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OLTD Program Learning Outcome(s): 

 

• Critically assess and evaluate resources for best practice in mobile learning and 

gaming environments.  

 
 
 
Evidence to Support Outcome:  
 
 The evidence piece I have selected to demonstrate competency with regard to 

meeting the OLTD 508 program learning outcome noted above is a game review 

completed during Weeks 2 and 3, for Part B of Assignment #2: Game Based Learning - 

Exploration of a serious/educational game. The game I chose to review was the Nova 

RNA Lab Game, and I created a Gliffy interactive flowchart to present my findings. 

 
 

Reflection to Support Evidence: 

 

 For Part B of Assignment #2, our task was to select and review a 

serious/educational game that could fit with our area of teaching or professional 

expertise (i.e., a game that could be used in our course/class/workplace to enhance 

our lesson(s) through the contribution of “formal knowledge”). The game I chose to 

review, as noted above, was the Nova RNA Lab Game. I had not researched or played 

http://www.pbs.org/wgbh/nova/labs/lab/rna/
http://www.pbs.org/wgbh/nova/labs/lab/rna/
https://www.gliffy.com/go/publish/10291359
http://www.pbs.org/wgbh/nova/labs/lab/rna/


this game before, and I came across this game through one of the many wonderful links 

Instructor Greg Lewis provided (it took a great deal of time to decide on a game, as the 

potential to get lost down the ‘rabbit hole’ of exploration and discovery was too hard to 

resist at times).  

 I found that because I was new to the Nova RNA Lab game, the process of 

critically assessing and evaluating the resource (game) for best practice in a mobile 

learning and gaming environment seemed to progress quite naturally, although it 

certainly helped to be given some primary areas of focus within the parameters of the 

assignment. It was interesting to note that although assessing factors such as the game’s 

platform, cost, hardware requirements, and multiplayer/stand alone requirements seemed 

straightforward, the appropriate age/grade range for the game seemed less clear. Different 

reviews identified the game as being appropriate for different ages/grades, and this 

age/grade fit appeared to likely be determined by the learners’ abilities, and by the 

grade’s curriculum requirements. Thus, my recommendation for age appropriateness was 

not as broad as other recommendations. 

 Regarding the elements of ‘gaming’, James Paul Gee’s “Principles of Gaming” 

were used as a criterion of reference while I worked my way through the Nova RNA Lab, 

with the goal of assessing the game to see if it could create ‘good’ effective learning. 

Elements of game play and user experience were evaluated, as were two of Gee’s 

principles that I consider to be important in the design of a game – the Customization 

Principle and the Identity Principle. Both of the aforementioned principles fall under the 

category of empowered learners, meaning learners need to choose to learn, and they need 

to feel what they do will matter or be good for them. Regarding the Nova RNA Game 

https://youtu.be/4aQAgAjTozk


Lab, I determined that both the Customization Principle and the Identity Principle were 

met, although at times in limited capacities (for example, one needs to sequentially 

complete the puzzle levels before being able to join the Eterna Community for the 

opportunity to make a difference by contributing to the world of scientific investigation). 

It should be noted that due to the main purpose of the game being to learn about RNA, 

information on the roles and relevance of RNA, etc., was abundant (game play was 

visually appealing and colourful, although information and hints were predominantly text 

based – use of more audio would have enhanced the game, in my opinion), and reference 

to and availability of further resources to supplement the game’s puzzles was impressive. 

Further details on elements of the game can be found on the Gliffy, including an audio 

summary of my overall impressions. 

The creation of the Gliffy flowchart allowed for a graphic representation and an 

overview of the ‘levels’ of the game, which consisted of a basic introduction level and 

three further lab trials, each with six puzzles (for which a badge of sorts was awarded 

upon completion). This activity, therefore, allowed me to engage in learning through the 

eyes of a student. I now realize how important it is to test out the games we choose to use 

in our teaching practice (not just once, but a few times – my impressions differed the first 

and second time I played the game, as my user experience was different). Furthermore, 

after studying Gee’s principles of game design, I realize how important game design is, 

and how much the elements of a game can contribute towards or hinder engagement and 

learning. The thoughtful and analytical choice of games that educators use to support 

their teaching will ultimately ensure greater success in meeting the lesson’s desired 

https://www.gliffy.com/go/publish/10291359
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learning outcomes. After all, humans create games, and all of the game designers’ biases 

and cultural or societal beliefs can subtly be embedded within the code of the game. 
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