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Globaloria is a social network for learning that empowers students to go deepanyjistabgctby creating wekbased
videogames about the subject. In doimg students learn the subject matter at hand, practice computatioeaivenesand
software design, and develop the skills of creating and using Web2.0 digital media. The learning comes thralgts doing
articulated in the Constructionist model of ediara With the central objective of creating original video games using Adobe
FlashAnimation andActionScript programming language, participating classrooet®me skilled at utilizingviki-based
projectlearning spaces, multimedia blogs, and other areand social media technologies, tools, and resources. Typically,
studentswork daily, at least five to seven hours per wgfek one academic yean create a game. Globaloria was desigged
first tested in 200@nd introducedo five West Virginiaschoolsin 2007. This comprehensiverogram demonstratddIT -style
Constructionist learning principles\dgoped by Idit Harel Capertofounder and predent of the World Wide Workshgand
her MIT mentor anctolleague Seymour Papeirt,concurrencavith their MIT colleagues such as Uri Wilensky, Mitch Resnick,
Yasmin Kafai, andtherdigital learning theoristsuch aslohn Seely Brown, Allan Collin§hris Dedeamongotherscholasin
the so called.earning Siencesand ComputationaCreativityfields. Now in its 39 pilot year, thisinnovative and bol&-year
Globaloria pilot in WV isalready being practicad 23 schools fothe purpose of learning scienceathematicshealth,civics,
or game literacyThis paper tells the story of onewestsub-pilot initiative within five classrooms that use Globaloria for
teaching contemporary digital literacy and computational thinking interlaced with the learning of civics.

*0ak Glen ngh New Cumberland
'):. A - . $
-~ Crittenton, Whoeimq

Wheellng Park High, =
Wheellng
anhem Commumty College,
2 New Marunsvslle - Shegherd University,
=Y Shepherdstown
|

Bndgeport Middle, Bridgeport —

South Harrison High, Lost Creek #— Kasson Middle, Moatsville
b oo Comnty TRpti, SIon a8 "Randolph Technical Center,
Marshall Community Elkms & >
& Technical College, — Clay County High, Ciay i
W Huntington
e, N —~Capital High, Charleston

)T S

Spnng Valley High, —— Riverside High, Belle §
Huntington

Southern Comeunity College,

= Greenbrier West High, Charmco
DU —MGreenbrier East High, Lewisburg
3 Eastern Greenbrier Middle, Ronceverte
R Mar; \ Woodrow Wilson High, Beckley
: Liberty High, Raleigh =
~Sandy River Middle, Avondale

Rz,



http://www.worldwideworkshop.org/

Mending the Digital and Knowledge Divides inCivics:
The Globaloria Approach to Civics Education in the 21° Century

Table of Contents

Media, Democracy, and Civics Education in th& @BNtUIY:.............cooveeieieieeeeeeeee e 3
Changes and CONSEOUENCES. .......uuuuuuuuuiiiiiinaateeeteeeeeeeeeeeeeeeeee e ee et e e et e ettt et e et e et et e eaataaaasaaaaaaaaaaaanas 3
The Globaloria Learning PhilOoSOPRY. .......oooiiiiiii e 6
Learning Civics in the Digital AQE.........couiiiiiiiiiii e 7
L0} Tor =T S Lo YA T= T o TSP A
Civics CapabilitieS 2.0.........oiiiiiiii e 8
Civics Literacy in Action: Stories fromthe Field............ccooooo i, 9
Case Study IHowCal e b 6 s Selhlearning and Gollaboration Matches His Ambitious
Game Desigmbout the Three Branches of GOVEernment.............ooevvviiiieeeiieeeiveeeiiiene e eeeeees 10
Case 8udy 2: Matt and Nick Team Up and Tinker witkeir Wikis and Bloggor Envisioning
their Games about the EIECtOral PrOCESS..........uuuuiiiiiiiiiiieiiiiiiiee e 12
Visual Snapshots: Aisual Collage of Civics Games in ProgresS.........ccvvvvvvviiiiiieeeeeeeeeevnnnnnnns 16
The Language of Civic Engagement: Blog ExcerpasnfGlobaloria Civics Game Designets....19
Looking Ahead: Can Globaloria Help Restore Civics Education?...........ccccceevvvievveeviveeviiieneenn, 23
ACKNOWIBAGEMENLS. ...t e ettt e bbb e e e e e e et eeaeeastba e e e e aeeeennnnnnn 25
LS (=T =Y o - PPN 25
F Y o] 01T (o To =TT PP PP 28
Appendix A: Globaloria Civicsnitiative Schools in West Virginia................coooe e sieeiiiiiiiiinns 28
Appendix B: Globaloria Civics Curriculum RESOUICES.........ciiieeviiiiiiiiciiiie e eee e e e 31
Appendix C: 1st Annual Globalori@ivics Games COmPEetitiQn............ovvvvviiiiiiiieeeieeiieeeeeeeeeenns 33
Appendi x D: Letter from Just.i.c.e..Q06.Conn.ar.35Announcing
Appendix E: Sample Globaloria Civics Educator Progress Report.........c..uueeiiieeeeeiiiiieinnnnnn. 36
Abstract

As the connected world continues its headlong advance into a-nwdind sociallydynamic Information
Age, youth in underserved communities fall further behind in their ability to enjoy the rights and assume the
responsibilities oflemocratic citizeship. Three realities prevent youth in rural and {0wome communities from
engaging fully in 23-century civic life: 1) Oubf-date civics curricula in their schools, or no civics education at all;
2) Lack of access to higépeed internet; and 3) Lackthe digital literacy needed to create (and not just consume)
the webbased media that are the contemporary medium of civic participRédorming the way civics education

is conceived and delivered in®2¢entury classrooms is thus an urgent natioeald:we mustensure thaall youth

are equipped with the tools and education necessary to participate in a healthy democratic process.
This paper describéslobaloria, a transformative learning technology innovation that was recently applied

to civics edication, in order to restore the role of civics education in our public schools using the very same

technology tools and social media experiences that are crucial to real world democratic participation. Globaloria is

currently being piloted in five poor driow-income communities in West Virginia, where it is simultaneously
addressing the need for teaching civics in a new way and for advancing capabilities in the use of computational

technology and Ztcentury public media.

