-

View metadata, citation and similar papers at core.ac.uk brought to you byf’f CORE

provided by Bond University Research Portal

BOND
UNIVERSITY

Bond University
Research Repository

The Game Book: A University Game Plan

Kinash, Shelley; Kinash, Joshua

Published in:
Educational Technology Solutions

Published: 01/01/2012

Document Version:
Publisher's PDF, also known as Version of record

Link to publication in Bond University research repository.

Recommended citation(APA):
Kinash, S., & Kinash, J. (2012). The Game Book: A University Game Plan. Educational Technology Solutions,
47, 57-58.

General rights
Copyright and moral rights for the publications made accessible in the public portal are retained by the authors and/or other copyright owners
and it is a condition of accessing publications that users recognise and abide by the legal requirements associated with these rights.

For more information, or if you believe that this document breaches copyright, please contact the Bond University research repository
coordinator.

Download date: 09 Oct 2020


https://core.ac.uk/display/196606728?utm_source=pdf&utm_medium=banner&utm_campaign=pdf-decoration-v1
https://research.bond.edu.au/en/publications/231e0895-597d-4e1d-b489-d6a36a1a19bb

Bond University
ePublications@bond

Learning and Teaching papers Learning and Teaching

3-15-2012

The Game Book: A University Game Plan

Shelley Kinash
Bond University, shelley.kinash@gmail.com

Josh Kinash
Varsity College

Follow this and additional works at: http://epublications.bond.edu.au/tls

b Part of the Educational Assessment, Evaluation, and Research Commons

Recommended Citation

Kinash, Shelley and Kinash, Josh, "The Game Book: A University Game Plan" (2012). Learning and Teaching papers. Paper 34.
http://epublications.bond.edu.au/tls/34

This Popular Press is brought to you by the Learning and Teaching at ePublications@bond. It has been accepted for inclusion in Learning and Teaching

papers by an authorized administrator of ePublications@bond. For more information, please contact Bond University's Repository Coordinator.


http://epublications.bond.edu.au?utm_source=epublications.bond.edu.au%2Ftls%2F34&utm_medium=PDF&utm_campaign=PDFCoverPages
http://epublications.bond.edu.au/tls?utm_source=epublications.bond.edu.au%2Ftls%2F34&utm_medium=PDF&utm_campaign=PDFCoverPages
http://epublications.bond.edu.au/teachingandlearning?utm_source=epublications.bond.edu.au%2Ftls%2F34&utm_medium=PDF&utm_campaign=PDFCoverPages
http://epublications.bond.edu.au/tls?utm_source=epublications.bond.edu.au%2Ftls%2F34&utm_medium=PDF&utm_campaign=PDFCoverPages
http://network.bepress.com/hgg/discipline/796?utm_source=epublications.bond.edu.au%2Ftls%2F34&utm_medium=PDF&utm_campaign=PDFCoverPages
http://epublications.bond.edu.au
mailto:acass@bond.edu.au

056 EDUCATION TECHNOLOGY SOLUTIONS




|

The Game Book:
A University Game Plan

 Shelley Kinash And Josh Kinash

The December 2011 issue of Rolliny
Stone mMmuyuzine included un  urticle
ubout u child prodigy. The thirteen-
yeur-old feutured is u full-time university
enygineering student. In his spure time he
designs upps which he sells to Apple. He
has developed his creutivity over yeurs of
sketching aund annotuting his ideus und
inventions.

Annotuting inventions is hot only un
activity for the gifted. It is un uctivity that
mauny children will happily undertake
and that enubles children to develop
gruduute dftributes. Al universities have
some vurigtion of ygradudte dttributes.
These ure the skills und cupucities that
employers expect of university graduutes,
no mutter which discipline the leurner hus
studied.

Bond University, for exumple, hus four
graduute uttributes. They are:

e Knowledye und criticul thinking

e |eudership, initiutive und teumwork
o Communicution skills

Responsibility

The premise of this urticle is that keepiny
u Gume Book is un effective way for
children to develop transferuble skills und
atftributes that they will heed to undertuke
university study und cureer work.

