Using Games to unlock the power of learning

As Work Related learning and Enterprise Education are set to take a greater role within the National Curriculum, Andy Griffith, NACGT Regional Contact and Trainer, suggests why games could and should be a greater part of this curriculum area.  Then some practical tips about how to run games in these new, enhanced curriculum areas and in Careers Education.

Why use Games?

The principle underlying the use of games in education and training is that participants learn better through doing than through just reading, hearing or observing.  This principle of Discovery Learning has become almost a commonplace in teaching and training (Carl Rogers
 ).  

The essential characteristics of a game are that:

· there is a learning goal;

· there is an element of competition between participants (though there may be no scoring);

· there is a high degree of interaction between at least some of the participants;

· there is an activity that opens up discussion and reflection;

· the game has a definite end or point of closure;

· in most cases there is a definite outcome (winners, losers, payoffs).

Ten reasons to use games for learning?  

Games can be engaging for different learners and different personalities.  In contrast, chalk and talk/worksheet based activities can cause some people to ‘switch off’.  Below are ten reasons to use games more extensively for learning.

1.
Games reflect Learner Diversity

Barbara Prashnig’s Learning Style Analysis
  model poses many interesting questions about how people learn best.  In part, the model helps students (and teachers) to assess their own preference for using either the right or left side of their brains.  

Left-brain dominant learners enjoy games that give them a chance to tackle a problem in a logical way using a step by step approach.  While right-brain dominant learners get the opportunity to use imagination and intuition during the playing of games.

Prashnig then goes on to examine how people can have a preference for learning through speaking and listening (auditory), seeing (visual), touching (tactile) or moving (kinaesthetic mobile).

Auditory learners enjoy games as they get a chance to discuss and speak during games.  In addition most debriefs from games requires a group or individual to discuss aspects of the learning involved.  Visual learners can be engaged by games that foster ‘picturing an outcome’ or coming up with an artistic or diagrammatic solution to a problem.  Kinaesthetic learners may enjoy games where they are asked to stand or move to produce something or create a solution.  Tactile learners may be engaged by making things or moving things into an order that solves a problem or creates a new outcome.

2.

Anonymity - Less outgoing members of a group have the opportunity to participate in an active way without it being obvious to the others that they have made a decision to do so.  This can be a confidence booster, and can encourage later participation in the discussion phase.
3.

Experiential - The source of learning is what the participants do rather than what they are told by the teacher.
4.

Full participation - Games set up a requirement for full (and often equal) participation by each member.  If each person has been sent to do something, then the less vocal or socially skilled members will be more encouraged to feed back both in later stages of a game, and in discussions and other verbal activities further on in the course.
5.

The learning cycle - Kolb (1984) and Honey and Mumford (1986) have independently developed models of learning as a cycle of four stages.  They have argued that any effective learning event passes through all four of the stages of Action, Reflection, Theorizing and Planning for future occurrences of the same situation.  The process of a game goes through all of these stages.
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6.

Memorability - Perhaps because each game is unique in what it feels like to play, games tend to be memorable.  This acts as an anchor that can help participants to recall what was learned (though there is a risk that they will recall the game but not the objective – like when you recall a commercial but not what it advertised.

7.

Fun - The “fun” element of games ensures that participants are motivated to take a full part.  In general the fun element encourages most participants.  The competitive edge that exists or which can be perceived in some games is no doubt a motivating factor.
8.

Rapidity of learning - Compared to unmanipulated experience the time frame of a game is very compressed, and the effect of this is to accelerate learning.
9.

Risk taking - It is possible for participants to take risks in a relatively safe environment during games.  Maslow’s hierarchy of needs has at it’s peak ‘the willingness to take a risk.’

10.

Skill development - Many games require a degree of organizational skill which may not actually be the main objective of the game.  The development of those skills, however, is an achievement that many participants will recognize.
Preparation for Games

There are ten issues to be borne in mind in preparing to use games.  These can be summarised as the “10 As”: Anticipation, Abilities, Age, Accommodation, Assailability, Assurance (safety), Attitudes, Authenticity, Actuals (materials), and Anno Domini (Time).

Anticipation – It is always a good idea to think about ‘warming up’ students to play games.  If the game requires lateral thinking a few ‘mental puzzles’ such as wordles or dingbats may be appropriate whereas if the game involves movement an energiser exercise is recommended.  These create a sense of anticipation for the game that is to come.

Abilities and disabilities - Many games require mobility so think carefully about how students who have difficulties with mobility are to be involved, especially with icebreakers/energisers before games start.  Where members of a group have limited reading or writing skills, then the delivery of instructions may have to be made in some other form.  In team work games, hearing and visual impairment proves to be less of a problem than in activities where participants are working on their own.  A stock of double-size copies of handouts is useful to participants with limited vision.

Accommodation - There should be space to carry out the activity.  Some games are better suited to a Hall or Drama Centre.  Book these rooms in advance, especially if careers lessons are on a carousel.
Age range – Activities, prepared materials and examples might have to be varied and take into account cultural differences relating to different age groups.
Assailability - The level of risk that participants are being asked to undertake is very important.  Always acknowledge that risk taking is involved, and thank participants afterwards for having agreed to such risk.

Assurance (safety) - Excessive enthusiasm by some group members may lead them to forget the frailties of the human bodies involved.  The contract with students should take account of safety.
Attitudes - Students come to class with attitudes and expectations.  For some participants there will be cultural considerations of a general kind.  Some Muslim women, for example, would not feel able to participate in activities that involved physical contact with someone of the opposite sex.

Authenticity - You must have a justification for using a game, and one that you are able to sell to your participants.

