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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)  
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A GEElab Curation: 
www.bizplay.org 
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www.gamesforchange.org.au, 15-17 November 2012 
hosted by RMIT’s GEElab  & School of MediaComm 
 



G4C ANZ: Civic Engagement for Urban Change 
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•  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  



ABOUT GAMES, GAMEFULNESS & 
GAMIFICATION 
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“Games are the 
emergent cultural form of our time.” 

(McKenzie Wark 2007) 
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An Old Discourse! 



RMIT University © 2012 School of Media and Communication 16 

Mission: Turn The Browser Space Into a Gameful Experience 
playbe’s playce: http://spw.playbe.com (2006)  
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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 etc. (2006–2008) 
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Jesse Schell’s talk at DICE 2011:t 
http://www.g4tv.com/videos/44277/dice-2010-design-
outside-the-box-presentation 
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A New Discourse! 

“Gamification: (…) the use of game design elements in non-game concepts.” (Deterding et al. 2011) 



Hype? 
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THE GAMEFUL UNIVERSITY 
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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.It, 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) 
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Expositur: Recreating A Knowledge Space using a 3D Game As a Tool 
Fuchs-Eckermann (2002) 
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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	  

 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) 
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Fold.It 
University of Washington (2009-) 
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www.codecademy.com www.khanacademy.com 
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www.coursera.com 
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What Can The Classical University Do? 

•  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? 
RMIT University © 2012 School of Media and Communication 39 



RMIT University © 2012 School of Media and Communication 40 

Thank you! 