In this paper we show how Gldbaa is integrated into classroom teaching and learning, and we

demonstrate the impact it is having on the wabgsedst udent

mediaand computationalreativity andthinking. Just five months into ¢hcivics pilot initiative, it is too soon to

have collectedhard data measuring its lottgrm effectiveness. Moreover, the true effectiveness of civics education
I be best measured when todayds st uaiesteadof t ake
presenting outcome datite aim of this paper is to present how the application of this new approach to civics
intertwined with digital learning is workinimp the field with the understanding that further scaling and research is
required tdfully attain the potential of Globaloria to contribute substantively to our national effort to mend the

wi |

digital knowledge and civics divides afflicting our nation today.
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Media, Democracy, and Civics Education in th& Eentury:
Changes and Conseaquoes

il really did not know my rights wunti/l I took Gl oba
Charles, ¥ grade, Sandy River Middle School, Avondale, West Virginia

Since its founding, the United States has cherished the conviction that an informed
citizenry is necessary for thegper functioning of our democracy. Historically, we have
entrusted the informing responsibility to two key institut@nmublic education and the press.
Courses in civics have been a traditional mainstay of elementary and secondary education, while
a rangeof media entities have reported on the actions of government and those who govern.

As we commence the second decade of tfic@ftury, this conviction remains as strong
as ever while the ways in which the informing responsibility is carried out hagethaadically.

We are in the midst of a transformation in the way journalism works, with the internet
undermining the pervasiveness of print journalism and giving rise to a blogosphere full of citizen
journalists. At the same time, media consolidationléssened the diversity of perspectives
presented by the major national conglomerates which holdmeaopolies of newspapers,

radio, and television stations. As revenue shares decline, these traditional information resources
seem focused on printing andairing sensational news stories that attractlejlés (and

increase subscriptions/ratings) rather than on fulfilling their responsibility to report on stories
that are arguably more related to the public interest. Public broadcasting stations antiewckepe
news organizations that utilize the internet are doing their part to keep our citizenry engaged and
informed of multiple perspectives. Unfortunately, young people are not likely to follow these
independent news sources.

This evolution will clearly cange the way citizens ingest and engage with news and
information about civic lifé more interaction, less consumption. Understanding that evolving
interaction wil/l be as essential for todayods
number ofjustices on the Supreme Court.

In the schools, civics education in general is widely agreed to be in woeful decline. A
study by the Center for Research on Civic Learning and Engag¢€@I®E€LE, 2009 found that
58 percenwof youth aged 125 were disengaglfrom civic life andunable to definenore than
one or two forms ofivic participation. Among high school seniors, onlyshockingly low 9
percentwere able tadentify two different benefits to civimvolvement Lutkus & Weiss, 200Y.

It is ironic that bothshiftss the decline in civics education and the corpoetateen
consolidation and fixation on sensational n&wse occurring at a moment when networking
technologyhas the power to enabdeer wider and deeper civic engagement and more extensive
and varied informatiorsharing. Recognizing the opportunity that digital media presents to
address these problems, the Knight Foundation and the Aspen Institute formed a special
commissionn 2008 to explore the matteruirded by Albertbargiien CEO ofthe Knight
Foundation, and Walter Isaacson, CEO of Aspen InstitiieeCommission was lday Charlie
Firestone andco-chaired by Marissa May@&f Googleand Theodore Olsoof Microsoft The
Commi ssi onds g otaihvestigatend repoot bnchbuwimericdn3 in the digital age
will access the information they need to keep their democracy vilarashat the same time 2) to
assess the information needs of communities in a democracy.

Where school s ar e ¢ onc ernporldforming EGanminitiesg ht Co
Sustaining Democracy in the Digital Ad&night Commission, 2009, p.xiphotes that while



digital media are creating an Ainformation an

civics education remains stuck in a stagnanttormary model of informatiordistribution This
disconnect iglisturbing. Asthe Knight Commissiop u t s tuderts,whdiase deeply immersed
in the world ofonline communication outside s€hoo] may find classrooms that marginalize
new technoloigs both tediasand r r e | Kniglat @dmanissfon, 2009, p.38ublic schools,
the Commission adds, must recognize and fix this disconnect if théy@wehe job of civics
education effectively

How can this disconnect be fixed? To answer this question we maisXplore how
online communication and new technologies are at work in our public life. We all know that
public media plays an increasingly important role in democracy; indeed, the Obama
administration has declareditw i | | encour ageic Methiae2.0agtleeadaxtt on o f
generati on o®barpay200) And werrecdgnize pwiti Mossberger, Tolbert, and

