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5 EDUCATI ONAL | NTERACTI VE GAME TECHNI CAL FI ELD The
present invention relates to the field of education
and nore particularly to an educational interactive
ganme to pronote | earning about concepts in schoo
subjects in a fun and col | aborative manner. 10
BACKGROUND ART Teachi ng net hods for school children
have i nproved over the years with introduction of new
subj ects. Information technol ogy has been used in the

EDUCAHPOGYR INDTERAGEIVE f@AMEowever, nmuch of the teaching

is still text book 15 based. There is a need for an

TEb?Rﬁ?XE |E?bh°d to teach school children using
['ectroni ¢ software. Electronic software to teach

exi st but the electronic software acts to suppl ement
Thé %Xésé?@@ﬂﬁvér@@ﬁh’e@es W te 88ban! ed@dtlodr €Rd %r@é’ﬂﬂrdléﬁérly to

S |norrat|ontchnoo t here
an (it BRaC e REEl TR BB HEET IS Cihg 2P Aior FRICEBH ™
schad heidlieety. i@ fRineradicsllaberabde froann@n. i nt er acti ve gane
whi ch can pronote | earni ng about concepts taught in

' fun and col |l aborative way. There is also
B@%@bﬁﬁﬁﬁ‘%ﬂ- el ectronic interactive gane which
i ntegrates use of the various Governnent initiatives

TehSHRE n?éthQHQJf@rCtscWQB!k'chh-drréhnq-latvlg' r\hbﬂﬂ/eg5 o96i |th8 years with
Nat i onal Educati aon nomc Literac | nnovati on

IntioduGHan §f i Y S‘I'lﬂf'?tﬁd 5 ”WIOPHECWMPQ r'V"S PeEAURIRY dp the
claspraogc efdr smae 3imeJSAHDOAO/2098llichdefs dhe ieaching is still text book

baSAHCAFAARAL LNHELACIdrY G 9RABFo MY thE‘&'fédFe%c scﬁXélt&mmen

for teaching financial skills to ayers, and in
”S'BErtPlﬁfr‘I”é’P'c SRItWEF &n |I'?'?‘HE9%‘E) c%ﬂﬂ"@(ﬁ iff tg@ch exist but the
eldchioalcacidfivearel ecty ofvi sugdenentaeit pbayeeacng.ni t Waihl ychool

chiPdrQK! 98‘?arﬂma‘?r§rﬂﬁt GL4N &%ﬂfo@ﬁ%&‘i% PJchQS(og?dh&rS% naeqeed for

i ncome, periodl c expenses a m ned anoun
mase eERHIVSteRERNY MHBSES | YRS ”HPEm?’é?ﬂ dsehtdaghy
corresponding indicia on an electronic display. An

Thgll%l %Cé r?JeoI I?gr ga%n%t%r%cflf{{] % (ﬁl\ﬁl)(lre.ﬁ Eé)n gpq'g% % ?earn 1}9 about

sSSive I ncone ayer s expen .
COB‘@PéﬁcbﬂjmhérWQSW elferft sfunh@mdpr*:@wa@raawpl agaefr tTHere is
als@PROr hadt thort @nMBk&tronic 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 outcone. 1 The

i nventors have created an educational interactive gane

called " EcoRangersTM EcoRangers r"' is a gane which

is designed to pronote | earning about concepts in

Humanities, the Sciences or any subject in a fun 5

and col | aborative way. The fundanental pedagogica

strategy underpi nning EcoRangersN is based on a

nmet hodol ogy to deliberately stinulate intell ectua
Theoriﬁ\lrérdbrsby haveatrneatpda anhieghtatistal uictaraeidvesi pamei orvalled

W&ﬁl‘ @roMe: St%@(gn §r§ d'QE}§ a ggf’n%r Wmdhofb déQf ned t%lpromote

conclu3|ons theorles and i'npons are |nconp at
leqining ?%’ééOBFe%‘ﬁdf‘H‘é‘fma"'&ﬁa ReSEiRBceREk Y rsesmtaw a fun
andgoHdebentivbywagngagi ng in a process of discussion and

debate until a consensus is reached. This nethodol ogy

is built on the traditional nodel of debate but in a
Thefridameid! Pedagoqier! stiste aeterpiyinc FpelRenaars™r isabpsed on
a giethedologns eios Welibyadtelys stibuldieumitguectbaptonfécabpdteating a

%I )?R%ﬂ‘gg{uq‘gd ' sﬂuﬁttgnat I# re{nquhé esstlﬁ)de%{’%r Sldtegs r e\ﬁ%rﬁfatlon

ectives or
covﬁéS'eeﬁang as¥ @@ésgp'nmﬁa?r@r @carr@aﬁlétﬁwf@dtﬂoeewf eftother,
ant h@eMBgd R@RVidCesch angHgRRfertr oy thgagi@ppsi BY Flodess of

dls%lﬂgs%F!g%glat I&%g]a@s drfm“ae%oﬁ’?% sush‘ﬂ:r av(\flilneFI h'l'i?s%% %\?ology

t'0 exercise bot arr eritica anal
is &Hd ceeatheveriditiopt!i vadei qﬁﬂqhaéeéwtpém@éértwcwgy form, to

entdiralge NPadiciddnis tohriekeh handrag cbbgerdsear Ralngs about
topics which are rich in opportunities to infuse

Nat i onal Educati on nessages. Second, EcoRangersT"' is

A gniayiet featlirey apoeid GeaRangers ™asdhalniti cdnuinesnelayes tthaeverse
penrbsetcaaéis Obr Wﬁtdfngu@&a'disé c8Ash S3iReb 1Y Ay ating prBess
B ﬁ ear ni %?to e;?getr te ang shar e |nform:1tll<5)f't gn LN e

2EEH Yy O SR e MR r EXVITNE ATPUBSF i
opbesingaridplaageargue tthemneesdf tiohuwerd theiheway&htsuallows players

to %?&Q§Lb%tﬁ ﬁﬁé‘lrrddrﬂg:at h%rgilyt?c‘] ér?ofsit!?eatg&? (-chil'o'bqon of multiple-
exl e es

peSFRART Y B0k DHaking SRils. QUBIF hFBRo TR I GEHIES 2P B tepics which are
richustoppostedities tosefusehBlatiesalsEadfcatiearmessagesom
di fferent

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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| earning profiles and of different content interests.

