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Instructional Design Learning Theories
n / Amid the number or conflicting and a often contradictory padagogical theories, it was decided to
structure our framework around Bloom's Taxonomy of learning Objectives [1], as Bloom's provides
an established scaffolding structure for learning objectives that often mirrors the learning found in
game-play, and has previously been employed for the analysis for both Serious Game [2] and
of learning. entertainment game design. More appropriate structures may become apparent as we progress.
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Serious Game Analysis towards a Serious Games Mechanic
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Game Mechnanics/Learning Mechanics Framework oraganised accord E difi sion of Bloom's Digital Taxonomy

MDA Model Game Bricks Game Design iattems :
cus an o
The MDA Model [7] is 2 simple framework. It defines three levels’: Thws concept proposed by Djaout &t 2t siruciural game components and can be regarded as
Thie ‘Mechanics' lavel, where b3 the rules crafied by the Game Designes descrines the “undamentsl elements simschura] ansshyaia of game-play. and geming
The 'Dynamics’ laved, the results of a player interacting with the 'Mechanics” whose differant combinations seem to activiies, Bisrk ¢ al. identified and deseribed over
The ‘Aesthelics’ [evel, which gathers he inaer fielings e piayers s when be able to cover the game-piay of 200 game dasign patierns 4]

videogames.” [5]
Diaouti et al idertified ten bricks through

which most gamas couls b daseribed. | @M@ Machanics
b B kvl cavet of abigtraciian, GMs can eonsist of the actions deseribing the player's
[ T e P e [] agency wilhin the game ward throughverbs such 3s
M D A ﬁ by, jump. hide, slcetera §5,6).

playing the gamns {i.a, what the players fesis in reactions to ths 'Dynamics’)

—— o Player wn cibserva that tha usar-contric description of GMs
- e represents an attraclive allemative to the game-centric
Designer represantation of design pattems.
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