P

Mc N e Digitalitizenship: The Internet, Society, and Participation (208¥tfii nf or mat i on

technol ogyé has as syumtedivilized lfecandyprewailigstandacds oft o d a
U. S. soci et ynterneahadgthe ppdieatial tofbénbfiesodiety as a whole, and facilitate
the membership and participatiohindividuals withinsociety ( pp. 22 and 33) .
But how, preciselygdoes public media affect and advance that participation? The American
University Center for Social Media has developed a framework for thinking and talking about
the critical ways that social and political practices have changed in the digital age. The Ceé s
construct identifies five major categories of practices it collectively calls Public Media 2.0.
(Clark & Augfderheide2009)*
1. ChoicePractices Public media practices lday individualchoices passionsand
interests. Media and information areiagely sought, rather than passively receitgd
citizens, whose efforts focus aeeling, exploring, comparing, and choosimgdia.
2. ConversationPractices Commentary and discussion enabled by social media tools,
blogs,comment threads, and forums. Neanvesational technologies allow citizemo
share interests, mobilize around passiansl collaborate.
3. Curation Practices Public medigractices of aggregating, sharing, ranking, tagging,
reposting, juxtaposing, and critiquing content on a varietyaifggms. Expressive
Web2.0 tools such as social networking platforms, blagdwikis allow citizens to
gather and distribute media and information.
4. Creation Practices Media practices ofreatingor remixinga range of multimedia
content (audio, videdext, photos, animation, etc.) through collaboratprejectbased
initiativesor personal seléxpression.
5. Collaboration Practices Media practices involvingollective media creation and
distribution through a variety of participatory platforrtsmoblize publics around
issues, organize communities, and execute projects through remote teaming.

All five categories of Public Media 2.0 practices were vigorously at wotke
unprecedented surge of virtual civic participatibat occurreadluring the2008 presidential
election? when, according tthe Pew Internet andmerican Life ProjectSmith, 2009)74

! Thislanguage is ours and should be considered a paraphrase of the original Public Media 2.0 framework.

2According to the Aspen | nsti tiely(FOEAS) Nredia andiDematracy Bonima008j24 at i on s
percentof Americansclaimed to use the Internet as a source of information about campaigrescéftof youngpeopleagesl8

to 29 claimed to have used theernet for information during the electidBoth of theseifjures have doubled since 20@¥(er,

2009.
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percentof internet usersiere politically active onlin@ getting information, sharing it, talking to

one another, blogging, initiating action, latdorating on projects, etc. That watershed election

process vividly exemplified how the Internet hasbecémee st r ong democrati zin
of its inherent interactive paa b i |(Kenhix, 20890 The increased use of the internet in

subsequent etdions, and in a wide variety of other political and social action movements,

continues to validate the claim that it is a public responsibility to ensure that all citizens are

trained to use social media technology effectively.

And what happens if they@not so trained? In the words bétKnight Commissio
r e p o eople withidogital tools and skill have distinct political, social and economic advantage
ove those w{Khoghtt@emmi ssion, 2009, p.i). Sin
medum of human interaction,andsincen | i ne communi cation is today
democracy, literacy in this languadethe ability to engage in a range of public media
practice® is the prerequisite of participation in our civic life. Citizens who are nated in the
new literacy are therefore disempowered from engaging in civic life, and they are in danger of
becoming altogether disenfranchised as the use of public media grows and advances.

This is precisely the plight of students in rural and poor coniiesrvith no broadband
acces®r outof-date broadband capabilities.

In such communities, despite significant growth in the use of broadbeoadband
penetratiomemainsat 75 percer® well below the national average of 89 percehhe lower
penetratioris compounded by lowenternet usage overal 2007 analysis bthe U.S.

Department of Agriculture EconamResearch Service found that while 73 percénirban
household$iad at least one membale toaccess thinternet, only 63 percent of rural
households could make that clafjiapsman, 2009

If such access is not available in the home, school may provide the only access to high
speed internet and computers. Butte®t Kni ght Commi ssi on finds,
online access at home, schoglitmat fails to provide digital and media skills threatens to leave
them at a profound social, economic,and | t ur al dKinight Cbmraissibra 2D@90  (
p.46.

The good news is that significant finanaiesourcesre being allocated to ensure
nationwide broadband access and to alleviate this disadvantage, and doiag@p siority of
the Obama administratiqhipsman, 200 Additional support and advocacy for digital literacy
also comdrom suchgroups ashe One Economy Corporatigthe Naticmal Cable and
Telecommunicationéssociationthe MacArthurFoundation, and thédohn S. ad James L.

Knight Foundation, which grants significant fundingniativesthat promotedigital literacy
and participatory media practices for the teaching andilegof civics.

Providing technology access is a crucial part of the solution, but as the Knight
Commission report recognizes, access is only the beginning. It must ganHaaad with the
implementation of new classroom practices that leverage thdse$och educational reform
has been notoriously difficult, and it will require a profound pedagogical shift for our schools to
take the first step toward meaningful educatioRublic Media 2.0 practices.

That is why the Knight Commission reportcalsf fAnew t hinking and a
to dramatically improve the information oppor
civics education is concerne@|obaloriarepresents precisely tldanew thinking and
aggressive action both to instill Gawledge and simultaneously to enable the skills and
capabilities 23-century citizens will require for participation in the public life of their
community and their nation (Harel Caperton, 2010).

N
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The Globaloria Learning Philosophy

il have | eaabronuetd ctihviincgss t hat | have never even heard
c

ivics track. o
- Holly, 8" grade, Crittenton High School.

Globaloria is a social network for learning that empowers students to go deeper into any
subject by creating viebased video games about the subject. In doing so, students learn the
subject matter at hand, practice computational thinking and software design, and develop the
skills of creating and using Web2.0 digital media. The learning comes througl® caéng
articulated in the Constructionist model of education.

With the central objective of creatimgiginal video games usinfgdobeFlashand the
ActionScriptprogramming languagearticipatingclassroomsise wikibased projeefearning
space, multimedia blogsand other creative and social media technologiess,taod resources.
Typically, students dedicate five to seven hours per week for one academic year, or sometimes
one semester, to create a game

Globaloria was designed anatrioduced in 2006 by the Wiild Wide Workshop
Foundationwww. WorldWideWorkshop.org TheMIT -style Constructionist learning prindgs
on which it is based were developed by Idit Harel Caperton, founder and president of the World
Wide Workshop, and Seymour Papéetg., Harel, 1991; Harel & Papert, 1991; Harel Caperton,
2010) andsupportthe learning theory of John Seely Brova®08, and others.

