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This book is a field guide on how to implement game-based learning and
«gamification» techniques to the everyday teaching. It is a survey of best
practices aggregated from interviews with experts in the field, including: James
Paul Gee (Author, What Video Games Have to Teach Us about Learning and
Literacy); Henry Jenkins (Provost Professor at University of Southern
California); Katie Salen (Founder, Institute of Play); Bernie DeKoven (Author, A
Playful Path); Richard Bartle (Bartle’s Player Type Theory); Kurt Squire (Games
+ Learning + Society Center); Jessica Millstone (Joan Ganz Cooney Center), Dan
White (Filament Games); Erin Hoffman (GlassLab Games); Jesse Schell (Schell
Games/Professor at Carnegie Mellon); Tracy Fullerton (University of Southern
California Game Innovation Lab); Alan Gershenfeld (E-Line Media); Noah
Falstein (Chief Game Designer, Google); Valerie Shute (Professor at Florida
State University); Lee Sheldon (Author, The Multiplayer Classroom); Robert J.
Torres (Bill & Melinda Gates Foundation), Asi Burak (President, Games for
Change); Toby Rowland (MangaHigh); Jocelyn Leavitt (Hopscotch); Krishna
Vedati (Tynker); and researchers at BrainPOP and designers from Electric
Funstuff (Mission U.S. games). Each chapter concludes with practical lesson
plan ideas, games to play (both digital and tabletop), and links to research further.
Much of the book draws on the author’s experiences implementing games with
his middle school students. Regardless of your teaching discipline or grade level,
whether you are a pre-service teacher or veteran educator, this book will engage
and reinvigorate the way you teach and how your students learn!

 Download Gamify Your Classroom: A Field Guide to Game-Based
...pdf

 Read Online Gamify Your Classroom: A Field Guide to Game-Bas
...pdf

http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702




Gamify Your Classroom: A Field Guide to Game-Based
Learning (New Literacies and Digital Epistemologies)

By Matthew Farber

Gamify Your Classroom: A Field Guide to Game-Based Learning (New Literacies and Digital
Epistemologies) By Matthew Farber

This book is a field guide on how to implement game-based learning and «gamification» techniques to the
everyday teaching. It is a survey of best practices aggregated from interviews with experts in the field,
including: James Paul Gee (Author, What Video Games Have to Teach Us about Learning and Literacy);
Henry Jenkins (Provost Professor at University of Southern California); Katie Salen (Founder, Institute of
Play); Bernie DeKoven (Author, A Playful Path); Richard Bartle (Bartle’s Player Type Theory); Kurt Squire
(Games + Learning + Society Center); Jessica Millstone (Joan Ganz Cooney Center), Dan White (Filament
Games); Erin Hoffman (GlassLab Games); Jesse Schell (Schell Games/Professor at Carnegie Mellon); Tracy
Fullerton (University of Southern California Game Innovation Lab); Alan Gershenfeld (E-Line Media);
Noah Falstein (Chief Game Designer, Google); Valerie Shute (Professor at Florida State University); Lee
Sheldon (Author, The Multiplayer Classroom); Robert J. Torres (Bill & Melinda Gates Foundation), Asi
Burak (President, Games for Change); Toby Rowland (MangaHigh); Jocelyn Leavitt (Hopscotch); Krishna
Vedati (Tynker); and researchers at BrainPOP and designers from Electric Funstuff (Mission U.S. games).
Each chapter concludes with practical lesson plan ideas, games to play (both digital and tabletop), and links
to research further. Much of the book draws on the author’s experiences implementing games with his
middle school students. Regardless of your teaching discipline or grade level, whether you are a pre-service
teacher or veteran educator, this book will engage and reinvigorate the way you teach and how your students
learn!

Gamify Your Classroom: A Field Guide to Game-Based Learning (New Literacies and Digital
Epistemologies) By Matthew Farber Bibliography

Sales Rank: #287311 in Books●

Brand: imusti●

Published on: 2014-12-23●

Original language: English●

Number of items: 1●

Dimensions: 8.80" h x .90" w x 5.90" l, .90 pounds●

Binding: Paperback●

263 pages●

 Download Gamify Your Classroom: A Field Guide to Game-Based ...pdf

 Read Online Gamify Your Classroom: A Field Guide to Game-Bas ...pdf

http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702
http://mbooknom.men/go/best.php?id=1433126702




Download and Read Free Online Gamify Your Classroom: A Field Guide to Game-Based Learning
(New Literacies and Digital Epistemologies) By Matthew Farber

Editorial Review

Review
«Walk into Matthew Farber’s middle school classroom and you’ll meet students who consider themselves
beta testers of innovative learning experiences. You’ll see an inspired teacher who understands how to
combine cutting-edge game mechanics with instructional strategies like project-based learning. I haven’t had
the pleasure of that classroom visit just yet, but reading ‘Gamify Your Classroom’ is the next best thing.
Farber, as author, shares his own journey into understanding the power of games for learning. He invites
readers along as he interviews experts and learns from those on the frontiers of this exciting space. Then he
brings us back to the magic circle of the classroom, where games create teachable moments for engaged,
inspired learners.» (Suzie Boss, Author of ‘Bringing Innovation to School’; national faculty member, Buck
Institute for Education)
«‘Gamify Your Classroom’ is a clear-headed dissection of the semantic muddle and self-serving hype
surrounding game-based learning and gamification. Meticulously researched and featuring insights from a
host of educators and game designers, as well as his own enthusiastic adventures in the classroom, Matthew
Farber’s book is an impressive primer, revealing what works and what doesn’t out here on education’s
exciting new frontier.» (Lee Sheldon, Author of ‘The Multiplayer Classroom’; Associate Professor in the
Department of Communication and Media Games and Simulation Arts and Sciences at Rensselaer
Polytechnic Institute)

