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Games are a vital part 
of the 21st century US economy.
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Videogames: 
 
 
 $25.1 B
Music industry: 

 $15.0 B
Movie Box Office: 
 $10.5 B

Source: ESA 2010
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! Source: ESA 2010

One	
  of	
  the	
  fastest	
  growing	
  
industries	
  in	
  the	
  US	
  economy.
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From 2005 to 2010, the entire
US GDP grew by about 16%.

Games industry revenue 
more than doubled.

Source: ESA 2010
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White House interest in games?
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Games for Learning

“I’m	
  calling	
  for	
  investments	
  in...	
  
educa5onal	
  soBware	
  that’s	
  as	
  
compelling	
  as	
  the	
  best	
  video	
  
game.	
  I	
  want	
  you	
  guys	
  
to	
  be	
  stuck	
  on	
  a	
  video	
  game	
  
that’s	
  teaching	
  you	
  something	
  
other	
  than	
  just	
  blowing	
  
something	
  up.”	
  

Barak	
  Obama
TechBoston
March	
  8,	
  2011
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Games for Health

“I	
  can	
  aJest	
  to	
  Dance,	
  Dance	
  
Revolu>on.	
  	
  We	
  got	
  it	
  at	
  Camp	
  
David,	
  and	
  it	
  will	
  make	
  you	
  
sweat.	
  And	
  it	
  is	
  addic5ve	
  in	
  a	
  
very	
  good	
  way.	
  The	
  President	
  
s5ll	
  can't	
  do	
  it.”	
  

Michelle	
  Obama
Feb	
  20,	
  2010
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Games for Health

“The	
  Apps	
  for	
  Healthy	
  Kids	
  
compe55on	
  challenges…	
  
kid-­‐savvy	
  innovators	
  across	
  
the	
  country	
  to	
  build	
  games	
  
that	
  inspire	
  and	
  empower	
  kids	
  
to	
  get	
  ac5ve	
  and	
  eat	
  healthy.”

Michelle	
  Obama
March	
  11,	
  2010
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Obama’s
Innovation
Strategy

Invest	
  in	
  the	
  Building	
  Blocks	
  of	
  American	
  Innova>on

• Educate	
  the	
  next	
  gen	
  with	
  21st	
  century	
  knowledge	
  &	
  skills	
  while	
  crea5ng	
  a	
  world-­‐class	
  workforce
• Restore	
  American	
  leadership	
  in	
  fundamental	
  research
• Build	
  a	
  leading	
  physical	
  infrastructure
• Develop	
  an	
  advanced	
  informa5on	
  technology	
  ecosystem

Catalyze	
  
Breakthroughs	
  for	
  
Na>onal	
  Priori>es

Promote	
  Compe>>ve	
  Markets	
  that	
  Spur	
  
Produc>ve	
  Entrepreneurship

• Promote	
  American	
  exports
• Support	
  open	
  capital	
  markets	
  
that	
  allocate	
  resources	
  to	
  
the	
  most	
  promising	
  ideas

• Encourage	
  high-­‐growth	
  &	
  innova5on-­‐
based	
  entrepreneurship

• Improve	
  public	
  sector	
  	
  innova5on	
  and	
  
support	
  community	
  innova5on

Source: President Obama's Innovation strategy, www.whitehouse.gov  

•Unleash	
  a	
  clean	
  energy	
  revolu5on	
  
• Support	
  advanced	
  vehicle	
  technology	
  
•Drive	
  breakthroughs	
  in	
  health	
  IT	
  
• Address	
  “grand	
  challenges”	
  of	
  21st	
  century	
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White	
  House
Office	
  of	
  Science	
  and	
  Technology	
  Policy
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Important Affordances 
of Videogames5

Friday, August 17, 12



!

72% of American households
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Videogames	
  are	
  a	
  push	
  technology.
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  Dmitri	
  Williams	
  (2004)
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Rejeski
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Impact on Cognition & Behavior

• FPS	
  gameplay	
  improves	
  visual	
  acuity	
  &	
  aVen>on.

