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Engaging Millennial Learners

Oblinger, D. "Boomers, Gen-Xers, and Millennials:
Understanding the "New Students" Educause
Review, July/August 2003.

Technology
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Why gaming?

e Part of Millennials' multitasking environments
o 30% of college students admit playing games in class

o Digital immigrants, digital natives (Prensky, 2001)

o Ewdence suggests games can enhance probleim '
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Millennial learners, instructional needs, and games

Tech-savvy Flash PG
Gamers
Immediacy ] Fast- Interactive

- o paced Simulation
A Experiential

Social Competition
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Mechanics

Dynamics
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Aesthetic Models |

Aesthetic models describe how a game can accomplish aesthetic goals
Goal: Challenge - Provides player with difficult but tractable problems. Players are rewarded.
Goal: Competition - The game is competitive if:

e Some players are adversaries

e Players have an ongoing emotional investment in defeating each other
Goal: Cooperation - The game is cooperative if:

e Some players are working together to a common goal
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Key Elements of a Game

e Tools - cards, tokens, pieces, dice, board, computer
e Rules - structure, limits, order, restricted location, fixed time
e Enjoyment - desirable emotional responses
e Fiction - setting, story or pretense
= Interactlon among multlple people or between a persen_a_nd a
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What is Second Life

clal Interaction

W Avatars represeiijs
j members

b
15

N 3-D online virtual world
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Second Llfe is Not a Game

O objectives

Offers a space
for gaming,
rather than
d being a game
B inand of |tself
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No end-strategy No scores

Linden Lab, the company that created Second Life says their
_creation is not a game. "There is no manufactured ° |
conflict, no setJobjectlve It’s an entirely open-ended . ¥i 7

experience." - spokesperson Catherlne Smlth | “‘j 7
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Second Life vs. WOW

Second Life WOW

e Average Age of Members = 33 ® Average Age of Players =28
PY Fa|r|y Steep |earning curve o PlayerS able tO dO many thlngS ”ght

e Requires documentation away

e Residents build everything e Players usually learn from doing
rather than reading documentation

e Controlled environment
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Game Break! - COOL BEANS

1. 6 players per table

2. Choose a mission card. Do not disclose.

3. The player with the longest last name goes first.

4. The person to the left takes a trivia card from the top of the stack and reads the
question aloud. If the player gets the question right, he or she gets to take two

'\ beans from the BeanBag.

| 5. Play resumes, clockwise. =

3 6.0nce any player has sufficient beans, he or she may buy Resource Cerde at Ih

, e mnrng of thelr turn (before they answer a trivia questlon) = o f
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Are You in the Game?

e Who has gaming at their library?
e Who Wants gaming at their library?

e \What are three things you learned from this game?

e \What do you think was the purpose of us maklng you
play thIS game? oS, e e, -'___='1.:_..j_-::_'_:'--_'-..'_'.'-'*
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Fletcher Library Game Project

e Spring 2004 - Lower Division instruction program created

at ASU at the West campus :

e Recognized need to make instruction more engaging and -

, interactive :
/8 f_.g Mlllennlals

;'I-_ "._

'_-u..-_._., = ——

e -
1-'1 g e g B P T g

A *5‘- B C -"._;--d-‘* .. T" i a'l tQQ"Lr- 2Ll

¥
|
‘."'r
i
ml
LY

__.- ‘- ¥ r > 2 JI
| 1.'_1.’: ._". . - | I



Learning Objectives

Introduce first year students to:

e Library as a physical and virtual place
e Library services
d ._c I}/pe_s of resources
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Two Games

Board Game Online Game (Axl Wise)

e Creation Time: A couple of e Creation Time: Two years
months e Cost: Approximately $18,000 plus
e Cost: 20s per week of staff time
o A few hours per week of staff
time
=0 Boards dle splnners color

L, = e b -
o q... q

http://library.west.asu.edu/game/quarantined/login.cfm
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Student Comments: Board Game '

e “This was a great way to learn about the library!”

e “Thanks for the great time and the game although | lost.”

e “The game was intense, a fun way to learn about my ASU West
Library . _
I Iearned things about the library that | d|dn t know befereﬂ--._-_r =
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Student Comments: Online Game

e “It was ok”
e “The game was kind of interesting because it was a good way to learn rather than a
long class. Also | wish that we had copy and paste.” 5
1Y e “| found this very helpful. Last semester in another course | had people from the |
| library come in and teach the class about this stuff. But | feel | learned more this
time because of the step by step instructions and the game was fun and helpful as
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Game Pre Test Fall 2007

12. Select the type of source for each citation.

Vik, P. (2000). Detecting college binge drinkers. Addictive
Behaviors 25(4), 601-659.

Rogers, D. (2006). From Africa to America. New York:
Pearson.

Cure Found for Cancer. (2006, July 6). The Independent
Register, p. B7.

Compton, M. (2005). The Use of Games in Instruction. In

First Century. (pp. 296-312). Berkeley: Stanford University
Press.

Mayer, J. K. (Ed.). Technology and Education in the Twenty

Book

15.3% (26)

71.8% (122)

6.5% (11)

19.4% (33)

Journal Article

31.8% (54)

17.1% (29)

27.6% (47)

30.6% (52)

Book Chapter

47.1% (80)

2.9% (5)

15.3% (26)

18.8% (32)

Newspaper Article

5.9% (10)

8.2% (14)

50.6% (86)

31.2% (53)

Game Post Test Fall 2007

12. Select the type of source for each citation.

Vik, P. (2000). Detecting college binge drinkers. Addictive
Behaviors 25(4), 601-659.

Rogers, D. (2006). From Africa to America. New York:
Pearson.

Cure Found for Cancer. (2006, July 6). The Independent
Register, p. B7.

