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CyGaMEs— A FORMULA FOR CYBERLEARNING AND ASSESSMENT — Makes Learning More Intuitive

FREE METHOD f*

2AlT oNNE Translates expert knowledge into procedural gameplay. L L
The CyGaMEs approach to instructional game design and assessment
aligns the game system, gameplay, and game goal with a targeted
learning domain through applied cognitive science analogical reasoning
theory (Reese, 2007, 2008, 2009). Selene is a CyGaMEs learning environment.
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MOTIVATION & RESULTS . with impact craters

CyGaMEs uses gameplay and game goals to motivate learning. Flow and the =~ U
seven other channels of experience (Csikszentmihalyi, 2008) profile affective
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pre-determined time within every five-minute interval. CyGaMEs Selel

players experience the positive states that lead to flow and cause motivation. W i t h I ava ﬂ OWS 3
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Learning should occur within
a state of arousal, and Selene
learning does.
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Empirical research shows: .,
Timed Report, a CyGaMEs embedded assessment, is a sensitive measure -"‘

of learning; e.g., the learning moment explains 95 percent of the variance
in exemplar players’ Timed Report progress (Reese & Tabachnick, 2010). -
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Selene measures learning. 304-243-2479
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