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Good Vvideo games ave in fact highly optimized learning systems, cavelully engineered to keep players engaged Lor long peviods of Hime while they Aevelop ana relfine skills,
explove omd vecome Lacile navigating novel amd oftewn bizavre envivouments, overcome increasingly Ailicult challenges at the threshold of their abilities, anad piece together understanding
of o complex amd initally mystervious back-stovy. (Does this sound at all like leavning quamtum mechamics?) Studying video games can provide PER with some fresh wew ideas..
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Al aspects of the leavning envivoument,.. <s acvoss multiple sigu systewms (images, 2 wmovatorium
ave set up to encourage active and wovds, actions, symbols, avtifacts,
cvitical, wot passive, leavuing. #2 etc.) as o complex system is cove to Y
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msiders

| the leavuning expevience.

Aesign
Leavuing about amd coming to
appreciate Aesign amd Aesigw
principles is cove to the
leavning experience.

Leavuing nvolves taking ow and playing
with identities in such a way that the
leavner has veal choices,.. and ample
oppovtumity to meditate on the
velationship between new identities
and olA owes,..

The learwer is am “insider’,
“teacher’, and “producer’ (mot just
a ‘consumer”’) able to customize
the learning expeviences and
Aomain/game Lrom the beginning
throughout the expevience.
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Alscovery

overt telling is kept to a well-
thought-out minimum, allowing
owmple oppovtumnity for the
leavner to expeviment amd <
wmake Aiscoveries.
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#1s
cycle of probing

Leavuing is & cycle of probing the wovld
(Aoing something); veflecting in amd ow this
acton amd, o this basis, forming a
hypothests; veprobing the worlAd to test this
hypothesis; amd thenm accepting ov
vethinking the hypothesis.

#19
intertextuality

The learner undevstamds texts as o
Lomily (‘genve’) of velated texts... but
_ounly abter having achieved embvodied
understamdings of some texts...

explicit information on-
Ademand and just-in-time

The leavuner is given explicit information
poth ow demamd and just in Hme, whew the
~ leavrner needs it ov just at the point wheve
V7 tHhe inPormation cam best be understood <
and used in practice.

bottom-up

basic
skills

situated meaning

The meamings of sigus (words, actions,
objects, avtifacts, symbols, texts, etc.) ave
situated in embodied expevience. Meanings
ave wot geneval ov decontextualized.
Whatever genervality meanings come to have
1S Aiscoveved bottom up via embodied

Lailuve safe

providing text &

text comprehension expeviences. providing other vesources
Texts ave wot understood puvely verbally,.. but... in +evms 1 H ] O o Aemand, & .
i‘\"ﬂ“".‘v e of embodied expeviences. Leavners move back oA fovth e{'c... mmediatre )4 V‘S‘:‘e hac :\“\A’ . SCG'P‘PO‘AW\Q “‘ eve‘ s"
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kwowledge verbal undevstanding (reading exts apart Lrom Ge,f: :;’C‘fﬂ"v.:":g.:*‘\g“ wseq ’“ $ A with fish vowls,
embodied action) comes ouly when leavners have had RIS studewts clhoices *
enough embodied experience in the domain omd awmple A embedding learning in & SmV\é\bOXQS, tvavsfer &
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