
245	 "YOU CAN'T BRING THAT GAME TO SCHOOL! " 

HENR Y JENKINS, KURT SQUIRE , AND PHIL IP TAN 

The Games-to-Teac h Project, a joint effort of MIT and Microsoft, has 

developed a se ries of co nce pt ua l models of ga mes that br ing together what we 

currently know about ped ag ogical uses of new media with what we know ab ou t 

games as popul ar culture. We see tremendous opport unit ies for, say, us ing simu­

lat ion and construction ga mes to en gage students in engineering or architectural 
des ign pr ocesses , us ing role-playing games to immerse students in the roles of 

doctor s, ant hropologists or sc ientists, or multip layer ga mes to encourage st u­

dents to thin k about what life might be like in Colonial Ame rica. Few examples of 

such explicit ly ed ucati onal games exist today, although we can learn a lot by clos­
ing examining games already on the market, such as Sid Meier's Pirates or the 

Civilization series , wh ich allow students to ex pe riment with "what if" questions 

about history or to lea rn geography through mastering contested spaces (Jenkins 

and Squi re 2002, Squire 20 0 0]. 

Our design work cut s across different game ge nres , different acad emic 
fie lds, different pedagogical models, a nd differ ent strateg ies for integrating 

games into the classroom [Games-to-Teach Tea m, in press; Holland , Jen kins , & 

Squ ire, 2003]. In a few cases, we have begun to develop playable prototypes to 

illustrate a nd te st our ideas. This is a case study of one such prototype, 
Supercharq edl, describing our design research a nd how thi s process has led us t o 

continually rethink our ass umpt ions ab out ga ming , edu cation, research and pop­

ular culture. 

Research Approach: Design Experiments 
We are, in effe ct , studying educational games that do not yet and may neve r exist. 

Through this process, we hope to learn more about ga mes' pedagogical potentials, 
factors driving or inhibiti ng their ad option, their effect iveness, and th e kinds of 

clas sr oom activitie s needed to support them. Within lea rn ing sciences , des ign 

ex pe rime nts enable us to inves t iga te how complex learning occurs within 

r ich social se tti ngs whe n using innovat ive materials [Brown 1992, Collins 1992]. 

Whe re as natural istic research creates better unde rst andings of the world and 
experimental resear ch bu ilds models of specific variables, experiment-based 

des ign research st rives to develop an underlying theory and create changes in 

social practices [Cobb et aI., 20 03]. These complex research goals often require 
researchers to employ a variety of research te chniques (t he oret ica l, humanistic, 

historical, qu alitative, quantitative, naturalist ic, or expe rime nta l methodologies). 

First Prototype: Superdtaraed! 
"Have you seen Halo? The real -time phy sics a re incredible," ranted John Belcher, 

Professor in Astrophys ics at MIT and winner of two NASA Exceptional Scientific 

Achievement Medals. Belcher creates animations to help st udents learn physics 

and thought that games might make his animations more inte ract ive. Digital visu­
alizations ca n allow students to see and interact with the normally invis ible elec -
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AC T ION 

the gam e was a useful tool to support learning. Mak ing a mean ingful educa t ional 

interve ntio n isn't s imply a matter of des igning educat iona l ga mes; it involves 

mapping st ra tegies for deploying those game s in th e classroo m, recognizing t hat 
every classroom has it s own social milieu and that each tea cher will ada pt t he 

game for t heir own teaching styl e. 

Conclusions 
Now t hat Supercharged! v1.0 is ma king its to ur across test sit es , our research has 

shown severa l different directions th at futu re ite rations can take. We have 
a lready beg un testing simple prototypes of othe r ga me genres, such as s ide -sc roll­

ing shoote rs , that cou ld demonstrate e lect rostatics ways th at ar e acce ssib le to 

broad audiences. Early desi gn considerations assumed th at the fast-paced game 

would be played on hom e computers, but integ rating th e ga me into a classroom 
se tt ing has pushed us towards a slower-paced, mo re ce re bra l puzzle game t hat 

would provid e teachers with mo re opport unities for instruct ional intervention. 
Watching game-play change across contexts reminds us th at educat ional 

