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EDUCATIONAL INTERACTIVE GAME TECHNICAL FIELD 5 The
present invention relates to the field of education and more particularly to
an educational interactive game to promote learning about concepts in
school subjects in a fun and collaborative manner. 10 BACKGROUND
ART Teaching methods for school children have improved over the years
with introduction of new subjects. Information technology has been used
in the classroom for some time. However, much of the teaching is still
EDieganoN bt haseR Abeives & aem for an improved method to teach

school children using electronic software. Electronic software to teach

TE?\)‘@' Attll_el i‘l ctronic software acts to supplement text book teaching.
l0 % dren so familiar with use of information technology, there

is a need for more effective teaching methods using information
ThtephnaloginZhhlibeneistanaechtofiand infekadibstigamendhicii€aarticularly to

an PEQMAIGJRAMNING 8RR CAGRRES TBUPRS ibachealHiR fWBAND concepts in

coII boratlv way. T ere is als abneed for an electronic interactive game
h0ﬁ %CSI a nd collaborative man {a
ch Integrates use o t e various Government initiatives (such as

project work, IT and thinking 25 skills, National Education & Economic
BAGQIERQUND |ARGvation & Enterprise) introduced by the Ministry of
Education in recent years. US2004076931 describes an educational

Te%tﬁlié:tmgtgg%e h|%h rll%%l{::d sﬂgrgl;(sli%n for teay %hln(? flnvaénmﬁ1 sklllg tso
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In particular, c renin the YS% COFPtEXt of an interact Iyl

' "%‘f@!ﬂﬁBﬂﬂc ‘t}farHSWEéEhlﬁfé?er RImaie prirrbes a%re%?er’?ﬁﬁ{éd”éﬁfbdﬁtthe
clagh praiadifosagned iticoene Heviodic expehset dhd deprbitetdmmitiidtext book

bassaourtigfrearh an haed. Tdiesa iteproRERi rapetpeatad hyacrrsespendiigiren
usiRGiICIR QRATFLE ARG AiSPlay= @B ARiIgST 0£5'f&%9?é“?o'5t@éc% QJ%‘?V Rt the

enerate asswe income reaterthan the Iayerse % nses by 3
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children so familiar with use of information technology, there is a need for

more effective teaching methods using information technology.

There is a need for an interactive game which can promote learning about
concepts taught in schools in a fun and collaborative way. There is
also a need for an electronic interactive game which integrates use of
the various Government initiatives {such as project work, IT and thinking
skills, National Education & Economic Literacy and Innovation & Enterprise)
introduced by the Ministry of Education in recent years.

US2004076931 describes an educational interactive game which includes a
system for teaching financial skills to players, and in particular, children in the
context of an interactive electronic game. Each player is initially provided a
predetermined amount of periodic earned income, periodic expenses and a
predetermined amount of cash on hand. These items are represented by
corresponding indicia on an electronic display. An object of the game is for a
player to generate passive income greater than the player's expenses by
encountering game evenis that provide a player the opportunity to make
financial choices to affect the desired outcome.
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financial choices to affect the desired outcome. 1 The inventors have
created an educational interactive game called .. EcoRangersTM ".
EcoRangers T" is a game which is designed to promote learning about
concepts in Humanities, the Sciences or any subject in a fun 5 and
collaborative way. The fundamental pedagogical strategy underpinning
EcoRangersTM is based on a methodology to deliberately stimulate
intellectual conflict by creating a highly structured situation wherein one

ThetudeRtsideas npfermaalion ¢1Q FORalHIARs oI aAes . AN 0@%@8 Hlled
érg otg{nh)atlblgdwnh tEos& of anothgr and the two seek lo cIeac romote
agre eamsnt by engaging LD process i gc?scussmn and Jebats untﬁ 8

le P RAGY | CRAGGRAE . ITHW MRBdeRIdhS felrmresnatheiditioRigtdaié fun

andfabdiadie bt enveagtructured form, to encourage participants to reach
shared consensual values. 15 A unique feature about EcoRangersT" is

o PSS PRYSIRIOIP L0IS6. REIRRENER Of BOURIAIELS &' Based on
certamE{Jomt of the ogeci? ting roc a ers are req uweg?o select tﬁ
a pmedpe kﬂﬁ&ng‘%\rgctﬁheﬁigtﬁlym%H@%fbﬁosmbeﬁreﬁ%&afﬁh%tthérﬁfaétlf‘g a

highly vrecthieedowsit T allowkepkigero 26 toséxdeoise bothabeir iofivitraktion,
cofenad)dicy, atikeraaiiva{adeapiamef saeltiplempeispectives) thirkng skilsther,
a nWht'h% hf’i%“%é%ﬂ "?@fpé%%r‘?‘bﬂr’téapé%%‘élmc“ @J Ce H%Qdm&pﬂortﬂn'tkﬁ%&%ss of

infuse National Education messa%es Second,

ersT™
diSG i By 8P L AS R ar Yithed WHRAPFRSH s 135 Eﬁﬁfh?g dealtf methodology
is byiHpetimg Wgains EHeR Vtmeedplayefrsiehaie hytledmiry tueditperdgsm. to
enaadrshareifiocmation witheaabh ©ithesrd The gresier thauwagree of
collaboration between players, the more robust is the eventual

» SRS SR e gandsaun, 90 T ERoR A S T 89 8 everse
extreme Iex

Ie GDeSIQI'l arcﬁqgcfure |?|S easy fort e ga e'to
pef:?&‘fﬁfﬁﬁéd 5 nRUPth@hedayof Féa?n‘é?étﬁ‘ﬁnﬁ’%ﬁﬁbfgn‘th?ea?ﬁﬁ?d bﬁoﬂfé’sCess
Playwt of afifferent icedtenbinteteststhe most convincing arguments from the

opposing side and argue them as if they were their own. This allows players
to exercise both their critical (analytic) and creative (adoption of multiple-
perspectives) thinking skills, while having fun learning about topics which are
rich in opportunities to infuse National Education messages.

Second, EcoRangers™ is a multi-player educational game, which means
that instead of competing against each other, players ‘ win ‘ by learning to
co-operate and share information with each other. The greater the degree
of collaboration between players, the more robust is the eventual
consensus regarding the given issue,.

Third, EcoRangers™ has an extremely flexible design architecture. It is easy
for the game to be customised to meet the needs of learners from different
learning profiles and of different content interests.

Fourth, by presenting the players with authentic problem-based tasks,
EcoRangers™ adopts an inquiry-based approach (on an individual and also
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Fourth, by presenting the players with authentic problem-based tasks, 35
EcoRangersTM adopts an inquiry-based approach (on an individual and
also 2 in a group basis) to equip learners with the skills needed to tackle
open- ended situation and problems in real-life. Players have to decide for
themselves which pieces of information are relevant to the given topic, as
5 well as to prioritise between the search for more data and the
consolidation of the information already at hand. Fifth, EcoRangersTM

in %dg'é%ﬁie%éfé?sSGC&F'e'(Eh‘}'&t'I\é%%l@FEOQHH?d m%pmpﬂeeeaehﬂ'ms Qéﬁfe open-

cation, jn the followin ows for the ready
m%gsmtﬁ 8t M ssafds o?%é\ilongl I'i“dugg i\fand%cﬁ’(@éf)t ?rl"%cté)nodrﬁféde for
themaphess BytehredentforlidBAEalies pneainflganthéosdeso BEom IR of as
welhasvistyal gétisesheive: eriayers et th exermiselbaimaidtital (@nakyisirtion of

th@ieoPHatitsing) 2 JerkiNg. (perspective-reversal) thinking skills as they
work their way through the game; players are also encouraged to take

considered 15 risks during gameplay, with respect to the balance between

FiftlalfSBIR 2 RaSHBICeRIaRe e Hifar BRSESVSITRL ¥osamr e SaSHM SiRgapore’s
Mipistig ofj i Cal wraraiopian inhso foldewyiof the piiotiee voayse EdaRanfBrdi] ready

infiefleRtsoihanayaspidt of innaystian aad QBRPISRIINcALBFHCAHON B& nomic
thm%c?#bc}%@n )é%teqm %%%%S tR gé?tt](%r '%é&éq‘r?m t§ltJMN£LOC| ecor-1r of the

|s an object o of the educational interactive game having‘two

virtuahn 931 PR ers RIMKELE 184518 p?é&‘?é?'lﬁeeé’&ﬁhteﬁﬁll“ Ak @Qﬁl@ §ifstand
prigeitigiegh andogie fbiveebrres retibiefraveaseldothimkindealils giventhyya work

théaaniagr i ioro0R® Biciathey slagisle uperatbenaselyesysdaoguklaneedydered
risHie f&?&h Rl e?ﬁé'?at'@ﬂﬁl IREERAIVR Pame GUNgh HyoUgRMgse available

regc,ta es: 3 % g(nt[aa}tgn ofvthre environment covered in the topic for

debste Bth t8dfs 61t &Y Bwn; 2. Presentation by the first team of
their inltlal point of view; 35 3. Presentation by the second team of their

Finmitig| gointpofswieny; the pedagogical envelope in so many of the above

ways, EcoRangers™ reflects the very spirit of innovation and enterprise in

education that the education system seeks to foster in students.

