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Tolvuleikir

Tolvuleikir (e. digital games, computer games) eru margmidlunarumhverfi sem svara adgeréum
notenda a skjotan hatt. Vidfangsefni peirra, eda innihald, snyst gjarnan um samkeppni eda
askoranir. beir byggja oft a sogupraedi med sérteekum markmidum sem spilari parf ad na og eru
grundvalladir a reglum um patttoku i leiknum. beir geta lika verid opin kerfi sem bjoéda upp a
skapandi nalgun i leik. Leikir eru fjolhatta (e. multi-modal) samsett fyrirbaeri sem birtast spilaranum
a heildraenan hatt, sem skynhrif, myndir, texti, hlj6d, tonlist og tal.

Vegna pess hve leikir eru ahrifarikir og eflandi fyrir ahugahvot (Tobias & Fletcher, 2011) ernu i
auknum meeli litid til peirra sem efnis til fraedslu. Pad byggir m.a. a pvi ad peir virdast gefa aukin
teekifeeri a djupri og tidri vitraenni urvinnslu (e. cognitive processing), sem orvar yfirfaerslu og
studlar ad betri vidohaldi pekkingar (Healy & Bourne, 2012; Kimball & Holyoak, 2000; Tobias,
1982; Wisher, Sabol & Ellis, 1999)..

Sérstakir menntandi tolvuleikir eru nu framleiddir baedi i tengslum vid namsgreinar eda til

bjalfunar tiltekinna eiginleika eda haefni. Sérstakir vekjandi / freedandi flokkar leikja hafa komid
fram a sidustu arum (games for health, serious games, games for change)
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Dami um notkun tolvuleikja i skolum
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Dami um notkun tolvuleikja i skolum
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Dami um notkun tolvuleikja i skolum
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Dami um notkun tolvuleikja i skolum

_ - THE GREAT WAR -




Dami um notkun tolvuleikja i skolum
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Dami um notkun tolvuleikja i skolum
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Hvernig eru tolvuleikir notadir i skolum?

« Wastiau, P., Kearney, C. og Berghe, « Between April 2008 and March 2009,

W. V. d. (2009). How are digital more than 500 teachers were
games used in schools? European surveyed and more than thirty
Schooolnet. Brussels. Sott af political decision makers and experts
http://games.eun.org/upload/qgis- were interviewed. Six case studies
full report en.pdf and a review of the scientific
 Wastiau, P. (2009). Digital games in literature were carried out. An online
schools: A handbook for teachers. community of practice was
Brussels. So6tt af launched to provide material for a
http://games.eun.org/upload/gis- handbook for teachers.

full report en.pdf

¢RSIT,

N -1:{, : X %

;m‘;\i; HASKOLI ISLANDS

5 S 0&E  MENNTAVISINDASVID

2 AN
/‘D/S' :;‘\



Hvers vegna eru to Ivulelklr mikilvaegir?

..because games are a very popular and
widespread leisuretime activity for the age
groups whom these systems seek to
educate.

Digital games are possible vehicles for
learning processes of a different nature.
Personalisation of teaching and learning,
transdisciplinary approaches, meta-cognitive
development and learner empowerment,
have not been systematically implemented
by bringing ICT into the classroom. Digital
games have the potential to contribute to
this renewal, through the resources and
know-how invested in their design to
challenge players and keep them

s interestedyos
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Wastiau, o.fl. (2009)

The survey of teachers reveals that — regardless
of their gender, age, number of years in the
profession, familiarity with games, age of their
pupils, or the subject they teach — teachers do
indeed use digital games in the classroom.

Some of them encounter difficulties in
integrating games into the curriculum, partly
due to a lack of equipment and the reservations of
parents and their colleagues about the use of
digital games.

They use educational games, but also, and
more often than might be expected, they use
commercial and leisure games. Whatever the

type of games used, teachers hope to increase
their pupils’ motivation and improve their
skills.

In practice they observe these effects in renewed

motivation and progress in certain skills
(social, intellectual, spatio-temporal, etc.).