materi als a nd interventions are not simply adopted by educators, but remade in 
ord er to meet local needs. In Und erstandin[J Popular Culture, John Fiske dr aws a 

dis ti nctio n bet wee n mass cultu re, which is made by med ia compa nies, and popu­

lar culture, which em erges as consumers ad apt those contents for th eir own pur ­
poses, negoti ating th eir mean ings in relati on to our identit ies, social struct ures 

a nd exist ing semiotic pattern s [Fiske 198 9]. Similarly, designin g an educa t ional 

ga me involves th e negotiat ion of designers' identities, existin g genres , tropes, and 

pedagogi cal ass umptions. As the ga me mov es into the classroom, further nego ti­

a t ions occur as teachers and st ude nts contest over t he mean ings of ga mes: are 
th ey ente rtai nme nt or educat ion? Are th ey a fantasy enviro nme nt or do their 

ru les apply to real world spaces? Can we stop playin g long enough to thi nk 

through th e implicat ions of our actio ns? 
As we mov e forwa rd , we are building teacher support mate ria ls a nd sup­

port communit ies so that tea chers have mod els of how to use th e gam e effect ive­

ly in clas s, have peers to lea rn with, and engage in th e critical reflect ion of th eir 
teaching practice [Barab, Barnett and Squire 2002]. Our hop e, how ever, is that this 

research willdo more than just provide inte rest ing insights but also result in prod­

ucts , proc esses, and social networks that will transform th e social practices of 

schooling. Building on th e wor k of John Dewey, we argue th at t he best design 

resear ch is transfor mat ive, its value and validity a re tested in social se ttings 
wh ere its innov ations will have an immediate a nd tangible impact. We hope to not 

on ly develop games that can be brou ght into th e class room but to a lso dev elop 

teachers who know what to do wit h them when th ey get t here. 

SimSmarts 
An Interview with Will Wright 

BRENDA LAUREL 

Brenda Laurel Over th e years as I've played th e ga mes you 've designed , it seems 

to be th at th er e is a big quantum leap in terms of usab ility betw een Sim City and 

The Sims, and I'm wondering how you got to th at. It seems like breakthrough. 

will Wright It's more proc edural than anything else. Also, we have th e luxury now 
of sitting back , taking some time. Almost a year before we put a new game on t he 

shelf, we sta rt a process called Kleenex testing, which is about once a week. 

BL Why do you ca ll it Kleenex t est ing? 
ww Because we never use the people again; we use th em once and th en we throw 

th em away. 

BL Got it . 
ww We bring in people who have never seen the game, never touched it; we usu ­

ally bring in couples, whether they are roommates or fr iends, or marri ed . We put 
two of t hem at th e front of th e computer, boot t he ga me up, and 

th en give them th e least amount of ins t ruct ion. We give th em 

some minor tasks, like "see if you can get th is guy to do th at", or 
"see if you can get to that spot on the ga me ." And th en we just sit 

back and observe them for like two hou rs . 

BL Do they talk to each oth er? 
ww Yeah, th at' s th e reason we bring in two. One person would sit 
t here and just get frustrated, but two peop le will start verbalizing 

th eir th eories about th e way it works. "No don 't click t hat , that'll 
make thi s happen." "No, I th ink it'll wor k th at way." So you hear 

t hem verbalizing their internal mod els of th e mechan ism . And it' s 
incredibly frust rating as a des igner , because you th ink it's so obvi­

ous to go click on that to do th at. But when you sit back and watch 
someone st ruggling with the button, not knowing wh at it does , it 's 

totally clear what needs to be done. There 's no argume nt from that 

point . And so every week we t ry to get on a cycle wher e we can 

ite rate what we've lea rned from th e week before. 

Will Wrigh t. founder of Maxis	 BL Whe n you did The Sims originally, had you cha nged your t ar get audience from 

th e audience for SimCity'? 

ww Not a lot, alt houg h I t hink at th e end it became more app arent th at we were 

shoot ing for a mo re gender-balanced audienc e. We always wer e shoot ing for a pret­
ty broad age rang e. I th ink more recen tly we start ed thinking more in terms of more 

casua l players, which kind of ma tches th e fem ales demograph ic, but not directly. 

BL What did yo u lea rn ab out female players a nd how did it influence 

th e design? 
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