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Outline

* Quest journals 1n video games

* Learning journals 1n e-learning

— Journals as reflection tools in educational games
(3 studies)
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April's Diary
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Sunday, 30 July 2209.
On Sundays, you sleep late. You put on comfortable clothes,
watch some movies and hang out with your friends at the café.
You do NOT go to the most run-down quarter of the city to find a
boy who can tell you how to infiltrate a dangerous cult that seeks 5

to control the universe. That's something for a Monday.



Evolution of the Quest Journal

* Already in text adventure games

— what do I know?

— help

* Gold Box RPGs (Pool of Radiance et al.):
“yournal entries” in paper manual as copy protection

* In-game journals, convention: J



Typical Language of Quest Journals

* Jeff Howard: Quests — Design, Theory, and History in
Games and Narratives, A K Peters, 2008, pp 110111

—  “The actions that players perform in quests are constantly
becoming narratives of past events that give rise to future
actions, which 1n turn become narratives.”

—  “Each quest consists of multiple entries [...] describing what has
happened [...], then suggesting a next course of action. These
entries need to take place 1n the first person past perfect and the
imperative, [...] 'x has happened. I should or must go to y place
and perform z action.”

—  “This unusual combination of person, mood, and tense rarely
appears 1n narrative except in the diaries of ambitious people
focused on their short-term and long-term goals. Hence, [...] .
the record of quests in many RPGs [...] 1s recorded 1n a journal.”



A Definition

* Quest journal

— Retrospective protocol of a player's progress
through a nonlinear game story — reflection tool

— Prospective outline of possible future developments
with regard to quest objectives / mission goals

—  Written from the point of view of the player's avatar,
as 1f s’he were writing a diary of his/her adventures

— Mapping:
actions 1n a simulated microworld — literary text
(by the author)



Quest Journals in Video Games



The Elder Scrolls Series

* Nonlinear sandboxes, open worlds, many sidequests

* Journal prevents / reduces cognitive overload

L)

* Book metaphor — filing system on a computer

#= Abgeschlossene Missionen ==

. W TES IV: Oblivion

Herdfeuer 3, 3€433 1:125 am Q )

=N Skingrad-€mpfehlung
[ 30th of Letzter Samen, 3E433

Adrienne Berene ist damit cinverstanden, mir cin g f’
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auszustellen.

TES V: Skyrim
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Ich habe mich an der Bardenakodemie beworben. Als Teil meiner Bewerbung hat
Rektor Viarmo mich gebeten, Kanig Olafs Vers ausfindig zu machen und zu ihm
20 bringen.
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CSI: Dark Motives

* Detective genre — journal becomes case file
(suspect <> victim <> crime scene)

* Not structuring a
set of quests / cases
(macro level)

* But the case 1itself T
(micro level) | oot
* Narrative — I ; s

schematic, mind map d e s

CSI: Dark Motives [gamezone.com]



Last Window: The Secret of Cape West

* Visual novel, Nintendo DS, pretty linear

* Gameplay path — individual novel

* + Notebook

Last Window




Neverwinter Nights 1

* Classical quest journal (incl. language) + Notebook

* Not associated with individual quests
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o+ The Missing Artifacts

Day 02, Month 06, 1372 [07:02]

Master Drogan has been terribly injured by
a band of kobolds that have stolen four
artifacts that were given to him for
saf'e-keeping. You are the t::nnh.r one who
can track down these kobelds and recover
the artifacts If you find them, bring
them back to Avyala at the house.
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Dragon Age: Origins

* Online journal DRAGONAGE  meemmsmmm

* Upload character »
& their story }
to social media site
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The Longest Journey Series

* Journal + conversation log

[ ) Ay ©

Dreamfall: TLJ

HI.HII Yy all el IS, alel ...

| Madchen: Du musst sie retten.

wer bist du? Was bist

Zoé: Ich kann...
du?

Madchen: Du musst sie retten, Zoe!
Bitte!

Zoé: Aber ich weil3 nicht, was ich tun soll!
Es geht ihr gut. Sie muss nicht gerettet
werden.

'Madchen: Finde April Rvan! Rette sie!

R b = - S—r



Global Conflicts Series

* Educational video games (Politics, e.g. child labour)
* Conversation log as gameplay mechanism

* Conversations: collect knowledge items

* Arguments 1n final confrontation or news b1ts

f Israeli Nen Quotes

- RN - Ouots 1
- Rol sald:"Hmm, let's get going and catch some
terroristal®

Quote 2
The soldier, Omrl. told me with seriousness In his volce

thousand years of persecution, we're not takimn
B’lmhb’l‘lﬂlmhm.“mm"llw ‘

Quote 4
Even though one wouldve thought that the situation
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Sweatshops



Interactive Learning Journals in E-Learning
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Quest Journals <> Learning Journals

* Quest journals support reflection about play sessions
* Educational games use this for learning purposes

* Similar to learning journals 1n classroom settings

* Offline: www.learninglogs.co.uk = _ < & =
* E-Learning b~ \

— Blogs

—  Wikis

— E-Portfolios R

* Univ Rostock, e.g. in teacher education (via llias) s

|



Teaching Method

* Students write personal diary or create scrapbook

* Reflection phase after shorter learning unit
— What have I learnt?

