UCNI NACRT PREDMETA / COURSE SYLLABUS

Predmet: DIDAKTICNE RACUNALNISKE IGRE

Course title: Didactic Computer Games

Vrsta predmeta / Course type

‘ D - Splo$ni izbirni predmet

Univerzitetna koda predmeta / University course code: \/
Predavanja Seminar Vaje Klinicne vaje Druge oblike Samost. delo ECTS
Lectures Seminar Tutorial work Studija Individ. work
30 | 0 | 0 30 | 0 60 || 4

Nosilec predmeta / Lecturer:

doc. dr. Irena Nancovska Serbec

prof. dr. JoZe Rugelj

Predavanja / Lectures:
Jeziki /

slovenscina, anglescina

Languages: Vaje / Tutorial:

slovenscina, anglescina

Pogoji za vkljuditev v delo oz. za opravljanje
studijskih obveznosti:

Prerequisits:

Pogoj za opravljanje pisnega izpita so opravljene in
zagovarjane domace (seminarske) naloge.

Prerequisites for participation the written exam is
completed homework (seminars).

Vsebina: Content (Syllabus outline):

1. Kaj je racunalniska igra, zgodovina. 1. What is the computer game, overview of
2. Tehnicni izzivi, Zanri, nagrade, potek. game history.

3. Bilanca igre in nivojske zahtevnosti. 2. Technical challenges, genres, prizes, game
4. Igralni svetovi, socioloski vidiki. rules.

5. Zgodba za igro. 3. Game mechanics (levels, complexity of the
6. Interakcija. game).

7. Preucitev obnasanja likov in objektov. 4. Game setting (fictional universe?, Virtual

8. Vloga grafike, teorije sistemov, umetne
inteligence, dinamicnih sistemov.

9. Razvoj in dokumentiranje igric z orodjem za
pripravo igric.

10. Didakti¢ne racunalniske igre za podporo
razli¢nim pristopom poucevanja
(konstruktivisticnemu, vedenjskemu in
kognitivnemu).

11. Didakti¢ne racunalniske igre, kot

motivacijsko sredstvo ali pripomocek za dosego
specificnega uc¢nega cilja.

12. Integracija nacrtovanih iger na predmetno
podrodje in/ali v kurikulum.

13. Eticni, socialni in zdravstveni vidik uporabe
racunalniske didakticne igre pri pouku.

world?), sociological aspects.

5. The plot of the game.

6. Interaction.

7. Behavior of the characters and objects.

8. The role of graphics, systems theory,

artificial intelligence, dynamic systems theory.

9. The development and documentation of
games (gamengines).

10. Didactic computer games to support
different approaches to learning (constructivist,
behavioral and cognitive).

11. Didactic computer games as motivation
means or device for achieving a specific learning
objectives.

12. Pedagogical integration of games
subject area and / or in the curriculum.

13. Ethical, legal, social and healthy issues of the
use of computer games in the pedagogy.

into




Temeljni literatura in viri / Readings:

1. Ernest Adams, Andrew Rollings, Fundementals of Game Design, Pearson Prentice Hall, 2007, ISBN

0-13-168747-6.

2. Katie Salen, Eric Zimmerman, Rules of Play, Game Design Fundamentals, The MIT Press, 2004, ISBN

0-262-24045-9.

3. Jacob Habgood, Mark Overmars, The Game Maker's Apprentice: Game development for beginners,

Apress, 2006, ISBN 1590596153.

The list of readings is adequately updated at the beginning of the school year.

Cilji in kompetence:

Objectives and competences:

1. Sposobnost komuniciranja,
sodelovalno/timsko delo.

2. Sinteti¢no, analiti¢no, ustvarjalno misljenje
ter reSevanje problemov.

3. Fleksibilna uporaba znanja v praksi.

4, Obdutljivost/odprtost za ljudi in socialne
situacije.

5. Poznavanje in razumevanje razvojnih
zakonitosti, razlik in potreb posameznika.

6. Znanje o vzgojnih in izobraZevalnih
konceptih, njihovih filozofskih in zgodovinskih
temeljih.

7. Uporaba informacijsko-komunikacijske
tehnologije v vzgoji in izobraZevaniju.

8. Poznavanje vsebine in metodike podrodja.
9. Interdisciplinarno povezovanje vsebin.

10. Uporaba specialno pedagoskih znanj za

delo z otroki s posebnimi potrebami.

