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5.00 credits 30.0h Q2
Teacher(s) Philippette Thibault ;
Language : French
Place of the course Louvain-la-Neuve

Learning outcomes

Evaluation methods Given the team course-workshop nature of LCOMU2620, the modalities between the first and second
session will be radically different

In the first session, the assessment will be done in a continuous way punctuated by a presentation of the final
project in session.

The continuous assessment will be followed in Classcraft following a level design integrated with the course
LCOMU2621 and progressively carried over to the Teams platform of the course.

« Active and collaborative participation during the course (25%)
* Tests/Quizzes (10%)

* Assignments and project progress reports (40%)

* Final project defence (25%)

Second session

The modalities of the second session (August) will consist of an oral examination on the knowledge and
understanding of the theoretical and methodological elements seen in the course, as well as on a portfolio of
complementary readings. The modalities will be communicated after the first session (end of June) on the platform
of the course.

Teaching methods This workshop-course will alternate ex-cathedra theoretical parts with workshop parts of game testing and creation
in Minecraft Education.

The course works with a series of “challenges” to be completed during the course and between sessions.

This course works in synergy with the course LCOMU2621 Technical Development of Educational Media, some
methodological and project follow-up sessions will be organised jointly.

Content This course is structured in three main modules:
Module 1 - Media Ludology (10h)

Module 2 - (Video) Games and learning (10h)
Module 3 - Playful design of educational media (10h)
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Inline resources

See Teams LCOMU2620
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Quelques ressources en ligne (online resources) :

* Game Studies: The International Journal of Computer Game Research http://gamestudies.org
* Games and Culture: A Journal of Interactive Media http://gac.sagepub.com/

* Gamasutra http://www.gamasutra.com

* Sciences du jeu https://journals.openedition.org/sdj/

Other infos

English-friendly course :

» Reading: bibliographical references in English can be provided

* Questions: students can ask their questions in English

« Evaluation: students can do presentations and write essays in English; oral translation will be provided in case
of Quiz

« Dictionary: students are allowed to use a dictionary (monolingual French dictionary or bilingual French-mother
tongue dictionary, as specified by the teacher)

Faculty or entity in
charge

CcoMuU
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https://teams.microsoft.com/l/team/19%3aBZQJ9B_TX6eX4kPVEMB_ae9SeMeB-yVRQQm6TIhpLvg1%40thread.tacv2/conversations?groupId&#61;e1fb3248-d7fa-4e5b-9304-dda22498d1a8&tenantId&#61;7ab090d4-fa2e-4ecf-bc7c-4127b4d582ec
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Programmes containing this learning unit (UE)

Program title Acronym Credits Prerequisite Learning outcomes
Master [120] in Information and
Communication Science and STIC2M 5
Technology
Master [60] in Information and
COMU2M1 5

Communication
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https://sites.uclouvain.be/archives-portail/ppe2022/en-prog-2022-stic2m.html
https://sites.uclouvain.be/archives-portail/ppe2022/en-prog-2022-stic2m-cours_acquis_apprentissages.html
https://sites.uclouvain.be/archives-portail/ppe2022/en-prog-2022-comu2m1.html
https://sites.uclouvain.be/archives-portail/ppe2022/en-prog-2022-comu2m1-cours_acquis_apprentissages.html