• Sims	
  aid	
  systems	
  understanding	
  in	
  history	
  &	
  geography.

• Fandom	
  discussion	
  boards	
  evidence	
  scien>fic	
  reasoning.

• FoldIt	
  crowd	
  sources	
  scien>fic	
  discovery.

• Exergaming	
  increases	
  fitness.

• Online	
  gameplay	
  aids	
  literacy	
  (digital	
  and	
  print).

• Health	
  games	
  improve	
  health	
  behavior	
  paVerns.

• Casual	
  games	
  decrease	
  stress	
  &	
  depression.
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(quick deep dive)
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National Academy of Sciences Report
Many	
  experts	
  call	
  for	
  a	
  new	
  approach	
  to	
  
science	
  educa>on,	
  based	
  in	
  cogni5ve	
  
research.	
  In	
  this	
  approach,	
  teachers	
  spark	
  
students’	
  interest	
  by	
  engaging	
  them	
  in	
  
inves5ga5ons,	
  helping	
  them
	
  to	
  develop	
  understanding	
  of	
  both	
  science	
  
concepts	
  and	
  science	
  processes,	
  while	
  
maintaining	
  mo5va5on...	
  	
  

Computer	
  simula>ons	
  and	
  games	
  have	
  
great	
  poten>al	
  to	
  catalyze	
  this	
  new	
  
approach. NAS	
  Committee	
  on	
  Science	
  

Learning:	
  Computer	
  Games,	
  
Simulations,	
  and	
  Education
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NAS Report: Current State of Evidence

Goals	
  for	
  Informal	
  Science	
  Learning	
  (NRC,	
  
2009)*

Simula5ons Games

Mo>va>on moderate
evidence

emerging	
  but	
  
inconclusive

Conceptual	
  Understanding promising
evidence

emerging	
  but	
  
inconclusive

Science	
  Process	
  Skills	
  &	
  
Understanding	
  Nature	
  of	
  
Science

inconclusive inconclusive

Scien>fic	
  Discourse inconclusive inconclusive

Iden>ty inconclusive inconclusive
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It’s not just science.

• Literacy

• MathemaIcs

• StaIsIcal	
  Reasoning

• ComputaIonal	
  Reasoning

• Systems	
  reasoning

• Resource	
  management

• Environmental	
  AcIvism

• Social	
  Studies

• Civic	
  ParIcipaIon

• Maker	
  Movement

• Language	
  Arts

• Foreign	
  Language

• Health	
  &	
  NutriIon

• Stress	
  &	
  Mental	
  Well-­‐being
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Some example games for impact.
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Foldit
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Zamzee	
  (Hope	
  Lab)
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JourneyJourney
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Three example business cases.
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“Knowledge	
  of	
  our	
  system	
  of	
  government	
  is	
  not	
  handed	
  down
through	
  the	
  gene	
  pool.…	
  The	
  habits	
  of	
  ci>zenship	
  
must	
  be	
  learned.”	
  	
  Jus>ce	
  Sandra	
  Day	
  O’Connor
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First, there was Our Courts

Mission:	
  Preserve	
  judicial	
  independence	
  
by	
  educaIng	
  tomorrow’s	
  voters	
  today

Included:

Argument	
  Wars

Do	
  I	
  Have	
  a	
  Right?

Supreme	
  Decision
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iCivics Mission
As	
  Our	
  Courts,	
  they	
  discovered:

•Reaching	
  children	
  directly	
  proved	
  difficult.

•Reaching	
  children	
  through	
  school	
  proved	
  
much	
  more	
  effecIve	
  and	
  efficient.

•But...	
  an	
  exclusive	
  focus	
  on	
  courts	
  limited	
  
their	
  reach	
  within	
  schools

Thus,	
  they	
  expanded	
  their	
  mission.

