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| erindinu verdur fjallad um markmid, framkvaemd og nidurstddur af norreenu préunarverkefni/samstarfsverkefni
um tolvuleiki, leiklamenningu og leikjun i nami

pessu verkefni sem hlaut Nordplus horisontal styrk 2015 var styrt fra islandi og var markmid pess ad undirbua
norreent samstarfsnet um tolvuleiki i nami, leikjamenningu og leikjun i skolaumhverfi og nami og samstarfsnet par
sem saman keemu rannsakendur, kennarar i kennaranami, kennarar og leikjahénnudir sem og ad setja upp
vefsetur med tenglum i namsgodgn vardandi tdlvuleiki i nami.

Markmid pess ad undirblda norreent samstarfsnet um télvuleiki i nami, leikjamenningu og leikjun i skélaumhverfi
0g hami og samstarfsnet par sem saman keemu rannsakendur, kennarar i kennaranami, kennarar og
leikjahdnnudir sem og ad setja upp vefsetur med tenglum i namsgogn vardandi télvuleiki i nami.
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Computer games In education, game
culture and gamification 2015-2016.

Styrkt af Nordplus horisontal 2015
Styrt fra Islandi
Markmio ao undirbla samstarfsnet



Computer games in education,
game culture and gamification

This project is the initial planning phase of a Nordic network about computer games in education,

game culture and gamification in schools and educational settings. The proposed network should be

an arena where researchers, teacher trainers, teachers and game designers collaborate and share
ideas, research findings and resources which could make it easier for schools or individual teachers

to include educational games in learning environments and gamify learning in a creative and effective
way. Three thematic workshops will be carried out and the project will also include work on a website -

a web based prototype of open learning objects repository relevant to computer games and gaming in
education. The proposed network will focus on how to implement game enhanced learning environments
and cultures, including how teachers can design for learning processes that are enhanced by games and
game elements.
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Afrakstur

» Afrakstur pess verkefnis var m.a. ao semja
priggja ara aaetlun um norraent verkefni um
tolvuleiki med fleiri adilum (fijorum fra Islandi) og
hlaut pad verkefni styrk ario 2016. Verkefnin
voru styrkt af Nordplus Horizontal aaetluninni.



Framhaldsveii!fni 2016-2018

(Digital Computer Games for
learning in the Nordic countries)

Markmio framhaldsverkefnis

* byggja upp vidteek norreen starfendafeldg
rannsakenda, kennara og leikjah6nnuda

* Dbyggja upp upplysingaveitu um notkun tolvuleika i nami
« studla ao birtingu rannsdkna a pessu svioi (GBL)
 skipuleggja vinnustofur fyrir kennara um tolvuleiki i nami.
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Minn bakgrunnur

» Kennari vid FA 1981 @
* Namstjori i tolvugreinum
- Lektor vi§ KHI og HI

* http://salvor.is/?p=357

f{*‘x‘%{; HASKOLI [SLANDS
3, 5 A% °§ MENNTAVISINDASVID
\

2,



[
Kveikjan ao verkefninu

» Tolvuleikjanamskeid GSSO0AQG
» Facebook hopur
* Nordplus Horizontal
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GSSO0AQG Tolvuleikir, leikheimar og leikjamenning

Namskeidslysing:

Fjallad verdour um tolvuleiki i nami og kennslu med sérstakri aherslu & leikheima og netleiki og
opna leikvanga a netinu og tengsl slikra leikja vid nam og tdbmstundastarf. Leikjamenning verdur
skodud, flokkunarkerfi og einkenni tdlvuleikja, veeqgi peirra i tomstundamenningu og tengsl vid
pjodfélagsmal. Sérstaklega verdur skodad jafnrettissjonarhorn i télvuleikjum og
tolvuleikjamenningu og ymis alitamal til deemis tengd kynferoi, avanabindingu og/eda

spilafikn. Unnid verdur med verkfeeri til ad smida kennsluleiki/namsleiki og fjallad um proun a
Jeikjun® (e. gamification) i nami. Fjallad verdur um namsleiki i ymis konar télvuumhverfi, jafn
prividdarheimi a Interneti og leiki sem nota snjalltélvur eda sima.