Namskrar - Leikur

* Leikur er mikilveeg namsadferd og opnar viddir par sem skopunargledi barna og
ungmenna getur notid sin. Hamingja og gledi liggja i pvi ad finna haefileikum sinum
farveg og fa ad njota sin sem einstaklingur og hluti af heild. Skopun er mikilvaegur
grunnur ad pvi ad horfa til framtidar og moéta ser framtidarsyn, taka patt i motun
lydreedissamfelags og skapa seér hlutverk innan pess. (Allar namskrar)

«  Boérnum er leikur sjalfsprottin leid til ndms- og proska. | grunnskoéla er mikilvaegt ad
vidhalda pessari adferd i skolastarfi og proa hana eftir pvi sem nemendur
eldast. Leikur er 15 ara nemanda jafn arangursrik leid til proska og skilnings og sex
ara barni. Leik ma koma vid innan allra namsgreina og namssvida i fjolbreyttu
nams- og starfsumhverfi og i félags- og tomstundastarfi...Leikurinn er leid til ad efla
ahuga nemandans (Namskra grunnskola, 2013)

-+ EKkert er fjallad um tolvuleiki i namskranni.
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Laesi, midlalaes

“Laesi hefur Iongum verid tengt vid pa
kunnattu og feerni sem folk parfnast til pess
ad geta feert hugsun sina i letur (ritad) og
skili® prentadan texta (lesid). Pad hefur
snuist um eitt kerfi takna, prentmalid, og pa
menningu og pau tjaningarform sem
tengdust pvi.”

Namskrain fjallar um stafreent lzesi,
midlamennt and midlalsesi.

“‘Midlamennt visar til skdlastarfs par sem
nemendur nota ymsa midla vid nam sitt og
lzera i leidinni sitthvad um notagildi peirra og
ahrif a menningu og lydraedi.”

“Midlalaesi er haft um pa feerni og kunnattu
sem peir 0dlast vid pad nam sem i pessu
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I, stafraent laesi

Hid stafraena laesi visar til
peirrar kunnattu sem folk parf
ao tileinka ser til pess ad geta
notad tolvu- og nettaekni til
samskipta og efnisskopunar af
ymsu tagi. Pad snyst um ord
jafnt sem ljosmyndir, prentad
mal jafnt sem tonlist, og pad
vardar allt litrof
efnisumsyslunnar, p.e. adfong,
urvinnslu og midlun.



Nordic-dgbl

Digital Computer Games for learning in the Nordic countries

* This project aims to provide teachers and other professionals, who are willing to
employ digital games in a learning context, with relevant resources. The project
is centered around an interactive website, where teachers and other DGBL
(Digital Game Based Learning) enthusiasts, can access research and information
about digital game based learning, overviews of relevant learning games, learning
plans and instructions, as well as get in contact with others who are practicing
game based learning.

« A network of teachers who are currently practicing DGBL would be an important
precondition for the website. A part of the project would therefore focus on
creating the network and activating the teachers as sources for learning plans and
feedback for the development of the web page.
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Nordic-dgbl: Meginmarkmio

Building a Community of Practice of researchers, teachers and
educational game developers within the Nordic countries.

Developing a resource for sharing experiences on the use of
Digital Games in educational settings within the Nordic countries.

Publish papers (in Nordic and International conferences) on
GBL in the Nordic countries.

Arranging local workshops with teachers in the Nordic countries
to further educate within the field.
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Starfssamfelag: Stig samstarfs
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» Samstarf skola a
Nordurlondum, Nordplus

* Locatify Education
—Locatify.com

* Abgangur ad kerfi til ad
skapa baskur og rateiki

* Efni gefid ut i oppum

* Skopun, nam, leikgledi
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Goldworm Educatlon

Goldhunt Education
(Turfhunt)




Hvernig oflum vid gagna

tala hérna um fyrirhugada konnun

lika hvada gogn purfum viod (t.d. bunad sem
kennarar hafa, bakgrunn og hve mikid kennarar
nota sjalfir leiki.
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Hvernig buum vio til
starfsamfelag kennara?
*_eikskoli - grunnskali - framhaldsskoli - haskol
» Samfélagsmidlar (facebook hopur um tolvuleiki)
*Menntamidja (torg og atok eins og Samspil)
* Menntabudir (menntabudir 20. okt um leiki)

« Etwinning (verkefni milli skola & Islandi)

e ANnad???
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Hvernig tengjum vio saman kennara
og pa sem framleida namsleiki ?

*vidburdir (netmalping, fundir, menntabudir,

malping)
*samfelagsmidlar
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Umraodupunktar

Utgafumodel namsefnis
Kaupgeta skolanna

Hlutverk Menntamalastofnunar sem
midlara namsefnis

Hlutverk gagnabankans?
Tungumalin - norreen eda enska?

Kynningar i mismunandi landshlutum
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Taekjakostur

Taeknipekking kennara
Studningur vid kennara
Stefnumotun sveitarfélaga
Heimsoknir i skola - teekifeeri il
rannsokna

Taekifeeri til skopunar



