Critical Questions:
The categories in our evaluation rubric were selected with three questions in mind. From a
teaching perspective, our primary concern was whether a game would meet learning goals. If
so, would the game under review “easily enhance teaching”
(

Futurelab, 2010, p. 56
). From
the perspective of its impact on students, we wanted to assess whether the game would lead
to real change in terms of understanding, behaviour, and action.
Our choices
:
Once the basic ‘housekeeping’ items of identifying the game, providing its description, and
reviewing its specifications has been taken care of, we need to address the meat of the
evaluation, those attributes of the game that might meet our critical questions.
Determining the 
technology
demands of the game is an important first step, but it is a very
basic one. In what environment can the game be played? Do we need to book a computer
lab, can we have our students engage with it in the comfort and familiarity of the classroom,
what devices are available to handle the game’s specs, and how easy will it be for both
teachers and students to master? Once these elements have been addressed, we need to
look deeper.
Gee’s first principle of learning, the “Active, Critical Learning Principle”, states that “all aspects
of the learning environment are set up to encourage active and critical, not passive, learning”
(Gee 2003, p. 49). Identifying a potential learning game and determining if and where it can
be played is only the first piece of the larger picture that includes gameplay, learning
outcomes, pedagogy, and representation.
Consideration of the mechanics of the game or 
gameplay
is a vital component in game
evaluation: .
Compared with games, reality is hard to get into. Games motivate us to participate
more fully in whatever we're doing. To participate wholeheartedly in something means
to be selfmotivated and selfdirected, intensely interested and genuinely enthusiastic.
If we’re forced to do something, or if we do it halfheartedly, we’re not really
participating. If we don’t care how it all turns out, we’re not really participating. If we’re
passively waiting it out, we’re not really participating. (McGonigal, 2011, p.124)
Gameplay includes elements such as relevance to students needs and learning styles, as well
as relevance across instructional units. Does the game bring in elements from across the
curriculum, or allow for layering of learning opportunities? The game’s immersive capability is

another crucial element. Is it engaging enough that students will enter that elusive state of
“flow” in which learning happens at such a deep level that students lose track of time and
self? The third element we considered was the game’s ability to engage the student in
complex systems thinking, an aspect that Dr. James Gee, in his 
Principles on Gaming
video,
identifies as indicative of good learning games. As a result of including these critical aspects
in this section, we deliberately chose to increase the weighting of the gameplay criteria to
reflect its significance.
Yet, however engrossing a game may be, when new technologies are incorporated into
education, 
pedagogy
and 
learning outcomes
need to be carefully considered. Games must
be educationally appropriate (
Futurelab, 2010
). They must provide a balance between game
content and academic content, and they would ideally incorporate aspects of the curriculum,
allowing teacher and students to better meet state/provincial standards. If the game is
carefully selected to address specific learning outcomes, then scaffolding should be evident
as students level up through their play, and naturalization, “the development of habitual and
spontaneous use of information derived within the game” (
Futurelab, 2010, p. 59
) can occur in
an engaging, authentic way. Authenticity is, itself, an important aspect of gaming. Games that
mimic or simulate real life lead to the development of transferable skills and knowledge.
Children may have a lot of fun building a virtual ecosystem or civilization, but the important
underlying educational principle is that the understandings gained in doing so can then be
extrapolated to the world at large.
Students may well be immersed in gameplay and we may infer that a transfer of knowledge
has occurred, but if that is indeed so, the proof should be evident through a change of
behaviour. Therefore, with respect to grading and feedback, a consideration of various
modes of representation
is necessary to ensure that the learning outcomes are met. “If
there is still the need for explicitly ensuring learning goals have been reached, there needs to
be some form of testing” (
Futurelab, 2010, p. 35
). In our evaluation, we have considered
different forms of feedback as well as collaborative opportunities to allow students ample
scope to demonstrate and share their growth.
Final Reflections
:
The members in our group enjoy diverse learning situations and a wide variety of areas of
study. Our challenge in creating this evaluation tool that was to appropriately represent this
diversity. In the end we realized that regardless of our individual areas of expertise or our
students’ ages or learning needs, we needed to create an evaluation tool that would allow us

to select games that would engage the learner in a meaningful way while still meeting learning
outcomes. To that end, our evaluation tool helped us to “shape and explore our values”
(
Futurelab, 2010, p. 56
).
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Game Evaluation Rubric
A tool for evaluating games for education purposes.
* Required

