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• Goal - Social development, healthy habits
• Target age – Tweens (12 to 14)
• Focused on gameplay
• Educational Content - Implied Over Direct

…a story about a playtest

Group 1Told them its educational in advance

Expectation bias, it is “bad” before playing They Felt Tricked and Angry

Group 2Told them halfway through



Group 3:Just let them play
Then asked to describe their experience

Excitedly discussed what they learned through play

Then Why?



Learning throughPlay + Game Criticism: LearningShould Not Be Fun!

Argued that when learning through play…
• Student take learning less seriously
• Makes learning seem too easy
• Neil Postman (1985)• Too minimal• Commercialism• Learning should be “hard-fought victories”



Early Game AttemptsConflict, Disruption, and Disconnection







This is Transparent Game Design
Making the learning, heath, and rehabilitation imperceptible to the player



Transparent Game Design Pillar 1Game Designers Are Teachers
Commercial games teach the user through play.
Example: Levels are player progression in…
• Experience
• Engagement
• Learning

Progressive Stages

Experience In Relation to Environment