Constructionism finds positive correlation between a concrete or obgiten process
of conception, constructioand creation and the abstrpcbcess of learning, knowingnd
understandingt brings this finding to life in virtual communities of practice, whick Harel
Caperton writes ifoward a Theory of Game Litergdyansform he traditional on¢o-all
lecturing model of classroom teaching into stuesatered, creative and participatory learning
environmentsin theseGlobaloriacommunities, students learn tigkeringand building digital
projects in a studiike environmentin this way,theyare not simply learningbouta subject
butarelearningto beactive and contributivevithin its dynamic field of knowledgévioreover,
the learning happens within a social context and is fueled bgstfmination and passion; it is
creative, relevant, and concretdafel Caperton, 2030

In creating their games, Globaloria studdatsn how to learn The process is sdid;
as the students experiment with digital tools to follow their interests, they are free to channel
their unique talents and passions into an expertise within the parameters of designing the game
and achieving complex digital problesolving. They collaborate in pe&r-peer sharing of
expertise and information. Educatorslearn along with students, transformitiig instructoito-
student hierarchy into a democratic, reciprocal relationship that affirms the ethic of lifelong
learning. Finally, students learn how to seek expert help from outside the classroom through the
use of virtual tools. This powerful leargiplatform and program, and the professional
development that goes with it, have been described in detail elsewhere online, in print, even in
video €.g9.,Annual Reports bydarel Caperton, Olive& Sullivan, 2008, 200%nd
www.WorldWideWorkshop.oryg

Since its initial launch, Globaloria has besccessfullymplemented as a pilot program
for students ranging fromth@rade tauniversitylevel in underserverkegions as distinct as
Dammam Saudi ArabiaDimona and Nazareth, Israel; Elkins, Welch, Clay, and Huntington,
West Virginia; East Austin, Texas; and New Orleans, Louisiana. It has beegssfullyied by
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educators wittvarying backgrounds, most of them with little orpraor technological experts

From conception to completion, Globaloria students leabethigitally competent and
to participate in networked learning communitdea useful model for civic participation in the
age of Public Media 2.0.

The Globaloria civics education curriculumegs to take this learning experience even
further. In requiring that the games students create be a study of a civics topic, it propels students
directly into practicing Public Media 2.0 as they acquire civics knowlelgat is why we
believe Globaloriad uniquely positioned to address the crisis in digital literacy and civics
learning across the nation today.

Learning Civics in the Digital Age

AWhile making their Globaloria games in the Civics
zoneto expand their understanding of what civics actually meankhis is not an easy topicYou can

almost see the wheels turning as they try to use new eyes to look at what is for them often just an annual
repetition of dry phrases and catchwords. My stutles ar e starting to be excited
- Liz, Educator, Greenbrier East High School, WV

In the age of participatory media, knowing about civics and engaging in digithlsed
civic participation arenseparal®@, and mastery of both constiés civics literacy 2.0. That is
why our Globaloria civics learning curriculum is typoonged, teaching bottivics knowledge
and what we calCivics Capabilities 2.0.These two constituent elements of the Globaloria
curriculum help answer these questiongat civics knowledge must students learn, and what
capabilities must they master to be able to apply what they know?

Civics Knowledge

In the Globaloria curriculum, students select a topic for their game at the start of the
cours® i.e., even before awiring the level of civics knowledge competency the course aims at
fostering. To assist them in indentifying a meaningful and laperopriate topic to explore, a
framework of civics knowledgeascreatedoy the WorldWide Workshop Foundation in
collabomation withOurCourts.orgSa nd r a D a ys gaméb&sedcivicsiiearning website.

This knowledge framework meets the existing Content Standards and Objectives (CSOs) of the
West Virginia State Department of Education, where the Globaloria civics pileirig

conducted, and is designed to orient students towards established civics knowledge. In other

words, the State of West Virginia established knowledge standards in civics, but no
contemporary curriculum t o c wldteinvtastégicgnasinei n t o
fit into one ofthethree domainsf civics knowledge the framework has identified



Domain 1: Ideals 1 Origins/history of key ideas and values
What are the key principles f  Government systemséchocracy, dictatorship, communism
and values underlying US monarchy)
government? T Majority rule
1 Minority rights
1 Separation of Powers
1 Individual Rights and Freedoms
Domain 2: Function 1 Local, state and national/federal levels of government sys
How does the US governme f Local, staé and national/federal court systems
work? 1 The three branches of government (Executive, Legislative]
Judiciary)
1 Role of citizens and outside groups (unions, lobbystgjia)
Domain 3: Citizenship 1 Stayinformed (locally, nationally, globally)
How can | be an active and 1 Explore a variety of sources and perspectives
effective citizen at any age? f  Develop a position on local, national and global issues
1 Volunteer and participate in community service
1 Develop a strategy for achieving results on the ground
1 Learn touse action tools: protest, petition, letter writing, toy
meeting
1 Lead and/or support at different capacities and levels (stu
government, community, local, national, etc.)
1 Vote (whenever able)

Civics Capabilities 2.0

With this framework as thieasis for what students need to know about civics, the next
issue was to define the capabilities they must master in order to grow, practice and apply their
newly-acquired civics knowledge. By mapping the Public Media 2.0 practices identified by the
American University Center f cestablShedpedadogiddle di a ont c
framework of Six Contemporary Learning Abilities (6CLAs, e.g., Reynolds & Harel Caperton,
2009; Harel Caperton, 2010), we defined Civic Capabilities 2.0 as follows:

1. Capabilties related teelf-led invention, prototyping, progression, and completion of an
original project, such as an educational vgalmne about civics or a simulation of a civics
topic of choicgPM2.0: creation, choice)

