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Ryan L. Schaaf, Nicky Mohan : Making School a Game Worth Playing: Digital Gamesin the Classroom before
purchasing it in order to gage whether or not it would be worth my time, and all praised Making School a Game Worth
Playing: Digital Gamesin the Classroom:

0 of 1 people found the following review helpful. School Appropriate GamesBy K. ElliottPurchased thisto usein a
variety of classesto make learning interesting.0 of 1 people found the following review helpful. Four StarsBy
CustomerGood book

Integrate game-based learning for 21st Century skills success! This straightforward, easy-to-follow guide from experts


http://f3db.com/pub/links.php?id=B00LXFKOWK

Schaaf and Mohan helps you leverage technology students love best ndash; digital video games. With step-by-step
strategies, yoursquo;ll easily find, evaluate, and integrate gaming into your existing lesson plans or completely
redesign your classroom.nbsp; Teachers learn to use well-designed game elements to: Promote meaningful student buy-
in Create student-centered, collaborative learning spacesnbsp; Teach and assess 21st Century Fluencies aligned to
Common Core State Standards Address multiple intelligences using research-based strategies Includes a detailed
implementation outline. Create engaged, adventure-filled learning with this resourceful guide! nbsp;nbsp;

"This book is easy to read, offers strategies that are easy to implement, and inspires a sense of urgency for educators to
modify our teaching techniques to include more gaming in our classrooms. It isan insightful look at gamification and
increasing student engagement in the classroom. It is useful for teachers of all experience levels."--Carrie Trudden,
Educational Technology Teacher"This book presents gamification as a powerful tool for engaging learners and for the
development of 21st-century fluencies, organized in levels asin the games it describes. Rich in resources for finding,
evaluating, implementing, and designing classroom games, Schaaf and Mohan's book shares game thinking as a global
approach to learning, flavored with a hint of his own personal game nostalgia. A must-read for those exploring the use
of gamesin the classroom!"--Danea A. Farley, Assoc. Professor and Coordinator of Technology"Integrating the
fundamentals of gaming into the classroom may seem like a daunting task, but this book clearly explains how the
students of today are learning and how educators can leverage a powerful media phenomenon for fun and engaging
learning. Making School a Game Worth Playing clearly establishes that digital games teach students the 21st-centur y
skills they need to develop for a successful future in a globalized world. Social, creative, collaborative, and problem
solving skills are cleverly linked to digital games throughout the text. It is easy to follow and written from the
perspective of ateacher."--Shannon Vesik, Children's Gaming Media Professional" Effective and strategic integration
of technology into teaching and learning will produce students who demonstrate proficiency in 21st-century skills. It's
critical that education moves from a teacher-centered to a more student-centered approach to instruction. Digital game-
based |earning helps change the role of the teacher into afacilitator. This book not only provides ideas on how to
overcome the barriers that schools are faced with when approaching this concept, but also provides teachers with
authentic ideas on how to bring digital gaming concepts into their classrooms. The text is easy to read and offers many
practical applications for our teachers and district leaders. Thisis a'game-changer' for our professional development
program!"--Julie Wray, Coordinator of Instructional Technology"As video games continue to captivate both children
and adults around the world, Ryan Schaaf provides compelling evidence for playing digital games in schools to
present academic content and develop essential 21st-century skills. This book goes beyond research and theory to
illustrate how teachers can find, evaluate, and integrate digital games with classroom instruction to challenge and
present content information in afun and engaging manner. " Chapters on how to play games; how games influence
21st-century fluencies; how to find, evaluate, and integrate games; and how to create your own games give teachers a
wealth of resources for playing video games in schools and making learning fun at al levels of education. |
particularly liked the 'level’ on the gamification of learning, which gave me great new insights into how to engage
learners without the use of video games per se, by leveraging key principles of game-based learning. "I highly
recommend this book for educators across all levels and disciplines. | think it covers the skills and knowledge
necessary for novice gamersto integrate the use of video games into their classrooms to facilitate learning, aswell as
giving experienced gamers afresh look at the field of game-based learning."--Atsusi 2C Hirumi, Ph.D., Associate
Professor of Instructional Technology""Back in 2004, Pat Kane told usin his book The Play Ethic that organizations
that base themselves on play and not work are healthier and more productive workplaces. Now Schaaf and Mohan
have contextualized this ideafor education around the use and creation of digital games. The key concept behind these
booksisthat, in play, we areintrinsically motivated. In work, we just might not be. Asthey carefully explain, elements
of al the things we aspire to in good education can be found in good digital games: Differentiation across awide
degree of ability, providing instant feedback, and allowing learners to level up as quickly asthey acquire new skills
and rewarding success. "Traditionally, education has been hard to move and resistant to change. | am guessing that if
you are reading this book you are not that way inclined. Y our challengeisto grasp the grail of these ideas and hit the
ground running with your students."--Peter Lasscock, Deputy Head of School"This book is easy to read, offers
strategies that are easy to implement, and inspires a sense of urgency for educators to modify our teaching techniques
to include more gaming in our classrooms. It is an insightful ook at gamification and increasing student engagement
in the classroom. It is useful for teachers of all experience levels."--Carrie Trudden, Educational Technology
Teacher"This book presents gamification as a powerful tool for engaging learners and for the development of 21st-
century fluencies, organized in levels asin the games it describes. Rich in resources for finding, evaluating,
implementing, and designing classroom games, Schaaf and Mohan's book shares game thinking as a global approach
to learning, flavored with a hint of his own personal game nostalgia. A must-read for those exploring the use of games
in the classroom!"--Danea A. Farley, Assoc. Professor and Coordinator of Technology"Integrating the fundamental s of
gaming into the classroom may seem like a daunting task, but this book clearly explains how the students of today are
learning and how educators can leverage a powerful media phenomenon for fun and engaging learning. Making



