
 

I  love  to  play  games,  and  I  would  definitely  call  myself  a  gamer.  
Although  I  would  claim  this  label,  to  describe  how  important  games  are  
to  me  is  still  a  challenge.  Over  the  course  of  this  semester  in  Games  &  
Learning  I  had  the  opportunity  to  not  only  examine  and  reflect  on  what  
it  means  to  be  a  gamer,  but  also  explore  what  it  is  about  games  that  
keeps  me  engaged  and  motivated  to  continue  playing.    

As  an  instructional  and  learning  experience  designer,  gaining  an  
understanding  of  how  games  can  engage  learners  and  support  specific  
learning  outcomes  has  been  invaluable  to  the  direction  of  my  work.  My  
experiences  and  interactions  have  demonstrated  how  some  principles  
and  features  of  games  can  contribute  to  the  development  of  an  
individual’s  identity  as  well  as  promote  interaction  with  others  and  
development  of  social  relationships.  

In  a  way,  games  are  the  sandbox  in  which  we  learn  how  to  be;  how  to  
be  our  selves,  how  to  be  a  learner  or  a  teacher,  and  how  to  be  a  
member  of  a  community  that  shares  passion  and  inspiration.  These  
experiences  allow  players  to  understand  themselves  and  others  in  a  
safe  environment,  and  this  is  truly  a  powerful  thing.    

This  semester,  I  also  had  the  
opportunity  to  be  a  mentor  for  
classmates  who  played  WoW  
during  our  shared  play  session.  
Read  my  reflection  on  
page  8.  
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Meet Rhosyn! 
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  designs	
  good	
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  and...we	
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  use	
  these	
  principles,	
  with	
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  without	
  

games,	
  in	
  schools,	
  workplaces,	
  and	
  other	
  learning	
  sites."	
  
-­‐James	
  Paul	
  Gee	
  

Rhosyn  is  my  main  character  in  
World  of  Warcraft,  a  game  I  play  
on  average  15  hours  a  week.  
Read  more  about  my  experiences  
playing  WoW  in  my  play  journal  
on  page  3.   3 
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Play Journals 
My  weekly  play  journals  proved  to  be  
helpful  in  synthesizing  what  exactly  
about  games  and  play  contributed  to  
learning,  and  more  specifically  how  
my  gameplay  impacted  my  ability  to  
make  authentic  connections  to  the    
course  readings  and  the  learning  
principles  in  games.      

The  first  journal  I  selected  was  based  
on  Monument  Valley.  This  journal  is  
significant  as  I  began  to  experience  
how  my  learning  in-­‐game  could  
connect  with  my  learning  in-­‐world  
and  transfer  across  multiple  media  
formats.  This  journal  was  also  
interesting  as  I  began  to  investigate  
how  gamers  were  represented  in  
popular  media  and  what  it  truly  
means  to  be  a  gamer.    M o n u m e n t  V a l l e y  
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Play Journals 
Taking  the  time  to  reflect  on  a  game  
that  I  regularly  play  was  also  valuable  
in  my  learning.  Two  main  themes  
relating  to  games  and  learning  were  
present  in  this  journal:  social  
interaction  and  the  construction  of  
identity.    

My  gameplay  relies  heavily  on  the  
social  relationships  formed  in-­‐game  
and  in-­‐world.  Social  options  are  built  
into  the  game  design  and  I  have  
made  friends  with  players  around  
the  world.  WoW  is  a  hobby  shared  by  
my  husband  and  brother  in-­‐law  and  
we  frequently  set  up  to  play  
together.    

My  main  character  Rhosyn  is  an  
extension  of  my  identity,  and  my  
gameplay  is  a  way  for  me  to  reflect  
on  and  learn  about  my  relationships  
with  others.       

  
  

W o r l d  o f  W a r c r a f t  

Here  is  my  Druid,  Rhosyn  (center),  posing  for  a  photo  with  two  friends,  a  Paladin,  
Crotchrock  (left)  and  a  Priest,  Kalma  (right).  Click  the  photo  to  go  to  Rhosyn’s  
character  page.  
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Play Journals 
In  my  responses  to  the  play  journals  
of  my  peers,  I  began  to  make  
connections  between  my  own  
experiences  and  their  gameplay  
reflections.  While  continuing  to  
explore  social  interactions  and  the  
construction  of  identity,  I  also  began  
to  discuss  and  learn  about  how  the  
design  of  games  could  have  an  
significant  impact  on  a  player’s  
experience  .  