2. Capabilities related to projebtsed slf-learning and project management within a
democratic, open, wikbased networked environmgi®M2.0: collaboration, creation,
choice)

3. Capabilities related tproducing interactive digital media, posting, publishing, and
distributing selfcreated mediagraphics, designs, videos, prototype notes, and completed
games about cividg®M2.0: conversation, collaboration)



4. Capabilities related teociatbased learningabout civics, sockzognitive participation
and exchange of ideas, opinions, reflections, meooetes, cod@®M2.0: conversation,
collaboration)

5. Capabilitiesn information -based learningabout civics, online research, purposeful
search and exploration from multiple online sour¢E$42.0: choice, curation)

6. Capabilities to surf andritically analyze websites, games, and web applicatioabout
civics (PM2.0: curation, choice)

Fusing these tavframeworks (PM2.0 and the 6CLAS) provides the glue that makes
Globaloria work After choosinga specific gaméopic within the framewor& for examplein
Ideals the rights of minorsin Function how a bill becomes a lawn Citizenship community
organizin@ studentgplan and prototype educational gapiay informed by research in the
selected ared.he idea is thastudentsnaster a knowledge topic they améerested iras they
apply itin multiple ways through Civic Capabilities 2.0. This is hibmywill successfully
couple civics context with civics abilities and become cilitesate in the 2¥-century

Civics Literacy n Action: Stories from the ld

AGl obaloria is definitely helping my students deve
comes to various civics topics. Through the creation of games on civics, the students explore the issues of
rights, freedoms, court systems, or resgbilities of the branches of the government... They get to
guestion, argue, and develop scenarios. ..o

Ingrida, Educator, Sandy River Middle School, Avondale

TheWorld Wide Workshog-oundation chose West Virginia e pilot location for its
Globaloriaprogram at large becauségrag with Mississippi, West Virginia is the leasiternet
connected statin the unionpwith onlya thirdof its population able to access broadband at home
(Knight Commission, 2009The state also has a longstanding commitrt@etiucational
innovation and the use of technology in schools.

Funded by the Knight FoundatiohgtGlobaloria civics initiative is being piloted in
classrooms itive schools across the stdtee Appendix A). By desigthe five schools
represena diverse sampling of poor, rural, and underserved middle schools and high schools,
including one special facility for atsk young womenThe pilot isled by educatorfom
varying backgrounds; they acertified in business, English, Freneimd GED Not suprisingly,
each of the five teachers takes a slightly different approach to implementipitpthe
customizing it to their students and their own teaching objectives

A range of outside resources enriches the core pilot (see Appendix B), and a game
compeition has been added to generate excitement and engagement in the program (details in
Appendix C). Both the competition and, by extension, the Globaloria civics initiative itself have
received the enthusiastic suphpwhodeOwCGourts.argt i ce
initiative Globaloria is aligned.

As this paper is being writtdive months into tke pilot course, it is still too soon to
measure longerm results. Preliminary empirical evidence suggests that students are acquiring
civics knowkdge and the skills of Civics Capabilities 2.0 in a fresh and effective way through
this new pedagogical construghe pilot is also succeeding in pinpointing problem areas and
raising issues that must be addressed to refine the concept and add \alimgiementation.



Alt is very fun working on the civics topics. I get
because civics is one of my low points in school and every day | get to learn more about civics, it was also
pretty hard though coming up with a topic but in the long run it is very fun!!!

- Matt, Student, South Harrison High School

fiThis Online Social Network scene is really starting to make sense to me. | like being able to read my

student's blogs and those of other Glob&h educators and their classes. | learn from them, | am inspired by

them. In concentrating on having my students writing, reading, commenting, learning from each other and

their peers, reaching out for help..... it happened to me. | like it. Surprisepsse.

fiAs Jim Alder was saying the other day, lessons learned, and confidence gained here in Globaloria are now

spilling over into our other classes as well. | have my International Studies class posting research on a wiki

with collaborating students fsm Japan, Scotland and Germany, so far. | am setting up a wiki for my French

students to post their writing. | hope to soon set up a blog with an AmericapaiXiving in Paris where he

can answer questions that my students want to know about livingimBrc e. The possibilities
- Mrs. Daigle, Educatoy Greebrier East High School

A selection of quotes and empirical evidence is presented herewith. First, two case
studies show how the two strands of knowleétddg@w government and civic life work, and the
use of communications tools and technologigsow together and are inextricably irttgined.
These case studies demonstrate how thdesaifiing that Globaloria makes both necessary and
possible can help students mature, find or strengthen their talents, and think and perceive in fresh
ways.

Following the case studies, a selection of agrehots of games-progress and blog
entries by students and educators show how the Globaloria pilot, as one student put it, is setting
studentsé brains Aon fire.o Finally, an educ
on both studentral educator projedtasedearning.

Case Study 1HowCal e b 60 s A miheamingandoll&eratibn Matches His
Ambitious Game Designabout the Three Government Branches

Calebis a junior at Elkins High School in Elkins, West Virginia, a tomith a
population of 6,92@&nd with anedian income just below the state aver&gkins is also home
to theRandolph Technical Center (RT,@) federallyfunded vocational schoalthereDigital
Imaging and Business teacher Mssalnaketis the designated educator the Globaloria civics
initiative. Stalnaker is a veteran Globaloria educator; she joined the program in summer 2007
and now serves asmaenbr to other Globaloria educators.

Calebjoined theRTC Globaloria civicxourse because he had an interegaime design
and in his wordsh o p ¢odchigve a wider knowledge of computer technalogter first
considering a game about Agreen energy, 0 Cal e
game. ThereasonR Too many peopl e hvarmmentwok®hedadda how our
educator Stalnaker. Working witht@ammate named Adar@aleb spent the months of October,
November, and December conceivingsearchng, plaming, andcreaing an ambitious civics
game focused on the three branches of the fedevarnment. A demonstration of the game was
presented to the class and to representatives of the World Wide Workshop and OurCourts in
mid-January 2010.

