MAKEAONIAZ

ME2.2 EMIMOPpPWTIKO TIPpOYypaa LE BEpQ
“Nawdaywykn & ddbaokaAia otn 7 eknaidbevon.
Kouwvotopec pebodot kat texvikeg StbaokaAiac”

MaBnon peoa armo to Mawyvidt

Qaxavtidng NiwkoAaog
AvarmAnpwtn¢ Kabnyntng

Tunuo Ekradeutikng kat Kowvwvikng MoAttikAg , MoveniotiuLo

Makeboviog
Emixeipnoiako MNMpoypappa g EZ"A
Avarrrugn AvBpwtrivou Auvapikou, :=ma 2014-2020
ExTmraideuon kai Aid Biou Maénon

Evpwnaikn Evwon
Eupwnaikd Kowwviké Tapelo Me tn ouyxpnpatodotnon tg EAAGSag kot tng Eupwrnaikng Evwong



Abela xpnong

To apOv eKTTOLOEUTIKO UALKO UTTOKELTOL 0€ AOELA YpNOoNC
Creative Commons Attribution 4.0 International (CC BY 4.0)

DO

Emixeipnoiako Mpdéypappa Eé EZ”A
Avarrruén AvBpwrtrivou Auvapikou, :=pm 2014-2020
Exmraideuon ka1 Aid Biou Maénon

Eupwnaikn Evwon
Eupwiaiké Kowwviké Tapeio Me tn ouyxpnpoatodotnon tng EAAGSag kot g Eupwnaikig Evwong


https://creativecommons.org/licenses/by-nc/4.0/

P N ANENIETHMIO
MAKEAON|AZ

Keévtpo YnootnptEng
AlbaokaAiag kat Maenoncg

MaOnon kot Mawyvidl

Nikoc Qayxavtidbng




Moy vidL

Elval armAo, 000 akoUyeTal;




[MTAIXNIAI (opLopog)

Theorist or
play scholar

Definition

Froebel

‘Play is the highest expression of human development in childhood, for it alone is the free
expression of what is in a child’s soul. Children have an innate ability to be curious and to
investigate and to play to find things out’ (1887, p.b5).

Huizinga

‘Play is a free activity standing guite consciously outside “ordinary” life as being “not
serious®, but at the same time absorbing the player intensely and utterly. It is an activity
connected with no material interest, and no profit can be gained by it. It proceeds within
its own proper boundaries of time and space according to fixed rules and in an orderly
manner’ (1955, p.13).

Freud

‘Children repeat everything that has made a great impression on them in real life, and
that in so doing, they recreate the strength of the impressions and make themselves
masters of the situation’ (1961, p.11).

Montessori

Regarded play as ‘the child's work’ (1967, p.180).

Bruner

‘Play ... a means for acquiring information about and experience with the environment’
(1972, p.699).

Erikson

‘The growing child’s play is the training ground for the experience of a leeway of
imaginative choices within an existence governed and guided by roles and visions (1977,
p.79).

Plaget

Described play as a ‘happy display of known actions’ (1962, p.93).

Vygotsky

‘Play is an adaptive mechanism promoting cognitive growth. It creates the zone of
proximal development. In play a child always behaves beyond his average age, above his
daily behaviour; in play it is as though he were a head taller than himself’ (1978, p.102).

Rubin, Fein &
Vandenberg

‘Play is a behavioural characteristic that occurs in describable and reproducible contexts
and is manifest in a variety of observable behaviours' (1983, p.698).




MAIXNIAI (xopakTnpLoTKA)

a) Na eivoi eAeVBepn emidoyn
TWV CUUUETEXOVTWV.

B) Na katevuBuveToL amo
E0WTEPLKA KivnTpaL.

v) No mpoodEpeL euyapiotnon
Kall LkovoTtoinon.

8) Na epmmA€kovTal evepyad ol
TTOLLKTEC.

g) Na elvall auto-
KateuBuvopevo.

oT) Na €xeL vonua yla to
CUUUETEXOVTAL.

1. Elva Stadikaoia, OxL cuyKekpLUEvn dpaon.

2. Exel emiAeyel amno to madi, pe dtabeon va
OUMMETEXEL.

3. Amaltel tTnv evepynTLKN EUTTAOKK TOU TtaldLo.

4. Elval emapkw¢ aoPpaAES, CWHATIKA Kol
P uxoAoyLKa.

5. ArtoteAel OUVOALKT) CWUOTLKN KOl TIVEU LOTLK
EUTELPLAL

6. Xavetal n aicOnon tou xpovou.

7. Xpeldletal MEPLEPYELQL.

8. Npoodépel euxapiotnon.

9. Eiva AlapopeTiko yla kaOe madi.

10. NpoodEPEL Lkavomoinon wg AUTOOKOTIOC
Else (2014)

1. Tnv €xouv eTAEEEL T
rialdLa ko eivol auto-
KatevBuvopevn

2. ExeL ecwteplka kivnpa.

3. KateuBuvetal amo
E0WTEPLKOUC KAVOVEC.

4. MpolmoBetel pavraoia.

5. To maidt eival evepyntiko
Kall o€ eypriyopon, aAAd Sev
EXEL EVTOLON KOl EKVEUPLOLLO.

Peter Gray (2013)



[MAIXNIAI (tumol)

shaare. e Socd Play

A Playworker's Taxonomy of Play Types by Bob Hughes

Type of Flay
Adventurous (Risky)

Play
Communication play

Creative play
Deep play
Dramatic play
Exploratory play
Fantasy play
Imaginative play
Locomotor play

Mastery play

Recapitulative play
Rough and Tumble play

Social play

Socio-dramatic

Symbolic play

Cur Defimition
Arguably the most important part of owur program, check ouwt
the following page for more details!