Fourth, by presenting the players with authentic

probl em based tasks, 35 EcoRangersTM adopts an

i nqui ry-based approach (on an individual and also 2 in

a group basis) to equip learners with the skills

needed to tackl e open- ended situation and problens in

real -l1ife. Players have to decide for thenselves

whi ch pieces of information are relevant to the given
in taoptanp B8siS) wel leqaip temrpedsowithi Ike bxkilve ageddie te eatiktd open-

- dat nd ol d Lon h :
eniﬁﬁg ogrmrr{f]:F IiOgn gp?ea%&gﬁrﬁﬁgﬁd}éﬂﬁﬁ%h, 2 c%%%aﬁ?eer stﬂ'rﬁj ec'd.e for
thefaghlves adi¢hericsee it infarmadien\vare insleveatidedhpyaiven topic, as
weBi agapprierisse bbiNezinrtfie Gle abgufat e idatd Bed ftigd Lovdalidation of
th BN Srm 4118, gﬁ{i‘%ﬂ“ﬂ fo for the ready 10 infusion of
i oha

nessages o ducati on and concepts in

Economic Literacy, by its present focus on issues
Fimrﬁcainumré? écrtﬁ:egghgsi @lﬂ%@@@ﬁbﬁitﬁtiﬁegantﬁ&ﬂtﬁéd@ﬂ)y lSingapore's

. s - player ve to _exercise bot itica :
MRS SIS Feuar™ B a7 TETet R W atia QPedimyeiows fof the ready
infupions pécmegragesy @f shiplionali FRberfiakiands cascemtey invorkeonomic

LiteRedlyl byals pleiseHgfbdube IR Bes PbAXRISy & ehedbS&o-economy of the
virffgour a ed to ta consi dur

n ag ) i<e dered 15 ri sEs i .n%! lvsi q
JErePraySPRIGt h PEYEEC S the ISP SRC 8O WeikisR! (analysis an
prigutipingb|and cessdivecersreannttiyetrenersal) thinkdoy exkilkss. as they work

thett Ryl throlyh BESBhRE; btba/ep@qqaeg@mocahgrﬁnw%@@@ tdkeSébnsidered
ers rp re

. many of the above ways, EcoRan lects the .

s, 9urdng 9T ER ki ToReER doentier i PUGE | GFtiBgn | available

resquces aoh poteattial e cederied.i on system seeks to foster in
students. SUMVARY OF THE INVENTION It is an object of

1 educational interactive gane having two tea of
F”fgﬁ’pl 8y R NRY K5t pF%%\%‘ig'%ﬂe%BY%{;‘?B? 1™ Sé’ad‘PP'%Veaﬂ?:”‘t%é"b“e
Wanfearfsoﬁiangersd'éajetﬂectsntrw tvepi epfrar ofdébaivatiori etr‘rtblen_farpﬂse in
edBchFEPIIRNARY ddhaiighVERsiOY el R2RIsterdh SiBenidhi Ch

t hey deci de upon thensel ves under gui dance by the

teacher, the educational interactive game going
SUMMARYhOFITEHE ISVENFSON30 1. Exploration of the

envi ronnent covered in the topic for debate by both

teans on their own; 2. Presentation by the first team

It d8 fmephiechiqfi dpe pqgt.matigpalviiwactive 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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35 3. Presentation by the second teamof their initial
point of view, 3 4. Debate of their point of views by
the first and second teans; 5 5. Presentation by the
first teamof their reversed point of view 6.
Presentation by the second teamof their reversed
point of view, and finally 10 7. Building a consensus
for the topic wherein the presentation of the teams
point of view are in the formof nessages by one team
t o 4heDebdier of ntradit peigdsviefwst hey gaerefist herd t han i n
st age Qéco%pké)%rﬁ%' on of the environnent and during the
presentation of 15 the teanmis point of view, the other
team receiving the nessages cannot reply and only at
t hesfi Padseatage of i fidt ngam GONSeNsSusvdroed phiat boOpiiew;
both teans can send nessages to each other and reply,
with the aimof building a consensus regarding the
gi vén Pusestafond@pathe wr@ndt taafe Endhefr f%%ésijgrl?’@,'mtqie
first tean andfisgeond teamtogether with the teacher,
20 review the exchanges of nessages in order to
exam ne the quality of the debate. Preferably, during
t he? st Bydipg exprnsenpys tfhe emviteBisnent, each team
explore any of the various areas wthin the
environment  an eac ea, have 25.its un| ue nu

WGP O FEATON AT O dBe L I SafinBbr Y Ecdiant BAGe Torm of

m%@gg%& f anef deamt IQ)H\E pibeprinsRB stegds @@ the gses d%fhef than

in WhRfehsr eQbIdFQﬁoﬁ hes tﬁ‘é‘%@ﬁroﬁ)ﬁ'lehﬂfé}fdﬁﬂiulrm@ iti%e Offresentatlon of
vance.t.o SCUSSI On

“‘epoLe SIoF oL Yer i odnt 05115 dEBBodtent S AjnspiigE cannot
replgbard neplprdcirss fingd Pragleechittyjldintlird mynshesust defe toé topic,

boﬂ'r eSHns at:ér@”s@ﬂ(d t hesbhgsd td %aeﬂ. Q:fthérhedrfd deBiyt vdlh PRI Qﬁn of
vi ew on t he |ve to

eam CO
voffiinl € fa8eisus Robtates B G Baid ohigb SR 1 aRte s Qigaeno of
theofgatee dhedjrstabeso repdysecind tam dogstheesadtihvtheantdacher,

re\ﬁ@@ {hRCe KBS BEES of IRefaBEET AU ter W ERIMIMEIRS 80519Tof the

resenting the second téanis initial point of view,
®PA¥-second t eam conpose and send messages to the first
team who

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



10

15

20

25

30

35

4 for this stage of the gane, cannot reply, but can
only receive and see the nessages. 5 Preferably,
during the stage of debate of the points of views by
the first and second teans, both teans send nessages
to each other allowng the debate to progress and
refining their ideas and points of view, through
careful analysis fromboth teans. 10 Preferably,
during the stage of presenting the first team s
forr&.%x;&gd giahatgamed, cdhesy, rephe but r &in baresal €cdndande the
m mﬁ the best argunents fromthe second team and
no argue themas if they were their very own and
during which the second team cannot reply, but can
Preferybiyeciirivg and s tdiedsmasagreshe points eéfemlwsyby the first
angurlapc%ot *ISa tsagt?otﬁftegrrngsgml i stsge S%:%Qgh tca?h allo ing the
ersed the "Secona teanr salect “and
deaelf@pfto Rrﬁérﬂﬁésﬁndaﬁeéwmﬂéeﬁmﬁﬁstw peintssef tve%ﬁnthmhmmful
analygise flodaeas idanidley were their very own and during
which the first team cannot reply, but can only
recei ve and see the nmessages. 20 Preferably, during
Prefesalyagirofg bl istiaeg of opreeasiing throtfirst daam seamrdersed point
of MREWAQAS it 84N 91BN andValibptt (A8 RIsMapduPeHtb i tife second
consensus re c_of debat

ar e e and .
e R CERY R v Rt ot NP MO Lt it Enedihige which
the seennd egat rannel taply.Harticaacinéy reqeénd and tre dlixe hesgases.
of messages 25 in order to exam ne the quallty of

PP ot ol asE. HhaPEREPGRP P er ARETSh A o reversec
poErdcif mllemerth@ndcwrtcb tgamatelect hed ddgpethedbest cirg@bentstfran the

flrgettlé\@rﬁn ahBehov %gﬁﬁ}e tﬂehr? ad0f @I'IJ)DQHFEI tthla.ﬁ' %\éﬂrgwg'e and during

Legnsens regar ven ‘i ssue
Whishh é'i‘eaglrﬁt t @ e ﬁﬁ”%\tdg"pﬂ'lé aut cﬁE}u‘i"‘r'y §58'¥8 2Hpr 658 h the
mdssagegai p the players with the skills needed to tackle
open-ended situations and problens in real-life and
the players decide for thensel ves which pieces of