The game@Galaxy Guide: Operation Government Brancheas designedo teach players
about the checkand balances among the three branches of governitemplayer must keep
the planetd.egistivo, Judiciante, andExecutivoin balance by winning a different branch
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themed minigame oneach plandti | f y ou | o s eyoukno€kahere dut oforbi.t e , #i
The basic idea is to learn the basidlosophyo f how t he b (OCatoberR® 2009 per at
http://judyshotspot.blogspot.com/2009/10/cigame9weeksinfo.html).
Cal ebds game canplexiargl tabemtengiveicadiagd arathershort time
frame of 10 weeks. In order to complete his game in tPadebfrequentlystayed after school
throughout the semester to work @alaxy Guide Caleb showed further itiative inventuing
beyond the resourcé&dobaloria provides to find outside tutorial sources foritheE o w e r
Def enseod c dhhtihelpedhimcredtd tes! product’

Click the bills that are unconstitutional to remove
them from becoming a law.

LSS Acording to the First Amendment this bill wants to create a

Balance!

law that would make it illegal to speak negativly about the
president on national television?

Exucti

Clicking this
button will cause
e to

Figures1&2:Sampl e Scr eens f rGalkxyGCaideedpérationGaoweenment Branches.

From a technical standpoint, Caleb's greatest challenge was coding a conditional
statement in ActionScript that would take the game player to either a win or lose screen when
the timer ran out For help, he turned to Meredith,tio r | d Wi de Wor kshop Fo
Wiki- and WebmasteBetween November 20, 2009 and January 15, 20aband
Meredithcollaborated frequently and productively; he shdrsdcode andoughther

expertise to facilitate his seffuided learningn justin-time, ordemand

ShogunJudy [edi]

Hey Meredith, | had some questions about my game, | need to put in a conditional statement so that depending on my points the person who is playing will be taken to a lose or win screen this
is all I have at the moment for the timer and it.

if(timer==0){
clearInterval (countdownInterval);
gotoAndPlay("ChooseLvl") ;

' = c

: if (winorlose>=2}{

| gotoandPlay("Questionl”); }
1 }

[

| countdownInterval = setInterval(countdown,1000);

Hi ShogunJudy,
OK. | looked at your code and found the site you got it from. | spaced out your code (above) so it would be easier to read.

| noticed a couple of issues. First, you're missing a semicolon after the stop function. Second, | think you have an extra closing bracket -- and that can really mess things up.

Finally, you need to think about nesting. Nesting is when you have an if statement or a function inside another if statement or function.
For example, your second if statement is nested inside your first if statement. So the second if statement will only happen if the first is true. If that's not what you intended, you can change that

by moving the first if statement's closing bracket to the line above the second it statement.

If that doesn't make sense, write me back. And it always helps if you post the FLA so | can see everything you're working on.

Figure3: Meredi th and Caleb interact on Meredithoés fiTal k pageo

3 For example, before the user begins the Judiciante level, he or she must study a list of 10 Amendments. Once theyuser is read
the game begins: a hill travels down a conveyor belt, a captiérating what kind of law the bill is proposing. The user must

decide if the bill is unconstitutional before it reaches the end of the conveyor belt.

4 http://www.walterreid.com/blog/53/hoto-build-a-towerdefenceflash-gamepart 1-waypointsand enemies

5 Expressed in blogost dated November 20, 20089tf:/judyshotspot.blogspot.com/2009/11/Angmeupdates?.htm))
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As all of these behaviors indicatéalebhas achieved substantrabstery of keyCivic
Capabilities 2. especially in the Public Media 2.0 practices ofaimbration, creation, and
choiced in justthree monthef gamecreation in the Globaloria program.

Judy's Hotspot |

CIVIC GAME/9 WEEKS INFO

Posted by ShogunJudy Tuesday, October 27, 2000 at

I have a new partner and I'm ready to rolll We started a completely new game that
were doing on the branches of the government! But were putting on a new twist as
the planets and how to balance the power between the planets, and if you lose you
knock them out of orbit. The basic idea is to leam the basic philosophy of how the et ‘ 4 How to Tell Someone

branches operate. " L4 That They Are Wrong |8

168 a 4 Technologies on the
Verge of Extinction | i

Personal Dividen

B Eight in 10 Americans [l
mr: favor legalizing medicallil
marijuana |

Figure 4. Caleb expreséed himself by installing a Blogger template to personalize his blogging space on his own
(without the guidance of Mrs. Stalnaker or the Globaloria curriculum). He also added an information aggregation
widget to the blog, unprompted.

Post a Comment 211
Newer Post Older Post Home

Calebalso acquiredignificantcivics knowledge. Although he admittedly had littreerest
in civics before starting the course, he was intriguedhbthatiwhen you actually make a
game, you want every detailyoucan The resul t as he expPrveessed
really learned more in depth about how the government branchesbac e t hei r power .
the collaborative studigi ke environment of the Globaloria classrodaught him more than that,
as he posted on his blog in December, 2009:
Al've | earned many t hings peaojea andtheinterdstmg si nce
thing is that Ididn't learn it all from my gameMy class did presentations the other day and |
found all of the information that they hgdtheredrery interesting.Such as, howuke'sgame
goes off of the court system, | learned there are many long, drawinfrizgtesituations. And
such as anber project that a classmate is working on where it deals a lot with EPA, a protection
a g e n(©sgcember 14, 200%ttp://judyshotspot.blogspot.com/2009/12/civiearning.htm)

Case Study 2: Matt and NickTeam Up and Tinker with their Wikis and Blogs, Envisioning
their Game about the Electoral Process

