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Abstract:

In this talk, | will discuss two topics. First, | will discuss the rise and appeal of
educational games, as well as the current lack of scientific evidence for their
learning benefits. | will also discuss my own research in this area, in which my
lab has uncovered some evidence for the benefits of learning mathematics with
games. We have developed and empirically tested an educational game called
Decimal Point, which helps middle school students learn about

decimals. Second, | will discuss the METALS (Masters of Educational
Technology and Learning Science) program at Carnegie Mellon University
(CMU). This is a relatively new program at CMU in which students are trained to
join the professional workforce in the area of educational technology. One of the
key courses they take is a Capstone course, in which teams of students develop
an educational technology solution for real-world clients.
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