  

Jennifer’s  experience  playing  
Dragonheart  with  her  husband  
aligned  with  some  of  my  experiences  
playing  with  my  husband,  and  
allowed  me  to  reflect  on  what  effect  
playing  games  together  can  have  on  
real  world  relationships.  Roles  played  
within  the  game  would  have  an  
impact  on  how  relationships  evolved  
in  world.  Both  Jennifer  and  I  had  the  
opportunity  to  share  our  experiences  
and  discuss  the  impact  of  playing  
games  with  our  spouses.  

  

Mitchell’s  reflection  on  his  
experience  playing  Skyrim  allowed  
me  to  further  explore  the  concept  of  
the  construction  of  identity  through  
gameplay.  My  response  to  Mitchell  
regarding  how  a  player  selects  a  class  
promoted  a  discussion  about  how  
identity  is  constructed  in-­‐game  
through  a  series  of  interactions  and  
based  on  the  actions  you  choose  and  
behaviors  you  exhibit.  For  me,  this  
interaction  represents  a  philosophical  
discussion  about  identity  and  an  
understanding  of  how  identity  can  
change  over  time  and  be  impacted  by  
interactions,  relationships,  and  
cultural  norms.      

  

  

R e s p o n s e s  t o  P e e r s  
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Play Journals 

In  my  responses  to  Laura  and  Ed’s  
play  journals,  I  began  to  consider  
how  the  design  of  games  could  
impact  gameplay  experiences  and  
learning  opportunities  for  players.  
Through  our  interactions,  we  
discussed  critical  elements  in  game  
design  that  could  lead  to  a  different  
type  of  experiences  and  levels  of  
engagement.  

Laura’s  reflection  on  her  experience  
with  Sonic  Dash  inspired  me  to  
identify  the  learning  potential  in  a  
game  designed  for  entertainment.  
Although  we  were  able  to  identify    
some  potential  for  learning,  a  
discussion  of  how  the  game  failed  to  
inspire  motivation  for  extended  
engagement  demonstrated  how  
critical  game  design  can  be  to  
learning..    

Ed’s  summary  of  how  Dead  Trigger  2  
was  organized  also  supported  the  
concept  of  how  inspiring  motivation  
for  extended  engagement  could  be  
included  in  game  design.  In  this  case,  
Ed  and  I  were  able  to  identify  how  a  
particular  game  mechanic  
contributed  to  his  extended  
gameplay  and  how  this  impacted  his  
experience  with  the  game.    

R e s p o n s e s  t o  P e e r s  
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Facilitation 

Based  on  my  established  interest  in  
the  representation  of  gamers  in  
media  and  my  developing  
investigation  into  identity  
construction,  I  chose  to  facilitate  
the  discussion  on  #gamergate.  
Laura  and  I  initially  developed  our  
questions  independently,  and  upon  
sharing  them  found  that  our  
questions  were  similar  in  they  
focused  on  the  bigger  picture  of  
how  this  discussion  and  conflict  
related  to  gender  roles  in  society,  
censorship  and  oppression,  and  
connections  to  history.  We  were  
also  interested  in  discussing  what  
the  potential  learning  outcomes  
could  be  as  a  result  of  this  
controversy.    

Each  response  to  our  questions  
stimulated  a  rich  discussion  that  
resulted  in  the  creation  of  an  open  
environment  where  ideas  were  
contested,  debated,  and  related  to  
in  a  supportive  and  safe  
environment.  This  challenging  topic  
gave  the  opportunity  for  
vulnerability  and  ultimate  
contributed  to  a  greater  trust  and  
understanding  between  
classmates.  

      

Discussions 
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Contributions 

Through  my  contributions  to  class  
discussions,  I  began  to  outline  my  
thoughts  on  how  learning  could  
occur  through  game  based  
experiences.  The  process  of  
having  the  experiences,  
communicating  about  them,  
making  connections  to  multiple  
disciplines,  and  figuring  out  how  
to  apply  what  was  learned  to  my  
own  goals  began  to  crystallize.    

Formulating  my  own  argument  
for  the  learning  potential  in  
games  allowed  me  to  synthesize  
the  readings  and  course  materials  
into  my  own  words.  My  
understanding  of  this  potential  
continued  to  evolve  through  my  
efforts  to  clarify  the  difference  
between  gamification  and  
gameful  learning.    

Later  in  the  semester,  my  vision  
for  the  learning  potential  in  
games  continued  to  grow.  A  
developed  understanding  of  
game  based  learning  as  a  venue  
for  a  collaborative  and  
participatory  culture  resulted  in  a  
broader  perspective  about  
authentic  learning  experiences.    