Greenbrier East High School (GEHS) is in Lewisburg, West Virdirpapulation 3,533.
Nearly half of the students attending IB& participate in free or reducedst lunch programs
which suggesta media income level below the stadweragelLiz Daigle, a teacher of French,
joined the Globaloria pilot in the summer of 2009 and decided to lead a-iciiatve class at
GEHS. Her lack of technical abilities at this early stage of her participation and a number of
unavoidable absences have meant that the GEHS pilot has moved more slowly than pilots at
other locations, and with less direct guidance from an educator.
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One byprodud of this particular set of circumstances is that the GEHS pilot has fostered
considerable pedp-peer and selfed learning among its students. Although the students have
done little actual game programming as of this writthg qualitative evidencef blogs and
wikis affirms that deep civics learning is taking place, as evidenced in the dynamic partnership
between high school senior Matt and sophomore Nick in their team, which the two @ugsd
Squirrel Alpha Beta.

Super Squirrel AlphaBeiaa@i ri ng of oppositesous©Our dat a
survey indicates that he tends to keep to himself, is not close to many other people, and often

finds it easier to do as-inhatedThe premlrse supvayslsoi vel y
showal that he likes technology. Nick has a contrasting personality; he is extremely social,
outgoing, and not particul ar doursecsurvegraveatsd t owar
young man who is ambivalent aboutgarson teamwork and has a preferefiocevirtual

coll aboration; Nickds shows a firm dis-li ke of

person teamwork.

Yet through their teamwork in the civics initiative, Matt emerged as a leader given to
collaboration with peers and actively exygd in seHmotivated tinkering, while Nick has
strengthened his talents for drawing and art and has discovered the expressive capacities of such
virtual platforms as blogs and wikis. In the process, both have shown dramatic improvement in
thedevelopmenbf Civics Capabilitie®.0. Just follow the learning curve in this timeline, taken
from Mattédés bl og:

September 21, 2009il've messed around on my blog, adding stuff then removing it if it
didn't wor k (tp:Adardkmatiicasrlbgspet.cam/2009/0%ampdrunning.htm)

- September 21, 2009l found one gadget that worked well and I liked, which was a Google
Tal k chat roomé Personal | yadathatthinglbutlguesseal | vy
itds pretty interesting to |l earn that and ma
(http://darkmatticus.blogspot.com/2009/09ampdrunning.htm)

- September 23, 2009l finally have a music player on my blog. It took soooooo long, but
it's finally up and runningh (http://darkmatticus.blogspot.com/2009/09/finally.hxml

- September 29, 2009l messed arounaiith Choosing a Topic a little bit, but I still have
some work to do on it. And as usual, we had fun messing with the music gadgets and fooling
around, which is almost a necessity for us.o
(http://darkmatticus.blogspot.com/2009/09/beadiy.htm)

- October 30, 200911So, | was told today that people were unable to comment on my blog.
After searching and looking at the HTML for around thirty minutes or so and finally found
out how to ik this annoying problera.(http://darkmatticus.blogspot.com/2009/10/yoay-
commemonceagain.htm)

- November 18,2009 Wel | , t oday was mNickandlfinishedupkhe ng da
Imagining Your Game project and uploaded it to the wiki. Then | helped my friend Matt with
his flash game. At the same time, Nick and | were working on the paper prototype. | have to
give Nick some props, well a lot, becausesine knows how to draw (not one of my personal

13


http://darkmatticus.blogspot.com/2009/09/up-and-running.html
http://darkmatticus.blogspot.com/2009/09/up-and-running.html
http://darkmatticus.blogspot.com/2009/09/finally.html
http://darkmatticus.blogspot.com/2009/09/beauty-day.html
http://darkmatticus.blogspot.com/2009/10/you-may-comment-once-again.html
http://darkmatticus.blogspot.com/2009/10/you-may-comment-once-again.html

skills). We got a few more O0screensoO0 created
drawings. Also, Matt did finally finish his game after | showed him some way to program

things on Flash. It's actually a fag¢r entertaining game, as | believe Super Squirrel Alpha

Bet a' s f i n a (httpg/darkeattious.dlogspds.@m/2009/11/ralper.htm)

Matt 6s bur ge on iesgrewtom smahth to snbnthpAs Mrb. Daigieplied
to Matt in a comment threddr his November 18 blog excerptyou hiavea great way of
helping your fellow students. | saw patience, an amazing mastery of flash and a gift for
presenting the directionsiwt h ¢l ar i ty. Good job! Thanks for
Matt 6s pr o pledtearning flas beoome an aripdtus to further-fepeer
collaboration and ctearning with his educator. As a result, he has become the natural team
leader inSuperSquirrel AlphaBeta Meanwhi |l e, with Mattds techni
able to contribute actively in his own area of passion as an artist and designer. As the course
progresses, it is clear that the personality profile differences between theysviobters a
symbiotic partnership where each is able to leverage his interests and talents to achieve the
common goal of gamereation and to extend and expand their abilities as public actioas is,
as citizens.
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Her eds

what

t h e outtheib ddvagcespnaCevitsLCapakilites/2.0a b

Civics Capabilities

50 Matt Nick
Capabilities related to | found a template online. If you want to put | WOW my blog is really looking
project-based self- up a new template, maybe because the great........ I've added songs and

learning and project
management, within a
democratic, open, wiki-
based networked
environment (PM2.0:
collaboration,
creation, choice)

Capabilities related to
producing interactive
digital media, posting,
publishing and
distributing self-created
media, graphics,
designs, videos,
prototype notes, and
completed games about
civics (PM2.0:
conversation,
collaboration)

Capabilities related to
social-based learning
about civics, socio-
cognitive participation
and exchange of ideas,
opinions, reflections,
process notes, code
(PM2.0: conversation,
collaboration)

one's online are just too plain for you,
check out this website Blogger Templates

