Benchmarking

CMU

http://www.etc.cmu.edu/Global/index.html
Entertainment Technology Center – program merging computer science and visual design – great grad pool.  EA hires 50% of their grads.  Faculty from Theater, CS, Engineering, Integrative Arts, etc.

Wisconsin

http://www.academiccolab.org/initiatives/gapps.html
Games and Professional Practice Simulations (GAPPS).  Looking at games and simulations to solve educational problems with our school systems.

MSU

http://www.detnews.com/apps/pbcs.dll/article?AID=/20070212/BIZ04/702120362/1026/SCHOOL
Serious Game Design degree from MSU – starting soon

MIT

http://www.educationarcade.org/
MIT – Education Arcade.  Appears to be re-funded.  Project was dormant for a year or so after initial funding from Microsoft ran out. “The Education Arcade explores games that promote learning through authentic and engaging play. TEA’s research and development projects focus both on the learning that naturally occurs in popular commercial games, and on the design of games that more vigorously address the educational needs of players.”

Also see: http://web.mit.edu/cms/People/henry3/ - Heny Jenkins
Georgia Tech

http://egl.gatech.edu/
Experimental Game Lab.  GaTech also has several degree options in digital media (optional gaming focus), and is supposedly the only PhD program in the nation with such a degree.  Some big names in the SG space are faculty here.

Also See: http://www.watercoolergames.org/archives/000484.shtml
USC.

http://www-cntv.usc.edu/academic_programs/interactive_media/academic-interactive-home.cfm
Degrees in games/interactive media.  Their program was initially funded (maybe even endowed) be Electronic Arts.

The Guild Hall @ Southern Methodist University

http://guildhall.smu.edu/index.php
Huge placement statistics, professional-oriented degrees.  Not sure what goes on in the ‘Serious Game’ space here, but I have met their director who attends and follows SG news and events.

Across the Pond

Serious Game Institute Coventry University

http://www.conventry.ac.uk/newthinking/html/serious.htm
New initiative started by a university in the UK.  Good information about their thinking.  A lot of thinking (and money by the looks of it) going into this.

University of Birmingham

http://www.iecs.bham.ac.uk/hit/sg.htm
A serious game team, under the umbrella of Human Interface Technologies, School of Engineering.  Look to be leveraging game engines and SDKs to build serious games.

Scotland’s University of Abertay Dundee

http://www.abertay.ac.uk/News/NewsDetails.cfm?NewsID=1113&Key=006.001
Serious game program sponsored at the federal level.  Involved custom work, as well as a 5th – 12th grad initiative.

Why are games important?

· More and more people playing every year, from 5 min games of Tontie to 8+ hours of WoW

· Part of the Web 2.0 movement?  Community, interactive, immersive…I think so (for some it’s facebook, for some it’s Second Life)

· Games are learning vehicles…they do a wonderful job at teaching the user about the UI, how to play the game, how to succeed, etc.

· Incidental learning in WWII, Civ, Sims, Zoo Tycoon, etc.

· They mimic ID…but they are much more ENGAGING!!! (can you remember the first time you learned to do a proof in geometry?  How about the first time you beat super Mario brothers or Metroid?)

· Clear goals and/or objectives

· Immediate feedback

· Interactive (via the environment and/or other players)

· Levels of mastery (in order to move on, scaffolding)

· Exploratory

· Changing core characteristics of kids (going to be more noticeable as time moves on) – Net Generation

· One-to-many, linear learning is fading.  Many-to-many, exploratory learning fits better (what games do well).  

· Good gamers learn to test the system, early and often (given a gun, shoot the guy w/ the gun…Wii mote – trick shots).  This isn’t cheating or being lazy, this is becoming efficient.  Quake rocket jump.

What does a Game Lab look like?

· Plenty of high-end machines

· PC Games

· Cluster machines by genre

· At least 4-6 copies installed on machines (for head-to-head or even collaborative play)

· NEW games.  New releases as soon as they come out, brings in traffic for people who want to play/try out the game before buying, or even people that don’t have the machine/money to play the games

· Possibly establish relationships w/ big publishers – drug dealer marketing – we give kids free tries at games, good publicity

· Consoles

· At least 3 large (plasma?) televisions for the Big 3 systems

· HD support

· 4 controllers each

· Library of games (try and work with publishers and/or via grants to keep the library growing)

· Comfortable playing space (chairs/floor chairs/bean bags) or ample room (wii)

· Open LATE!!!  

· Organized (maybe even sponsored) LAN parties

· Begin relationship building with

· Publishers – obtain new games

· Console triumvirate – SDKs

· Industry folks – talks, seminars

· Alpah and Beta testing programs? UI critiques?

Getting somewhat Serious…

· Collaborative space with whiteboards (either off to the side of the lab, or a smaller, closed-in room)

· Game engines/toolsets on some (all?) of the machines

· Unreal, NWN, Source, SL, Quake, Doom, pain killer, Warcraft, more as they become available

· 3D toolsets – Maya, 3D studio Max

· Adobe/Macromedia tools

· Academic-use contracts for engines that are not free

· Studio Development Kits (SDKs) for consoles 

· Level design contests/map design contests

· Hold every month?  Maybe every semester?

· Prizes

And a bit more Serious…

· Similar to engagement award system

· Faculty members submit proposals for serious game projects

· We (design teams/administrators/others) evaluate proposals that will have the broadest impact

· Work to create a design document with game designer/ID, faculty, and others

· More contests!

· Student teams to build game based off design document created by faculty/ETS team members

· Winning team gets real rewards (gift cards, iPods, graphics card, something…)

· The final product (serious game) is piloted w/ the original faculty member

· Also released to the greater PSU community at large to utilize if desired

And now we’re SERIOUS…

· Full time faculty on-board to do assessment/evaluation of game-based projects/learning projects

· Faculty advisor (maybe same as above) to help get faculty involved and spread the praise of ETS and the game lab.  Joint appointment?

· Interdisciplinary game design credits – IA, IST, CS, ED, etc.  

· Get faculty to sponsor independent studies or make this a part of certain tracks within a major

· Create prototypes of adver-games, training games, political games…games for non-entertainment purposes

· PBL approach to game design and development

· Ideally, we’d want an interdisciplinary degree program in game design that stems from this initiative – ETS involved somehow?

· Professional/certificate options?

· Possible classes, or at least the ability for an instructor to sign-out the lab for class time (as long as it’s legitimate game design/prototyping stuff that can only be done efficiently in the lab)

· Once we establish baseline game design/prototyping competencies, go after grants (maybe even before we have the competencies). Faculty buyin is key

· External Funding Capabilities

· We provide PM methodologies and development for companies who are developing game-based projects

· Utilize students (wage payroll, workstudy, intern, independent studies) for development work.  ETS works on design with clients

· Potentially fund full-time developer to train/manage students in development within 3D tools and/or game engines