School a Game Worth Playing clearly establishes that digital games teach students the 21st-centur y skills they need to
develop for a successful future in a globalized world. Social, creative, collaborative, and problem solving skills are
cleverly linked to digital games throughout the text. It is easy to follow and written from the perspective of ateacher."--
Shannon Vesik, Children's Gaming Media Professional" Effective and strategic integration of technology into teaching
and learning will produce students who demonstrate proficiency in 21st-century skills. It's critical that education
moves from ateacher-centered to a more student-centered approach to instruction. Digital game-based learning helps
change the role of the teacher into afacilitator. This book not only provides ideas on how to overcome the barriers that
schools are faced with when approaching this concept, but also provides teachers with authentic ideas on how to bring
digital gaming concepts into their classrooms. Thetext is easy to read and offers many practical applications for our
teachers and district leaders. Thisis a'game-changer' for our professional development program!”--Julie Wray,
Coordinator of Instructional Technology"Back in 2004, Pat Kane told usin his book The Play Ethic that organizations
that base themselves on play and not work are healthier and more productive workplaces. Now Schaaf and Mohan
have contextualized thisideafor education around the use and creation of digital games. The key concept behind these
booksisthat, in play, we areintrinsically motivated. In work, we just might not be. Asthey carefully explain, elements
of al the things we aspire to in good education can be found in good digital games: Differentiation across awide
degree of ability, providing instant feedback, and allowing learners to level up as quickly as they acquire new skills
and rewarding success. "Traditionally, education has been hard to move and resistant to change. | am guessing that if
you are reading this book you are not that way inclined. Y our challengeisto grasp the grail of these ideas and hit the
ground running with your students."--Peter Lasscock, Deputy Head of School"As video games continue to captivate
both children and adults around the world, Ryan Schaaf provides compelling evidence for playing digital gamesin
schools to present academic content and develop essential 21st-century skills. This book goes beyond research and
theory to illustrate how teachers can find, evaluate, and integrate digital games with classroom instruction to challenge
and present content information in a fun and engaging manner. " Chapters on how to play games; how games influence
21st-century fluencies; how to find, evaluate, and integrate games; and how to create your own games give teachers a
wealth of resources for playing video games in schools and making learning fun at al levels of education. |
particularly liked the 'level’ on the gamification of learning, which gave me great new insights into how to engage
learners without the use of video games per se, by leveraging key principles of game-based learning. "1 highly
recommend this book for educators across all levels and disciplines. | think it covers the skills and knowledge
necessary for novice gamers to integrate the use of video gamesinto their classrooms to facilitate learning, as well as
giving experienced gamers afresh look at the field of game-based |learning.”--Atsusi "2C" Hirumi, Ph.D., Associate
Professor of Instructional Technology-This book is easy to read, offers strategies that are easy to implement, and
inspires a sense of urgency for educators to modify our teaching techniques to include more gaming in our classrooms.
It isaninsightful look at gamification and increasing student engagement in the classroom. It is useful for teachers of
all experience levels.---Carrie Trudden, Educational Technology Teacher-This book presents gamification as a
powerful tool for engaging learners and for the development of 21st-century fluencies, organized in levels asin the
games it describes. Rich in resources for finding, evaluating, implementing, and designing classroom games, Schaaf
and Mohan's book shares game thinking as a global approach to learning, flavored with a hint of his own personal
game nostalgia. A must-read for those exploring the use of games in the classroom!---Danea A. Farley, Assoc.
Professor and Coordinator of Technology-Integrating the fundamentals of gaming into the classroom may seem like a
daunting task, but this book clearly explains how the students of today are learning and how educators can leverage a
powerful media phenomenon for fun and engaging learning. Making School a Game Worth Playing clearly establishes
that digital games teach students the 21st-centur y skills they need to develop for a successful futurein a globalized
world. Social, creative, collaborative, and problem solving skills are cleverly linked to digital games throughout the
text. It is easy to follow and written from the perspective of ateacher.---Shannon Vesik, Children's Gaming Media
Professional -Effective and strategic integration of technology into teaching and learning will produce students who
demonstrate proficiency in 21st-century skills. It's critical that education moves from a teacher-centered to a more
student-centered approach to instruction. Digital game-based learning hel ps change the role of the teacher into a
facilitator. This book not only provides ideas on how to overcome the barriers that schools are faced with when
approaching this concept, but also provides teachers with authentic ideas on how to bring digital gaming concepts into
their classrooms. Thetext is easy to read and offers many practical applications for our teachers and district leaders.
Thisis a'game-changer' for our professional development program!---Julie Wray, Coordinator of Instructional
Technology-Back in 2004, Pat Kane told us in his book The Play Ethic that organizations that base themselves on play
and not work are healthier and more productive workplaces. Now Schaaf and Mohan have contextualized thisideafor
education around the use and creation of digital games. The key concept behind these books is that, in play, we are
intrinsically motivated. In work, we just might not be. Asthey carefully explain, elements of all the things we aspire to
in good education can be found in good digital games: Differentiation across a wide degree of ahility, providing
instant feedback, and allowing learners to level up as quickly as they acquire new skills and rewarding success. -
Traditionally, education has been hard to move and resistant to change. | am guessing that if you are reading this book



