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COURSE DESCRIPTION
This course is designed to provide the necessary skills and background in formulating and using criteria and procedures for development and evaluation of instructional materials; synthesis of research; resources in the field. The course also underlines major steps and techniques used in design development and evaluation of instructional software.

COURSE GOALS

· Provide an understanding of historical background, learning theories and development of computer-aided instruction.

· Emphasize general features of educational software.

· Explain main characteristics of common methodologies used in instructional design process.

· Highlight criteria used in determining type of instructional software.

· Provide the necessary background and skills needed to design and develop game like learning environments  

· Emphasize formative and summative evaluation of instructional software.

· Provide necessary skills and practice in developing and applying criteria used for evaluation of instructional courseware

Requirements & Grading Policy

Lab Assignments
10%

Group-Project-Analysis
12.5%(Due date will be announced later)
Group-Project-Design (prots)
20% (Due date will be announced later)
Group-Project-Instructional.Mat.
25% (Due date will be announced later)
Group-Project-Final Report.
12.5%

Peer evaluation
Instructor evaluation
Quizzes

10%

Presentation

10%

Course Outline

1. First Meeting (Warm-up)

Course description, Goals, Proceeding of the course

Term (Graduation) Project Description

Labs and Lab Activities

Classroom activity: 

Information about project groups 

2. Introduction & Learning Principles and Approaches

Guest Speaker

Dr. Hakan Tüzün, Hacettepe University. Quest Atlantis Educational Game Projects
Introduction, Learning Principles and Approaches

Behavioral, Cognitive and Constructivist Psychology Principles, Motivation
Readings for the week: 

Chp-1 and Chp-2. Alessi, S. M., Trollip, S. R. (2001)
Assignment

Clarification of project groups, Writing group contract

Lab Activity: 

Play with three different computer game genres.
Analyze these genres in a reflection paper: Compare these game genres, how they (or similar products) can be used in teaching/learning process.

3. Simulations and Games in Education 

What are S &Gs? Theories behind them. How can we use them in education?

Cases: MIT Games-to-Teach Project

Introduction to The FID2GE Model

Classroom Activity:
Educational Video (History of Games)

Group discussion - Critique of current approaches (lecturing, teacher centered approach, available educational software in the market, etc.) and proposing alternatives by the use of educational technology.

Readings for the week: 

Chp-7 and Chp-8. Alessi, S., M., Trollip, S., R. (2001)

The use of computer games as an educational tool: identification of appropriate game types and game elements. 
Science learning in virtual environments: A descriptive study

Lab Activity: 

Focusing on one of the game genres analyzed in previous week, analyzing it in depth in a reflection paper, explore its instructional aspects (existing and potential improvements)

Explore the project development software (Unreal-2004 and other course related software)
4. Introduction to Design, Development & Evaluation, Methodologies

Why do we use models/methodologies? 

The FID2GE Model

Project management, Planning, design and development, Standards, Evaluation

Classroom Activity:

Consultation with the project teams 

Readings of the week:

Chp-12 Alessi, S., M., Trollip, S., R. (2001)

AKILLI, G.K, ÇAĞILTAY, K. , An Instructional Design/Development Model for the Creation of Game-like Learning Environments: The FIDGE Model, Ed. Pivec M. Chapter in "Affective and Emotional Aspects of  Human-Computer Interaction Game-Based and Innovative Learning Approaches", pp: 93-112, ISBN: 1-58603-572-x Publisher: IOS Press, Holland 2006

Lab Activity: 
Goal-Based Scenario selection 

Creation of computer-based prototypes (PowerPoint or Flash)

Preparation of storyboards

5. Instructional Approach to the development of Game-Like learning environments
Constructivist approach to software development

Situated Learning, Discovery Learning, Case-Based Reasoning, Goal-Based Scenario

Readings due for the week:

Roger C. Schank, Tamara R. Berman, & Kimberli A. Macpherson (1998) Learning by Doing (Chp.8) in Reigeluth, C. M. (Ed.) Instructional Theories and Models (2nd ed.). New Jersey:Erlbaum.
Prensky (2002). Digital game based learning

Classroom Activity:
Brainstorming on project topics and possible Goal-Based Scenarios, which will be used in the project.

Lab Activity: 

Seminar and workshop about Unreal-2004 and other course related software
6. Meeting with a Private Educational Software Development Company 

Talk and discussion with a project manager and an instructional designer

Classroom activity: 

Specification of the project topics

One page document about the selected project topic (due next week)

Lab Activity: 

Seminar and workshop about Unreal-2004 and other course related software (continue)

7. Game Story Boarding,, Blended Technologies

Stories and storyboarding, Blended Technologies

Classroom activity
Group discussion- Brainstorming on creative ideas (pick a subject matter and propose a new approach)

Readings due for the week: 

Chp-3 Alessi, S., M., Trollip, S., R. (2001)

Harvi Singh and Chris Reed (2001). A White Paper: Achieving Success with Blended Learning.
Lab activity: 

Documentation of possible Goal-Based Scenarios for the project 

Creation of paper-based prototypes

Working with Unreal-2004 and other course related software

8. Design, Development, Evaluation

Design

The purpose of design

The audiences for design document, Develop initial content ideas

Task and concept analyses, Preliminary program description

Prototypes, Flowcharts, Storyboards - event-charts, Scripts

Ongoing evaluation

Development

Evaluation

Classroom Activity: 

Consultation with the project teams

Lab activity:
Creation of computer-based prototypes (Unreal-2004 software)

Begin building with Unreal-2004 and other course related software  

9 - 14 Consultation meetings

Lab Activity: 

Building with Unreal-2004 and other course related software
Textbook:

Alessi, S., M., Trollip, S., R. (2001) Multimedia for Learning: Methods & Development (3rd Ed.) Allyn & Bacon. Needham Heights: Massachusetts. 

We will only use  Ch-1, Ch-2, Ch-3, Ch-7, Ch-8 and Ch-12.
===========================================================

• Course electronic list: ceit420@metu.edu.tr (for section 1)

  Web Site:   http://courses.ceit.metu.edu.tr/ceit420/
• Course web site: http://online.metu.edu.tr/ (for section 2)

–Use your Orca account User ID and Password to connect
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