This iz play that uses words, signals or nuanoes.

Thiis is inventive play, focused on spontaneous creation.

This is play where children face their fears and step outside of
comfort zones (phiysical and emotional).

Thiz play is forused on acting out events that aren’t part of
normal, everyday life.

Thiz play that is tied to the natural world and a huge focus at
F5 as students are constanthy exploring.

This is play that is totally wnreal; 3 magical world created.

This style of play lets go of the typical “rules” that gowvern our
world — this oocurs guite often 3t F5.

This is active, physical play — another staple of F5.

This play is focused on feeling in (and taking) control of
phry=sical elements in the environment.

This is 3 huge part of F5 in which we participate in and replay
aspects of human evolutionary history.

This is commaon play among kids, and is focused on testing
phiysical limits [within the comtext of safety guidelines)

almost all of cur programming is this form of play. 1tincdudes
any play that is interactive with others, in which all psople
invohred abide by the same customs and rules.

This type of play gives students the chance to jump into the
role of real [or potentially real) experiences.

This plays uses natural {and unnatural) objects that represent
someons, something or ideas.

Example

Faddiing down an unfamiliar stream
for the first time, or dimbing 3 new
tree.

Creating 3 group song and dance.

Using loose parts to build an epic
EMpire.

Caving and Rock Climbing for certain,
or even being in a group can bean
emational risk for zome.

storyteling and puppetry around the
fire.

Almost everything we do! A pond
study with a bunch of creatures, or
simply flipping owver a log.

Creating fairy homes where the
fairies hold magical powers in the
forest.

“Let's pretend...” is 3 key phraze with
imaginary roles of people or objects.

Climbing, Hiking, Tag, Survival... you
name it.

Ciamming 3 stream

E3ining 3 new skill

Balancing on a log

Developing our campsite with shetter
building and a community fire.
stick-sword fencing

Chasing games

Establishment of 3 “concrete factory™
where children take on various roles,
from potters to clay harvesters to
waorking the kiln {fire).

The epic saga of “Aden” the dog, and
how he ranaway for a day and half.

Opening up 3 “Store” that zelks tree
biowes and sticks for shehers in
exchange for snail shells.




[TAIXNIAI (Tumol)

Table 1 Cognitive

‘ Functional play Dramatic/symbolic play
categories of play and l. Rough and tumble play l. Symbolic play
taxonomy of play , 5 . .

2. Deep play 2. Socio-dramatic play
3. Locomotor play 3. Dramatic play
4. Object play 4. Fantasy play
5. Exploratory play* 5. Imaginative play

6. Role play
Constructive play (zames with rules
1. Creative play l. Social play
2. Mastery play 2. Communication play
3. Exploratory play”

“Exploratory play allows a child to manipulate behaviors such as
handling, throwing, banging or mouthing objects, assessing its prop-

erties and possible ways to play with the object such as stacking blocks



Moy vidL

Moawxvidl otnv Eknaidevon




Mot MNayvidt;

¢Play is state of mind that one has when ab-
sorbed in an activity that provides enjoy-
ment and a suspension of sense of time.
And play is self-motivated so you want to
do it again and again.

The characteristics of play all have to do
with motivation and mental attitude, not
with ... the behavior itself. Two people might
be throwing a ball ... or typing words on a
computer, and one might be playing while
the other is not. To tell which one is playing
.. you have to infer from their expressions
and the details of their actions.



Mot MNayvidt;

Play is meaningful
Children play to maks

sense of the world around
theam, and to find meaning in

an expenance by connecting

it to something already
Enowwn. Through play, chakdren

axpress and expand their
undearstanding of

theear EXp=Enancas.

Play is joyful
| ook gt children — or adults -
playing, often smiling and
laughing. OF courss, play
miay have its frustrations and
challenges (Who gets the first
turn? Why can't | make this block
building stay up?), but the overall
fesling = one of anjoyrment,
mtivation, thrill and pleasure.

Play is iterative
Play and learning ara
not static. Children play
to practce sklls, try
out possibilibes, revise
hypotheses and discover

new challenges, leading to
deaper leaming.

Play is actively
engaging
Watch children playing,
and you will usually see
that they become deephy
invodved, often combinang

physical, mental and vearbal
engagement.

Play is socially
interactive
Play allowes children to

communicate deas, to
understand others through

social interacton, paving

the way to build desper
undarstanding and more

powerful relatonships.