Please identify the game under review *
Civilization V

Please provide the URL for the game under review. *
http://www.civilization5.com/

Briefly describe the game *
Civilization V is a strategy game that allows the player to face off
against other civilizations. The player is attempting to become ultimate
ruler of the world. The player can choose several different strategies to
achieve this. The strategies include being the first to achieve scientific
power (ie. first ones to space) waging war against everyone, finding a
diplomatic solution, becoming a political power or building the best
center for tourism. The player begins in the dawn of time and must
develop the civilization throughout time.
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Game Specifications
The game is *
Free
Free with limited use
Reduced or Graduate Price
Subscription
One time or License Fee
Other:

Can this game be loaded across devices? *
Yes, it works on multiple platforms
No, it is device specific

If no: what device(s)/operating system(s) is it compatible with?
The game is compatable with windows (xp and above); ( min OS
10.7.5) and Linux.

List Hardware Requirements
For example: Adobe Flash, screen size, connection speed...
Minimum PC Requirements:
OS: Windows® XP SP3/ Windows® Vista SP2/ Windows® 7
Processor: Dual Core CPU
Memory: 2GB RAM
Hard Disk Space: 8 GB Free
DVDROM Drive: Required for discbased installation
Video: 256 MB ATI HD2600 XT or better, 256 MB nVidia 7900 GS or
better, or Core i3 or better integrated graphics
Sound: DirectX 9.0ccompatible sound card
DirectX®: DirectX® version 9.0c
_______________________________________________________
Minimum Mac Requirements:
Operating System: 10.6.4 (Snow Leopard)
CPU Processor: Intel Core 2 Duo (DualCore)
CPU Speed: 2.4 GHz
Memory: 2 GB RAM
Hard Disk Space: 8 GB
Video (ATI): Radeon HD2600 (NVidia): Geforce 8600
Video Memory (VRam): 256 MB
Media Required: DVDROM
________________________________________________________
https://docs.google.com/forms/d/11O0gh5P5PdBQUrP8lrmtK6xaFA6XCPeF54jD2NuIo0I/viewform
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Can the game be worked with offline?
Yes
Yes with limitations
No

Initiating agent(s) for the game:
Check all that apply
District/Admin initiated.
Teacher initiated.
Student initiated.

What grade levels can use the game effectively?
Yes!

With Support!

Not at all

Primary K-3
Intermediate 4-6
Middle School 7-9
Senior Secondary 10-12
Post Secondary/Adult

Is safety a concern? *
Not an issue

Some concerns

Guidelines necessary

Content concerns

Privacy
Advertising/content
concerns

Game Evaluation
To score, add the points. 0 - 20 would indicate the game has significant limitations, but might
still be ideal for specific purposes, 21-40 suggests the game has some limitations, but is
appropriate for many uses, 41-60 represents the most flexible and ideal games for any
classroom setting.

1. Technology
https://docs.google.com/forms/d/11O0gh5P5PdBQUrP8lrmtK6xaFA6XCPeF54jD2NuIo0I/viewform
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Where does technology support the game being played?
School Wide 3 pts

In Class Only 2 pts

Lab Only 1 pt

Restricted Devices
0 pts

Very Simple 3 pts

Some Training 2 pts

More Difficult 1 pt

Constant Support
0 pts

Strong Correlation 3
pts

2 pts

1 pt

Does Not Meet
0 pts

Strong Correlation 3
pts

2 pts

1 pt

Does Not Meet
0 pts

2 pts

1 pt

Does Not Meet

Access to game is
supported

Ease of Use

Students
Teachers

2. Game Play
Mechanics of the game
Relevance

Player needs
Player learning
styles
Across instructional
units

Immersion

Gameplay leads to
"FLOW"
Player is
intellectually
invested

Deep understanding of complex systems.
Strong Correlation 3

https://docs.google.com/forms/d/11O0gh5P5PdBQUrP8lrmtK6xaFA6XCPeF54jD2NuIo0I/viewform
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pts

0 pts

Develops system
thinking skills.

