
 

 
 

Course: EDET 679 Gamification and Open Education 
Instructor: Dr. Jason Ohler 
Email: jasonohler@gmail.com 
Mode of Instruction: Online 
Office Hours: Most times via Skype and email  

 
 

I. Catalog Course Description and Credit Hours of Course: 
 

Provides students with a foundation in game theory and design. Students create 
technology-based game for use in a K-12 open classroom experience. Students facilitate 
this experience and create a report of the impact of the experience on student learning for 
dissemination. 
Requires access to a computer with Internet and e-mail.  

 
 

II. Prerequisite (s): ED S628 or instructor permission. 
 

III. Textbook and/or Required Readings: 
 

Explore Like a PIRATE: Gamification and Game-Inspired Course Design to 
Engage, Enrich and Elevate Your Learners Paperback – December 5, 2015 

 
IV. Technology Needed 

 
• Computer with Microsoft Word or ability to save or print to PDF for 

submission of assignments 
• Access to the internet for ease of downloading and uploading documents 

and creation of presentation



V. Alignment Matrix 
 
	
Course	Objective	
	
The	candidate	will	
demonstrate	the	
knowledge	and	
skills	necessary	to:	

SOE	
(Conceptual	Framework)	

Standard	Met	

Grad	
Competencies	

NETS-TD	 Assessment	
Ensuring	
that	the	
Objective	
has	been	
met	

Apply	instructional	
design	principles	to	
create	a	unit	of	
instruction	which	
integrates	
technology	and	
enhances	student	
understanding	

Goal	6:	Educators		create	and	
manage	a	stimulating,	inclusive	
and	safe	learning		
community	in	which		learners		
take	intellectual	risks	and	work	
independently	and		
collaboratively.	
	
Goal	9:	Educators	use	
technology	effectively,	
creatively,	and	wisely	in	their		
practice.		
	

2.2	Candidates	can	
work	effectively	in	
various	roles	
with	diverse	
individuals	and	
groups	to	achieve	
common	goals.	

2.f. Coach teachers in and model 
incorporation of research-based 
best practices in instructional 
design when planning technology-
enhanced learning experiences. 

Open	
Textbook		

Demonstrate	
purposeful	
alignment	of	state	
competencies	and	
standards	with	all	
activities	and	
assessments.		

Goal	1:		Educators	articulate,	
maintain,	and	develop	a	
philosophy	of	education		
that	is	demonstrated	in	their	
practice	

3.3	Candidates	
understand	the	
holistic	and	
systemic	nature	of	
issues	in	relation	to	
various	
environments.	

2. a. Coach teachers in and model 
design and implementation of 
technology-enhanced learning 
experiences addressing content 
standards and student technology 
standards  
	

Game	
Design/Refl
ection	
	

Demonstrate	the	
ability	to	anticipate	
needs	and	create	
instructional	
supports	which	
assist	in	the	
implementation	of	
technology	in	the	
classroom	
	

Goal	4:	Educators	possess	
current	academic	content	
knowledge	
	
Goal	6:	Educators		create	and	
manage	a	stimulating,	inclusive	
and	safe	learning		
community	in	which		learners		
take	intellectual	risks	and	work	
independently	and		
collaboratively.	
	

3.1				Candidates	
identify,	analyze	and	
conceptualize	
problems	in	their	
field.	

3.	a.Model	effective	classroom	
management	and	collaborative	
learning	strategies	to	maximize	
teacher	and	student	use	of	digital	
tools	and	resources	and	access	to	
technology-rich	learning	
environments		
b. Maintain and manage a variety 
of digital tools and resources for 
teacher and student use in 
technology-rich learning 
environments	

Game	
Design	

   



Relationship of the Conceptual Framework to Standards 
This course requires candidates to design effective learning experiences 
for delivery in a blended (70% asynchronous) or fully online (100% 
asynchronous) course for potential delivery to K-12 students by the Alaska 
Learning Network. 

 
 

VI. Basis for Evaluation: 
 

Assignment Points Due Date 
Blogging (10 pts. X 13 Weeks)   130 Weekly 

Assessed 
Weeks 1, 7, 10  

Editing/Open Text    100 
Week 13 

Creation of Game   80 November 11 

Reflection of student engagement 
in game 

160 December 15 

 

Rubrics: 

 

 

Blogging Rubric 
 
 

Not Met (1 pt) Met (2 pts) Exceeds (3 pts) 

Digital No evidence beyond Some evidence Clear and convincing 
Communication(1. narrative that the candidate that the candidate evidence that the candidate 
000, 25%)NETS- used digital used digital used digital 
C.3.g NETS-T- communication to engage communication to communication to engage 
2008.4.c in learning with others. engage in in learning with his or her 

  learning with PLN. 
  others.  