Friday, August 17, 12



!

iCivics Mission
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The most comprehensive free civics 
curriculum in the US

•70	
  lesson	
  plans	
  organized	
  in	
  13	
  topical	
  units

•Includes	
  16	
  games	
  covering	
  the	
  three	
  branches	
  
	
  	
  	
  of	
  government,	
  civic	
  duIes,	
  &	
  civic	
  engagement

•CollecIvely	
  played	
  over	
  5	
  million	
  Imes

•Example	
  Title:	
  Do	
  I	
  Have	
  a	
  Right?	
  played	
  over	
  
1.5	
  million	
  Imes,	
  now	
  ported	
  to	
  iPad
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Engaging	
  readings	
  with	
  built-­‐in	
  
ac5ve	
  par5cipa5on

Easy	
  to	
  grade	
  assessments	
  for	
  
teachers

Fun	
  and	
  crea5ve	
  ac5vi5es	
  
for	
  students
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iCivics: Strategy

Marke>ng

•Teacher	
  word-­‐of-­‐mouth	
  drives	
  the	
  majority	
  of	
  audience

•Google	
  search	
  ads	
  target	
  educators,	
  parents,	
  youth
•Strategic	
  Partners:	
  BrainPop,	
  Boys	
  &	
  Girls	
  Club

Funding

•At	
  startup,	
  angel	
  gi`s	
  and	
  philanthropic	
  grants
•Since	
  incorporaIon,	
  key	
  funding	
  sources	
  are	
  individual/
family	
  foundaIons,	
  corporate	
  philanthropy
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iCivics: Effectiveness
Learning

•A`er	
  playing	
  iCivics	
  games,	
  test	
  scores	
  increased	
  by	
  14%

•Games	
  +	
  lesson	
  plans	
  improved	
  test	
  scores	
  by	
  46%

•Equal	
  benefit	
  across	
  all	
  ethniciIes,	
  genders,	
  SES	
  classes

Engagement

•57%	
  of	
  students	
  play	
  Do	
  I	
  Have	
  a	
  Right?	
  at	
  home

•Peer	
  reviewed	
  research	
  shows	
  gains	
  in	
  civic	
  disposiIons
•Teachers	
  report	
  high	
  engagement
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Over 1M youth across all 50 states.
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Filament Games
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Filament Impact

iCivics	
  By	
  the	
  NumbersiCivics	
  By	
  the	
  Numbers

Total	
  Game	
  Plays 5,537,430

Total	
  User	
  Accounts 157,189

States	
  using	
  iCivics 50
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Filament Impact

46%	
  pre/post-­‐test	
  delta

	
  	
  	
  57%	
  played	
  again	
  @	
  home

	
  	
  	
  	
  	
  	
  85%	
  reported	
  beJer	
  understanding
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Filament Recognition
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 Interest-driven Learning

E-Line

Foundations™

Increase relevancy and engagement
with traditional subject areas

Connect curriculum to interests

Research based

Curriculum-driven learning

Empower kids to learn & build skills around 
their natural interests

Connect interests to curriculum

Research based

E-Line

Pathways™

kids choose, 
teachers use, 

parents approve

E-Line Media
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Game Star Mechanic
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Gamestar Platform
Play	
  &	
  Fix Design Publish	
  &	
  Review

Flexible	
  Curriculum Feedback	
  &	
  Assessment

quantitative qualitativeFriday, August 17, 12



!

Penetrating Schools
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Finding the Cracks
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Momentum
1+	
  year	
  since	
  launch…

•Rapidly	
  Growing	
  	
  AdopIon
•3000+	
  	
  schools,	
  a`er-­‐school	
  programs	
  acIvely	
  playing

•200,000+	
  	
  youth	
  designed	
  games	
  published	
  

•5,000,000+	
  plays	
  of	
  youth	
  created	
  games	
  in	
  100+	
  countries
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Pathways & Partnerships

College/
Professional

High
 School

Middle 
School

Elementary 
School Game Design

Modding
Tools

C++

Programming

Scaffolded/Constrained Unscaffolded/Unconstrained
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Creating the
Innovation Ecosystem
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Federal
Agencies

Academic
Consor>um

PhilanthropyGames
Industry

4
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1st Federal Games Guild convening 
in November: 70+ attendees, 23 agencies.

(current count: 191, 33+4)
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thank you.

constances@gmail.com
www.constances.org
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http://www.constances.org
http://www.constances.org