you are not that way inclined. Y our challenge is to grasp the grail of these ideas and hit the ground running with your
students.---Peter Lasscock, Deputy Head of School-As video games continue to captivate both children and adults
around the world, Ryan Schaaf provides compelling evidence for playing digital games in schools to present academic
content and develop essential 21st-century skills. This book goes beyond research and theory to illustrate how teachers
can find, evaluate, and integrate digital games with classroom instruction to challenge and present content information
in afun and engaging manner. -Chapters on how to play games; how games influence 21st-century fluencies; how to
find, evaluate, and integrate games; and how to create your own games give teachers awealth of resources for playing
video gamesin schools and making learning fun at all levels of education. | particularly liked the 'level' on the
gamification of learning, which gave me great new insights into how to engage learners without the use of video
games per se, by leveraging key principles of game-based learning. -I highly recommend this book for educators
across al levels and disciplines. | think it coversthe skills and knowledge necessary for novice gamers to integrate the
use of video games into their classrooms to facilitate learning, as well as giving experienced gamers a fresh look at the
field of game-based learning.---Atsusi -2C- Hirumi, Ph.D., Associate Professor of Instructional Technology "This
book is easy to read, offers strategies that are easy to implement, and inspires a sense of urgency for educators to
modify our teaching techniques to include more gaming in our classrooms. It is an insightful look at gamification and
increasing student engagement in the classroom. It is useful for teachers of all experience levels." (Carrie Trudden,
Educational Technology Teacher)"This book presents gamification as a powerful tool for engaging learners and for the
development of 21st-century fluencies, organized in levels asin the games it describes. Rich in resources for finding,
evaluating, implementing, and designing classroom games, Schaaf and M ohanrsquo;s book shares game thinking as a
global approach to learning, flavored with a hint of his own personal game nostalgia. A must-read for those exploring
the use of gamesin the classroom!" (Danea A. Farley, Assoc. Professor and Coordinator of Technology)Integrating
the fundamentals of gaming into the classroom may seem like a daunting task, but this book clearly explains how the
students of today are learning and how educators can leverage a powerful media phenomenon for fun and engaging
learning. Making School a Game Worth Playing clearly establishes that digital games teach students the 21st-centur y
skills they need to develop for a successful future in a globalized world. Social, creative, collaborative, and problem
solving skills are cleverly linked to digital games throughout the text. It is easy to follow and written from the
perspective of ateacher.” (Shannon Vesik, Childrenprime;s Gaming Media Professional )" Effective and strategic
integration of technology into teaching and learning will produce students who demonstrate proficiency in 21st-
century skills. Itrsquo;s critical that education moves from a teacher-centered to a more student-centered approach to
instruction. Digital game-based learning helps change the role of the teacher into a facilitator. This book not only
provides ideas on how to overcome the barriers that schools are faced with when approaching this concept, but also
provides teachers with authentic ideas on how to bring digital gaming conceptsinto their classrooms. The text is easy
to read and offers many practical applications for our teachers and district leaders. Thisis alsguo;game-changerrsquo;
for our professional development program!™ (Julie Wray, Coordinator of Instructional Technology)"Back in 2004, Pat
Kanetold usin hisbook The Play Ethic that organizations that base themselves on play and not work are healthier and
more productive workplaces. Now Schaaf and Mohan have contextualized this ideafor education around the use and
creation of digital games. The key concept behind these booksisthat, in play, we areintrinsically motivated. In work,
we just might not be. Asthey carefully explain, elements of al the things we aspire to in good education can be found
in good digital games:. Differentiation across a wide degree of ability, providing instant feedback, and allowing
learnersto level up as quickly asthey acquire new skills and rewarding success. nbsp; "Traditionally, education has
been hard to move and resistant to change. | am guessing that if you are reading this book you are not that way
inclined. Your challenge isto grasp the grail of these ideas and hit the ground running with your students." (Peter
Lasscock, Deputy Head of School)"As video games continue to captivate both children and adults around the
world,nbsp;Ryan Schaaf provides compelling evidence for playing digital games in schools to present academic
content and develop essential 21st-century skills. This book goes beyond research and theory to illustrate how teachers
can find, evaluate, and integrate digital games with classroom instruction to challenge and present content information
in afun and engaging manner. "Chapters on how to play games; how games influence 21st-century fluencies; how to
find, evaluate, and integrate games, and how to create your own games give teachers awealth of resources for playing
video games in schools and making learning fun at all levels of education. | particularly liked the Isquo;levelrsquo; on
the gamification of learning, which gave me great new insights into how to engage learners without the use of video
games per se, by leveraging key principles of game-based learning. "I highly recommend this book for educators
across al levels and disciplines. | think it covers the skills and knowledge necessary for novice gamers to integrate the
use of video gamesinto their classrooms to facilitate learning, as well as giving experienced gamers afresh look at the
field of game-based learning." (Atsusi ldquo;2Crdquo; Hirumi, Ph.D., Associate Professor of Instructional
Technology)About the AuthorRyan Schaaf is the Assistant Professor of Educational Technology at Notre Dame of
Maryland University, and a faculty associate for the Johns Hopkins University School of Education Graduate
Program, with over 15 yearsin the education field. Before higher education, Ryan was a 3rd-grade public school
teacher, instructional leader, curriculum designer, and a technology integration specialist in Howard County,