Promote The candidate does not The candidate is The candidate seeks out 



 

 
Not Met (1 pt) Met (2 pts) Exceeds (3 pts) 

Diversity(1.000, seek out or contribute to willing to his or her colleagues and 
25%)NETS-C.5.c the ideas of others, and promote a actively promotes a 
NETS-T-2008.4.d instead operates diversity of ideas diversity of ideas by 

 independently. by contributing to contributing to the learning 
  the learning of of others over the week. 
  others over the  
  week.  

Reflection(1.000, Little reflection is evident, or The candidate The candidate engages in a 
25%)NETS-C.6.c the candidate has not reflects on the compelling reflection of the 

 engaged in learning which learning process of learning process and 
 wil impact his or her the previous week, dispositions encountered in 
 professional practice. and examines the the previous week, and the 
  manner in which examines the manner in 
  this learning will which this learning process 
  impact his or her furthers his or her 
  professional professional practice. 
  practice.  

Pedagogical Content Candidate blog does not The candidate The candidate demonstrates 
Knowledge(1.000, provide evidence that demonstrates a a sophisticated 
25%)NETS-C.6.b assigned materials were good understanding understanding of the 

 read, or that any external of the assigned assigned materials and/or 
 research was conducted. materials, and/or viewed assigned videos and 
  viewed assigned has located and shared 
  videos and has extensive outside resources 
  supplemented these to further the understanding 
  materials with some of the group, as well as to 
  outside reading. inform his/her own practice. 

 
 
Editing/Open Textbook 
 
 Wiki	Authoring	(Applying)	 Content	(Understanding)	

1	 Poor	spelling	and	grammatical	errors.	Text	entered	
with	no	enhancements.	Lacks	structure	or	flow.	

Simple	page	which	lacks	insight,	depth	or	is	
superficial.	Entry	is	short	and	frequently	irrelevant	to	
the	topic.	Most	sections	are	of	content	are	cut	and	
paste	or	show	superficial	rewriting.	Language	used	is	
not	representative	of	the	students	language.	Shows	
little	understanding.	

2	 Some	spelling	and	grammatical	errors.	Text	
entered	with	limited	enhancements.	Simple	text	
enhancements	are	used.	The	wiki	pages	has	
limited	structure	or	flow.	The	page	may	contain	
links	or	images.	Student	has	a	mostly	consistent	
approach	to	design	

Simple	page	which	shows	some	depth	or	level	of	
understanding.	Entry	are	short	and	for	the	most	part	
relevant	to	the	topic.	Some	sections	of	content	are	cut	
and	paste	or	show	superficial	rewriting.	The	page	
shows	some	understanding.	
The	page	attempts	to	address	the	learning	
objectives.	Information	sources	are	mentioned.	

3	 Few	spelling	and	grammatical	errors.	Text	is	
enhanced.	The	text	has	structure	and	the	entry	
flows.	Content	is	arranged	in	a	logical	order.	
The	entry	contains	a	appropriate	links,	files	or	
images.	Headings	are	added	using	the	heading	
styles.	Student	has	a	consistent	approach	to	design	

The	page	shows	the	student	has	read	and	understood	
the	page	the	page	is	rewritten	by	the	student.	The	
content	has	relevant	links	or	images	and	the	links	or	
images	may	be	refered	to.	
The	page	address	the	learning	objectives.	
Information	sources	are	acknowledge.	



4	 Spelling	and	grammatical	errors	are	rare.	The	wiki	
page	has	structure	and	is	formatted	and	enhanced	
to	increase	readability.	Contains	a	appropriate	
links,	files	or	images.	Image	sources	are	
acknowledged	and	include	captions.	Images	and	
links	are	referred	to	within	the	text.	Headings	are	
added	using	the	heading	styles.	Wiki	features	like	
embedding	media,	horizontal	rules	and	a	table	of	
content	are	included.	Student	has	a	consistent	
appropriate	approach	to	design	and	layout.	

The	page	show	insight,	depth	and	understanding.	The	
content,	links,	files,	media	and	images	are	relevant	and	
connected	to	the	topic.	The	content	is	obviously	
written	by	the	student	and	the	student	has	shown	a	
good	depth	of	understanding	and	knowledge.	
The	page	clearly	address	the	learning	objectives.	
Information	sources	are	acknowledge	in	a	suitable	
format.	

 
Game Creation: 
 

Problem Solving (20) 
  High: Problem solving opportunities are all over the place and REALLY make you think! The player comes away from the game not only eager to 

talk about the experience, but the game has successfully taught them new skill or given them a new perspective on the world around them. 
 
