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What is game-based learning?

● “a type of game play with defined learning outcomes” 

(Jan and Gaydos 2016)

● Doesn’t have to be high-tech!



Why use game-based learning in your class?



Examples
Card games with “judge and justify” mechanics



Cards against Anthropology (2015) Matthew Durington 



Bards Dispense Profanity (2016)  Tim Cassedy

image credit: textualinnuendo



Apples to Apples (1999)  Matthew Kirby, Mark Alan Osterhaus

image credit: Quiwi



Say Anything (2008)  Dominic Crapuchettes

image credit: EndersGame



The Big Idea (2000) James Ernest

image credit: reseater



Funemployed (2013)  Anthony Conta

image credit: darcypennell



A History of Women on Parallel Earth 3 (2012) Emily 
Short and Kate Freedman

image credit: Sam Anderson



Elon Musk’s iPod Submarine (2018) by Steve Dee

image credit: Steve Dee



Affordances
What can “judge and justify” card games 

do for a class?



They are easy to learn, and often conceptually 
familiar to many students



They tend to reward thoughtful and well-aligned 
decision-making



They scale well to student teams and give low-
stakes practice in deliberating ideas



They are much about judging the group social 
context as picking the most “proper” answer.



Constraints
What should you consider before using “judge and 

justify” games in your class?



They can reward silly or outrageous responses 
vs. more “appropriate” responses.



They generally require some shared space, like 
group tables, pushing together “tablet” chairs, or 
an online forum of some kind.



They are much about judging the group social 
context as picking the most “proper” answer.



Assessment
How do you assess student learning and 

engagement with “Judge and Justify” games?



In-class documentation of the game session 
and decision response (written, photo, video, 
audio, online discussion forum).



In-class game groups report-out discussion and 
debrief.



“Exit ticket”: 1-3 minute written feedback 
response handed in as students leave class.



After-class prompted reflection (written, video, 
audio).



Students modify a game or create their own, 
individually, in groups, or as a whole class.



Now, go make a 
game!
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