Interview with Intro to European History Adjunct

Re: Eternal France

11/25/13


% of Grade (Amount, 2681 only; Both, How structure)?
30 points on exam for essay part; went through online work, put aside 5 points of 10 for attendance and participation; initial reaction and closing reaction 1 point each; worksheet = 3 points; of class of 33-4, only 20 students submit

Curve on Grading vs. Book?
Felt graded the game class easier; as long as they give list and provide examples and evidence of play (20 of 30 points for minimum).  Felt they produced better midterms.  Some high 90s – 100s on both sides, so felt it a fair test, so no curve.

1. Student Engagement
One day overheard student complaining, Kaitlin said .  sometimes students asked about game before or after; eager to share experiences with game

vs. Book
Students weren’t engaged by book; students don’t read the textbook; many don’t even buy.  Played a role.  Because they had to do assignments, compelled engagement.
a lot had to do with group that played game

Response rate: other papers worth 20% still not turned in, but not so large #, but this only 5%.

2. Student Learning
When look at their exercises, once they were pushed in direction with didactic exercises the did learn.

Would have been better if time period had synced with class; some students noted this in reaction papers; inhibited.   Not a huge difference.

Some wrote couldn’t figure out how to play, but she thinks with lead time and availability of support this wasn’t valid excuse

Tried to make connections with class: state building
	
vs. Book
Students learned more from game; worksheets helped, also my presence.  But also many students didn’t read the book; much information came from class, little from book

3. Fit in Course Structure
Could work well, if she had played it first to implement it better, but did give hands on experience, saw how leadership played a role; more meaningful;  paying tribute made sense

vs. Book
Was very off to side; she says her fault; did try integrate it.  Feels should have had some hands-on experiences.  Didn’t like Jenkins book: too brief, not enough detail.  Better would be to have a specific time period for game, specific book for period.

4. Historical Accuracy
Didn’t notice anything, though Medieval period isn’t her strong point

vs. Book

5. Salient Problems
Can’t think of any beyond some students had technical problems. 

vs. Book

6. Particular Strong Points
Game was easy to play; instructions made it easy to use.  

vs. Book

7. Overall Assessment of this Experience
Was glad she used it; wound up enjoying game and felt it a good learning tool (even though not predisposed).  Would consider using it again.
vs. Book

8. Overall Feelings about Using Similar Simulation Games in History Courses

vs. Book

9. Other?
Use real names.
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