Discussions 
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 Playing  World  of  Warcraft  is  one  of  my  favorite  pastimes,  and  has  allowed  
me  to  build  a  social  network  of  friends  across  the  world  and  build  
relationships  with  family  and  friends.  In  addition  to  my  positive  experiences  
playing,  I  also  see  the  potential  in  the  game  for  learning  through  social  
interactions  and  collaborative  efforts.  So,  in  anticipation  of  our  shared  play  
session  for  March’s  video  game,  I  hopefully  proposed  WoW  as  an  option.  
Despite  the  fact  that  it  requires  installation  of  a  significant  size,  there  is  a  free  
option  to  play.  Imagine  my  excitement  when  several  of  my  peers  chose  to  
play!  I  was  eager  to  play  the  game  with  everyone,  and  when  asked  to  “take  
the  lead”  for  the  shared  play  session  I  was  happy  to  share  my  knowledge.    
  

The  morning  of  our  shared  play  session  I  sent  out  game  guides  for  new  
players  and  instructions  on  how  to  download  the  game.    About  an  hour  
before  we  were  scheduled  to  play,  I  discovered  that  my  account  had  been  
hacked!  The  emotional  turmoil  of  this  experience  reinforced  the  idea  that  my  
characters  are  really  an  extension  of  my  self.  Fortunately,  after  getting  ahold  
of  the  support  team,  my  account  and  all  of  my  characters  were  restored  right  
on  time  for  me  to  join  the  session.  
  

The  experience  of  guiding  my  peer’s  navigation  through  the  game  was  
incredibly  rewarding.  I  quickly  realized  how  complex  the  game  was  for  new  
players,  and  reflected  on  how  many  of  the  features  I  had  grown  so  
accustomed  to  over  the  last  6  years  of  playing.  Although  the  specialist  
language  of  the  game  came  to  me  easily,  in  describing  the  features  to  my  
peers  I  acted  as  a  translator.  I  had  the  opportunity  to  see  the  game  in  a  new  
lens  through  my  gameplay  with  others.  Through  their  questions,  I  also  saw  
the  design  of  the  game  in  a  new  way.  I  could  see  how  a  new  player  could  
quickly  become  overwhelmed  without  a  mentor,  or  at  minimum  access  to  
information  on-­‐demand  and  just  in  time.    

Playing  with  my  peers  allowed  me  to  
step  outside  of  a  game  I  was  already  
familiar  with  and  see  it  from  the  
perspective  of  a  new  player.  After  this  
experience,  I  reflected  on  which  of  
James  Paul  Gee’s  learning  principles  I  
felt  were  most  present  in  World  of  
Warcraft.    

For  our  shared  play  session,  we  all  created  new  
characters  on  the  same  realm.  This  is  Jinpa,  a  
Pandaren  Mage.    

They  build   in  choice  from  
the  beginning.   A  new  player  
has  many  choices  to  make,  from  
what  realm  to  play  on,  what  race  
or  class  to  play,  and  lots  of  
customization  options  for  the  
physical  appearance  of  your  
character.    

1 

Shared Play 

Reflections 

They  ensure  there   is   a   
smooth  transit ion  between  
tutor ials   and  actual ly   
play ing.  The  game  is  designed  
with  the  beginning  levels  
operating  as  an  unsupervised  
sandbox  for  new  players  to  
explore  the  environment  and  
practice  building  basic  skills.    

2 

They  ensure  that   learners  
have  and  use  an  aff inity  
space  wherein  they  can  
interact  with  peers  and  
masters ,  near  and  far ,  
around   a   shared   interest.     
In  addition  to  the  guild  feature  
built  into  the  game,  several  
online  communities  exist  for  
players  of  all  experience  levels  to  
share  knowledge  and  make  use  
of  distributed  and  dispersed  
knowledge.    

3 
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While  my  own  learning  was  
guided  by  my  questions  as  I  began  
my  research,  I  also  observed  how  
others  interacted  and  learned  
from  each  other  within  the  space.  
This  informal  learning  setting  
allowed  for  players  to  seek  out  
specialized  knowledge  from  the  
community  and  identify  areas  of  
improvement  through  self-­‐
reflection.  Players  could  choose  
what  they  wanted  to  learn  about,  
and  decide  how  they  interacted  
with  some  only  consuming  
information,  and  others  
producing  it.    
  
In  contrast  to  traditional  learning  
environments,  this  space  required  
more  self-­‐directed  learning  where  
the  learner  is  more  proactive  and  
failure  is  a  unique  learning  
opportunity.  The  space  is  a  vast  
resource  of  distributed  
knowledge,  where  content  is  
created  and  contested  by  
thousands  of  members.  Dispersed  
knowledge  was  also  common,  and  
making  connections  and  links  to  
outside  resources  was  the  norm.  
  