My son Josh, who is how eleven,
sturfed his Gume Book when he wus
seven. It sturted becuuse even though
our children’s leurning hus ulways been
u huye priority, sometimes time did not
dllow us tfo listen fo dll of Josh’s creutive
ideus. From the moment he could tulk, we
redlised that Josh dlways hus un ideu or
an invention percolating. One duy | yuve
him o notebook and suggested that he

++056-059 ETS_47 The Next Step.indd 57

draw und write down his ideus to shure
when tfime dllowed. This started the first
of what dre how eight A4 lined wire-coll
steno-puds of creutions. His inventions
have increused in sophisticution
over time. He culled his early versions
“Invention Books”, und they were mostly
drawings with phonetic  spelling of
credtions such us robots to cleun his room
and devices to mind-control his sister. His
current books ure “Gume Books” und ure
mostly mussively multiplayer online role
playing games (MMORPG). He invents
gumes that he wishes were around for
him to play.

The warticulation of his reusons for
keepiny up the books huve developed
over fime, but the thought remdins
largely undltered. When Josh wus eight
| asked him why he wus still doing his
Invention Books when other hobbies
had waxed und wuned. He responded,
“When | am an udult, | will be boring. |
am writihg my ideus downh now so thut
when | um old enough to uctudlly make
them, | will still have the ideus. Plus, un
adult cun only try to remember whut
an eight-year-old likes. | won't have to
trust my memory becuuse I'll have it dll
written down.” Just us udults have fewer
taste-buds than children, it is no secret
that credtive imagination dlso declines
over the lifespun. Authors such us Tony
Buzan und Edward de Bono write ubout
the creutive decline und wuys to slow its
slide. Purt of the reuson that adults have
fewer ideus is that their minds are more
occupied by duy-to-day uctivity. Josh's
unhcle, who works in the USA Silicon Valley
in the computer industry, rany home
when ih his eurly twenties. After a duy

spent grocery shoppiny, doing laundry
und other such tusks, he lumented to his
mother, I never redlised how much time
it takes just to live.”

Some of Josh’s friends have now sturted
their own Gume Books. A visiting family
friend borrowed one of Josh’s books
and tfook it to show u Bond professor
who fedaches Computer Gume Design.
The professor showed it to his students us
exumples of yume desiyn. The students
were impressed und onhe described Josh
us u prodigy but Josh is un ordinury eleven
yeur-old boy whose life consists of school,
family, friends, sports und pluying with
his doy. He is hot in the yifted cuteyory,
but he certuinly hopes thut the university
students remember his hume when they
are the employers und he is completing
his university degree und looking for u job.

Josh and | co-credted the ideu of
shariny informution ubout his Gume Book
so thut other children, their feachers und
purents cun cutulyse this fun, productive
activity. | wrote Josh six questions und he
wrote-down his responses. These dre his
answers verbatim.

SK: To create a game, what do you need
to include in your Invention Book?

JK: The most importunt thing to include is
tubles, becuuse they oryunise whutever
you ure doing. | usudlly use tubles to
orygunise purts of un object. For exumple,
the scunned ftfuble of furrets is ohe
element of  hew yume | am working
on. The urrungement, und whuat you will
include in the table, will vary dependiny
oh the gume. The most common column
heudinys ure — hume, picture, price or
points und detuils,
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SK: What are ‘how to’ tips and
suggestions for your Game Book?

JK: It is important that if you think of an
ideu, you write it down right away so
that you do hot foryet it. You should ulso
never limit yourself. For example, the
techhologyy to make your yume work
might nhot be dround when you design
the gume, but it muy be when you ure
older. You must dlso describe your yume
in detdils so that you cun unhderstund
it when you ure older. It may be ten or
more yeurs before you dctudlly muke
the gume you designed. Sometimes you
feel like destroyiny eurly gumes becuuse
the ideus seem dumb. It is importunt,
however, that you keep dll of your gume
books becuuse the edarlier ygumes you
maude would be uye-uppropriate for the
age of when you wrote it,

SK: What makes a good computer
game? What makes a good
educational computer game?

JK: One of the most important factors to
making g good gume is making it so that
it works online. Online gumes meaun thut
kids cun interauct with each other und
muke friends. Another important thing is
graphics. The gruphics heed to be quite
cleur. It must ulso have low luy (ho deluy).
The most importunt of dllis it must be well
thought-out. For exumple, some gumes
don’t let you do enough or huve enouyh
control over the characters” actions. The
computer does most of the pluying und
you just watch.

To muke g yood educdutionul gume is
wday harder thun du regular gume. A yood
educdtiondl gume hus:

e Specific ygumes and leurniny
objectives.

e A smart and hew ideu.

e Fun, not just boriny stuff.

o |Interestiny subjects to leurn ubout.
e Online purts so you cun play

with friends.

A gyood exumple is Wooyi World. www.
wooyiworld.com This gume is especiully
good becuuse it is muinly ubout fun. Kids
will pluy the gume without their purents
teling them tfo, und will leurn through
playing it.