Preferabliat ABHNSS the S1988 efhnbulgnemengroeys t Jtk, teams send
masahbef o pracaréthes ewibie tthe ainm tdfe badrmehafd@nsensus 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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nore data and the consolidation of the information

al ready at hand. 5 Advantageously, the gane is played

by one or nore players on nobile phones, each player

using their own nobile phones and with one pl ayer

taking on the role of the first team and the other

pl ayer taking on the 5 role of the second team

Advant ageously, the gane is played on a Local Area

Network (LAN), by two teans of players, with one team
Adetnfalgayeslg, Uubengatreiis puyetebyiorad 6r mbtdi glaydr® drANnobile
phBhet ! BEERG) ol DEinG Olf i ot S bbif S bnd SAM AR Witk b Blayer

er s-usi ng
ta'f'ﬁ% ‘L')Al\tlhﬁndmteal?l n‘é‘eoﬁ”"tt Ham And dhe eHers alayAl tﬁb'aﬁqon the
roladvainhagesatsildy tedrhe gane is played on the internet, by
two teans of players, with one team of players using
their own personal conputers 15 and taking on the role
Adypniageonsy sttheedaimands t plaved het & daspbhrgs dNeiwerk (Idilg by
twd Nigiafn sOpN pDﬁfe$QnﬁA|thaﬁ'@;Jie@ﬁﬁoﬂlfb¢a}e?ﬁl mn@nm_bheof,ﬁl %éﬂfnals
e c a van eous e i S y
W|tth|11 %olgé] ang n}akdﬂgcard bv (}30 %ﬁ?szgﬁ%anaf Eng1 ﬁ’ne other
fe«'w ayér Bl,aqu hJSarog |ﬂe%151owonéemla9@rwnthmeatbh LtAdangnd taking on
thavhereeionl iHee sbeahd tegmresent a particul ar environnment,
and the cards to be drawn represent the nuggets of

i nformati on, which are to be drawn, with one team of
Adypatpgeguslakithg @antendsrobleved ohetifd idernedarhyariaot teams of

pl&leher wigan teﬁhﬁ}z‘ﬁ‘rﬁa &K rﬂlgm%n thBe roWne Frsdii® computers
aquﬁd t%ag1anqet %ﬁg? éS % ges throu
anfe LR S hARBWR e Ped ef:ﬁ"é\yéP "SRPEET DEESER ‘75T| ers
usOB thelE mwmeﬂopompbws eandintdeimgt@ndhegrabé d¢fhéhe second
teafvention, its advantages, and the 30 objects
attained by its use, reference should now be nmade to
t he acconpanyi ng drawi ngs. The acconpanyi ng draw ngs
Advbhlagepatle, othe ganmtrodinphtyedf asheaddharat geme and cards, by

twh NeBhACHH Vp@a%@ge wifs 418y oRp pnaké'rl f e RIONESH, axptq\Trein the

together wt t'he descri tlon ereln serve to ex aln
bogith refiPREHgs? aﬁaﬂwrnc%w@gmbermt hen§ nimcreds 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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35 6 Fig. 1 shows a screen on a nobile phone at the

comencenent of the gane. 5 Fig. 2 shows a screen on

a nobil e phone at the next step of conmencenent of

the game. Fig. 3 shows a | ayout of the environment a

pl ayer woul d see and explore. 10 Fig. 4 shows a screen

on the nobile phone of the first player where the

game character of the first player is represented as a

col our coded dot in a specific location in the
Fienvishomrert sckdegh. &n Shomdbae Spii@aNannhé heomdienbem phiosre the
ag%_the_second pl ayer where 15 the gane character of

the second player is represented as anot her different

col our coded dot in a specific location in the
Flg-;mzi reHoRNt a Figeeh &NOWS mobNECEFhone t BEe MRDINeRt PRESE of

I r.,when nugget of information in the
co@n&%&%ﬁ%@ﬁ¥?thethWF|ghted 20 Fig. 7 shows a screen

on the nobil e phone of any player giving details of

Fig.hee shdg@et RfyolnNfdIr Rt éMuirdnih dnit€a @ikier ORGTAtschaRll Sigdtore.
been highlighted. 25 Fig. 8 shows a screen on the
nobi | e phone of any player when another nugget of

Fig.nt oshawts oh seieenhenené r owhdeatphiosehiofiing dnsterlarerd viftege the

gaﬁ@swrae@r@ff tifee fpkam@edl.gnleﬁyé@neéoscas 5 Bolofr S6MBdSt in
n on any pl ayer when anot her

@ §Beﬂﬁ§gETag?"|H? PﬁH?F%H”VWPThe envi ronment is

hi ghlighted and this tine, the resources of the player

Figli 5%@@ $Revdend dnhahe t m%bn%gm%@e%f Qhe EE@oncpl A¥Edr where

are i nadequat e
L RERE TERASCs8! ThE HRAIGABIGy 51 OpH oG iHfe seanothagdifferent
coldur getieddet!.inThesgeuific ilscatgsi gmedhé¢ cerwironment.

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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involve a field activity such as an investigation of

an environnent. An exanple is getting the students to

adopt and def end non-congruent social perspectives or

poi nts of view about a given nei ghborhood on the

question 5 "what do adol escents find geographically

meani ngful in their local environnent?" Typically the

ganme follows the format bel ow. TeanExpl ore an area,

gat her Engage i n a debate about the Aevidence to
.m&umoora faelgi Yemapt isteh haad- |H\$&t@fat|bheoﬂialﬁrbnafreament An

ew firstly with Team Ln
= BRPIR 1aPHE she Satdnl' 1 FRE Tl PR Pl Bllgn gocia

pemcwmmt@ Phé"%r@bcaﬁ@aglvgamﬁmﬂbﬁm@oph theamestion
“whaki B Oftiol deBeY | ﬁﬂﬂcegédbr&bm@é’l‘[} anihheffePpPasi B&ir  local

P'Int ofsVvi ew. point-of-view 10 The game conprises the
en 6?I%ﬁ?hg steps: Each team are given a fixed anmount

of time (up to forty-five mnutes or thereabout) to
TyE%BI1PkIfe aR! koIlRls MeAtiBFn & @RioWM th a view to

gathering pictorial 15 evidence to support a certain

poi nt-of-view. Students fromthe sane team are

encodiraged to share thei r fi ndi ngs with each other

o %QPI%’F&haEHe Qfea ' eﬂ%ﬁ%xﬁ‘ﬁpk edlaﬁat%h%ohﬁeme

tea e tasked t0 |nv t| e ext
Awhi che4i968F¢ i tulsAPPAR] @h@t)’reﬁ ptimal faed g of Ree giegsarea
of reésboenifsi®f public housungfnsﬂitﬁnhtheamnAtn@umg a
ti me{period was over, both t et UGB 3 hd  Team B
addifional forty-five m nutgs ngage in a & I al ogue
wher ¢ the teans take on the ab@goénﬁ ehePHt-abien e@nd

