
In this new, three-credit course, we'll be looking at digital video games — from World 
of Warcraft to The Sims to Rock Band — and investigating what they can tell us about 
understanding learning, both inside and outside of schools.  Do games embed valu-
able learning experiences?  How can we best understand the role that games and 
"new media" should play in educational systems?  What can gaming and gaming 
culture tell us about how people learn?

We will assess a number of commercial games, independent games, and gaming 
communities for what they can tell us about educational practice, learning outside 
the classroom, and the changing nature of literacy.  Incorporating theories from the 
Learning Sciences, New Literacy Studies, and recent Educational Technology litera-
tures, we will investigate games both as a means to teach and as tools for the critical 
task of helping us redesign education to suit the needs of the 21st century.

For more info: http://se4n.org/ims390s or email seancduncan@gmail.com
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