3. Learning Outcomes
Transfer
Strong Correlation 3
pts

2 pts

1 pt

Does Not Meet
0 pts

Strong Correlation 3
pts

2 pts

1 pt

Does Not Meet
0 pts

Strong Correlation 3
pts

2 pts

1 pt

Does Not Meet
0 pts

Strong Correlation 3
pts

2 pts

1 pt

Does Not Meet
0 pts

Allows scaffolding of
knowledge

Naturalization

Develops habitual,
spontaneous use of
information derived
from the game

Authenticity

Incorporates or
mimics real life
situations

4. Pedagogy
Embedding

Balance between
academic and game
content
Allows user to build
on previous
knowledge
https://docs.google.com/forms/d/11O0gh5P5PdBQUrP8lrmtK6xaFA6XCPeF54jD2NuIo0I/viewform
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Extent of Curriculum Connections
Strong Correlation 3
pts

2 pts

1 pt

Does Not Meet
0 pts

Curriculum Content
Common Core/ Prov
Standards

5. Mode of Representation
Reflection, briefing & debriefing
Application can be shared with the instructor/teacher for grading/feedback
Universal 3 pts

Most 2 pts

Limited 1 pt

Not Possible
pts

0

Adaption
Allows player to demonstrate change in behavior as a result of transfer via opportunities for:
Strong Correlation 3
pts

2 pts

1 pt

Does Not Meet
0 pts

Creation
Reflection
Collaboration

Scoring
Write the total points out of 60 for the game you have selected and discuss in terms of how
the score would affect your choice.
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40/60 In terms of being a versatile, interesting and engrossing game, I
think Civilization V brings the world to life in a way that is sure to draw
students in. Little pieces of literature, science and history are shared
periodically during the gameplay in a way that is equally appealing to
educators. The overall cost of the game would be the biggest deterrent
to my recommending the game. The games retails for approximately 50
dollars but can be purchased online through sales. Additionally,
students would have to access the game from computers and would
not have online access from home or across devices. For schools with
limited or no lab time, this would be a serious concern. The game is
very complex in nature and I think the initial learning curve for
educators would be steep. However if time and support for
implementation were not a concern I think the game is an excellent
choice for bringing alive topics like diplomacy, politics, war and more.
As a language teacher, I could easily see myself doing cross
curriculum units with Humanities to increase cultural knowledge.

Additional Comments or Concerns:
The game was not designed with educators in mind and is not naturally
pared with learning outcomes and the educator would have to plan
accordingly. However, there is a strong online community and wiki that
supports the use of civilization in schools and if the educator was
inclined to do the research, information is available in this area. In
particular I believe that for this game to be successful as a teaching
tool, the teacher would have to spend a significant period of time
debriefing the gameplay with students. Finally, students with low
language reading abilities might require additional support while learning
the game.
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Edit this form

Game Evaluation Rubric
A tool for evaluating games for education purposes.
* Required

Please identify the game under review *
One Ocean Interactive

Please provide the URL for the game under review. *
http://www.gamesforchange.org/play/oneoceaninteractive/

Briefly describe the game *
A game about managing the ocean ecosystem.
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Game Specifications
The game is *
Free
Free with limited use
Reduced or Graduate Price
Subscription
One time or License Fee
Other:

Can this game be loaded across devices? *
Yes, it works on multiple platforms
No, it is device specific

If no: what device(s)/operating system(s) is it compatible with?

List Hardware Requirements
For example: Adobe Flash, screen size, connection speed...
Requires installation of Unity Flash, free download.

