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Berufsbegleitend zum Master

Einen Masterabschluss lkkann man auch
berufsbegleitend erwerben, An der HTW aibt es
gleich wier verschiedene Studiengange. Sie stellen
sich am Samstag, 13, Juni 2009, an einerm Infotag
vaor, mehr Informationen

Erfolg fiir HTW-Absolventin

Sarah Hartwig, frischgebackene HTW-Absalventin,
freut sich ober sinen Erfalg imn internationalen
Flakatwettbewerb Good S0x70, Ihr Plakat schaffte
es in die Siegerrunde, mehr Informationen
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Kompetenzfeld Teaching and Learning

<3 Teaching and Learning Competence Center - Microsoft Internet Explorer
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Willkommen beim Teaching and Learning Competence Center
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Technologie gestitzten Lernprozesses lenken, weil nach unserer
Ansicht gerade die Seite der Dozenten viel zu wenig Beachtung findet,
Machhaltig erfolgreiches Lernen kann nur gelingen, wenn neben der Tecl‘rnologle und den
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Lernen und Erfolg

Ubermittlungsart

Vortrag (nur Horen)

Bilder/ Filme (nur Sehen)

Vortrag und Bilder (HOren + Sehen)
gemeinsames Lernen, Kooperation
und eigenes Handeln
Mitentscheidung tber Auswahl

und Inhalt des Sachverhalts

277

Erinnerbarkeit
ca. 20 %
ca. 30 %
ca. 50 %
ca. 710 %

ca. 90 %



Der Transfer in"s Tun macht's !

Behalten >> Verstehen >> Anwenden

... wirlernen, um etwas damit anzufangen
e ... wir lernen mit anderen

e ... wir testen unser Erlerntes in der Praxis
e ... wirverbessern uns durch das Tun

(>> KAIZEN; KVP)

Handlungsorientiertes Lernen

Handlungskompetenz =
Problemlosungskompetenz



Die handlungstheoretischen Ansatze heute ...




Management-Spiele
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Yergeben Sie Ihre Aktionspunkte in die entsprechenden
Lebenshereiche durch Klicken auf + oder -

Runde 1

«2006 Nach der Integration der frederic vester GmbH in das Malik Management Zentrum St.
Gallen per 2006, erscheint das Spiel ecopolicy® ab dem 1. November 2006 in einer
aktualisierten Version beim Verlag Management Cybernetics Bionics MCB, Minchen.



Warum Spielen?

e ...well wir wissen, dass ein
‘richtiges” Versuchen uns
noch viel weiter bringt

> Critical Reflection School



i ... Spald und Engagement als Grundlage!

...to play a game you have to be engaged...

IBM innov8




i Deshalb Spiele!

B
/A

Engagement
» Involviertheit
Flow.....

Huizinga spricht in “Homo
ludens” sogar von dem heiligen
Ernst des Spiels



Award 2008

oo cul = ...Filmintegration steigert die Identitat...
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 Social Impact

Entertaining Games with Non-Entertainment Goals (a.k.a. Serious Games)

Hello, unregistered user.
View All Games

Index

View Games by Category

Education + Learning Games
Public Policy Games

Folitical + Social Games
Health + Wellness Games
Business Games

Military Games

Advergames

Commercial (COTS) Games
Projected + Upcoming

See Heferences

Books
Articles, Papers, Reports
See Other Resources

NEWS

Links

Conferences

Game Design Advisor

About This Site
FAG
Please Contribute

Suggest a game, reference,
resgurce, or correction

HOME | LOGIN/REGISTER | SEARCH ([See left menu for games.)

Over 200 games listed! ................ See News Below!

Welcome to our revised site, which now boasts an index (see
left). All the content on this site (except comments) is available
without logging in. We have now identified over 500 serious
games, which we are in the process of adding to this list.”

To view the games and explore the catalog, click on the
categories at the left.

"Many game designers today are looking to maximize the
social impact of their work.”
- Will Wright, Designer, Sim City and The Sims

The goal of this site is to catalog the growing number of video
and computer games whose primary purpose is something other
than to entertain. These are also known as "serious games.”

"Game" (j.e. video and computer) has become a language --i.e. a
medium of expression -- in which almost any idea can be, and is
being, expressed. It is our intention to help document this
growing phenomenon and list, so that:

1. People who want to locate Social Impact Games can find them,

Other Stories

® Hospital Care -
Pulze!!

® Pain Distraction -
Free Dive

® Diabetes - Ezcape
from Diab

® Infection:
MNanoswarm: Invasion
from Inner Space

* Physics - Waste of
Space

® public Health -
Outbreak at Water's
Edge

®* PeaceMaker

® Darfur is Dying

® 3rd World Farmer
* Fychanging
Cultures

Past Articles

® Cyberjudas

®* Hacker 2004 -
Digital Ewvil

®* Drug WarsOlder
articles




i Film + Spiel + social impact

World without Ol

> it's innovative

> it's smart

> It hits social issues
> 1t has a mission

it's a reality game



Game based learning

e It's interactive

e It's engaging

e it builds in feedback and assessment

* it encompasses proven instructional strategies
e it promotes 21st century skills.

"Games are effective partly because the learningta  kes
place within a meaningful (to the game) context. Wh  at you must
learn is directly related to the environment in whi ch you learn."

Richard van Eck: Generation G and the 21st Century 2007
http://connect.educause.edu/blog/gbayne/richardvaneckpresent/44488?time=1194821347



Marc Prensky fasst es wie folgt zusammen...

Computer and videogames are potentially the most engaging pastime in the history of
mankind. This is due. in my view. to a combination of twelve elements:

Games are a form of fun. That gives us enjoyment and pleasure.
Games are form of play. That gives us infense and passionate involvement,
Games have rules. That gives us sfructure.

Games have goals. That gives us metivation.

Gammes are interactive. That gives us doing.

Gaines are adaptive. That gives us flow.

Games have outcomes and feedback. That gives us learning.

Games have win states. That gives us ege gratification.

Games have conflict/competition/challenge/opposition. That gives us
adrenaline.

10. Games have problem solving. That sparks our creativity.

11. Games have interaction. That gives us social groups.

12. Games have representation and story. That gives us emotion.
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http://mww.marcprensky.com/writing/Prensky%20-%20Digital%20Game-Based%20Learning-Ch5.pdf



... Spielend lernen ?...

Lust zu spielen und _ zu lernen.
Mitra: Hole in the Wall

Die nachste Generation will es ganz einfach ...

"If senior training decision makers believe the "gamer stereotype”,
and dismiss game-based learning on this basis, they are failing to

fully understand that learners' appetite for more traditional learning
methods is rapidly diminishing.*”

Kevin Corti http://www.kevincorti.com/muses.htm

Spalf}

Voraussetzung zum
Erinnern.



Fragen und Kommentare

Vielen Dank flr
lhre Aufmerksamkaeit.

g.frank@htw-berlin.de