SUMMARY OF THE INVENTION

It is an object of the educational interactive game having two teams of
players with at least one player in each team, the teams first decide on a
topic for debate, either from a recommended list given by a teacher, or one
which they decide upon themselves under guidance by the teacher, the

educational interactive game going through these stages:-

1. Exploration of the environment covered in the topic for debate
by both teams on their own;

2. Presentation by the first team of their initial point of view;

3. Presentation by the second team of their initial point of view;
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3 4. Debate of their point of views by the first and second teams; 5 5.
Presentation by the first team of their reversed point of view; 6.
Presentation by the second team of their reversed point of view; and
finally 10 7. Building a consensus for the topic wherein the presentation of
the team's point of view are in the form of messages by one team to the
other in all stages of the game other than in stage of exploration of the
environment and during the presentation of 15 the team's point of view,
the gthep team. r%qeivmrth@om@%ffa%%vganagttﬁ%p%epdaqely at the final
stage of buildiggta consensus for the topic, both teams can send
messagcsag 0"6ach Bliver and reply, with the aim of building a consensus
regarding the given topic of debate and at the end of the game, the first
teami.andrsseatad itganh yogethamswite dhe tdfacheir, 28 vended plént of view;
exchanges of messages in order to examine the quality of the debate.
Prefrably, duing e slage.ol explaring ihe enviionment each 16am of
explore any Sf'the varlo)ﬁs areas Within the environment and éach area
have 25/i&nffeRjlets of information and once the team member
encounters a nugget of information, he or she is free to decide whether or
not the BUggRidNtyRAKRNLS Rfrelakanggito the topic of discussion, so
that it can possibly be referred to in subsequent stages of the debating
process. 30 Preferably, during the stage of presentation by the first team
whaf iir (it RlISSSRE R Ne B o the 1588htoBRithersY @4 A Eorh R g5 ©f
meseid emelsages b stedirl adlzgn, ihalhstiaigestage dieheagemether than
in edawlre@yplbrdtoam @ilytreceivaranchsae thednassageshdd phieferablion of
thSUfinghe iRac.eT RIERSNING tBmSPanh eAms V! MRINtRSs YiRWs thennot

n m n nd m he fir m, W
regl?(coan%t%% ycaot t’%%sefiﬁald Sgtage %?S%gﬁgl'f%t ae cc?rﬁstgﬁsu’s Poor %he topic,

both teams can send messages to each other and reply, with the aim of
building a consensus regarding the given topic of debate and at the end of
the game, the first team and second team together with the teacher,
review the exchanges of messages in order to examine the quaiity of the
debate.

Preferably, during the stage of exploring the environment, each team
explore any of the various areas within the environment and each area have
its unique nuggets of information and once the team member encounters
a nugget of information, he or she is free to decide whether or not the
nugget of information is of relevance to the topic of discussion, so that
it can possibly be referred to in subsequent stages of the debating process.

Preferably, during the stage of presentation by the first team of their
initial point of view on the given topic, the first team compose and send
messages to the second team, who at this stage of the game, cannot reply,

but can only receive and see the messages.

Preferably, during the stage of presenting the second team’s initial point of

view, the second team compose and send messages to the first team, who

4
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for this stage of the game, cannot reply, but can only receive and see the
messages. 5 Preferably, during the stage of debate of the points of views
by the first and second teams, both teams send messages to each other
allowing the debate to progress and refining their ideas and points of
view, through careful analysis from both teams. 10 Preferably, during the
stage of presenting the first team's reversed point of view, the first team
select and adopt the best arguments from the second team, and now

for{ReE RE R ASHdNEueTe QI MEIK, O¥R a0shdurig vhich ts»?digggn@he

team cannot reply, but can only receive and see the messages.
MBr&eFably, during the stage of presenting the second team's reversed

point of view, the second team select and adopt the best arguments from
Prilfierivst, temipgncheowtagguathesh a if sheyhwermrnteioveneawnmndnhe first
andurgeeomquagnesflr%totﬁareaqﬂ@n%ﬁ%pmegygfgég Qbaiaesine And ig&enbetne
so IR AL Telera0N; during e atage of bulding eonsensis, b arefu

sams send messages to e3ch othef SRt e aii'd uﬁcﬁ"ng a ovd
angbrisenS a8 RRIHINGAMS - given topic of debate and once the game has

ended, the first team and second team, together with the teacher, review
Prierasa/aRuem gl IESSRGRS o5 yiailg exaning healityQ9biRed point
of A5BR1e- PLSIELRON e Lepme . N, 4B ISRINNG 19 co: 0082t and share o g

information With 6ach other and the greater the daeg?ree of Collaboration

teHBNANEh TR TEaNTs HRE ASHH 1BBYsVRTE eStudI Y riiERsGE fegidiiggwhich
therregivehtisame cROYRURPhGe. tRitef@rably ythecrigensretigyste dhe messages.
inquiry-based approach to equip the players with the skills needed to

Pr@gﬁ%ﬁpe@ﬁ}%d t%ig"ag ar‘g} pH%Ql;?énﬁnE‘ Eﬁ@l'lggc‘%rﬁ% tt@am@eFéversed

decige for themselves whic ‘_é)leces of information 35 are relevant to the

POYIYSh 18IS dBWRRRL Pritfiffe HERAEEATRISRAIDR REShBA MR &A™ the
firghe {€8RsORAStIBAVO RIS b AMaAs NTalfeydy tchalh@ir very own and during
which the first team cannot reply, but can only receive and see the

messages.

Preferably, during the stage of building consensus, both teams send
messages to each other, with the aim of building a consensus regarding the
given topic of debate and once the game has ended, the first team and
second team, together with the teacher, review the exchanges of messages
in order to examine the quality of their debate.

Preferably, the teams ‘ win ' by learning to co-operate and share information
with each other and the greater the degree of coliaboration between the
teams, the more robust the eventual consensus regarding the given issue
would be.