SK: What do eleven-yearold boys

like to play?

JK: It depends onh the person, but most
eleven-yeur-old boys like chullenginy
puzzle yumes, udventure shooting
gumes und muainly mussively multiplayer
online role playing gumes (MMORPG).
This is u type of yume when you defeut
enemies, level-up und explore with
generdlly just one unit. Another popular
type of yume is u creuting ygume where
you cun creute worlds, play with and
rate other people’s creutions.

SK: Where do you get your ideas?

JK: | get most of my ideus from gumes
| have pluyed aund thinygs | huve done.
Sometimes | think of improvements and
level-ups to gumes | play. One duy, for
exumple, | wus in my room und | looked
at a snhow ylobe on my shelf. | thought
of u yume where you filt u show ylobe
to move un object. Most of my ideus
come to me as gumes | would like to
play. | think ubout what gume | would
like to play right now. If | don’t think that
gume hus been creuted yet, then | start
desighing it in my Gumes Book.

SK: What do you learn from keeping a
Games Book?

JK: Onhe thing my mum und duad like
dbout the Gumes Book is it keeps me
off the computer for a while. Through
my Gumes Book, | learn to be creutive
becuuse | feel free to yo with my ideus.
| like that | um not getfting murked on
the spelling und neutness of the book.
From preventing dlitches through design,
| leurn to solve problems before they
happen. From creuting gumes, | develop
persistence and evdluution. This meuns
that | have to stick fo a game untfil it is
done, even when | am over the detuils
and wunt fo move on fo the next ideu.
Sometimes it is better fo udmit that un
ideu just won’t work, even when I've
spent lots of hours developiny it. This is u
good life lesson too.

In the introduction to this article, the
Gumes Book wus frumed in relation to
University Graduate Attributes. Josh s
motivuted to do well in primury und
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secondury school so that he is admitted
info u computer yumes design program
at university. His Games Book keeps this
dreum dlive for him and he contihues to
develop und pructice his design skills.

A GumesBookis ulso recommended for
children whose umbitions do not include
becominyg computer programmers. A
Gumes Book develops fransferable skills
that ure hecessary for university study und
for graduute cureer performunce. The
book is un exumple of intrinsic motivation;
currots und sticks ure unnhecessury, us
children are sincerely interested in the
pursuit purely for the enjoyment fuctor
of creution. Developing the gumes
reyuires children to list, orgunise, clussify
and prioritise, dll important note-taking
and life-skills. Visuulisation is an important
uptitude for emputhy, problem solviny
und critical thinking. In order to design u
gume, children heed to think ubstractly
und into the future, imugining ‘what
would huppen if...". This ubility helps
them to understund how others perceive
the world differently from themselves or
choose different puths und prouctively
identify problems und solutions.

Perhups the most importunt uspect
of yumes designing is the pluy with
possibilities. It is in dll of our best interests
tfo encouruyge the adults of tomorrow
tfo free their mind from constfruints,
play with possibilities und creute new
opportunities. @

Shelley Kinash, PhD is the Director of
Quuility, Teaching and Learning at Bond
University on the Gold Coust, Austrdlia.
She cuh be contacted at
skinash@bond.edu.au or
http://works.bepress.com/shelley_kindush

Josh Kinash is an 11 year-old boy
attending Year 7 at Varsity College

oh the Gold Coust, Queehsland.
Josh’s caureer umbition is to become u
Computer Gumes Desigher, for which
he plans to enrol in a degree program
at Bohd University. Josh plays three
kinds of hockey - ice, inline and field.
He is pussionate uabout anything with a
screen, including PCs, iPads, Asus Eee,
PlayStation3, Wii and Nintendo DSi.
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Our new ultra short throw projectors.
Destined fo be the Teacher's favourite,
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The popular Sony ultra short throw projectors.

In the class room or in the office, get great performance
in even the most limited of spaces. Our new powerful
ultra short throw lens projects an impressive 80" screen
size image from only half a meter away.

With optical zoom and lens shift capability, tuning the
image position is easy. Sony’s BrightEra technology offers
superb picture quality with brilliant colour performance,
as well as an extremely long lamp life.

“ z1cpo | \CD . HOMmMI

PRoJ=cTOR

pro.sony.com.au/projectors

SONY

make.believe

For more information, please call 1300 881 909
or visit our welbsite.

VPL-SW535 (WXGA) & VPL-SX535 (XGA)

“"SONY" and “make.believe” are trademarks of Sony Corporation.
*Approximate recormmended lamp life in low brightness mode.
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