— What questions remain?

* Like a workbook, but constructivist approach
* By creative work, student forms a reference object
* For oneself: tacit knowledge — explicit knowledge

* For others: personal knowledge — public knowledge

19



Domain-Specific Learning Journals

* Engineering, €.g. construction manual

* Science, e.g. lab report

—  Setup
— Hypothesis
— Procedure : .
_ Experimenting
— QObservations (Inquiry Learning)

— Hypothesis falsified / verified

— Interpretation

* Social Sciences, €.g. interview transcript

* Humanities, e.g. interpretative writing task

20



Journals in Educational Games & Virtual Worlds

21



Research Objectives

* Instructional design of learning journals
in digital educational games (like Global Conflicts)

* Integration into gameplay
(motivating, meaningful, encourage experimentation)

* How to design journals
for successful support of reflection?

* Design as quest journals (see before)

* But interactive:
Students makes mental models explicit — feedback

22

* 3 studies to evaluate different approches



(1) Game Adaptation of Classical Theatre Play

23



“Kabale und Liebe” in NWN Toolset

A Ferdinand von Walter

; "__ Ich habe mich in Innen betrogen, Lady.
“ 77 Ich erwartete - ich winschte, Sie

/-_( meiner Yerachtung wirdig zu finden.
1308 % Fest entschlossen, Sie zu beleidigen
W s Y ynd Ihren Hass zu verdienen, empfing

* 3 students (aged 14—15, grade 9)
as co-developers (one year) Voraatz gelungen warel ch lebe,

Milady, liebe eine Bargerliche - Luise
Millerin, eines Musikus Tochter. Kénnen
Sie eine Hand ohne Herz erzwingen?

* Evaluation of resulting product in Komnen e cinem Madeten den Vann

the ClaS STOOMm ( group Of 2 1 pl ayers) weicht meiner Zartlichkeit far Sie. Meine Ehre

kann's nicht mehr. Unsre Yerbindung ist das
. Gesprach des ganzen Landes. Alle Augen, alle
_ e S} D = AR Preile des Spotts, sind auf mich gespannt. Die
= E.d i R I e i I b EL O \ - Beschimpfung ist unausldschlich, wenn ein
. s =k : - Untertan des Farsten mich ausschlagt. wehren
Sie sich, so gut Sie kdnnen. Ich lass alle Minen
sprengenl

2_Walter, ich habe Kerker gesprengt - habe
Todesurteile zerrissen und manche
entsetzliche Ewigkeit auf Galeeren verkirzt.
Undijetzt kommt der Mann, der allein mir das
alles belohnen sollte. Der Mann, den mein
unerschopftes Schicksal vielleicht zum Ersatz
meiner vorigen Leiden schuf. Der Mann, den ich
mit brennender Sehnsucht im Traum schon
umfasste.. und sagt Nein??

3. Hore, Walter. Wenn eine Ungliickliche -
unwiderstehlich allmachtig an dich gezogen -
sich an dich presst mit einem Busen voll
glihender unerschopflicher Liebe, Walter, und
du jetzt noch kalte Waorte sprichst... Wenn
diese Unglickliche - niedergedrickt vom
Gefihl ihrer Schande, des Lasters dberdriissig,
heldenmakig emporgehoben vom Rufe der
Tugend, sich s0 in deine Arme wirft__.




Narrative Quest Journal: Prompts

* Script writers: plot + journal (POV Luise/Lady)
* Classical, narrative quest journal
* 3 scripts: paper prototype of interactive quest journal

* 2 prompts
(quest journal language)
* Used, but assistance

requested: “All I need 1s
the first sentence ...”
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Narrative Quest Journal: Texts

Ich habe Herrn Hotmarschall von Kalb getrotfen und musste feststellen, dass er sehr
eingebildet 1st. Er hélt sich fiir was besseres, nur weil er von einem héheren Stand 1st.
Allerdings schien er sehr an mir iteressiert zu seim. Ich sollte thm beweisen, dass ich eme
oute Musikerin bin.

Dieser Major [richtig: Marschall] scheint sehr eingebildet zu sein. Ich habe mich erst mal
ein bisschen be1 thm emgeschlemmt. Vielleicht 1st er ja doch ganz nett.