Ta_g'rins @ixglREURe %% Qﬂata tg%'ﬂ?er ltaee Hotk aelghisf 80€nd OoB  the
i nferaction, an exchangﬁ f text- and

gf @ { hr ou
Bpi ct PUI9FRE. o [ nﬁ"ppoétl I%W”h% P ORGP DY

nodaliti es
of t heotditsdoviwwe to be easil archi ved for

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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subsequent analysis. 5 It should be evident fromthe
precedi ng description that once the students were
sent on their explorations, it would not have been
easy to manifest a strong teaching presence. To sone
extent, this was aneliorated by conducting a thorough
briefing (typically forty mnutes in duration) wth
the students before 10 the activity itself. During
the field activity itself, teaching presence was al so
fa@xeterasedn t hutotghughearprexxpande tdietecdapes gnetunditessaging,
n
o A hr 0 BBLbRe oF tHE Sy R B0 R ifupg for
supspquest apalvais- as wel | as to provide troubl eshooting
assi stance shoul d any har dwar e probl ens were to have
It Q{ou?fpe el'/ d l‘?]??‘r:onlr»] glqec%%ing %src:s'h .89"% % g%%tthAnstudents were
low 1 ucati ona prardt
sep ayéaeate@m@rﬂﬁps-eltl\Wéﬂ nod e @@@tneab:edo marflquéta strong

@m@br&@hc@f mfuimg@arﬁte\m tihid WBs dbhafbPdtel Hyvd0&ting a
thoro %h bﬁb\l\gmgt(gyp{ %eIR;ago&fynBénnu)}?sﬂgr\N ?Jg%goﬁnac\.{ultrg?r}%kudeﬂts before
the \Rﬁt'p'lt!aylé?‘é fPyudng ¢ dietd activpl ds¢lbr tedebiigeprespnerevas also
exbricpdBd hﬁou@l@Qﬁéﬂ'ﬂ?BﬂﬁGf Itméstchbaertohe Jﬁ@%ﬁ@éfnﬁar@éhd&choﬁair of

e _upo ves.. The re
sl g; GBap oK o5 P B arFBatsr i RETRp PRt AR 8 ghe Students
whilli lﬂttyerﬁedet es walli geto PPhatide henudieaheoting \pssistansessimusd any
hatPwREArBbRNEs WekFd trhaYiigonNMent  (instead of the

field activity), and subsequently engage in a debate

bUI 1 d| ng, 30 regar di ng the given point-of-view In

= ptig mRadiwettm i s a two- player ganme. Wen
the garre is pl ayed wi th nobil e phone, one of the

nobi | e phone of the ers wuld act as the " host

An. %ﬁ?d"‘t'ﬁe Et E‘@P’ nB6i § CﬁH%H@ IBISFRTH'E adBMs tShelayed at a
sirgplieehdgvel is Inpw hiesdebed.i phAi dhvsDfenitieligane adishagamebivid two
plégsé‘?%‘ﬁgvilpbﬂgﬁi} Eoﬁnsanng-htgﬁfi?er phéhd RiBT ROARIEAN Yind8SHTH R8Erence

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

9
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t he second player is interchangeably described as the
“client ". After the two players had agreed to the
topic for debate, the two players 5 conmence
initialisation of the game on their nobile phones. The
nobi | e phones nust have bl uetooth capability. Wth
reference to Fig. 1, the screen shows the initia
menu. To connect the nobile phones, the players
select "Options' fromthe main nmenu. 10 Wth reference
thd cselebgd Payémes plirgsshangeidsigt dedribetaat lihd Deliedtd . ent er
an identical five-digit nunber in both the phones
that are to be paired for the gane. The players
Afteg| the 1¥i%e RIRVTE had aeeHetholde, tapi@ fohdepalserthg dwo@layers
cohnlfrencel iranéllislalﬁ_n@f aacHaRbVMe thér mad ahqmow'elrs].! TARPA@bile
[ rdi a n nnegtions, an en this occurs,
ph?ﬁgsa& 392‘?%’%%”&&?“ capaCDofn Ythe screen. Both pl ayers
then start the ganme. 20 Having agreed to the topic

witior redelate andidiani fige JRRBEdMNIBUR YRE initidl fieal] S E&thect

GRS TR, b BN L0en SR b L

pI ayer woul d be designated " host " and the second
witdesegiahed as "rigl i2nghe” pla@e?sh%e%ffEBlueT&ﬁhVﬁ!f'é}ﬂﬁenter an

a a w t he ifferentja
o RRGeae St MU PR (ecoBitt ihans BhBe BRupdcier the
gape. t Riee grinenseseesented piwneHe beolheurost.oard tidoether to be the
cligssi gned to the player is manouvered using either the
joystick or the 2, 8, 4, and 6 30 keys on the keypad
of the nobile phone. At this stage of the game, both
Ompkagtepbosepar ateslsgge wpll appetheregyavdingratiomting cbomddatings, and

whfe‘ﬁr tl’ﬂh’g&%lﬁst Qh@'ptat}grs §é1@910%soronr @ftéjts%rém' Boﬁ’lsﬁl'a?ﬁgqhen

oint of view on the given topic of debate. Once
St%lt a@@rgé??(?ounters a nugget of 35 information, he or
she is free to decide whether or not the nugget of

Hdgm‘gor e'an tI S’th%]c tro%kcevpcncedetb%té h%nhomagln%f gone through the

i Scussi on,
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

10
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10 possibly be referred to in subsequent stages of the
debating process. At this stage of the gane, neither
pl ayer can send nessages to each other. 5 Wth
reference to Fig. 3, each player sees a screen giVing
the layout of the environnent to be explored. Each

pl ayer woul d explore the environnent to discover
nuggets of information, which will help the player
support or refute the given topic for debate. 10 Wth

pok&bBr %CEeﬁet@reEl Go i, stjﬂééqfulehststﬂ Sy eif iife aé&lt?f@eﬁ'o@ess At
acl er re nte
tn e Doy Methen PR Ga F e o R BT BIEeT 9 haro

top right of the screen of the nobile phone of the

W'ﬁﬂl I EdfeRI% 0. FIgNBE bR YRR, h@@esst@rst:?één V%UWEQQM\%M of
sible in ﬁhe top_r reen

| of
thg BTV &R iR oot eldtegr e Riaden | Hpuld | iR Hbw e
enmiehmenihn discowraiugoaty ¢fn lre‘aohaiscbrag/ehlolﬁ wilhdelpatiee playhe

suPRérRNEL @ §teOheldife PlRYEforafbatdie identity of the
pl ayer in the gane such as stam na, hunger and speed

are al so di splayed on the bottomof the screen of the
Witlmbieferephent. F20. 4V tthe fieftepayee tso absigned,a tgaeeselcayadter in

the! PUEE WSicRTS e ABAHES cOBIRcobdpRact € in the gane

which is represented by 'a differently col our-coded
dot. 25 A countdown timer is visible in the top right
A ofourtidowc timesr Gf vitstbde ihé aop phoget of thdiecemmondf the mobile

thh@Xﬁr theqmﬁ EIQ rgaaﬁcQQ§%§%ﬁ'\ret ﬁ%s sf"ar?ecbunat d#i’] tadvme[lmer is

s Visib screén. t1ner
“'”’]”é'?s'”ttl'ié té’@coﬁ'&hﬁo%yré?r SCW@ﬁBWOﬁoWW”ﬁW“PS This timer lets
the @haieni kgow Moeamchttage i0f reMairgagein dduh spageaﬁettebs game.