Preferably, the teams adopts an inquiry-based approach to equip the
players with the skills needed to tackle ocpen-ended situations and problems
in real-life and the players decide for themselves which pieces of information
are relevant to the given topic, as well as prioritise between the search for

more data and the consolidation of the information already at hand.
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5 Advantageously, the game is played by one or more players on mobile
phones, each player using their own mobile phones and with one player
taking on the role of the first team and the other player taking on the 5
role of the second team. Advantageously, the game is played on a Local
Area Network (LAN), by two teams of players, with one team of players
using their own terminals within the LAN and taking on the role of the first
team and the other 10 team of players using their own terminals within the

AdvAN AN IANO G the Fale pf t'%?;?ss}orbq,tswoﬁdm@g&@%% {1 mobile

game is gé%yed on the jnterr]gti wo teams of players, with' one team of

PRI Rer 2SR AT oW 5erdohAI S8R I8P & BSEaidng of'the 38R Bf3Yer
takifg firdt t&an AAte e dffer fissimtermlagers tamethesirlanepelaignalon the
roleomipuitess e bakingpon the role of the second team. Advantageously,

the game is played as a board game and cards, by 20 two teams of

layers, with at |east one player in each team, wherein the  boar
Adreé""ﬁ}r/t@&aér?tugl artllﬁﬁla?%?ﬂ\?ﬁd%n%ﬁﬁea%ndo theAi s?ioﬁ_ﬁeeadfg\?ytr‘\" org(p%éé\ﬂt oy
Wondsamyels BranteAmatidh, Afichesa &F o aalin WiiRe oleitegmoferminals

withliay etisetdldriy amthe feleraf tive fifst tedencindtihe Gitker team ofnplagrersother

tedaking opithe relelidbe recondicammndibe.axehanges AN 22 HeIsRE8S on

théhrrgyfghomqﬁgag‘ggm \évcr!i'ti]ien by the players. BRIEF DESCRIPTION OF
THE DRAWINGS For a better understanding of the invention, its

advantages, and the 30 objects attained by its use, reference should now
Adyanirfeusthe thecomapemying driavitysoThéhecoiensatyirky dtawintgams of
plalfesérateione oamboshiment op ireducalin inieractve gp@edasiplaye@uters
an@N {HRRILE o RNPREOANY F0GRLNGF Ut ING, AEFAIPHAN NEIGINSEVEdP prayers
ex l in the workings nd(Prlnmples of the invention. 35
usin eir own personal computers and taking on the role of the second

team.

Advantageously, the game is played as a board game and cards, by
two teams of players, with at |east one player in each team, wherein the
board represent a particular environment, and the cards to be drawn
represent the nuggets of information, which are to be drawn, with one
team of players taking on the role of the first team and the other team of
players taking on the role of the second team and the exchanges of
messages through messages handwritten by the players.

BRIEF DESCRIPTION OF THE DRAWINGS

For a better understanding of the invention, its advantages, and the
objects attained by its use, reference should now be made to the
accompanying drawings. The accompanying drawings illustrate one
embodiment of the education interactive game (as played on mobile
phones) and together with the description herein, serve to explain the
workings and principles of the invention.
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6 Fig. 1 shows a screen on a mobile phone at the commencement of the
game. 5 Fig. 2 shows a screen on a mobile phone at the next step of
commencement of the game. Fig. 3 shows a layout of the environment a
player would see and explore. 10 Fig. 4 shows a screen on the mobile
phone of the first player where the game character of the first player is
represented as a colour coded dot in a specific location in the
environment. Fig. 5 shows a screen on the mobile phone of the second

Fiflayelnyhere, 1o4e 9amg charagter.of g sesong P1aysh SJeRIRSSRIEH the

as another different colour coded dot in a specific location in the
998 Kironment. Fig. 6 shows a screen on the mobile phone of any player

when a nugget of information in the environment is highlighted. 20 Fig. 7
Fighawsshseteeraonshe gnobite phone aiiany pleyies giving dhetailsxof $ep of

coRYOSRSh BHPEN AN Juthe environment which has been  highlighted. 25
Fig. 8 shows a screen on the mobile phone of any player when another

_hugget of information in the environment is highlighted and the resources
Fightthé HHferddispiayedeiisoerig Y S YHBRR aZetekar o EIniBBil& Phamelore.
of any player when another 30 nugget of information in the environment

FidS higgﬁen@daahaelrgy‘a tigre, titﬁi m?uécsﬁméh%pk@aéeitwgm%xé%g here the
a O at t reSource, e player are inadeguate. .
oo IR AL e E B B A ey e 98

2 §RARIE fiRFatiedratBat e BUIRE R signed to 7 involve a field activity

such as an investigation of an environment. An
Fig. 5 shows a screen on the mobile phone of the second player where
the game character of the second player is represented as another different

colour coded dot in a specific location in the environment.

Fig. 6 shows a screen on the mobile phone of any player when a nugget
of information in the environment is highlighted.

Fig. 7 shows a screen on the mobile phone of any player giving details
of the nugget of information in the environment which has been
highlighted.

Fig. 8 shows a screen on the mobile phone of any player when another
nugget of information in the environment is highlighted and the
resources of the player displayed also.

Fig. 9 shows a screen on the mobile phone of any player when another
nugget of information in the environment is highlighted and this time,
the resources of the player displayed showing that the resources of the
player are inadequate,.

DESCRIPTION OF THE PREFERRED EMBODIMENTS

The methodology of the game is first illustrated. The game is designed to

7
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example is getting the students to adopt and defend non-congruent social
perspectives or points of view about a given neighborhood on the
guestion 5 "what do adolescents find geographically meaningful in their
local environment?" Typically the game follows the format below: Team
Explore an area, gather Engage in a debate about the A evidence to
support a given optimal land-use of the given area point-of-view - firstly
with Team A taking a given point-of-view and Team B taking another

inyBRALOF: V'&Y&l@”%a d‘\?qr?‘ Eomlorg g Sﬁ‘ve%t?re?bgato*}er ihen AR SaMS  an

taking on B evidence to support another opposing point-of-view.
e"%’é‘uh’teof AR U THE G atHAEB HipriSe LA AN AT FHE IO NESRA9 tRERY B&a!
pefiventiyfixedt apeduiat of tinew upbouforygive miiateés drodderembdettee stion
“wexplom a weltdebsertediaea, guidly @ yieva gy gathermnggeiatorial tbeir  local
enbidence o support a certain point-of-view. Students from the same team

are encouraged to share their findings with each other through exchange

of messages An example is that the teams are tasked to investigate the
Typharlhy 16 e20aWisichoH pasticttarfaerHbO#end is meeting the needs of

residents of publlc housmg After the initial time-period was over, both

Wher the teams take on the 25 oppodte point-of-view. This dialogue

TeRs EB‘PARéeplac?é‘thrcﬁﬁaﬁ fac83' 8 thES HRBPacfor? bﬂf"'i’r?rt&ugaﬁ’%t the
Aexch igfrest- tands pieeire-mesagin @ P iinalieg dheseatliid quaiven area
modalitiesrafdheidiscourse to be easilylarckingly forisubTegment analygisa

given point-of-view and Team B

I.Udlll WCICT QIVCII all d.UUIl.IUIId.I IUILy I%U IIIIIIULUD LU criyayc III [=} uwuuguc

taking another point-of-view and
Team |Explore the same area, gather | then both teams taking on the
B evidence to support another | opposing point-of-view.

point-of-view

The game comprises the following steps:

+ Each team are given a fixed amount of time (up to forty-five minutes or
thereabout) {o explore a well-delineated area, with a view to gathering pictorial
evidence to support a certain point-of-view. Students from the same team are
encouraged to share their findings with each other through exchange of

messages

e An example is that the teams are tasked to investigate the extent to
which a particular neighborhood is meeting the needs of residents of public
housing;

o After the initial time-period was over, both teams were given an additional
forty-five minutes to engage in a dialogue where the teams take on the

opposite point-of-view. This dialogue does not take place through face-to-
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5 It should be evident from the preceding description that once the
students were sent on their explorations, it would not have been easy to
manifest a strong teaching presence. To some extent, this was
ameliorated by conducting a thorough briefing (typically forty minutes in
duration) with the students before 10 the activity itself. During the field
activity itself, teaching presence was also exercised through the proxy of
the chaperone who accompanied each pair of students. Chaperones

faé’&%ﬂé@%’&ﬁe%‘? QH?MSH“SW@?%QB% 3?“‘?@@%%‘"6 H?Lﬁtbexﬂ‘ékf&a%%g,

t ide t t
B e B ES ASdePEI T8 Dot USROS AoniSt BrmBBRINHERHed for

SUE%%&I@@FW@W%e educational interactive game is played at a simple
level is now described. A first embodiment of the game with two 20
It Q%%M%%Q@M%WFW%E‘BW@&W%%@ gﬁ%#%@@w&%wgmdents were
self1SIecE, L0 B acoompapiing drawings, FIESt.ihe (o payers IS » on
oose a {o KPS ah ate Veittfer $rom the" FedSmmendeddist i the 9

teal%%ﬁé’rfgf@u&% EPoﬁéTwrﬁéFPfHe;}fuweé aﬁtﬁi'%stﬂfbﬁkéﬂiwcrwgya
th eoaa. e b igdarn A firecaperiodt gfriimet éapior aiinaditety thitty Mnenatedegivarefore
méhaétﬁbage.egsmnlmwa Pleversd (@ sxplore AsdHUAL 8ENIRQNPIBBENERSRAT also

ex8fde cﬁ'%'ﬁré‘&&%'%ea&%s’?}&’%eﬁ\%enﬂ%fé}gﬁg ﬂaggé)% QH‘QJ”&%O pair of

regarding the given point-of-view. In this example, E an eriMis

SUI508%- gafihe Wﬁ&??h&@%ﬁﬁ@?g bfé%dt&nﬁ{‘fﬁ’é&l@ﬁhﬁ?\f& brid dFPné‘“de"‘s

whitg biletpiditdd. afstheplagetrs wiovidadt esbise oedisty' askisianethepould any

hardekile phesienddwerdldoartas dimeclient . In the description of the game
using mobile phones, the first player is interchangeably described as the "
host " and the second Iacljyer is interchangeably described as the "

Deaﬁrmt;,on 0 first embodiment

An example of how the educational interactive game is played at a
simple level is now described. A first embodiment of the game with two
players having their own mobile phone will now be described with reference
to the accompanying drawings.

