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❖ Game-Design:

❖ Universal Principles of Designing Interactive Interfaces: equitable use, flexibility, 
simple and intuitive UI, perceptible information, error tolerance, and low physical 
effort 

❖ Types of assessments:
❖ Summative: aimed at assessment of learning outcomes via end-goal assessments!
❖ Formative: improves subject’s learning capabilities via constant monitoring
❖ Stealth: tasks are highly interactive and assessment is carried out non-invasively

❖ Is designing a complex game is more important that assessment of the same?

Rule of the thumb: Game assessment in educational context is far more crucial 
than the design itself!
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❖ The RETAIN model
❖ 6 key elements: relevance, embedding, transfer, adaptation, immersion, and 

naturalization

❖ The I’s Framework: constructivist point of view
❖ 6 key elements: identity, immersion, interactivity, increasing complexity, informed 

teaching, and instructional

❖ Three Layered Thinking (TLT) model
❖ 3 levels: pedagogic (knowledge production), achievement, and core design

❖ Many others: application-centered frameworks
❖ Game Object Models (GOM), GOM–II,
❖ Educational Games Design Framework (EGDF), …

Aim: Ensure that learning and 
gameplay function seamlessly!
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Assessment Triangle Framework [Pellegrino et al. 2001]

observation interpretation

cognition
A model of student learning 

and cognition in the assessment 
domain

Set of principles and 
assumptions about the type of 

observations which will 
provide evidence of students’ 

competencies

The process of understanding 
the evidence with respect to 

assessment goals

Aim: Evaluating the validity of 
the relevant assessments!
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Student 
Model

Evidence 
Model

Task 
Model

What complex skills, 
knowledge, or other attributes 

should be assessed?

What performances or 
behaviors must reveal the 

relevant skills and knowledge 
described in the student 

model?

What tasks or situations should 
elicit the behaviors or 

performances described in the 
evidence model?

Aim: Evaluating the validity of 
the relevant assessments!
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User Experience Framework [Kiili et al. 2014]

Aim: Evaluating the affective 
outcomes, quality of a game!

Artefacts

Usefulness

Usability

Engagement

Users

Tasks

User
Experience

Context of Use Good usability, a useful 
artefact, and an emerging task 

(challenges in the game) are the 
prerequisites for good 
educational experience 
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