Overall,  my  affinity  space  research  
project  was  a  culmination  of  my  
play  journals,  the  course  readings,  
group  discussions,  and  my  own  
experiences  and  interests.  
Examining  this  space  from  within  
not  only  helped  me  to  understand  
what  an  affinity  space  was  and  
what  it  was  for,  but  it  also  
contributed  to  my  synthesis  and  
understanding  of  the  concepts  
outlined  by  James  Paul  Gee  &  
Elizabeth  Hayes,  and  enriched  my  
interactions  with  my  instructor  
and  peers.    
  

I  selected  MMO-­‐Champion  for  my  Affinity  Space  project  for  a  number  
of  reasons.  Initially,  I  was  interested  in  a  space  that  would  support  my  
own  learning  and  gameplay  in  World  of  Warcraft.  Although  many  
other  online  communities  exist  for  WoW,  I  was  the  least  familiar  with  
this  space  but  had  frequently  heard  other  players  refer  to  it  in  game.  
After  taking  an  initial  look  into  the  space,  I  had  3  main  questions  that  
drove  my  research  and  participation.  

M M O - C h a m p i o n  

A f f i n i t y  S p a c e  
 

In   what  ways    is  gender   represented  and  d iscussed  in   the   
space?  As  a  female  gamer,  I  am  interested  how  gender  roles  and  
ideas  are  reflected  on  the  affinity  space  in  comparison  to  my  
experiences  in-­‐game.  Our  group  discussions  and  reflections  on  
#gamergate  were  a  significant  influence.    

1 

2 

3 

What   is   the  range  for   d iscussion   topics   and  what   types  of   
topics  receive   the   most  responses?  I  am  also  interested  in  how  
discussions  and  topics  can  evolve  throughout  a  thread  and  curious  
what  types  of  topics  players  are  most  interested  in.  Is  a  shared  
passion  for  the  game  the  only  reason  members  participate  in  the  
space?  

How  accurate  and  relevant   is  the  content  and  how  are  the  
d iscussions  moderated?  In  consideration  of  the  significant  
amount  of  users  on  the  site,  I  wanted  to  investigate  how  this  
impacted  the  accessibility  and  accuracy  of  information.  If  a  user  
contributed  content  that  was  inaccurate  or  incomplete  would  the  
community  or  moderator  correct  or  build  upon  it?  
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A f f i n i t y  S p a c e  
 

Through  my  interactions  with  peers  
in  regards  to  their  own  
explorations  of  different  affinity  
spaces,  I  began  to  explore  how  the  
structure  of  the  sites  impacted  the  
effectiveness  of  the  space.  While  
exploring  the  different  avenues  for  
participation  within  each,  it  was  
discovered  that  in  some  spaces  
with  less  members,  having  too  
many  different  avenues  could  
result  in  a  lack  of  interaction  and  
feedback.  In  Bryan’s  reflection  on  
Gameful,  members  were  divided  
into  groups  with  very  specific  
interests,  which  resulted  in  low  
membership  and  responses  to  his  
posts  and  contributions.  
  
The  culture  and  environment  of  
the  spaces  also  had  an  impact  on  
member  interaction  and  
participation.  Some  spaces  were  
more  welcoming  and  interactive  
than  others,  and  had  a  respectful  
and  family  appropriate  tone.  Both  
Courtney  and  Ed  found  that  their  
affinity  spaces  truly  supported  that  
members  of  all  skill  levels  and  age  
groups  were  welcome.  The  
multiple  avenues  for  participation  
discovered  in  Courtney’s  research  
allowed  for  newer  players  to  
interact  through  polls,  a  less  
intimidating  feature.    
  
In  Ed’s  case,  the  World  of  Tanks  
Blitz  space  encouraged  the  same  
collaboration  and  interaction  that  
was  needed  in  gameplay.  The  
space’s  organization  and  
interaction  supported  mentor  
based  relationships  that  resulted  in  
Ed  setting  up  gameplay  with  other  
members  from  the  forums.    
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My  experiences  and  interactions  this  semester  have  resulted  in  a  more  
complete  understanding  of  what  learning  opportunities  can  be  
present  in  game-­‐based  experiences.  Learning  experiences  designed  
with  gaming  principles  and  behaviors  in  mind  can  create  the  same  
motivation  for  extended  engagement  and  passion  for  learning  as  is  
seen  in  many  games.    

In  my  own  designed  learning  experiences,  I  find  value  in  creating  
collaborative  and  participatory  environments  that  encourage  students  
to  become  producers  of  knowledge  and  active  learners.  A  community  
that  can  come  together  to  solve  problems  and  overcome  challenges  
can  transform  how  we  approach  education,  and  shift  the  focus  away  
from  more  traditional  methods  of  instruction  to  a  more  learner-­‐centric  
environment.  Each  learner  can  become  an  important  point  in  a  
network  of  knowledge,  where  information  is  shared  and  distributed  
for  the  collective  advancement  of  those  who  share  the  same  passions.  
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