stamed 10 days oge (10 weeks leng)

WWWw.coursera.com
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What Can The Classical University Do? G==

« Carefully evaluate digital strategy, and roll out.

 Recall strengths of physical space: students come for rites of passage, mating, celebrating
knowledge, sports and companionship.

+ Celebrate face-to-face discourse and innovation culture.

« Translate Uni currency (degrees, titles, certificates).

+ Create curricula reflecting new generation of digital natives.
+ Enable spaces to test new paradigms: learning by doing.

* Increase physical space attractiveness and informality, so students attend not just for
learning.

- Start integrating gameful features where meaningful and fitting.

* Integrate physical and virtual experience.

* Market uni core values, vision, people, stories.
« What do you think?
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Thank you!
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