Thtgge,s%gm%%r@anph@vgraﬁpdaﬁm%%%m L yofo @%&Q ¥ &k i%ame

ame suc am na are a

suglh sl ayBaméte t RengBANdotRess ere Jee ééﬁﬁ"ayﬁécﬁ”pﬂ‘&yépﬂom of

the agvredroagetieomespe @hen&ny of the various areas within
the environnment. Each area will have its uni que

nuggets of information. 35
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.

11
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11 Wth reference to Fig. 6, once the player have
encountered a nugget of information, the player woul d
be able to find out the information relating to that
nugget of information (described as # 26) by referring
to a table of 5 inventory itens. The player is free to
deci de whet her or not the nugget of information is of
rel evance to the topic of discussion and it can
possibly be referred to in subsequent stages of the

Wﬂileb&%f'b%cﬁr @@ﬁssi; Gl 6{103 ahgwﬁawe hiaRé QnEBLARKed a nugget of
ng e |1 nventor SCI |

bRt h QA o el TR FofeofS it Sfh S gy iapyiting 1o
th@tpdagw at dofatimagiiop. (dﬁ$at'bﬁ®9@ﬁe# 2R} Ibly  refpeing fion at keble of

.nmw;rlyon@ﬁ.@t iy p|@9§.sn@lfr%e wbéaaee%eme$%Pvredtytmnadb%t of
or mat

BB Ei PRt o lsvSnss o2 Bp  fibig e SREUFHOT AN Ot Agb BRTOM
bei néfernedt torinfsobsequenplstages dfdhealebatiegipséamss. I n Fi g.
9, the resources of the player are displayed and it
shomed that the resources, of the

Fig d%’?ﬁfﬁst fhe, infprmation |rﬁbatH‘c§’stt°s t|hf5i| t'?'/’éf’"tlgb‘f ngederiRfde.fs #
262 0ofDuthatg Dllalysr st aflee dfivartierygafe, ththe phast | willabkowerdated

acEQrdWQQfenchv %u@jbehe\ﬁnll' Neld Ah  iPOLY Qﬁvﬁﬂn%n‘?nférhepossmle

glven opi C. onposi ng and sendi hg nmessages to the
SuBpe B! *ler?é"’EW %‘htthe a¥2PfiP8"¥fhge of the game, cannot
reply, but can only receive the nessages. 25 3.

Flgl;:)réesfrm 'Fﬁg @I sﬁgksstth'en'll{fbﬁ’hatp&l qglﬁfngv&fwt@rﬁﬁﬂlstm %Iayer

St ag he client 1s now al
in p‘t“&eﬁ‘ﬁ‘g%%"dor'“fﬁ‘é'i‘a“%if?ﬁ are pavRr 69 makewdshistome. givEig- 9
thé opéyurbys conpasd pthyand asendispgayedssagesit3@hbaet hethat the

rolififbes B aDIANE Bl Sbadisainabl e Lo reply during

revious stage, for I's stage of the gane, it is
nOM/the host who cannot reply, but can only receive
2.1 Iree s@AEROBSst s4 inieb®oimpft eew ssue 35

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

12
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During this stage of the gane, both players are able
to send nessages to each 12 other. In this way, the
debate progresses and their ideas and point of views
are refined, through careful analysis from both

pl ayers. 5 5. Presenting host's reversed point of view
This stage of the gane (and the subsequent stage as
well) are critical to the Iearning experience for
both players, for this is when they are required to

otHeV e Sﬁlsﬂﬂéf‘tth@fdé’da@WerebQ&s LR Shetradeas bR Jostof Sriews
best argunents

t h
ard Pl dnietB ek AN RGBS AP Lot AES 1 1 ey vier e
his or her very own. The client cannot reply, but can

5. Ol ¥s R Nt s N8yedBISHGRB of Grier €SENTING Client’s
reversed point of view 15 It is nowthe turn of the

client to reverse point of view At this stage of the
Thigas@get ¢fethrogame gdrnodrihy subsequent tsgmgesvdit areatitatal to the

IeJrﬁQJQYeerné;Q:@SﬁﬁsLbcbtp%l‘lagér@g fgrotlﬁ‘g |tsh\JvI$ert @) 254 38&uikdd to

g%)tlrre f Li\gers are able to send nessages to
"e‘éeééﬁ er® Y/\ne\f"hD( B9ains §t295uitheiegt &5 c BRfeRSUle select and
adppgtredberg drgemgintefrotnofhiecclafnt, dedhabe. argoeahtiheagdtbey were

h@&b? ﬁ@ﬂe\qeryt Q\gnheﬁ'ﬁe %ﬂgnplc'a‘ﬁmvt rEBEret tbl?tr c%tgnlkh we the

t eacher, can review the exchange of nessages i
Mes§a8KHN ne t he quality 25 of their debate. O her
topi cs which students can investigate include:

di ' it yat of a large
0 congéejez?il g’%'%&ﬁts?gﬁ&s%@%ioﬁtoﬁp \)é(%pcorrpl ex; evaluating
the tourismpotential of a given nei ghborhood,

It di s 88 Ngn toliehd ensntad reeénsee point bamiéenemlthwﬁaghaf the

gallley %%g&q %%nOB?uyl Hict Wl m D& ka8 SXRLL E ng the

-use aro areas
beauty or 35 strateglc i mport ance; and
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

. projecting the extent to which the particular demographics of a given

13
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projecting the extent to which the particul ar
denographi cs of a given 13 nei ghborhood | ent

t hensel ves to catal ysing environnental activism

Al ternative enbodinment 5 Alternatively, EcoRangerT" '
can be played by players representing two teans
havi ng positions in a topic of debate which are

i nconpatible with each other, and the two teans seek
to reach an agreenent or building a consensus

nelP93FH0A0 e h D o 3670 L BRI 2961 ndehRE @nmERtal N tivism .
educational interactive game can al so be adapted for

play in a |ocal area network such as a | ocal area

Alteenatoek eimbodirgeiiool . I nstead of two teans fromthe
sane class, the two teans could be selected fromtwo

school s, which can_be sone di stance from each ot her.
A'teaWerfteEﬁ?'B%ﬁ'% "Ls8ynke PBY¥Ed | BrsPlayers 'gpreseating two
tegrebabeinghbaoditiane in ncppabi béateWrHibh esreh imzbohgratibndvith

eabRSANO sh§atf St%%ktéeﬂn£ eagh ap rQQJErFeJFP%r en?‘éﬁr' fﬁ'u ﬂﬁng a

a consensus regarding the given topic o
CONgRIPUS JLBA e VBF I9IYeNLIaRt odndebdAment the teacher
woul d be able 20 to see the nmessages being exchanged