1. Communicative competence,
collaborative/team work.

2. Synthetical, analytical, and creative thinking
and problem solving.

3. Flexible application of knowledge in the
practice.

4, Sensitivity/openness to people and social
situations.

5. Knowing and understanding of

developmental characteristics, differences and an
individual’s needs.

6. Knowledge of educational concepts, their
philosophical and historical foundations.

7. Application of information and
communication technology in education.

8. Knowing content and methods of the
discipline.

9. Interdisciplinary subject matter linking.

10. Applying special-pedagogical knowledge for
working with children with special needs.

Predvideni Studijski rezultati:

Intended learning outcomes:

Znanje in razumevanje:

1. Student pozna naprednejse koncepte
oblikovanja rac¢unalniskih igric;

2. Student pozna razli¢ne pristope poucevanja
in  nacine za njihovo vpeljavo v pouk

(konstruktivisticni, kognitivni, vedenjski);

3. Student pozna razlicne taksonomije za
klasifikacijo ucnih ciljev (Bloomova, Marzanova,
Gagnejeva) in jih zna smiselno vkljuciti v zasnovo

igre.
Uporaba:
1. Student ima znanja za uporabo in vpeljavo

didaktic¢nih igric in spletnih programskih resitev za
storitev IKT v izobraZevanju;

2. Student razume in zna uporabiti principe
varnosti, zasebnosti in eticnih nacel v programskih
storitvah;

Knowledge and understanding:

1. the student is familiar with advanced design
concept of computer games;

2. the student understands the different
teaching approaches and methods for their
introduction into lessons (constructivist, cognitive,
behavioral);

3. the student understands the different
taxonomies for classifying learning objectives
(Bloom's, Marzano's, Gagne's) and he/she can
meaningfully incorporate them into the design of
the game.

Application:

1. the student has knowledge of the
application and use of didactic computer games and
other web software solutions for the use of ICT in
education;




3. Student zna uporabiti teoreticna znanja in
zasnovati dobro didakticno igro za svoje
predmetno  podrocje  upoStevajo¢  splosna
didakti¢na nacela;

4, Student zna smiselno vkljuciti racunalnisko
didakti¢no igro v pouk.

Refleksija:

1. Student je zmoZen kriticno analizirati in

vrednotiti kvalitete programskih resitev.
Prenosljive spretnosti:

1. Student je zmoZen uporabiti strokovno
terminologijo in knjizni jezik pri strokovnem in
pedagoskem delu;

2. the student understands and he/she can
apply the principles of security, legacy and ethical
principles in software solutions;

3. the student is able to apply theoretical
knowledge to design a good game for teaching the
subject area, taking into account the general
didactic background;

4, the student can meaningfully
didactic computer game into instruction.
Reflection:

1. the student is able to analyze critically and
evaluate the quality of software solutions.
Transferable skills:

integrate

2. Student zna samostojno iskati in uporabiti| |1. the student is able to use professional
strokovno literaturo v domacem in tujem jezik; terminology and standard language in professional
3. Student zna pripraviti dokumentacijo in| |and pedagogical work;
porocila ter je sposoben ustno porocati; 2. the student is able to search and use
4, Student zna delati v timu. scientific literature in the domestic and foreign
languages;
3. the student is able to prepare
documentation and reports and is able to report
verbally;
4, the student is able to work in a team.
Metode poucevanja in ucenja: Learning and teaching methods:
1. Frontalna pri predavanijih. 1. Frontal in lectures.
2. Delo v parih in skupinsko delo. 2. Work in pair and smaller groups.
3. Laboratorijske vaje v manjsih skupinah (do| |3. Lab work in smaller groups (up to 15
15 Studentov). students).
4, Seminarske in projektne naloge. 4, Seminars and projects.
5. Delo v projektnih skupinah in| |5. Team work on projects with presentations.
predstavljanje projektov.
Nacini ocenjevanja: Delez (v %) / Assessment:
Weight (in %)
domace (seminarske) naloge 30 homework (seminars)
pisni izpit (ali dva kolokvija) 40 written exam (or two midterm
exams)
projektno delo s predstavitvijo 30 project work
/
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