Was ein egoistischer, eingebildeter Affe. Als ob ich mit dem eme Beziehung eingehen

konnte. Aber er sah schon fabulés in der Uniform aus * * [Smiley: erstaunt, entziickt]

* Learning goals (motives & relationships) met

* Focus on personal feelings of characters (cf. 71..J)
* Individual writing styles (detailed vs. lively)

* Some mistakes & over-interpretation

26

= Tool for interpretative writing (Produktives Schreiben)



Schematic Quest Journal: Mind Maps

Ferdinand
~Q :;..lﬁ.ltgj )
T e Vakee

Lady Milford
- adl u‘\)

Frau Miller
~cedet itk
_nnho(Hhe

* On average: 8 correct facts, 1 incorrect item
* Possibilities as facts, literal reception (not indicators)
* Learning goals met, little constructive interpretation

27

= Good for quick overview, not for deep reflection?



(2) Programming virtual robots in Second Life
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Intelligent Game Characters

* Pilot: 2 students (distance learning)

* 12 students (aged 1718, grade 12),
Computer Science class (2 weeks)

* Study in-world experimenting (inquiry learning)

)



Narrative Quest Journals: Prompts

* Pilot: homework tasks, construction manuals (digital)

Die erste Folie beschreibt im Allgemeinen die verschiedenen Faktoren des Sichtfeldes, die im Skript
»Augelntelligent' enthalten sind. Hierbei werden die Variablen r (Radius des Gesichtsfeldes), a (Winkel des
Gesichtsfeldes) und t, der Zeitabstand der zu sendenden Werte benétigt. Ausgegeben wird dann die
Position des erwlinschten Objektes, in diesem Fall der Avatar. Das Auge ist im Endeffekt ein bereits
verlinktes Objekt, da sich das Skript nur in dem Linsenartigen Objekt enthalten ist. Die erfassten Werte
werden anschlieend an den ,Kopf* des Roboters weitergegeben. Hier wird nun der Vektor pin

Abhangigkeit des Ursprungpunktes <0,0,0> und der eigenen Position berechnet, der den benétigten Impuls o v — e —
beschreibt und in welche Richtung sich der Roboter bewegen muss. Der errechnete Impuls wird erneut " Vermutungen 3 Ergebnisse

. Jordiedane - :. Oie. veln\es, :

weitergegeben. Der ,FuR“ des Roboters ist nun fiir die eigentliche Bewegunag verantwortlich. e i
findet die Normierung des Vektors statt, anschlieBend wird mit der vorgegebenen Geschwindigkeit Y

multipliziert. V. o Cavande

* Classroom study:
j ive g C uring S e S Sions ? Beschreibt die Bestandteile eines SUCH-Roboters.
lab reports (paper): [ e e .
hypotheses, validation tests, | %w . @:n

. . . ‘ A :

observations, interpretation t;::*g,:cﬁ Sl o |
el e N e

Cm}a‘r 2 &x&'g{,&‘ibﬂ \‘ o '




Narrative Quest Journals: Texts

* Pilot: Detailed texts (in retrospective), creative 1ideas

* Classroom study (in the moment of experimenting)

Narratives scarce, not precise, incorrect
Problems setting up experiments & documenting

Except when following own creative ideas
(seek own avatar, improved arriving behaviour,
rotation, gravity, comparison of code)

Tried 1deas quicker than could think them through
Rather than reflecting ... they played!

= Incorporate reflection phase in gameplay? o



(3) Causes & effects in a virtual ecosystem

kY



Stmulation of Scientist Profession

* Marine scientist investigating eutrophication

* E-Learning module in EU-funded project
www.southbalticweblab.eu

* Teams of 2: grade 11 geography course (0 solutions),
Deutsche SchiilerAkademie (4), science camp (23)



Interactive, Schematic Journal

* Draw mental models of simulated world (online, live)

* 2 teams duplicated the exact sample solution:

Emystem Modelling =]

83

PDF!
34




Quantities of Drawn Causes & Effects

> Nutrients Phytoplankton Zooplankton A Detritus Oxygen
Nutrients 2 0
Phytoplankton 15 6
Zooplankton 23 1
Detritus 0 - 0

: : 7 5 2 :
- — Phytoplankton | Zooplankton m
0 1 S

Nutrients 0
Phytoplankton 1 2
Zooplankton 0 3

Detritus - 19
Oxygen 2 -

* Correct > incorrect, many plausible interpretations

35
— Use 1f rational topic, but alternative solutions allowed






Summary

* In educational games,
quest jounals can act as learning journals

* But they must be interactive
* How to design journals for meaningful reflection?

* Narrative journals: deeper reflection, but need for
prompts on demand and integration into gameplay

* Schematic journals: good for checking concrete
learning goals, what sort of interpretation desirable?

* Review of games — design options (design space)
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