Th'en e%u(:gt% JI' Pfé)cmvgx a?n%d é’&?\“'ﬂ?ﬁ bgblagaév%dgqbpeplgpem a

pl ayers nore e y durin
logab s 3sFe S etworke SEER AT 2 h'eca'uaﬂrP@ yheiwor keind@pgckool| n Instead
of LA:N; efdaint DITA@At thONearhk a¥RissCathepliay aéarﬁ)ﬁlecthﬂﬂ mbBalelected

ot pl nat h er m.nal
fro ter nast%lﬁ\c;selllg Qﬁ.c{n g%é(oﬁép a'%érglsé%ncteh from e.'ach odher Each
teqrérhﬁumnagsr@mﬁ. RosiHens AN EéﬁplsIQidetWéeg\m@ wifeh incompatible

w;mnOémf otrteﬁaran@f mleaytwos ﬂatanfé"lebéeIOV\'ﬂo ir8géni dHadgreement or
nal s. thefI%% t eam woul d

oui g 35 aserbyR 68y AIRC TF Bhin i et ettt ot he

first teams initial point of view and then reversing
|nté1euoea|pelréa rca‘twwlevv LA TQ@V:S&W&F{ tpamamRubd Jdiga be able

take on the r t he secq nd p rese nthggf
to SBEOHF (BATIASSE TS XTI dofn U7 clgaiind H Piy et e
bet hadile tpoigwideof thei emayers 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

14
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The rules for the ganme could al so be appropriately
nodified to suit a 35 |large nunber of players
representing the team The screen at each term na
woul d show the teanmi s paraneters i.e. stam na, hunger
and speed 14 are also di splayed on the bottom of the
screen. Al the players in the first teamwould be
able to view the nessages sent but all the players in
the team nust agreed to a particular stand and agreed

ar@nalbbensfplﬂfeaﬁ&gﬁ&hae%ttm bhetnat Refedneami khe pﬁeﬁé% in the
er wWo t hen SSnd the  teaml s nes

frgse TR ( BSHE Ph SOV A SIFRCAPTE SRA DRI dle i players
in wthehitern heusteangreed ageee opardicphart istahdir ast amdregdusn the

mea,rgsgyg agmngo dm*aacttﬁeﬁngarql SC‘H?eS'tQQmV‘Y‘eEE‘éP Wdifd ttB8M send the
rst to buil consensus. 10 _Li kew se, t he

al 1
‘e"’tﬂ‘ a?;/BP%sa\gﬁst H’e O GIFT: L WOl bHOMS e SPEOVRGR: ( A the
playess ageishisenthebuteah | tohe aptemyerom | @ t herteetondsta@dm thus

enByag Y eefbolafe aanddiddGHlRAr stighd aRd agheed an %he puild

msssages sent to the other team 15 The team | eader
COWBUISE=t hen send the team s nessages to the other
team The nuggets of information can al so be adapted

L|I$e‘%§é“ tallt h‘?e ?Ilépbr%cqn NREL ?%qonlam{i?émdbvgﬁlgis%'eorbb@é txyeuew the

as to suit in a Local area
meéﬁ@ﬂ?%ﬁﬁ‘é‘ntb“brall Ahe W@VPFFE dPnEte $9RPHMY F&R ﬁ"i%r@%?ed to a
panigub®er sodnd sinddegted bn thelbls eanssr anrefdt thd Behel etamn.
would still go through these stages: 25 1. Exploring
the environnent In a LAN environnent, the players in
Thenderir pdekattryéestnehe SPAJo e ofeam’ RenefiAgesnienthe gother
tedie. explored at their individual termnals. The players
woul d expl ore the environment to di scover nuggets of
information, which 30 will help the players support or
Thedtugoets i igfosatioppfan falpo debaadartad ezl the shbigct matter

unbar gQistusbien ods players, &ﬂdshlltmrﬂ@)tl o af tANe,(‘fsval area

neiwork%u ROE: rﬁt];nt :23 {Sgh %t IrHeSS%:}n Evoﬁnngol aylargérnnam%er 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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the discovery of a limted nunber of nuggets of
information. 35 Wth reference to Fig. 4, the first
team woul d be assigned a game character in the gane
which is represented by a col our-coded dot. 15 A
countdown tinmer for the first teamis 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 nuch tine is remaining in each stage of the
ganme. The paraneters of the first team and the
identity of the first teamin the gane such as
stam na, hunger and speed are al so displayed on the

A boturddewh tirher $or etbasfict témni ridiwsitleain pheayey s ofhtt he the

1nd‘|'lnH§51 t LA 1(9 AN AN f‘zﬂfé? tﬁlg'tlgnerﬁetst hRe %%Péj in the

eam | s _assi gned anot her character in the g
f'f%fnf%?f“. 5"%&0&;&}%8&'%9 is) dFF‘Pé}'%ﬁtwe%fd] FiFgsebdhe game.
Thdotparéﬁekrsouﬁ’lttdevﬁfrst iteam iaddvheiiddraity noft e ficgd telaghtn the

Lh(g\ SQ{]eerEthfn r‘Fahehhn&érvhf?&]%lgeeécra?ggaﬁf &@&F#@agﬁ the

ayer .
b°ﬁﬁ€'h of j e Pereedimphithe individagh Pé‘%yég%%fth?h@séatﬁém The
paraneters of the second teamand the identity of the

Wit C g etn%@mtbn F‘id?eS 9aHE %Egg?chatsegﬁ af? naasfs %Qgﬁ%ﬁ‘@r‘j game

spee are al so | ayed on tomo
cha@céing ofhet r@mmdwm uigl reprresaied &y 2 Kiffereatnd colegmeoded
doEach player in the team can choose to explore any of

the various areas wthin the environnent. Each area

w Il have its unique nuggets of information. Once a
A CoxRidpatfbbmesnt digmlerns the hegygatahsiof ithe 6eieeni oh, thiednaividual
scidt® id¥ 28chr efant QI4RE] qia.smh.abhwsoﬂh@@bmsrme Abggetnely how

i nf ion is .of relevance
m OREAL VeridtnRp, I REE0GEge S M ddifer e, parematpry of
th%eﬁ&@mérrﬁwﬂtoaﬁmt@meqmmf slneagegoruf tehes delbe i ggne such

aspr Q@eﬁﬁ#ﬁa 2hurF§e$9e#|@téd&dt e fél5§td|§;ﬂ§‘f@05 dnn'ttﬁhé a%otﬂﬁig N&f the
e I rs

soflent! 81 0, Mg, %?veeéa«n?fg?'h%f»?cmdnq??ral oo Nt of

view on the given topic, by conposing and sendi ng
EadRSHBYESin  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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to the second team All the players of the second
team at this stage of the gane, cannot reply, but
can only receive and see the nessages on 35 their
screens at their termnals. 16 3. Presenting the
second teamis initial point of view During this stage
of the gane, the second teamis now allowed to present
5 their initial point of view on the given topic, by
conmposi ng and sendi ng nmessages to the first team Just
3. aPrbdEntIRC AN s L&A V&5 YNARIE pbit ! §PhYew during the
previous stage, for this stage of the game, it is now
the players in the first team who cannot reply, but
Ducing idwid gtageced the padesde sheomeseages is oowt Aiddwed to present
th<§i|;:r @rﬁﬂgl %B dth&d Tyik&! n&rﬂ@hé gnl@n 4op|DekB§t éa}ﬁlpéé‘ﬁg 'a%%ugendlng

rlngé his stage of the téans are ab
messAge Pt dhg dist ea@ac’Hsb?ﬁéFe s|‘3ﬁ°'t“|1n %e%y,w%shﬂé”%’é%af%rep'y
dupingdhe ps@soamndtagkhefar thdestagand tipogaimeoit id mowi tBw pasiyers in

thé ﬁtﬂn?éjamt Wh%utgé?m%ﬂ‘@glgl b@\”%%%‘nﬁ, F c%mep%:ﬁ%/? tT’nBQr\‘%]sastages

teans. Th propriate ed so
°”a|”fe'i ST Sy @t sh‘?'h t?H%'”falsr st t eam vvoul d be able to
vi ew t he nessages received and sent but all the