First, the two players first chocose a topic for debate, either from the
recommended list in the Teacher's Guide, or one which they decide upon
themselves.

They are then given a fixed period of time (approximately thirty minutes
given that there are only two players) to explore a virtual environment
(instead of the field activity), and subsequently engage in a debate building,
regarding the given point-of-view. In this example, EcoRanger™ is a iwo-
player game.

When the game Is played with mobile phone, one of the mobile phones
of the players would act as the " host * and the other mobile phone
would act as the “ client “. In the description of the game using mobile

phones, the first player is interchangeably described as the " host “ and
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After the two players had agreed to the topic for debate, the two players 5
commence initialisation of the game on their mobile phones. The mobile
phones must have bluetooth capability. With reference to Fig. 1, the
screen shows the initial menu. To connect the mobile phones, the players
select 'Options' from the main menu. 10 With reference to Fig. 2, the
players select 'Bluetooth ID' and enter an identical five-digit number in
both the phones that are to be paired for the game. The players select

tn ONGBERREJR PG the hﬂﬁEr@nngBga%(?e%&Qﬁt}Q@ ik 19,0n each

phone, a message will appear regarding allowing connections, and when

this occurs, the players select "Yes' on the screen. Both players then start
Aftele dhene 0 HEBMALH diftecii6 ¢de topithfor abatto nderrigintigome players
cothroergde theitiaiigdisatiasi afhihg gamenthe gleyeysigophsawgh thesiagese
phgﬁg},eng@gpeha%tlﬁu@@mplecgﬁmmpblle phones, the first player would

be designated " host " and the second designated as " client " in the

game. The various stages, and how they are differentiated, are as
Withldmserssae Elgoloieng théhenvifSHrientShR@ ehiiackeitipl the yaméo connect

theapodsientda hysthth eglayeco ded ot ‘agdigned fio hehelayamisnenu.
manouvered using either the joystick or the 2, 8, 4, and 6 30 keys on the

witkYRag.ehille mabile-ghone, ou thig stage. of the game., Bar BIAYEES ¢ nier an

separately exp lofe the enwronmgnt Efookln For nu gets 0 elther suppo t
'ded}‘l‘éﬁ‘uté't‘r?eﬁ‘8&5[&%3%%@&‘%@\? BH‘IH@ng\'?@ﬁ ?dﬁlcté‘f BelakeHn
gathe.plBlyer elosuaterslechivgget ohedertfomatien) ¢ oarshéhis fittetdo be the
cligeeide whether or not the nugget of information is of relevance to the

topic of discussion, so that it can 10

On each phone, a message will appear regarding allowing connections, and
when this occurs, the players select 'Yes' on the screen. Both players then
start the game.

Having agreed to the topic for debate and having gone through the
initialisation of the game, the players go through the stages of the game.
In this example using mobile phones, the first player would be
designated " host " and the second designated as * client " in the game.
The various stages, and how they are differentiated, are as follows:

1. Exploring the environment

The character in the game represented by the colour coded dot assigned
to the player is manouvered using either the joystick or the 2, 8, 4, and 6
keys on the keypad of the mobile phone.

At this stage of the game, both players separately explore the environment,
looking for nuggets to either support or refute their assigned point of view
on the given topic of debate. Once the player encounters a nugget of
information, he or she is free to decide whether or not the nugget of
information is of relevance to the topic of discussion, so that it can
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possibly be referred to in subsequent stages of the debating process. At
this stage of the game, neither player can send messages to each other.
5 With reference to Fig. 3, each player sees a screen giving the layout of
the environment to be explored. Each player would explore the
environment to discover nuggets of information, which will help the player
support or refute the given topic for debate. 10 With reference to Fig. 4,
the first player is assigned a game character in the game which is

e etpgeg a_cplour- code dot. A cou tdown r ig visiple in the top
poE %Rgf the s%:?r%erﬁdgf ﬂ1e mo SeﬂHSHeo TR Tirst r?gyea n}():et éocgrsﬁc' At

‘h'ﬁafé%ﬁﬁrfgd § @@ﬂ?ﬁdoﬂ}\ﬁﬁtﬂﬁﬁe‘?'@eﬁcé&ﬁ?‘é‘ﬂwrﬂf‘éiaﬁermﬁf’cﬁ%ﬁ'é %HT%'én

of the mobile phone. This timer lets the player know how much time is
witemadniigrioLesFaiage ebthe gumer The paraeiess @f.megplay@n@vm of
thdn&idansity.ahihe playesdn tae game sughas S,B?%the | Sllﬂ‘ér a%QpﬁB?eedthe

are also dl?ﬁla yed on the bottom of the screen e phone. 2

Nl MRBIRcRI6RE BUERE Seebra By Al RN aldiikY! HH&PPer‘Bﬁrﬂ@Ver
supparhceer ff ukre Gansévamicipis fepredmitad by a differently colour-coded
dot. 25 A countdown timer is visible in the top right of the screen of the

w.mo%ﬁ?em%e HI ﬂﬂ?gseponﬁieo*mé?r %‘? tﬂe ggg?SnQ%SaSt@gﬁ'Qe Bharacter in

(:ountdowq1 lrmer is visible |n the to qut of %e:q reen This timer lets the

th%e ond vaayer hovt eosve\’/"r%eucﬁytlﬁ Eni8 Peach stage of the

game. The parameters of the second player and the identity of the player
A ircthe B0 ganiensucis agsstdeninatHeunger arid speédraresatserdispiayed oobile
phB}R: Bettew efithereyeen. m@@x@gﬁamsg%%etga expletr A Rhliener is
visfBEOHS BEas IR A cRUTRRIIER" FAdh &SN hAVE IS YRUE mer rets
nuggets of in ormaton
the player know how much time is remaining in each stage of the game.
The parameters of the player and the identity of the player in the game
such as stamina, hunger and speed are also displayed on the bottom of

the screen of the mobile phone.

With reference to Fig. 5, the second player is assigned another game
character in the game which is represented by a differently colour-coded
dot.

A countdown timer is visible in the top right of the screen of the mobile
phone of the second player. Once the game has started, a countdown timer
is visible in the top right of the screen. This timer lets the second player
know how much time is remaining in each stage of the game. The
parameters of the second player and the identity of the player in the
game such as stamina, hunger and speed are also displayed on the
bottom of the screen.