Acceptable: Presents multiple opportunities to problem solve. The user comes away from the game playing experience able to easily discuss 
with others. Discussions using elements such as interpretation, self-awareness, logic, and other elements of deep thinking beyond simply 
stating facts. Example, "This game really made me think about..." GOOD! Compared to, "There were trees." BAD! 
 
Needs Improvement: Game uses no problem-solving situations and is not connected to the real world.  
 
 

Player Freedom (20) 
High: The gamer is completely in the driver's seat! The game provides opportunity for player to explore other avenues of learning/adventure; 
solving a given problem in various way. The game provides the opportunity for player to deepen knowledge about an aspect of the game or the 
game context/story. The player can create their own environment and scenarios with others to play out. 
 
Moderate: The gamer has more control over what they do. Some aspects of the game are "free-form", and may not connect with the greater 
narrative of the game, however, students still can exert some control over their path in the game. 
 
Needs Improvement: The game drives you instead of you driving the game. Players proceed through the levels by doing things the same way. 
This is typical of "button-mashing" games and games heavily laden with movies and cut-scenes. It's entertaining, but doesn't really create a 
thinking experience. The storyline is basic and may not "thread through" all of game play. 
 
 

Game Play (20) 
High: The game provides constant feedback and rewards (Ex. trophies, stars, scores). The game starts easy for novice players, but quickly 
adapts to the ability, knowledge level, and pace of the individual. Different levels of the game build upon prior learned skills. Outcomes are 
unpredictable, therefore keeping the gamer on their toes! 
 
Moderate: Understanding how to play the game is simple and easy to understand with little or no guidance from the teacher. 
Feedback from actions in the game is somewhat timely and moderately specific; feedback doesn't always help the gamer learn from his/her 
mistakes. 
 
Needs Improvement: Feedback from actions in the game is not specific and does not happen in a timely manner. You could be completely off-
track but not be aware of it. 
 
 

Motivation (20) 
High: The same game environment that is used at school can be continued at home or on their personal device at little or no cost. The game 
offers a strong balance of engagement, fun, and challenges. 
 
Moderate: A version of the game is available to the student at home or on their own personal device. However it may be too expensive to own 
(subscription games get spendy!) or else the saved game from the classroom is not available at home. The game offers a balance of 
engagement, fun, and challenges. 
 
Needs Improvement: The game is not available outside of the school environment. It's in danger of just becoming "school work." The game 
offers opportunities for fun and challenges but may be too hard or too easy at different times, causing the player to lose interest. 
 
 

 
 
 
 
 
 
 



Reflection of Student Performance in Game:  
 Needs Improvement Meets Exceeds 

1. Clear purpose that 

correlates with multiple 

learning objectives 

standards pertaining to 

coursework (20) 

The game does not relate more 

than superficially to the 

objectives or goals. 

The game correlates with multiple learning objectives, 

requiring only basic understanding of required skills. 

The game requires deep understanding of multiple 

learning objectives and provides opportunities to 

demonstrate higher level thinking. 

2. Narrative 

Context/Storyline (20) 

Storyline is basic and does not 

"thread through" all of the game 

play. 

The context or storyline is apparent and continues throughout 

the game but there are limited opportunities to increase 

understanding of them. 

Provides opportunity for the player to explore other 

avenues of learning/adventure. Allows the player to 

deepen knowledge about various aspects of the game 

and naturally develops a deeper understanding of the 

context or storyline. 

3. Well-organized, risk 

oriented problem solving 

(20) 

The game does not have well-

organized problems. The 

problems require only basic 

recall and do not involve taking a 

risk; the problems do not increase 

in difficulty. 

Has multiple opportunities to problem solve at varying levels 

of abstraction. This may include (but is not limited to): 

puzzles, decisions with consequences reflecting those choices 

(i.e. involves risk taking); or playing out scenarios. The user 

should come away from the experience able to easily discuss 

with others using interpretation, meta-cognition, logic and 

other elements of critical thinking. 

Problem solving opportunities are recursive and 

transformative. The player is able to finish the game 

with an added skill set or transformed world-view. The 

user is able to create their own environment and 

scenarios that can be shared with other users. Users 

elicit their own discussion about the gaming experience. 

4. Engaging and Motivating 

(20) 

Game does not offer sufficient 

engagement for players. Game 

play is either too easy or too 

difficult. The game involves 

activities that lack enjoyable 

elements. 

Game offers sufficient engagement for the players. Game play 

varies in difficulty and activity. The game has many fun 

elements that engage a wide range of players. 

The game is so engaging it is difficult to stop playing. 

The games learning environment offers an ideal mix of 

fun and challenging material. The game provides and 

excellent risk/reward system. 

