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Mapping the use of digital games for teaching and learning

This activity is designed to support you in thinking about how using a game fits with your personal, classroom and school objectives. It creates a way of thinking about your work from:

· a teaching perspective

· a learning perspective

· a curriculum perspective (or aims perspective)

· a resource perspective

· a school perspective.

Move through each of the following questions, making notes to share with your tutor and group.  By completing these questions you will have identified and articulated the ‘learning need’ for using digital games in the classroom.

Teaching perspective

· What is it about you that makes you want to use digital games in your practice?

Learning perspective

· What is it about your students that would make using digital games beneficial to them?

Curriculum perspective

· What curriculum or learning needs are you trying to address with digital games?

A resource perspective

· What technologies do you have in your school/classroom/ICT classroom?

A school perspective

· What are the school development needs (found in school development plan) that might be addressed by the use of digital games?
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