Each player can choose to explore any of the various areas within the

environment. Each area will have its unique nuggets of information.
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With reference to Fig. 6, once the player have encountered a nugget of
information, the player would be able to find out the information relating to
that nugget of information (described as # 26) by referring to a table of 5
inventory items. The player is free to decide whether or not the nugget of
information is of relevance to the topic of discussion and it can possibly
be referred to in subsequent stages of the debating process. Fig. 7 shows
the information relating to the inventory (described as # 10 26) of that

wREYRL T BR DvspIopyofghat plaveryull e pceds ascoringlta TBbacot of
nugget will remain m?he enV|ronme r OSS sequent gISCOV %/

'"fo”Eﬁé‘%‘ém@‘%é’tjﬁw‘J@r’ PR Ydakg ﬁ@%@n 08 o it inagURakeRirRjating to
thahenstangd offplayermbdiom tHidestadeednd srfo2fabionr édetheplayer table of

inveaka daeisiansTieRit&r therresouwscescd shavhlayier are sispiaxesLagdtt of
mf%'?é?u‘é!ﬁgnthﬁ} the F&l%%rr&ees ‘PJ.; %% p@ﬁfé e '&1@98%&%@ afid” {fsceé#”]ﬂ:ssmly

host's initial Point of View 20 During this sta e game, the host'Is
be, iglfetetb b?eé'éﬁf‘ﬁ%e(‘]fjﬁ@ f’ﬁﬂpaqsrf’cflﬁlf'% g@@\’ '8f HEGi¥8n topic, by

composing and sending messages to the client. The client, at this stage
Figf thesgame, ganniolf seplytibat caronly neceiue: thmveessngqsedoribed as #

26FTEFENGNA clignis initial RAnfRfXigw Daringhis siagrPf thagawe, hlated
client is nowrﬁll?wed toaﬁrese t h|s or. her m%ﬁl pomt of view on the

ae c%%'nﬂfcomposmg ddG'seh eas'gages to e 8L e st 35 tﬁgss'ble

SupReAtRRIsdimEMN& o %pW%}ILﬁﬁ*@QH@WW ious stage, for this stage of the
game, it is now the host who cannot reply, but can only receive the

FigN@SSHIPSFi. D@bﬁmsthﬁ.gssﬁlﬁeo%a@wngeﬁlaiﬁﬁag@ ofhie gamEe. HotPlayer
in pgﬁ%er&%%agle tO rr‘%er;rt]l%%slage%htg epquer to make decisions. In Fig. 9,
the resources of the player are displayed and it showed that the
resources of the player are inadequate.

2. Presenting host’s initial Point of View

During this stage of the game, the host is allowed to present his or her initial
point of view on the given topic, by composing and sending messages to the
client. The client, at this stage of the game, cannot reply, but can only receive
the messages.

3. Presenting client's initial Point of View

During this stage of the game, the client is now allowed to present his or her
initial point of view on the given topic, by composing and sending messages
to the host. Just as the client was unable {o reply during the previous stage,
for this stage of the game, if is now the host who cannot reply, but can only

receive the messages.
4. Debating the issue

During this stage of the game, both players are able to send messages to each
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12 other. In this way, the debate progresses and their ideas and point of
views are refined, through careful analysis from both players. 5 5.
Presenting host's reversed point of view This stage of the game (and the
subsequent stage as well) are critical to the learning experience for both
players, for this is when they are required to reverse point of view. During
this stage, the host is required to select and 10 adopt the best arguments
from the client, and now argue them as if they were his or her very own.
The FAiqucannottEeJ)Ié(é?é&tecan only receive, the .m%?esasges. 6. Pr sgpti\ngws

0”%: lent's reversed point O vie "P8"EYS %%v?/'}ﬂe tirh Gt the iE':ngn??é)nreverse

ar ey bty 0 K8 fnfe it R BPHEIS AR P hB]YEAR only receive
messages but cannot reply. 7. Consensus building 20 At this final stage

5. Ofthas gRiNG RetR PlAYRIS &de ghia torsendymessages to each other, with
the aim of building a consensus regarding the given topic of debate.

Once the game has ended, the host and client, together with the teacher,
Thb‘éﬁtﬁéﬂﬁeﬂ? tHE® SSRRENEE B e SERGETHE OF LR 86 S HE ikiftg! 3% the
legghingiredelsaten @tHer topds vatisterstudentthtarnsinybstigiieyinetadeequired to
reisEHSSUIAt thefsite @ndsittion Ofsddgegamometien centicéaxhibiinact and

adQQtC%‘HJSéi 5\@%‘#{]9 FP&HF%%SEW.QFP{GQHG' r%\ﬁ g“ QRQP%W%y were

hi dlscu?lsing the tension_between urban renewal and t e§reser\|/ation o} h
'"CuliurdPhelitide Expldfifg tHE WorfipatBlid P8 antlisE3h oty iSRG the
megs@tiBbeauty or 35 strategic importance; and projecting the extent to
which the particular demographics of a given

6. Presenting client's reversed point of view

It is now the turn of the client to reverse point of view. At this stage of the

game, the host can only receive messages but cannot reply.
7. Consensus building

At this final stage of the game, both players are able to send messages to
each other, with the aim of building a consensus regarding the given topic of
debate. Once the game has ended, the host and client, together with the
teacher, can review the exchange of messages in order to examine the quality
of their debate.

Other topics which students can investigate include:

s discussing the site and situation of a large convention centre/exhibition
complex;

* evaluating the tourism potential of a given neighborhood;

+» discussing the tension between urban renewal and the preservation of
cultural heritage;

s exploring the compatibility of land-use around areas of scenic beauty or
strategic importance; and

e projecting the extent to which the particular demographics of a given
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13 neighborhood lent themselves to catalysing environmental activism.
Alternative embodiment 5 Alternatively, EcoRangerT can be played by
players representing two teams having positions in a topic of debate
which are incompatible with each other, and the two teams seek to reach
an agreement or building a consensus regarding the given topic of
debate. 10 The educational interactive game can also be adapted for play
in a local area network such as a local area network in a school. Instead

oft;t\t/’vo tearip frorphthe s me class, the two teams could be selected from
NeIL SR SR ALSING SRR DA SR 8P A 15 team

being assigned posmons in a topic of debate which are incompatible with
Alteachtiotheeraishthe two teams seek to reach an agreement or building a
consensus regarding the given topic of debate. In a local area network

e AN gnvirNment, t en;eacher would be able 20 to see the messag
rnatl\)e%han(gqea%n 2real time con?ex?qaﬁﬁ%votﬂﬁd poayef)?e {5 epresdee tth

ein
te?ﬂh@/gﬁé’ IBre eHECHl) dURRj U ARREIE d“fhfﬁbséé@eg‘?@’(ﬂé?éfmmé”ﬂh'é
eaqualityeof t#rel débatdwin ddaiiy eswaiponmentacneaplam@ecareplayr aboiléing a

coHERINA VYl aZRyaneiher Blyegtanathgssatminal. Alternatively, a team
of players at their individual terminals within the LAN can play the game

with another team of players at their own individual terminals. In such a

Thecetdyrptignek drlerantiveuIdade Gitthedsr dﬁhé‘ﬂ?&‘ﬁ%y&%’ play in a
logglestising W ofikst 1eain' g $nidall poait ef sdevnetwbthenrevessihgatheilnstead
of poidt ofedew. Ibhetsecanrdhieamaveuldibenvake entbe coladf Heselected

fro?f CARg pé%)-’n%lspr%ﬁf&‘t‘xngcghe %%C%t@améé’i‘!@@' PR ol yiaw AR Aheihch

tea{renv %S’.'.ﬁgt %lr rdento vew The ru,!es1 or¥§ artne Cﬁ)ud al§o bﬁ atible
appropr t%ﬁyl Iflé)d)félsour} in a opic O ebaie whic are mcomp

with each other, and the two teams seek to reach an agreement or

building a consensus regarding the given topic of debate.

In a local area network ("LAN"} environment, the teacher would be able
to see the messages being exchanged in a real time context and would
be able to guide the players more effectively during the review of
messages to determine the quality of the debate.

In a LAN environment, one player can play at one terminal while
another play at another terminal. Alternatively, a team of players at their
individual terminals within the LAN can play the game with another
team of players at their own individual terminals. In such a scenario,
the first team would take on the role of the first player, presenting the
first team’s initial point of view and then reversing their point of view.
The second team would then take on the role of the second player,
presenting the second team’s initial point of view and then reversing their
point of view.