Compton, M. (2005). The Use of Games in Instruction. In

Book

18.2% (28)

69.5% (107)

7.1% (11)

Journal Article

33.1% (51)

20.8% (32)

23.4% (36)

Book Chapter

46.1% (71)

4.5% (7)

11.7% (18)

Newspaper Article

2.6% (4)

5.2% (8)

57.8% (89)

Mayer, J. K. (Ed.). Technology and Education in the Twenty

15.6% (24
First Century. (pp. 296-312). Berkeley: Stanford University (24)

27.9% (43) 24.7% (38) 31.8% (49)

dllegos, and Aaron Rostad. AZLA 2007
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Millennials work in the library!

Millennial staff Millennial library users
e Tech-savvy, tech e Tech-enthusiasts
\ enthusiasts e Need to be engaged
) e Enthusiastic e Short on time
i eToughto manage e Social
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Technology is a mirror for how your

organization operates.
O

All tech projects REQUIRE a OO
well-defined project plan.

PR

Free  Good for

everyone!
= If you want your project to Saves time and

be maintained, it MUST fit [ money!

P Less manpower
into the strategic planand

the technology plan.
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Hallmarks of unplanned projects

Stress Reduction Kit

e No project manager

® Scope creep

e High project staff turnover

° Contlnually changlng tlmellne -
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Questions to Ask

e \What exactly are your goals?
e \What is the best way of reaching those goals?
e Are you just doing something because it's trendy?

e \What is doable within your organlzatlon W|th the resou_rc_es
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Stop, Think, Plan Before You Act!

Computer/ Web 2.0 = Technology

Technology = An innovation that improves
W cfficiency
'EComputer/ Web 2.0 ZAn innovation that improves
| efflclency

» |1_.‘.. e - = —
"‘»:_1-

= up _* r pmgress carefully, hour- '

i _1l_r1-
-

""'.. "‘"—J.-"r-'.a' ] ; Yo ""
(A l_‘._-. ' f-



References

1. Branston, C. (2006). From game studies to bibliographic gaming: Libraries tap into
the video game culture. Bulletin of the American Society for Information Science &
Technology, 32(4), 24-29.

2. Fletcher Library Game Project Web Site: http://www.west.asu.

'\ edu/libcontrib/game/website/
: 3. Gee, J. (2003) What Video Games Have to Teach Us About Learning and theracy

New York: MacMillan. N
-_ — ~4. Green.fleld P. (1984) Mind and Media: the effects pf teJreVISIOH-_,- VJdeogames%Hdﬂ
7‘ s -._ o:ﬁﬁ_ s, Eambndge Harvard University Press-:-.'-' " -';_,I.—_-ri;-;._ =S _i_ﬁ
) .an '-‘.__,-:: 0, -,-,:,_‘;;".-"-‘___"____-;-_ _ #- r- 5 : T .

- A
- b o o
e ¥ w . .-
- L
- #- o .‘-
=
: | - B
- b o b e # e : L
W r b ; o, o b= =
e e ” | - T s - :
¥ - Sy ; =
1 " s J L B
(] ¥ 5 ke ‘ 4 ey o ¥ 3 - W,
n i i f = B 5
V7 AL )| s TN 2 4
] f | - | il 4 & o


http://www.west.asu.edu/libcontrib/game/website/
http://www.west.asu.edu/libcontrib/game/website/
http://www.west.asu.edu/libcontrib/game/website/
http://millennialgeneration.org
http://www.msnbc.msn.com/id/17538999/
http://www.msnbc.msn.com/id/17538999/
http://www.msnbc.msn.com/id/17538999/

i i (N i il 1! th W

'S W

-

References continued...

i o !

. Michael, D. and Chen, S. (2006). Serious games: games that educate, train and
inform. Boston, MA.

. "Millennials in the Workplace: R U Ready?" (2008) Knowledge@W. P. Carey, March
28. http://knowledge.wpcarey.asu.edu/article.cfm?articleid=1580

. Oblinger, D. "Boomers, Gen—Xers, and Millennials: Understanding the "New Students" Educause
Review, July/August 2003. h net.educause.edu/ir/library/pdf/ERM0342.pdf

. Prensky, M. (2005), Computer games and learning: Digital game basedJearnlngh Irr__ﬁ_',.

Ta- oy

= Handbook of Computer Game Studies, Raessens and Goldstein, Eds. MIT Press.

— S
-—' =

#.,«.:- nsky =M.ﬁﬂ@i) "Digttal rmmlgrants dlgrtahnattves @H:i: »-jdg%ﬁ" n .H:*v

' O l!} 'iﬁ'v "5 i.'r_ﬂ_--a- 0 2(

Narcop r.:‘:‘.-g.“_ eﬁ-sl v‘q

oh -
T
. 5 el I
- . - A .;.
= = : "’Ll .
= #- E (1 3 ! .-'"-
= . S ”
k-~ ' T e
—— b -~ [ e Y L. . . J r.:
o BN » \ | Ty ¥ gl [ =l
Ty - Ea 4 ; I = % '\-__.-""r
by, " - | | - L
¥ 5 : ‘- . ¥ - L - A
NC 74 L \ L e = ! k = Y .
. . | . . - ' Ll % £ 3



http://knowledge.wpcarey.asu.edu/article.cfm?articleid=1580
http://net.educause.edu/ir/library/pdf/ERM0342.pdf
http://www.marcprensky.com/writing/Prensky%20-%20Digital%20Natives,%20Digital%20Immigrants%20-%20Part1.pdf
http://www.marcprensky.com/writing/Prensky%20-%20Digital%20Natives,%20Digital%20Immigrants%20-%20Part1.pdf
http://www.marcprensky.com/writing/Prensky%20-%20Digital%20Natives,%20Digital%20Immigrants%20-%20Part1.pdf