Taéwvouta

Epistemic
Behaviour

Problem

2 Productive
Solving

Exploration

Co-operative

Ludic
Behaviour

Games
With Rules

Games of Games of
Chance Skill

Repetitive

Competitive




Gamification

Edutainment
Game based Learning

Edutainment

Traning
T Simulators

Serious Games

Gamification




Gamification

Edutainment
Game based Learning

© K.Becker
2016

Games vs Game-Based Learning (GBL) vs Gamification

Thistermincludesall the
other categories except
gamification.

A game designed for
purposes other thanor
in addition to pure
entertainment.

A game designed
specificallywith some
learning goals in mind.

The process and practice
of learning using games.
[From the learner's
point of view]

The process and practice

of teaching using games.

[From the teacher’s
point of view]

Theuse of game
elemenE ina ﬂon—game
context.

Can befor any purpose.

Changein behaviour,
attitude, health,
understanding,

knowledge.

Normally connectedwith
sorne educational goals.

Not a game - thisis an
approachtolearning.

Not a game - thisis an
approachtoteaching.

Often usedto drive
motivation, but can also
be used to make
something more playful
and game like.

Can beeither playor
rewards (or both).

To get the message of
thegame.

To learn something.

To improve lea rning.To
increase learning
effectiveness.

*Note GBP & GPL arerelated,
but not the same.

To improve teaching
practice &effectiveness.

*Note GBP & GPLare related.
They are like two sides of a
single coin.

Depending on how it's
implemented, it can tap
into extrinsic or intrinsic

rewards (or both)

Is it fun?

Is it engaging?

Is it effective?

Am | learningwhatl am
supposed/ needto be
learning?

Is it effective?

Business: Does it
improve profits?
Education: Is it effective?

Player Experience
thow)

Content/ Message
(what)

Content/ Message
(what)

Learning Objectives
{what & how)

Learning Objectives
(what & how)

User Experience
(how)

Next to nothingto 100

Next to nothing to 100's

Next to nothing to 100's

Usually part of
institutional budget.

Usually partof
institutional budget.

Next to nothing to 10's of

of millions., of thousands. of thousands. Largelyirrelevantto the | Largelyirrelevantto the thousands..
user. user.
User Pays Producer Pays Varies Institution Pays Institution Pays Producer Pays
In learning it usually
Gameis the lessonor is | Gameis the lessonor is | impacts HOW things are
Core Amusement, Message. SN AoE oF used as a part of the used as a partof the |taughtand administered
Knowledge Gap

lesson.

lesson.

ratherthan WHAT is
taught.

Self-consistent,
otherwiseirrelevant

Faithfulness to message
essential

Faithfulness to message
essential

Faithfulness to message
essential

Faithfulness to message
essential

Not Applicable.If a
narrative exists, it need
have nothing to do with

what's being gamified.



Gamification
Edutainment
Game based Learning

GAMIFICATION

The use of game
elementsina
non-gaming context

- Increase engagement
- Extrinsic motivation for
learning or training

Extra layer within
existing environments,
learning or training
programs

- Didital platforms
- Classroom
-Public spaces

- Competitive people
- Performance-oriented
people

GAME-BASED
LEARNING

The process and
practise of learning
by using games

- Increase endagement
- Transfer knowledge,

- Learn new skills

- Abstract knowledge

Uses existing games
which can be
repurposed for the
learning objective

Classroom with
instructor

- Students
- Pupils
- Groups of people

Only under supervision

SERIOUS GAMES
/ APPLIED GAMES

A custom-built game
with a specific
(learning) objective

- Increase engagement
- Increase extrinsic and
intrinsic motivation

- Abstract knowledge

- Transfer knowledgde

- Train new sKills

- Create awareness

- Change behaviour

Games that are created
from scratch for a
specific purpose or
objective

- Classrooms

- Companies

- Public places
- At home

Tailored to any audience
independently orina

group




Gamification

What types of Gamification or Game can you consider?

If you are thinking of gamifying your courses or programs, these are the common strategies you can consider:
Points: to highlight, reward and drive your students' desired learning behaviours, such as task completion, posts
shared or assignment scores

Badges: to incentivise the consistency of your students demonstrating the desired behaviours by giving them
exclusive access to power, like receiving a tip sheet for quiz or deciding the deadlines

Leaderboard: to visualise your students' individual and collective progress for driving healthy comparison
If you are thinking of adopting or creating a new game, these are the common game activities you can consider:

Matching, where players match one item to another, such as turning over one card and turning over another and
matching the same items on the cards, which is useful for students to recognise or revise factual or conceptual
patterns

Role-playing, where players carry out the role and responsibilities of another person, such as making a business
decision in a case competition, which is useful for students to practice procedures of implementation

Building, vwhere players create something of value individually or collaboratively in a designated context, such as
building infrastructures or even cities in the game Minecraft, which is useful for students to creatively apply the
components learnt in the course functionally



Serious play

= The LEGO® SERIOUS PLAY® method (LSP)
is a facilitated thinking, communication
and problem solving technique for use
with organisations, teams and
individuals. It draws on extensive
research from the fields of business,
organisational development, psychology
and learning, and is based on the
concept of “hand knowledge.”