The rules for the game could alsc be appropriately modified to suit a
large number of players representing the team. The screen at each

terminal would show the team’'s parameters i.e. stamina, hunger and speed
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35 large number of players representing the team. The screen at each
terminal would show the team's parameters i.e. stamina, hunger and
speed 14 are also displayed on the bottom of the screen. All the players
in the first team would be able to view the messages sent but all the
players in the team must agreed to a particular stand and agreed on the
5 messages sent to the other team. The team leader would then send the
team's messages to the other team. This would encourage all the players

within the team to agree on,a particular stand, thus encouraging debate
ar%n% Sd?schs gia eévitﬁln Tﬁee te%?rﬁ?lrpst ?o btlﬁﬁd Sc%ﬁ'seghsu%?.l 1%51 r]eg isres, a'ﬁ' the

f"?he‘ﬁ%&'/e?“éoﬁﬁ' th@eedtla ttaniifBull HE'8BRAES VisA th@UEdsadhe P e s
in btitaltezenplayets iagtredeconddeapantiugiaagretthto ampartamreedtaonl the
m 38 G AR Ondhendessagas sant orie el ieaterlwdhia tenen lerder the
te ‘é'%ﬁkes%ééé‘dtﬁﬁet eeanaﬁg?e s20es 1q,ihe ofher jteam, The BUOOGHS Of e
Information can also be adapted to suit the subject matter under
PlaygttissIAR wetas Wit plfy iIFFEAN PLocdl aRRitisy'ABwBRN.  thus
enepviasintent debathednterdisicinsaiving avithiger themtsarmof  dioslentse In &uild
cohdManmironment, the teams would still go through these stages: 25 1.
Exploring the environment In a LAN environment, the players in the first
team see? the Iaﬁ/out of the environment to be explored at their individual

LI EWRR a8 TR PAGEPES WU expRSthe BAMrOKIHERL 1S aidRldP View the

M SR3GGEss BINhTOhaBdntherERYSOSwiN Hle sesmdydpaBuppGtt eereffte tthea

pagivenatopitafal debihtegieedater taearlasgadusrdzen ofplayekshandieam.
limitation of time, for the purpose of the school lesson, each player in the

ity e ited i cqprbutgthe disceyery, of alimited numReL ol
nuggets of information.

team.

The nuggets of information can also be adapted to suit the subject matter
under discussion as well as to suit play in a LAN (“Local area

network”) environment or in the Internet involving a larger number of
students.

Ina LAN environment, the teams would still go through these stages:
1. Exploring the environment

In a LAN environment, the piayers in the first team sees the layout of
the environment to be explored at their individual terminals. The players
would explore the environment to discover nuggets of information, which
will help the players support or refute the given topic for debate. To cater
for a large number of players, and limitation of time, for the purpose of
the school lesson, each player in the team may be limited to contributing
the discovery of a limited number of nuggets of information.

With reference to Fig. 4, the first team would be assigned a game

character in the game which is represented by a colour-coded dot.
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35 With reference to Fig. 4, the first team would be assigned a game

character in the game which is represented by a colour-coded dot. 15 A

countdown timer for the first team is visible in the top right of the 5

individual screen of each team player. This timer lets the players in the

first team know how much time is remaining in each stage of the game.

The parameters of the first team and the identity of the first team in the

game such as stamina, hunger and speed are also displayed on the

bottom of the screens of the individual players of the first team. 10 With

reference to Fig. 5, the second team is assigned another game character

in the game which is represented by a differently colour-coded dot. 15 A
A coontddwmtinaers fesibleéenfthe toeaght of thieisbreian thkthegndivighilof the
indiGI@6H O58RMh eaM PharercHs JigRl letsHhe RaePneiplaver KW HOW the
rrJJUELLHMS S (PMAINIAGLY gach stage ot e qame. The Rarameieri of (e,

Second team and the | e_ntl{y S the second Tdant inthe gan?e such as ¥ '
Th§tar?1?r'i§["r‘ﬁﬁﬁb‘3er°§néh§pé{éﬂt ateals PAR NS Ete BRI hIREFiTSE theapon the
gaguresurhof 2ie indidduad playergaf tel saoont] teaen. dachdplalamreid the the
botes eANtRBOAs,=WheXBIoNe anydPfitheavasiaysRrepstneithinsthsam.

environment. Each area will have its unique nuggets of information. Once

a team member encounters a nugget of information, he or she is 25 free

With aERIGEARER N oF Rotthe RBigg&tor thiditAgtiottis BIYERIARL e thesame
chespri®T Hisclissiogammd ki gludgaeof asfonbedtibn mayifussitly belour-coded
doteferred to in subsequent stages of the debating process. 2. Presenting

the first team's initial point of view 30 During this stage of the game, the

first team is allowed to present their initial point of view on the given topic,
A SPUTTaINE ARG RS Melialnt (9hs Shisnaeat. AN dhs g migua!
SC¥9Re %EcSﬁﬁWeéﬁ@,”htNﬁ%%taﬁ@%f”mer lets the second player know how

much time is remaining in each stage of the game. The parameters of
the second team and the identity of the second team in the game such
as stamina, hunger and speed are also displayed on the bottom of the
screens of the individual players of the second team.

Each player in the team can choose to explore any of the various areas
within the environment. Each area will have its unique nuggets of information.
Once a team member encounters a nugget of information, he or she is
free to decide whether or not the nugget of information is of relevance
to the topic of discussion, and the nugget of information may possibly
be referred to in subsequent stages of the debating process.

2. Presenting the first team’s initial point of view

During this stage of the game, the first team is allowed to present their
initial point of view on the given topic, by composing and sending messages
to the second team. All the players of the second team, at this stage of
the game, cannot reply, but can only receive and see the messages on
their screens at their terminals.
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the game, cannot reply, but can only receive and see the messages on

35 their screens at their terminals. 16 3. Presenting the second team's

initial point of view During this stage of the game, the second team is now

allowed to present 5 their initial point of view on the given topic, by

composing and sending messages to the first team. Just as the second

team was unable to reply during the previous stage, for this stage of the

game, it is now the players in the first team who cannot reply, but can

only receive and see the messages . on their screens at their terminals. 10
3 4?%%%%?ﬁnggth%?s§ﬁgoﬂurihegafplissg 'sr{gbael BPIRE agrﬁé‘?%oth teams are able

to send messages to each other. In this way, the debate progresses and
Duthiey iténs Gy pdinhef ddndewhareeefined tinaughscamsfub dmabbsis fromsent
th ARy eR&iEPpdiRindeamsw Thi odBegs épnigniately saadifisthgodhat @lhding
ndREREVSES (Rl [t leam ould g abie g view. lhe mEssages fecaved,,

ang ent put all the pﬁayer's in tthe team mus{'agreedmto a particular stand ™"
dUERG Hiff UG HR RS A9 PndSEARISsSERNE tof tHIS RABYCreiArT, THE tRaubiRUEaRAN
thevBiuit teamsend eheaneahTenyedsdgesnoothie otkenveamd SePresemiagsages

onth@ disstdeaars remensad peiiakew 25 This stage of the game (and the
subsequent stage as well) are critical to the learning experience for
players of both teams, for this is when they are required to reverse point
4 o ERHPRIHNY T4 Stage, the first team is required to select and adopt
the best arguments from the other team, and now argue them as if they
Dunete thigirstage osnthEngguayetsin Haameconstécanma30tcasned repls s to

caATLLY.TRERIYS ARY SR8 IR BESHRAYPSQR NG §HRaNsL thalhteumnals-
. 6. Pfese”tmgegl‘% second tea 'FJEVFrS-e oint qgwew 51t |sbgﬂ_lw tthms

A
VIln BN SBeond 14T (e e S ot of VW AL RIS

The game is appropriately modified so that all the players in the first
team would be able to view the messages received and sent but all the
players in the team must agreed to a particular stand and agreed on the
messages sent {o the other team. The team leader would then send the
team’'s messages to the other team.