4 p'c%‘é%{.ﬁ itRe td18 et €am nust agreed to a particular stand
agr 2ed on the 20 nmessages sent to the other team

The team | eader woul d then send the teans nmessages
Puringt thes atdys ot eengame, kB aBhindg tahe abld Sto teadTintessages to

eaaﬁwére% B35 Wa o‘he"ﬁ%t@%ﬁﬁ&e%sgé 208 tﬁé.r C{L%sga%'agpé.ﬁﬁgf

subsequent Ysi'y
vigwea ki Ry r@)@péﬁ‘roéﬂ&éaffﬂﬁl emaiyeﬁérqw M@vwst &8s botlprteams.
this |s mhen they are required to reverse poi nt of

Tk, Slinecdt SRRt TREvistelt ok fedTs bt Binfe b gy frs
te@'@awpuhln@encﬁ/b'e aﬁogu@v\t Hbeenmessiapes Ine@eiwect endresint gy gl the

pI)ss ﬁFhﬂweO{e%YrﬁﬁfustrbérQ@% Stecansa.tteamrBQtaﬁana@a Jge@éey,on the
n se

me3pgfRgedl ¥, e fhEL BhRar o The CaPeEenes MPha Rt the
teareznmessanesr tedhpopiier deai.ew

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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35 1t is now the turn of the second teamto reverse
their point of view At this 17 stage of the gane,
the players of the first team can receive nessages
fromthe second team but cannot reply. 5 7. Consensus
building At this final stage of the gane, the players
of both teans are able to send nessages to each
other, with the aimof building a consensus regarding
the given topic of debate. Once the gane has ended,

stégj@eoi“ iHeSdarh & 2MeaISy $6CONGANd Girdeadlm t QOLLBEL v Y rhgsstiﬂfes
revi ew t he exchange of nessages in order

f“?%%%faﬁ%ﬁ ‘Qﬁ%aﬂuBFﬁfV"B?t$W ‘r debate. The

enbodi nents descri bed herein nay be inplenented as a
7. COBAYEREus PhiREhgm adapted for use with nobile phones

or as a conputer program 15 adapted for use in a LAN

It is also envisage that the gane be played on the
Atlthisdimae tstduet vethie garb@aineoplaykey et doitin teamssafwoableandsend

me%%%@@g to LR &Bepl WK tRe 'ar]rnatB}OtlJ?.l?Irdn%Cro%lnse;mj% rer?grdln?nthe

ut er prog rarrB are witt
IR ‘%Bbf’%b"i‘tleatoé‘cﬁrt%rgé’mﬁ Ags Ieﬁﬂ’@‘baé]'ée figyt tagem and second
temdltmthaﬂw&.cmd wlatBémaddny ere@iwdhéaixchdig: gankessahes in

or8 Q ggaggﬁphgplﬂn 8TWRthh§9&§S a card- based

ucation ving cards and a board for
school chlldren at a 25 | ower educati onal Ievel: The
Thgaembpdiaeads atescribpaernegenongday y bk awglememtebid adi M E@mputer

é gﬁ atdré%té/aoqggqsesmﬂo o%hligl gﬁgrpest '?)(? baas%ﬁts.or%f ut]ceFF‘C[Srogram

pr esentati on
adﬁmﬁs‘aﬁ%fnt%?s"bfa débhht E 'Saﬁéﬁ%lﬁ@da%@ﬁ dhat 4h¢ game gh played

onPrteg ecferv@r et ben e@wera@nmmtpl@,aﬁsd.roan@@ch@augaal ensaécond

P ted on the bhoard t eans
ted B s B SeBPoar oo st o SEID aR8 e for
Plash\ary ménmwumhesrbcaﬂdpropmée nrggearsmafg ilad@rasget ifom each
mamuihd take the formof cards to be drawn by each
team The parameters of the player and the identity of
the player in the gane such as stam na, hunger and
a v ii to

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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the players through cards drawn. 35 The presentation
of each team's point of view and each team's reversed
18 point of view could be nmade using appropriate cards
selected to represent a particular position. The

cl ass teacher would noderate the presentation of

poi nt of view and reversed point of view and through
5 the presentations, teach the players the skills set
required. While a few enbodi nents of the invention
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Whitd ended eobodirhentst efdthkeyint/hrancpaha\iecuéaf désatbgres shodld be

apphfdht! Hﬁ@évenhg‘h@f RRRbSS eﬁ'l(poﬁizgét' r?gq'aqﬁé’rhgrtlt dde,'ugsﬁllﬁﬂons

acconpanyl n%&ﬁr aw n? ore ITnten
a"&b%}é%“sa?’ld g Hors 9 E‘&FF&I‘%‘?O%'I“P@%TPB%C‘HN& persons skilled
in adaptawitbrse IHtahmhboubf depardr g of ticenadhentagepef aind present

SR, S5 86, Ro0hel LB LR B 5 B peggen
'”Wt'EEdRéW@é?t@ﬂ'ded te 8edinyigd by phapertiridapiuvenpng Sirpictures
hevdinbéf one adss ckiibati am@t@aﬂcteﬁ ircappehddogh EO@ingstdraqiels. It is

th@r*e?@r% 'infEnde8t cov¥‘4£‘| rr{?%"f‘frchyti%ﬂs,rglt&r%nEle ﬁE?ﬁiéB%tlons

hare 1 nformation vv|
W'@@gf éep@)"ftm@oﬂrwauapastcpeﬁ ansewreteﬁf B]eawlssnt tMentigt as defined
byrtabupbhehsed Baimyent ual consensus regardi ng the given

i ssue. 25 By presenting players with authentic

robl em based tasks, EcoRangersT" adopts an
ADVANTAGERALe oE Rl BRacAFt BHEJNVENE®Mers with the

skills needed to tackl e open-ended situated problens

[ h t i de f
=chReRol e ibé B P RLT AT oA LS BPoVARY PethD )i GaR= of
coppgtiog wm\ﬂl ea@o ofwrt @laveror'i winse bpdearemg tdecoserarete and
shbRY iMBFBatléh AvidndatheteONSAHedgtd 08 Bfe tdBEree 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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information already at hand. The gane is also able to

integrate use of the various learning initiatives

(such as IT and thinking skills, National Education &

Economi c Literacy 35 and I nnovation & Enterprise and

project work) introduced by the Mnistry of Education

in recent years. 19 CLAIMS 1. An educati onal

i nteractive ganme having two teans of players with at

5 |l east one player in each team the teans first
Cldamisde on a topic for debate, either froma

recomrended |ist given by a teacher, or one which

t hey deci de upon thensel ves under gui dance by the ]
1.t eAbHstucatipralefnieERCtiyAA2ME nhdingt Wee tBRME JoPlRyers with at
ledslir @ughplap@senséagesieakd) lhe Ex_pémféatfirgn ®dciddieon a topic for

ir cqovere n_ the topic for_debate . by .

de?%ahfﬂggp?%g}% O\r/\?ncg"be#r]eedséﬁ "Yoh %‘S/ ﬁ%a%e?’s?'b?égrwhmh
theyf dedide pppmithdmselped nadef guidapce by the Ragkent e gAugational
intbhR:tiseCcedet @Ry Ofhrbhigh rtheé tdtahedoi nt of view, 4.