.(http://darkmatticus.bloqspot.com/2009/09/f
inally.html)

But today in Globaloria, we mainly focused
on helping each other with our blogs to put
new things on there and explored the
website a bit more to greater understand
what exactly we will be doing later on this
year. If anyone needs help, feel free to ask
anything.
(http://darkmatticus.blogspot.com/2009/09/f
inally.html)

Well today, after some collaboration with
fellow classmates, we updated the Wiki
Home. None of us liked the photo that was
there, so we decided
have some work to do, either at home or
next class, and I'm guessing that we are
going to continue to work on the Wiki Home
until it's a more enjoyable site to see.
(http://darkmatticus.blogspot.com/2009/09/

beauty-day.html)

Well today, | added everyone in my class
into my blog log. So, now it'll be easier to
access their blogs and see if they posted
anything interesting or helpful to me and
my "walk" in Globaloria.
(http://darkmatticus.blogspot.com/2009/10/|
ets-bring-in-others.html)

If anyone else is dealing with
[malfunctioning blogger templates] feel free
to ask and I can help.
(http://darkmatticus.blogspot.com/2009/10/
you-may-comment-once-again.html)

[W]e (Nick and I) will give greater detail
once we have a fully planned idea and a
good beginning of our game. If you have
any ideas that may help us along, please
share.
(http://darkmatticus.blogspot.com/2009/10/
honey-will-you.html)

Nick and | got to play with the flip video
camera today to test out Viddler so we'd
have some knowledge we could share with
other classmates if they need help.
(http://darkmatticus.blogspot.com/2009/12/
survey.html

an avatar that looks like Borat!!
HOW COOL IS THAT!!!! next time
I'm going to try to edit my wiki and
my blog with Videos and more
animation... | just have to find out
how to.......... any advice?
(http://bigkillernick.blogspot.com/2
009/09/yeahhhhhhh.html)

| got some Major ideas for some
game topics that | must share with
my Globaloria friend MATT.. O
yeah and If any one can tell me
what all went down the the class
room that will be great. Peace out
(Matt comments):
SKIPPER!!!I > <
so share these "ideas"
you have sir
(http://bigkillernick.blogspot.com/2
009/09/home-all-alone.html)

Today as many of my Globaloria
classmates should know | didn't
show up for school totally today,
but that doesn't mean | didn't do
some gaming research!!!
(http://bigkillernick.blogspot.com/2
009/09/home-all-alone.html)

Yet another day at home sitting on
the computer......but yet | do not
slack on my blogging and having
fun on some games.
(http://bigkillernick.blogspot.com/2
009/09/alone-in-dark.html)
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As the blog posts make clear, Matt has learned to use virtual platforms to oHeorkhl
help to his peers, and he cmtently asks for their insights and opinions to aid his own progress.
He is demonstrating an investment in outreactthersand a level of collaboration that are in
stark contrast to his argbcial viewpoint at the start of the course. When askedleztren
civics three months into the program, he decl
civics is normally considered a 'boring subject,’ but using games may cause a spark of interest in
people's mindsNith growing interest, more and mgpeople may be drawn to study civics and
who knows what a simple change of many minds
indicates a remarkable shift in both social and civic disposition.

Nick, while still oriented towards his immediate environtnen i s | earning fro
example to use the digital tools at his disposal to reach beyond his immediate locale. For
example, he used his blog to communicate with Matt on two separate occasions while he was
absent from school. Nick is also excited by ¢theative potential of blogs and wikis, and he
seems to have learned from Matt the habit of asking others for their input and help. In-his mid
cour se sur vey, belre jpiking this dasdoelydhad atsraail unterstanding
what was happengnaround me, but afterwards | have a wide knowledgm®wfiict from around
the world. o Nickds reflection demonstrates an
to the national and global, instilling in him a true civic sensibility.

As this pager is being written, th8uper Squirrel Alpha Betaamhas chosen to create a
gameabout the electoral procegdsis requiring a great deal of research on both their parts, as
Mattb s p o s ti Moesftl eodt € hi s ¢l ass hasbetaesewenéediol ed w
find out which state focuses on which political party the most and what major concerns it focuses
on. Those aspects are essential to finish our
(http://darkmatticus.blogspot.com/2009/11/semere-paper.htm.

As they work on their game design and prepare for programminggahenatesre
clearly excited. Matt writesi Now, t he true advent uupdronbtkegi ns as
ground. We aren't just building a little house, we're going to try and make a skyscraper, don't be
surprised when we ask for help along the walytip://darkmatticus.blogspot.com/2009/10/you
may-commertonceagain.htm)

Towhich Nickaddsii So heads up everyone this is goir
(http://bigkillemick.blogspot.com/2009/10/competitieagprisevisit.html#comments

Visual Snapshots: A Collage of Civics Games in Progress

Il n Gl obal oria, studentsd | earning i s open
design process and creative produdtthinking and problem solving on their wikis and blogs;
Sstudentsod6 erudition is saved for others to ob
being a citizen in a Globaloria classrdéom mea
century citizens nationally: to make an effort
and be active on various public networks. These daily digital outputs offers substantive insight
into what students are practicing in these areas. For exaampéxamination of student posts on
the community wikis of the Globaloria civics classrooms shows their progress in learning both
content and capabilities, as this sampling of gamgsogress demonstrates:
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Figures 5 & 6. South Harrison High School student team, Ethnix, designs a game about the different
political parties (http://www.myglife.org/usa/wv/shhswiki/index.php/Team:EthniX)

Figures 7 & 8. Randolph Technical Center student team, Prestige WorldWide, creates a game demo about
matching forms of government with representative imagery
(http://myglife.org/usa/wv/rtcwiki/index.php/Team:Prestige_WorldWide)
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