About the Author
Matthew Farber teaches social studies at Valleyview Middle School, in Denville, New Jersey. He is a
blogger for Edutopia and KQED/MindShift, a member of the GlassLab Teacher Network, and has playtested
for the Institute of Play and BrainPOP. He is a past recipient of a Geraldine R. Dodge Teacher Fellowship,
which sent him on an Earthwatch expedition, and the North Jersey Director for the New Jersey Council of
the Social Studies. Mr. Farber holds a Master's Degree in Educational Technology from New Jersey City
University, where he is currently an Educational Technology Leadership Doctoral Candidate. He lives in
New Jersey with his wife, Laura, son, Spencer, and Weimaraner, Lizzie. To learn more, visit:
MatthewFarber.com

Users Review

From reader reviews:

Karen Keegan:

Why don't make it to become your habit? Right now, try to ready your time to do the important take action,
like looking for your favorite book and reading a e-book. Beside you can solve your long lasting problem;
you can add your knowledge by the publication entitled Gamify Your Classroom: A Field Guide to Game-
Based Learning (New Literacies and Digital Epistemologies). Try to make book Gamify Your Classroom: A
Field Guide to Game-Based Learning (New Literacies and Digital Epistemologies) as your good friend. It
means that it can to get your friend when you truly feel alone and beside those of course make you smarter
than previously. Yeah, it is very fortuned in your case. The book makes you far more confidence because
you can know anything by the book. So , let us make new experience along with knowledge with this book.



Ruth Mahan:

Here thing why this specific Gamify Your Classroom: A Field Guide to Game-Based Learning (New
Literacies and Digital Epistemologies) are different and reliable to be yours. First of all reading through a
book is good but it really depends in the content from it which is the content is as delicious as food or not.
Gamify Your Classroom: A Field Guide to Game-Based Learning (New Literacies and Digital
Epistemologies) giving you information deeper and in different ways, you can find any guide out there but
there is no reserve that similar with Gamify Your Classroom: A Field Guide to Game-Based Learning (New
Literacies and Digital Epistemologies). It gives you thrill reading through journey, its open up your own eyes
about the thing that happened in the world which is might be can be happened around you. You can actually
bring everywhere like in playground, café, or even in your technique home by train. Should you be having
difficulties in bringing the printed book maybe the form of Gamify Your Classroom: A Field Guide to
Game-Based Learning (New Literacies and Digital Epistemologies) in e-book can be your substitute.

William Reynolds:

The e-book with title Gamify Your Classroom: A Field Guide to Game-Based Learning (New Literacies and
Digital Epistemologies) contains a lot of information that you can discover it. You can get a lot of gain after
read this book. This kind of book exist new expertise the information that exist in this e-book represented the
condition of the world right now. That is important to yo7u to know how the improvement of the world. This
book will bring you with new era of the syndication. You can read the e-book on your smart phone, so you
can read the idea anywhere you want.

Robert Hill:

This Gamify Your Classroom: A Field Guide to Game-Based Learning (New Literacies and Digital
Epistemologies) is brand new way for you who has interest to look for some information as it relief your
hunger of information. Getting deeper you on it getting knowledge more you know or you who still having
tiny amount of digest in reading this Gamify Your Classroom: A Field Guide to Game-Based Learning (New
Literacies and Digital Epistemologies) can be the light food in your case because the information inside this
book is easy to get through anyone. These books build itself in the form which can be reachable by anyone,
sure I mean in the e-book type. People who think that in publication form make them feel tired even dizzy
this publication is the answer. So there is no in reading a reserve especially this one. You can find actually
looking for. It should be here for you actually. So , don't miss the item! Just read this e-book kind for your
better life as well as knowledge.

Download and Read Online Gamify Your Classroom: A Field Guide
to Game-Based Learning (New Literacies and Digital
Epistemologies) By Matthew Farber #CT6ROQ2SWL8



Read Gamify Your Classroom: A Field Guide to Game-Based
Learning (New Literacies and Digital Epistemologies) By Matthew
Farber for online ebook

Gamify Your Classroom: A Field Guide to Game-Based Learning (New Literacies and Digital
Epistemologies) By Matthew Farber Free PDF d0wnl0ad, audio books, books to read, good books to read,
cheap books, good books, online books, books online, book reviews epub, read books online, books to read
online, online library, greatbooks to read, PDF best books to read, top books to read Gamify Your
Classroom: A Field Guide to Game-Based Learning (New Literacies and Digital Epistemologies) By
Matthew Farber books to read online.

Online Gamify Your Classroom: A Field Guide to Game-Based Learning (New
Literacies and Digital Epistemologies) By Matthew Farber ebook PDF download

Gamify Your Classroom: A Field Guide to Game-Based Learning (New Literacies and Digital
Epistemologies) By Matthew Farber Doc

Gamify Your Classroom: A Field Guide to Game-Based Learning (New Literacies and Digital Epistemologies) By Matthew
Farber Mobipocket

Gamify Your Classroom: A Field Guide to Game-Based Learning (New Literacies and Digital Epistemologies) By Matthew
Farber EPub

CT6ROQ2SWL8: Gamify Your Classroom: A Field Guide to Game-Based Learning (New Literacies and Digital
Epistemologies) By Matthew Farber