Can the game be worked with offline?
Yes
Yes with limitations
No

Initiating agent(s) for the game:
Check all that apply
https://docs.google.com/forms/d/11O0gh5P5PdBQUrP8lrmtK6xaFA6XCPeF54jD2NuIo0I/viewform?c=0&w=1
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District/Admin initiated.
Teacher initiated.
Student initiated.

What grade levels can use the game effectively?
Yes!

With Support!

Not at all

Primary K-3
Intermediate 4-6
Middle School 7-9
Senior Secondary 10-12
Post Secondary/Adult

Is safety a concern? *
Not an issue

Some concerns

Guidelines necessary

Content concerns

Privacy
Advertising/content
concerns

Game Evaluation
To score, add the points. 0 - 20 would indicate the game has significant limitations, but might
still be ideal for specific purposes, 21-40 suggests the game has some limitations, but is
appropriate for many uses, 41-60 represents the most flexible and ideal games for any
classroom setting.

1. Technology
Where does technology support the game being played?
School Wide 3 pts

In Class Only 2 pts

Lab Only 1 pt

Restricted Devices
0 pts

Access to game is
supported
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Ease of Use
Very Simple 3 pts

Constant Support
0 pts

Some Training 2 pts

More Difficult 1 pt

Strong Correlation 3
pts

2 pts

1 pt

Does Not Meet
0 pts

Strong Correlation 3
pts

2 pts

1 pt

Does Not Meet
0 pts

2 pts

1 pt

Does Not Meet
0 pts

Students
Teachers

2. Game Play
Mechanics of the game
Relevance

Player needs
Player learning
styles
Across instructional
units

Immersion

Gameplay leads to
"FLOW"
Player is
intellectually
invested

Deep understanding of complex systems.
Strong Correlation 3
pts
Develops system
thinking skills.

3. Learning Outcomes
https://docs.google.com/forms/d/11O0gh5P5PdBQUrP8lrmtK6xaFA6XCPeF54jD2NuIo0I/viewform?c=0&w=1

4/7

3/22/2015

Game Evaluation Rubric

Transfer
Strong Correlation 3
pts

2 pts

1 pt

Does Not Meet
0 pts

Strong Correlation 3
pts

2 pts

1 pt

Does Not Meet
0 pts

Strong Correlation 3
pts

2 pts

1 pt

Does Not Meet
0 pts

Strong Correlation 3
pts

2 pts

1 pt

Does Not Meet
0 pts

2 pts

1 pt

Does Not Meet
0 pts

Allows scaffolding of
knowledge

Naturalization

Develops habitual,
spontaneous use of
information derived
from the game

Authenticity

Incorporates or
mimics real life
situations

4. Pedagogy
Embedding

Balance between
academic and game
content
Allows user to build
on previous
knowledge

Extent of Curriculum Connections
Strong Correlation 3
pts
Curriculum Content
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Common Core/ Prov
Standards

5. Mode of Representation
Reflection, briefing & debriefing
Application can be shared with the instructor/teacher for grading/feedback
Universal 3 pts

Most 2 pts

Limited 1 pt

Not Possible
pts

0

Adaption
Allows player to demonstrate change in behavior as a result of transfer via opportunities for:
Strong Correlation 3
pts

2 pts

1 pt

Does Not Meet
0 pts

Creation
Reflection
Collaboration

Scoring
Write the total points out of 60 for the game you have selected and discuss in terms of how
the score would affect your choice.
51/60

Additional Comments or Concerns:
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The game allows players to explore and experience the undersea world
in a variety of settings and for a variety of purposes or missions. This
would be an excellent choice for students studying biodiversity,
ecosystems, ocean systems, the effects of pollution, the biosphere,
and the interdependence of ocean species. It is offered in conjunction
with The Nature of Things, and the home site provides multiple synced
documentaries for in depth study.
Reflection is not built into the game, but could be required as a log of
activities upon mission completions, to show growth of understanding
and application of knowledge.
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