5. Presenting the first team's reversed point of view

This stage of the game (and the subsequent stage as well) are critical to the

learning experience for players of both teams, for this is when they are
required to reverse point of view. During this stage, the first team is
required to select and adopt the best arguments from the other team, and now
argue them as if they were their very own. The players in the second team
cannot reply, but can only receive and see the messages on the screens at

their terminals.
6. Presenting the second team's reversed point of view

It is now the turn of the second team to reverse their point of view. At this
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17 stage of the game, the players of the first team can receive messages
from the second team but cannot reply. 5 7. Consensus building At this
final stage of the game, the players of both teams are able to send
messages to each other, with the aim of building a consensus regarding
the given topic of debate. Once the game has ended, the first team and
second 10 team, together with the teacher, can review the exchange of
messages in order to examine the quality of their debate. The
Egergb iments de F’Ib d hereln m k?e imple! lemented as a computer
ogram adapteéd e PRONEEE: £6% 8RR ProRraRT
f“’I‘S éﬂapﬁ?&?@t"ué%qﬁ‘ aqHAI\FaIt‘EBOhFﬁ@nwsage that the game be played
on the Internet between a team of players in one school and a second
7.teaBheb Rivess i Aygother school. The computer programs are written for
play on each medium using appropriate programming language for each
medium. 20 Second alternative embodiment The game can also be
Atéﬂb?ptlé’lfbh@%ﬁﬁﬂlﬁ%%“&?cﬁtﬂ Piaser ealifidndegarhedif aRihgteaerd
m ea v gelsobr ceforhs olodl, childréneabam 25 |ove rdénly catonat levsl . relgergamgethe

gihiayed Rt o lavissse oty deyeheoH gk alaytaiteagh thetyquage 3o cond
tegm"dtgaetﬂ.%t)@ﬁmstﬂf fact, finy %chgteswt fon,ef infoyma gno%“&tgggages in

fundamentals of debate and discussion, all through project work
ordelidbrrran Badlg gHality é’&u&ﬁféngﬁﬁ?ﬁﬁ: can be printed on the board.

Both teams could take 30 turns to investigate and navigate around the
Theneirydiend o3 theebodkd The rrigoeisapl Béormatanewedld dakesthmputer

prggrr@n?f 5’@5‘3%@ l?‘ardt?é’&n thhe%bﬁ?@rBh-gngso%ﬁanh%teés 95 #ﬂ&u%@yﬁogram
adang the |dent|t of the E)L\awerl in the ame suc as stamjna, hun

nd
wouILdsbe Assignéd to Ehg’p%ygrg'th Bith ls' ?a\}éﬁmg b played

on the Internet between a team of players in one school and a second
team of players in another school. The computer programs are written for

play on each medium using appropriate programming language for each
medium.

Second alternative _embodiment

The game can also be adapted and simplified as a card-based
educational game involving cards and a board for school children at a
lower educational level. The game played at a lower secondary level
could aim to teach the younger school children the basics of fact
finding, presentation of information and the fundamentals of debate
and discussion, all through project work. The environment based on an
educational topic can be printed on the board. Both teams could take
turns to investigate and navigate around the environment on the board.
The nuggets of information would take the form of cards to be drawn by
each team. The parameters of the player and the identity of the player
in the game such as stamina, hunger and speed would be assigned to
the players through cards drawn.

The presentation of each team’s point of view and each team’s reversed
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35 The presentation of each team's point of view and each team's
reversed 18 point of view could be made using appropriate cards
selected to represent a particular position. The class teacher would
moderate the presentation of point of view and reversed point of view and
through 5 the presentations, teach the players the skills set required.
While a few embodiments of the invention have been described, it should
be apparent, however, that various modifications, rearrangements
of r%rbstrrtutrons aItert |o s and a aptatrons to thogerengbodlmgnts
PogEedr to persons skille 90 Mhe art With the” 3N HENt 6FSomes or a o(q’rl

reghessdlarafasisrtae presdir NinJdiRiSie Sicéerdiirily, HaHBuldned eiakkly the
presetdrgiood tHatpbia thodsemtwineentiore i reddntpoidéd o Yedimitediby ttheugh
thdagHestt fertvesianehstivetpiagchereirbefars describgd@ad depicted in

the accompanying drawings. It is therefore intended to cover all such
modifications, alterations and adaptations 15 without departing from the

Wiilena J6% sEMPBRINE PieshilAVENRBHS tRYMAG By #RSHURREnticould be
apekiiaty, ADYANTAGEOVS BR-ROTBI G AHE RAVENTHONMS, substitutions

altEEARAR0LHT T2 045 @ tionli-1l Ay E £ BATBEeM FRMEa ybied Me s dbat skilled
in 'ﬂ%eﬁq WﬁtﬁC{W@%tE&Qrﬁ‘-Qé‘mséfeé‘&RQtQP IPIQVT]% é{wpanlydggrgfnt%éopresent

CO- ogerate and share information with each ot reatert e

INVRIYIRS of CSRABBIZNon th N0 disyeHeat¥ rHBrdee FE‘&?& idhpk LenRigsent
INHEhsuS pbdniendgdnte BivEmised ey By praceltifgaiupsrandtAtructures
h eatitiiestioc g rablembeasech tasksp ickaRangers T bt catds angngranyhgsedt is

thEHPEPEGH N BaNIR 1281RS S ML N SKIFR BEEHS A1l 126 KIS ARRNARIeSions

ituated problems in r al-life. Players ha odecrde for themselves
wil R S Ao 18 s M SR o e el INERTa 55 define

bytH‘ﬁrﬁﬂﬂ%&”BétWéefﬁsrhe search for more data and the consolidation of the
information already at hand.

ADVANTAGEOUS EFFECTS OF THE INVENTION

EcoRangers™ is a multi-player educational game, which means that instead of
competing against each other, players ‘' win ' by learning to co-operate and
share information with each other. The greater the degree of collaboration
between players, the more robust is the eventual consensus regarding the
given issue.

By presenting players with authentic problem-based tasks, EcoRangers™
adopts an ingquiry-based approach to equip learners with the skills needed to
tackle open-ended situated problems in real-life. Players have to decide for
themselves which pieces of information are relevant to the given topic, as well
as to prioritise between the search for more data and the consolidation of the
information already at hand.

The game is also able to integrate use of the various learning initiatives
(such as IT and thinking skills, National Education & Economic Literacy
and Innovation & Enterprise and project work) introduced by the Ministry
of Education inrecent years.
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The game is also able to integrate use of the various learning initiatives

(such as IT and thinking skills, National Education & Economic Literacy

35 and Innovation & Enterprise and project work) introduced by the

Ministry of Education in recent years. 19 CLAIMS 1. An educational

interactive game having two teams of players with at 5 least one player in

each team, the teams first decide on a topic for debate, either from a

recommended list given by a teacher, or one which they decide upon

themselves under guidance by the teacher, the educational interactive

game going through these stages: 10 1. Exploration of the environment
cLAtm&red in the topic for debate by both teams on their own; 2.

Presentation by the first team of their initial point of view; 15 3.

Presentation by the second team of their initial point of view; 4. Debate of
1. iy pBHRDIV NS BYHREHMG SfdnsechAYifeh y%otsawr%géntakwby with at
leasthedirst peape of threie seversed pointbé viewants Presentatendeay the a topic for

debaRCOBRERT AN rRvRIREAPRIBLOfisiey A Tally 22 4. %W'%Wgo%e which

consensus for the topic wherein the presentation of the team's point of
they f8F1dR 1R e RTMSSH AR SLAMRS By G BaRY to tRetBRtdIaRh aﬁ“s”taﬁéé‘%ﬁtm”a'
inte thetyameg atieer gloamg irthinewsghgéhafsexpoagesn-of the environment and

during the presentation 30 of the team's point of view, the other team

receivi ess S cannof, re and only at the fi aI sta

e o B e il Corl 0 85 (gebate
each othertarid répwnwmmﬁéleal‘rm@frbundmg a consensus regarding the
given topic of debate and at the end of the game, the first team and
se(éondg,eamt g(tether gvlth Ehef35 teiacher rfe\{lrgzg\llrtrl}r%t% hggl X Vlew
messages in order 0 e>?lam|ne the

3. Presentation by the second team of their initial point of view;

4. Debate of their point of views by the first and

second teams;
5. Presentation by the first team of their reversed point of view;