Actuals - Having all the materials to hand is vital.  The credibility of the teacher is seriously undermined if he or she has to leave the room to do copying or to get some object needed for the activity.  

Anno Domini  - The timings are indicative only, and nothing has gone wrong if you take considerably less or more time than is suggested.

Example Game

Trainees La!

INTRODUCTION

Adapted from the simulation Cobblers from CRAC, this game’s title comes from Liverpool slang for training shoes.  Please feel free to change the title to suit your area!

Running the exercise (time required – one hour including debrief) – can be less if required.

* 
The following materials will be required for each group of four students:

· three A1 sheets of thin white card;

· three sheets of A4 funky foam (available from most art suppliers);

· wool or string;

· glue;

· stapler;

· hole-punch;

· felt-tip pens 

· two pairs of scissors;

· five sheets A4 paper for making notes/sketches/patterns etc.

*
Arrange the furniture so that students can work in groups of four around a table.  Put students into groups of four;

*
Introduce the activity and describe the task.  Give out student briefing sheet

Students should begin by deciding on a name for the company.  They should then design and make a sample training shoe to fit one of the group members.

*
At your discretion, the three “Stop Press” sheets can be given out or read out.

*
After 30 minutes stop the activity, and explain that the next stage is to model and market the training shoe.  Arrange the room as a “catwalk”.  One student could do a voice over as if at a fashion show.  Suitable music can be used at the presentation stage (e.g. Kraftwerk’s The Model). 

*
Allow students 10 minutes to prepare their presentation, if possible to include an advertising jingle, or any other marketing strategy;

*
Each group should present its sandal, explaining why they think it would appeal to the teenage market and stating a retail price;

*
Assess each training shoe, commenting on price, design, fashion appeal and apparent comfort and durability (suggested scoring sheet below).
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	Price

Out of 10
	Design

Out of 10
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STOP PRESS 

FROM FASHION CONSULTANTS

Vivid and mixed colours are “in”.  Designer labels 

are proving to be popular with the teenage market.

STOP PRESS

HEADLINE IN TODAY’S DAILY NEWS

Paris fashion shows emphasise:

“LACES WITH EVERYTHING”

STOP PRESS

HEADLINE IN TEEN PEOPLE

ACCESSORIES ARE IN WITH TODAY’S TEENAGERS

Make some accessories to go with the trainer you have designed. 

These could be anything from a wallet to a mobile phone holder to a baseball cap!

Giving Feedback

In the last ten/fifteen minutes of the lesson it is important to give some feedback (ensuring you keep to the suggested guidelines below).  Some suggested questions for reflection and discussion are:

1. As marketing is so important today suggest 5 things about each person in your group that make them ‘employable’.

2. How could each group member communicate their skills and qualities to a future employer? 

3. List the skills that were used in the design and making of the training shoe?  How many of those skills can be transferred to jobs that your group are interested in?

4. Give examples of each of these qualities for each member of your group in the making of the training shoe and marketing design:

· Bravery

· Energy

· Creativity

· Openness

TRAINEES LA – A design-and-make activity

Student briefing sheet

You are a member of a shoe manufacturing company trying to capture the teenage fashion training shoe market.  You have been given the necessary materials.

Task 1

Choose a name for your company.  Use any or all of the materials provided, design and make just one sample training shoe to fit one member of your group.  

Task 2

Prepare a presentation of your training shoe.  This will involve:

· One member of your team modelling the training shoe.  

· Team member(s) giving a presentation of less than 60 seconds (The presentation can involve music, a poster, art work etc.  It must get people’s attention and be aware of what the sandal is being judged on!)

· Explain why you think the training shoe will appeal to the teenage market and decide on a price.

Your training will be judged on:

· Price

· Design

· Fashion appeal

· Comfort

· Durability

At the end of the day there will be prizes for:

· Best Training Shoe

· Best Model

· Best Advertising

Some winning Tips

Good Time management is essential for this exercise. Your trainer/teacher will give you frequent time updates to help you.

Your design and making time should not exceed 30 minutes.

You will then have a further 10 minutes to finish and rehearse your presentation.

You should use the skills of your group for the presentation – e.g. someone good at art work should make the poster etc.  

Be Creative and Enjoy!
Feedback during and after games

It is relevant in all types of experiential learning to offer feedback (criticism) to participants on their performance.  Many games require feedback to be given to each other by participants.  Try to make sure that this is done sensitively and with an appreciation of why feedback is being given.

Feedback Tips

1.
Feedback should be offered, but can be refused.  There is no point in giving feedback to someone who has not asked for it and doesn’t want it.

2.
Feedback should refer to specific behaviours where possible in particular situations.

3.
The attitude of the person giving feedback must be positive towards the recipient.

4.
Feedback should describe a behaviour rather than evaluate it “When you raised your voice….. rather than “When you got all angry…”.

5.
“I liked it best when …. Because …. I didn’t like it when …because …Next time you might …” are good openings for feedback.

6.
Feedback should be checked with the receiver and by others present.  What is heard is often not what was intended.  Asking the receiver to summarise the feedback also avoids the tendency for some people to ignore either positive or negative feedback.

Conclusion

The beauty of games is that they can open up learning and help students to be engaged with topics.  Two of Mike Tomlinson’s recommendations is that there is more project learning in schools and that there is more in-house assessment (some of which will be undertaken by student’s themselves).  Embedding more games into the curriculum will develop creativity, convergent and divergent thinking, increase fun and stimulate reflection.

Andy Griffith uses games extensively in his work with young people in his own work and when he works on Comic Relief projects.  Andy’s course Games, Games, Games
 is being enjoyed by many teachers, personal advisors and training providers around the country.
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