Maryland. In 2007, he was nominated for Howard county and Maryland Teacher of the Y ear.In the past, Ryan has
published several research articles in the New Horizons for Learning and the Canadian Journal of Action Research
related to the use of digital games as an effective instructional strategy in the classroom.Currently, heis overseeing
and constructing peer-reviewed K-12 lesson units for the 21st Fluency Project, where he is also afeatured contributor
for the renowned Committed Sardine blog. He enjoys presenting sessions and keynotes about the potential for gaming
in the classroom, the characteristics of 21st-century learning, and emerging technologies and trends in education.Ryan
is happily married to his beautiful wife Rachel and has two little boys that are his pride and joy. In hisfree time he
enjoys fishing, exercising, gardening, and volunteering in local schools.Nicky Mohan has more than 20 years
experience in education, both as a classroom teacher and a school administrator. Her professional focus has been on
developing and delivering practical professional development activities for teachers. She has also worked in the
business sector as alearning and devel opment manager, and was responsible for the design and delivery of
professiona development courses and resource materials. Nicky has worked in anumber of countries and has
extensive experience in delivering literacy and numeracy courses and workshops at the post secondary level. In her
role asteam leader at the University of Waikato, she designed and delivered courses and workshops based on research
of best practice. These workshops focused on methodol ogies and instructional strategies that helped tutors and
teachers effectively engage learnersin the areas of applied literacy and numeracy.