6. Presentation by the second team of their reversed point of

view; and finally
7. Building a consensus for the topic

wherein the presentation of the team’s point of view are in the form of
messages by one team to the other in all stages of the game other than
in the stage of exploration of the environment and during the presentation
of the team’s point of view, the other team receiving the messages
cannot reply and only at the final stage of building a consensus for
the topic, both teams can send messages to each other and reply, with the
aim of building a consensus regarding the given topic of debate and at the
end of the game, the first team and second team together with the
teacher, review the exchanges of messages in order to examine the quality
of the debate.
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of the debate. 20 2. An educational interactive game as claimed in Claim
1, wherein at the stage of exploration of the environment, each team
explore any of the various areas within the environment and each area
have its unigue nuggets 5 of information and once a team member
encounters a nugget of information, he or she is free to decide whether or
not the nugget of information is of relevance to the topic of discussion,
and the said nugget of information can possibly be referred to in
subsequent stages of the debating process. 10 3. An educational
interactive game as claimed in Claim 1, wherein at the stage of
2. Fesedtatmivbypthintiesttdar ghtineir mnstial goiedofivie\t| diva frsiwtear@in  at the

sta g%orBPOé?p%‘ﬁaﬁ%"r\d SieavaoenvRdhmeneond g yyho at fisistage a‘?)&/n of the

he game, cannot regly, but only receive and see the messages. 15

"a“%Hﬁc?art?&?aY"Hfth&'ﬁ YR EeNhiRag |ﬁaéfé|rﬂrf%ﬁ@r\é?n HPtHé‘ dpgauggets
of ohfwrasetiiionandtheseeondaeamahtheirpitidigioint o eievg the a nugget of

info ARG leans NQyY GHBPRSErand senddrrrsagasin sedistigamivéadgget of
this sta age of thef ga r’qe cannot m bu¥ onlcy re(%elvf§ and see the 2

infolmaligleas'Ss. Rh e fIRKABSS! in [toerac ive Pife 35 cAiPTEFFOBiRY  the said

nuggierein mfm@ngtayé fafepeRsot thepoireferiddw iy tife firspagguent stages
of thecavgdaaypproedsicams send messages to each other so that the
debate progresses and both teams 25 refine their ideas and point of

views, through careful analysis from both teams. 6. An educational
3. |n‘fé‘ra?fi‘|%5§ia‘?ﬁé'a§‘éﬁﬁ‘ﬁé'd?n®ﬁlﬁ1 asvialEincht iRe Crige &f wherein at the
stageresemiaigambytibe firgt teaniaftthebme\vdrsedipaitiaf viewn thef fivsg w3Othe first

teardC303 SRIGEEANLGA0P) ihe RRSLAGUMENT SR bR FSEaRM t%ﬁb afihis stage
now argue them as if these arguments were their very own and during
of t%&ﬁ:{ne cannot reply, but only receive and see 'the messages.

4. An educational interactive game as claimed in Claim 1, wherein at the
stage of presentation by the second team of their initial point of view, the
second team now compose and send messages to the first team, who for
this stage of the game, cannot reply, but only receive and see the
messages.

5. An educational interactive game as claimed in Claim 1, wherein at the
stage of debate of the points of view by the first and second teams, both teams
send messages to each other so that the debate progresses and both teams
refine their ideas and point of views, through careful analysis from both

teams.

6. An educational interactive game as claimed in Claim 1, wherein at the
stage of presentation by the first team of their reversed point of view, the first
team select and adopt the best arguments from the second team, and now
argue them as if these arguments were their very own and during which

the second team cannot reply, but only receive and see the messages.

7. An educational interactive game as claimed in Claim 1, wherein at the
stage of presentation by the second team of their reversed point of view, the

second team select and adopt the best arguments from the first team, and
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the second team cannot reply, but only receive and see the messages. 7.

An educational interactive game as claimed in Claim 1, wherein at the 35

stage of presentation by the second team of their reversed point of view,

the second team select and adopt the best arguments from the first team,

and 21 now argue them as if these arguments were their very own and

during which the first team cannot reply, but only receive and see the

messages. 8. An educational interactive game as claimed in Claim 1,

wherein at the 5 stage of building a consensus, both teams send
nownfssERydBedeach bithas quitR reHEMARt D MAERNgtAYHNSERTIILS Yeyaify during

whidhe gigenriapicsddebaienandepncedbe gamerbasieadaddhedustb@amessages.
and second team, together with the teacher, review the exchange of

messaf?es in order to examine the quality of their debate. 10 9. An _
8. efilcafidRAatinRAhR{Ry BAHE SANENRR FAETE 1 BN the YEGARIN at the
stagrirf y letining t@ cocoprmidattd sharesnfosmhtioaswibeach et athdr, with

the AP the gERAlELING deakas f CQUARREANGNREWRRINNG 7285 dBBate  and

more robust the eventual consensus regarding the given issue would be.
oncghe) IRMERATRNES thielBRtUESGalfi@™s B/ RPEIERAM; 1n9aiRTdth the
teadhamg adieptsthn ingchgrysed appreagh o equigetheqlaersvith tihe quality of
theiskidspaegded to tackle open-ended situations and problems in real-life

and wherein the players decide for themselves which pieces of

information are 20 relevant to the given topic, as well as prioritise between
9. thensedugeior mabrénitdacting weneensslicelisdmed théninfolaiexioh amdedgin the

teadbhaitin 1 1o AeR@nRgGRAL BUSHRGHYS GARNE AGIaiMEema (@aIMvith each other

angVhiEtER e tgg”é%%ro'%ﬁ% %gggg?amoaﬁ %%\485.30%“ SRORIR PNRRSR ams, the
each player sing their own mobile phones and with one or more

morglEpeKstakiiry BYEhe fdle GTURE TFESIEAARENA S Bt iR BtHEPUId be.
players taking on the role of the second team.

10. An educational interactive game as claimed in Claim 1, wherein the
teams adopts an inquiry-based approach to equip the players with the skills
needed to tackle open-ended situations and problems in real-life and
wherein the players decide for themselves which pieces of information are
relevant to the given topic, as well as prioritise between the search for more

data and the consolidation of the information already at hand.

11. An educational interactive game as claimed in Claim 1, wherein the
game is played by one or more players on mobile phones, each player
using their own mobile phones and with one or more players taking on
the role of the first team and the one or more other players taking on

the role of the second team.

12.  An educational interactive game as claimed in Claim 1, wherein the
game is played on a Local Area Network (LAN), by two teams of players,
with one team of players using their own terminals within the LAN and
taking on the role of the first team and the other team of players using
their own terminals within the LAN, and taking on the role of the second

team.

13. An educational interactive game as claimed in Claim 1, wherein the
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12. An educational interactive game as claimed in Claim 1, wherein the

30 game is played on a Local Area Network (LAN), by two teams of

players, with one team of players using their own terminals within the

LAN and taking on the role of the first team and the other team of players

using their own terminals within the LAN, and taking on the role of the

second team. 35 13. An educational interactive game as claimed in Claim

1, wherein the 22 game is played on the internet, by two teams of

players, with one team of players using their own personal computers
gamanditakintapadheoroletioé thetéirsieteand andvwee otemtearh opfpaagess with one

teartiSEY Hrg'véwnuQﬁ{éonmequer&&@ertaking;%merr@leaﬁath@@ﬁ@eq the
| vﬂ? h5 14. AN educatlonalépteractl ame as clai {neg in Claim 1 h
role er& r?the amé |srBIaye r};\ b8 gar%g Witt? cart Eyﬁyﬁwéj?ég%é oefIr own
perssiagerso tht&tfﬁaaﬁm@nt?blaye@fh &a%hr@amothmgomcmmeéeﬁﬂa
particular environment and the cards represent the nuggets of
|nf rmation WhICh 10 are ta be drawn, a f|r t team of.pl (st takjng an the
" role o? ({1 ntaelarhnfsﬁﬂ(? %h Setond téafffmcorfl pTar)gers Ea?(]gr?g on lt?ua\ rgrfe ot " the
gamme@edé)'ﬁd et‘éaﬁ‘wsarﬂi ke Bk cliames W thesidges rotiyA ntessagef players,
withhasdwaisen byetheapleyeis. 5cR0 t8and0 tBe Z3oard represent a particular

environment and the cards represent the nuggets of information, which
are to be drawn, a first team of players taking on the role of the first
team and the second team of players taking on the role of the second
team and the exchanges of messages through messages handwritten by
the players.
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