Namskeidid verdur med fjarkennslusnioi
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GSSO0AQG Tolvuleikir, leikheimar og leikjamenning

Vid lok namskeidsins a nemandinn

« ad pekkja og geta fjallad um hugmyndir og rannsoknir um télvuleiki i nami

« ao pekka proun vardandi tolvuleiki og tolvuleikjamenningu

« a0 pekkja helstu flokkunarkerfi leikja og geta lyst og greint télvuleik/leikheimi

« ad hafa tekid patt i eda fylgst med patttakendum i fjéInotendanetspunaleik og geta lyst sliku ferli

« ad pekkja umfang og veegi tolvuleikja i tomstundum og menningu barna og ungmenna
og geta fjallad um jakveedar sem og neikveaedar myndir leikjamenningar m.a. leikjafikn

« aod geta fjallad um tolvuleiki i pjodfélagslegu samhengi (jafnréttismal o.fl.)

« ad hafa tekid patt i og byggt likon i virkni i opnum leikheimi (Minecraft leikumhverfi eda 6oru ad eigin vali)
« ad geta fjallad um moguleika a opnu leikumhverfi i nami og kennslu

« ad pekkja ad geta sett fram hugmyndir um leikjun (gamification) i nami.

« ad geta nytt verkfeeri leikjagerdar i nami og hannad namsleiki eda namsferli sem notar slik verkfeeri

« ad geta hannad og profad ratleik eda annars konar leik sem notar snjalltaekl
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Island (HI, FA)
Noregur (Hint)
Danmork (Alaborg)
Finnland (Seppo)
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patttakendur

* Menntavisindasvid, framhaldsskoli

Media technology (leikjahonnun)
Architecture, design and media technology
Leikjaframleidandi (tOlvuleikur fyrir skola)
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Hvao atti ad gera?

This project is the initial planning phase of a Nordic network about computer games in education,

game culture and gamification in schools and educational settings. The proposed network should be
an arena where researchers, teacher trainers, teachers and game designers collaborate and share
Ideas, research findings and resources which could make it easier for schools or individual teachers to
iInclude educational games in learning environments and gamify learning in a creative and effective
way.

Three thematic workshops will be carried out and the project will also include work on a website -a

web based prototype of open learning objects repository relevant to computer games and gaming in
education.

The proposed network will focus on how to implement game enhanced learning environments and
cultures, including how teachers can design for learning processes that are enhanced by games and
game elements.
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Tilgangur

Ad undirbua staerra net og byrja a gagnagrunni (learning object repository)

This is a Nordic educational cooperation in an emerging field with building of a network and by
designing learning environments where learning is not based on games but enhanced by games and
game elements.

This project is cross-sectional, tackles new emerging issues such as gamification of learning
environments by focusing on how games can be used to increase engagement, productivity,
creativity, and authentic learning and foster discovery-based and goal-oriented learning, collaboration

and teamwork, mastery learning and environment to try solutions and to learn from failures.

Games and gamification is identified by learning experts as one of the technologies to watch and
adopt and this project contributes to innovation in learning thus corresponding with the aim of
Nordplus and Nordplus Horizontal.
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What is 8oing on jn Norway?

* The 2007 ”Competence Reform Report”
* 2007 - 2015: Joingame
* Game-based learnin,

g for teachers:
* Digital game

£ -based Iearm’ng supportive initiativg
authorities:

* The Norwegian Media
* and

* Center for ICT in education
* HiNT (NORD) game-laj
* Research
* Bergen and the game educatd
* Practice
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Vinnustofa | Reykjavik

Create Treasure Hunts
¥ & interactive books

Computer
B i e
BAmE culture and gap ™
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