Debate of their point of views by the first and

second teans; 20 5. Presentation by the first team of

t helr Eeveradion pbithe eavirgheant goveppésianths fapic by dhkate

secondpy 6h Ofeatiedd theiepwgd point of view, and

finally 25 7. Building a consensus for the topic

wherein the presentation of the teams point of view

ar e2i n Rragerftation ofy thedissigieambyof oieirtiodial t pinhel yidver

in all stages of the gane other than in the stage of

explorgtion of the environ t an uring the . i

o blenPIABI G BY (HerqBR a0l G R UTBR R o Hisw

team receiving the nessages cannot reply and only at

thesfi pabatet 89€uir PYihddigictCORP qRAS USrsk Ofng t he

topic, both teans can send nessages to each other and

reply, S84 {§-"S:ai m of buil ding a consensus regar ding

the given topic of debate and at the end of the gane,

thesti pilschfABARY &RCANY faHNJrOGRINGLVMLEN pbE 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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35 teacher, review the exchanges of nessages in order
to examne the quality of the debate. 20 2. The stage
of exploration of the environnent in the educationa
interactive gane as clainmed in Caim1l, wherein each
team explore any of the various areas within the

envi ronnent and each area have its unique 5 nuggets of
i nformati on and once a team nmenber encounters a nugget
of information, he or she is free to deci de whether or

2. NOYhd herdydoant & |oranﬁ>f Rt i g én\f?rfonﬁ%n@v?rncﬁet Qali&Rional
mtﬂ# of di scussl on t he sai d

VR ac“‘aﬂaﬁ'b%‘jsl'Bl 13 ref@P?ré’é"t"c?olhrfeéﬁ‘bs%ﬁﬂg?ﬁ any
of $heagasounbreahevittébabe rgvppomess.anbleddh Bhea stage ofs unlque

nuB? SR & "iﬂfbﬂ'ﬁ‘atbcyn tg]*ﬁi fdnrc%-:‘t ge?e@npf b dr erﬂ%?lﬂle 300 r%get

vi ew as cl al ned Claim1l, wherelin I rst
°fcﬁ'ﬁ‘ﬁfé'?é"’&ndh%e%s“?ré%érﬁ@eéo tdscidee vehedhaTdot t%ﬂ”%ﬁet of
infohmatiet age of rtehm/agjmﬂe toctaanabpnrcepdfy disdugkiodn| Yand the said

nub&&e'oYelrﬁagnastgc%t T secon ﬁe ;léeﬁ'ed-r%e iRt @9?5@ uent ; stages

present ati on team of their ini
of gfe ‘\?ibé\t/i/‘%§r%‘feélsrred in Caim1, wherein the second
t eam now conpose and send nessages to the first team

3. V\hﬁlef %rta%J“ of ?r%gegletgtfl r‘LhI?y gt@igeflrsctan%%ﬁSOF ﬁ%eyr’ .PFL| B?mt of

recel ve e nessages
‘”eﬂ‘éb%& &lamed hdn pelais bf whesginbiet fiyst f taast ﬁ‘?fﬂp@%ﬁ:oﬁ'@ﬂ send
mdseages &s titd ako@mdl tebrk] avid lat wWhekeige Hotha §aasBcsand reply,

bugﬁg@ggt@ﬁwgoa[@@c&e Qﬁ@g}ehsélg?‘gshat t he debat_e progresses

eans refine i'deas and point of views,
t hrough careful analysis fromboth teans. 25 6. The

4. Smgesm‘gepbesﬁﬁkaﬁﬂaﬂﬁn byy t ihe fsbééﬂd Ie%ﬂ'md?f tﬁé’ilellﬁltlal pomt of

Vv I nt ew, as_.cl
eS8 R R B B o “WnBPufofi Toheh® st Doy, oo and
sefd omashageetonbe tfisaim teamd ndw dioglkistdteae ad the gemesecannot

reply, but onlyreceive and see the messages.

5. The stage of debate of the points of view by the first and second
teams as claimed in Claim 1, wherein 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. The stage of presentation by the first team of their reversed point of
view as claimed in Claim 1, wherein 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. The stage of presentation by the second team of their reversed point
of view as claimed in Claim 1, wherein the second team select and adopt
the best arguments from the first team, and 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.
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argunments were their very own and during which the
second team cannot 30 reply, but only receive and see
the nessages. 7. The stage of presentation by the
second team of their reversed point of view as
claimed in Caim1, wherein the second team sel ect and
adopt the best argunents fromthe first team and now
argue themas if these 35 argunments were their very
omn and during which the first team cannot reply, but
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of their debate. 9. An educational interactive gane as

cl 1, .wherein the ms wi.n ', b .
0. 7 Bh Balebfortdi Ak bonP0 Gafle" sl SlamER I e 4; Hnassig, the
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Caim1, wherein the teans adopts an inquiry-based
‘lOappAlQ@@hcétﬂ)rﬁﬂl#hﬂerbbﬁfvepb%%r §s Wik ihddeinsSiiiks 115where|n the

en-ended uati.o
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wﬁe@elhhﬁegbbégerst ogé&de%r\’i’ﬁunseﬁleﬁ’r\kmﬁﬁt jisge et Wﬁ%ﬂnghgn are
S Eh{ dat a (ﬂp t he anSOLI ation of ¢
re eﬁ?%? heo ?1"’81‘ rt%%yaatw AR, Py Itse %wegaJEsﬁeaﬁ%ﬂ or more
datsntied dicd coes g@atoasotiha imbd matio€l aiready, amhenéi n t he

ganme is played by one or nore players on nobile

phones, each Y usi ng their own nobil| e phones and
i AP 8H%°%‘f°"r%r'€ Prayer ga%kﬁﬁgcleweq he pig! or wherein the
gahie st pegedabgd bhe coneoar ;ﬂBYG&SObhel‘nq@lllay@hSnéﬁkleﬂghqumayer

th@lr€oRh LIBiS t al
sshiif pSerpdl HRBISIERARS) SR AR Pt of B P B fgeine or
the role of the flrst team and the one or more other players takmg 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

game is played on the internet, by two teams of players, with one
team of players using their own personal computers and taking on the
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gane is played on a Local Area Network (LAN), by two
teans of players, wth one team of players using
their own termnals within the LAN and taking on the
role of the first team and the other team of players
using 30 their own termnals within the LAN, and
taking on the role of the second team 13. An
educational interactive gane as clained in Caiml,
wherein the gane is played on the internet by two
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their own personal conputers and taking on the role
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