5. Interactivity 

(Collaboration): students 

are able to interact with 

other and the game (20) 

There is little or no interaction 

between players or between 

players and the game. 

Interaction with other players and with the game is 

occasionally encouraged, but may not play a significant role 

in game play. 

Interaction with others and/or with the game occurs 

regularly during game play. Collaboration is 

encouraged and allows the player to progress in the 

game while receiving support from other players and 

the game. 

6. Skill scaffolding and 

mastery (20) 

Game is either frustrating for 

novice users due to difficulty or 

it doesn't provide enough 

challenge for experienced users. 

Different levels/stages of game 

play are poorly related. 

Different levels of the game build upon prior learned skills. 

Initial game play may be difficult but rewards are attainable. 

The level of challenge provided by the game and player 

ability converge quickly. The difficulty level and pace 

of the game adapt to the player. Different levels of the 

game build upon prior learned skills. 

7. Encouragement and 

Feedback (20) 

Feedback is not specific and does 

not happen in a timely manner. 

Feedback is provided less than 

25% of the time. 

Feedback is somewhat timely and moderately specific; 

feedback doesn't always help the player learn from his/her 

mistakes. Feedback may only occur 25-60% of the time. 

Feedback is immediate and specific, offering support 

for the player at least 60% of the time, allowing the 

player to learn from his/her mistakes. 

8. Utility (20) Game play takes large allotments 

of time for instruction. Game 

play is too difficult for the user to 

understand. 

Game play is simple and easy to understand with little 

administrative guidance. Game play is simple enough to allow 

for user modification for creative purposes or customization, 

such as adding an avatar. 

Game play is intuitive and requires little or no 

administrative guidance for use. Game play encourages 

modification and customization, allowing for 

imagination and ingenuity. Examples might include: 

creating an avatar or some design elements like 

building/creating a home. 
 
 



 
 

X. Grading Scale 
 

90 -100 A 
80-89 B 
70-79 C 
60-69 D 
Below 60 F 

 
XI. Academic Policy Statement: 

Honesty in academic endeavors is a central tenet of the UAS philosophy. One 
may feel proud of accomplishments and success attained honorably through 
hard work. Knowledge gained in this way often leads to later success in 
professional pursuits and in personal life. Unfortunately, academic stress and 
anxiety sometimes impact the individual in ways that produce dishonest 
behavior, or taking an “easier” route to fulfilling academic responsibilities. 
Infractions of academic dishonesty can lead to serious consequences. Refer to 
the UAS Student Handbook for more details. Programs offered through the 
Learning Center and the Student Resource Center address topics such as study 
skills and time management to reduce stress and thus help to prevent dishonest 
behavior. 

 
XII. Student with Disabilities: 

To aid college students who experience a documented physical, cognitive, and/or 
psychiatric disability. Disability Support Services are available on all UAS 
campuses. The University of Alaska Southeast is committed to equal opportunity 
and programmatic access for students with disabilities (See University of Alaska 
Regents Policy: www.alaska.edu/bor/policy/policy.xml).   For further information 



on disability support services and guidelines about documentation please visit 
our website at www.uas.alaska.edu/dss www.uas.alaska.edu/dss or: 
In Juneau: 
(907)796-6000 
In Ketchikan: 
(907) 228-4505 
In Sitka: 
(907) 747-7716 
Early contact with this program promotes a positive educational experience 

 
XIII. Civility and Harassment 

Intellectual honesty, mutual respect, and freedom from discrimination, 
intimidation, harassment and violence against persons or property are central to 
the UAS mission. Acts of intolerance and abusive behaviors which violate these 
basic values will not go unchallenged within our academic community. 

 
UAS is committed to standards promoting speech and expression that fosters the 
maximum exchange of ideas and opinions. Ideally, discourse is open, candid, 
and characterized by mutual respect and dignity. 

 
It is the goal of the University to foster a campus climate which promotes the 
ideals of civility and appreciation for the uniqueness of each member of our 
academic community. 

 
 
XIV. Dispositions for Professional Educators 

 
1. Abide by a philosophy of education and remain flexible to revising it based on 

new research and teaching experience. 
2. Appreciate unique thinking processes of learners at different stages of 

development. 
3. Appreciate multiple perspectives and value individual differences. 
4. Commit to professional discourse about content knowledge and student 

learning of content. 
5. Value assessment and instruction as integrated processes. 
6. Commit to ensuring student well being and development of self-regulation 

and group interaction skills. 
7. Recognize the school as an integral part of the community and value parents 

as partners in promoting student learning. 
8. Value professional ethics, democratic principles, and collaborative learning 

communities. 
9. Value technology as a tool for student and teacher lifelong learning. 


