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Introduction 
A lot of people at Duquesne know me as the resident gamer, and that is a title that I am quite proud to hold.  It is not something that rules my life; I can assure you that I have many other just as interesting hobbies that would make for great conversation (but lousy dissertation topics).  The reason why I talk so much about video games in education is because I needed a niche in my career that I believed in and could be passionate about.  
When I first became a teacher in Higher Education, I knew in front of the classroom was where I belonged.  I loved leading my students on a journey in the classroom.  I delighted in seeing their eyes light up when they finally were able to understand that difficult algebra problem.  I really do bounce around my classroom and act like a complete goofball when needed.  I even liked being someone they could confide in when no one else would listen.  I know it’s goofy to say, but I truly love being a teacher.
Let’s rewind a bit, back to the late eighties.  Ignoring the hair bands and the weird clothes, this was when my love for technology really started.  My parents bought a Tandy 1000 that ran on a 64 bit processor.  Impressive, I know.  However, I fondly remember staying up for hours with my parents playing role-playing strategy games like Kings Quest and Space Quest (made by a little known company called Sierra).  I still have the complicated map my dad and I made for the first Legend of Zelda game for the Nintendo.  Back then, graphics were nothing more than crudely shaped blocks meant to represent your character.  Despite this, they are some of my favorite video games of all time.  Maybe it was the game itself; maybe it was the experience of solving the puzzles with my parents and having our own “ah ha!” moments.

Fast forward to the present time, to where I combined two of the things I value in life into a topic that defines my graduate studies.  Little did I know how much information I would find that proved my experiences were a bit more than just playing a game.  
Rationale

The reason why I chose gaming is evident in the introduction.  But why I chose to focus on transformative play and Portal 2 is based on my recent studies.  In the past year, I co-published a chapter on instructional gaming and STEM education with Michaela.  I found that there are a lot of games being created for educational purposes.  But it is rare that a game meant for entertainment breaks through to the educational sector (through no encouragement of its development company).
In the fall of 2011, I picked up a new release called Portal 2.  I had never played the original game, but was intrigued by the premise.  I was instantly hooked with its creative and complicated puzzles; when I finished the campaign, I begged my friends to play the co-op mode with me.  Somehow I knew I was learning critical skills, but I didn’t care.  The witty narration and the entertaining gameplay made me want to play through the game over and over.

Later, someone posted a link on my Facebook page that led me to the site “Learning with Portals.”  I was amazed to learn that K-12 schools all over the United States were using Portal 2 to teach STEM based classes to kids.  Paired with the recent surge in studies involving gaming in the classroom, the benefits of using Portal 2 was apparent to the “hard to break” K-12 sector.
Benefits and Challenges
Understanding the benefits of using video games in the classroom is still something that is being studied and analyzed.  However, more and more educators are stepping forward to embrace the idea that using play to learn is a natural tendency for humans, no matter what the age.  We like to be entertained and challenged.  Video games can provide both of these things.  The Nintendo Wii can even provide full body interaction within the games, allowing for the body to use a wide variety of senses in stimulating ways. 

There are certainly some challenges to using video games in the classroom.  Here are just a few:

· Using gaming for teaching and not just a form of entertainment

· Lack of hardware or software to support games for every child

· Lack of knowledge on how to evaluate a game and create a lesson plan for its integration into the classroom

· Lack of time to master or understand the game properly

· Negative impressions of video games (from administration to parents)

When using any new tool in the classroom, there will always be challenges.  The dedicated educators devoted to providing quality games in their lessons will reap the benefits of transformational play in and out of the classroom.
Gaming in distance education

In my presentation, I gave two examples of games that can be used in distance education.  In reality, any game that allows for cooperation of players over the internet has the potential to be used in a distance education course.  Most students can be connected through their games by using a headset and a keyboard, something that most online learners have just to attend classes. Web 2.0 tools allow us to even access games through our mobile devices and Facebook.  Most of the games available through those mediums are free.  The potential of instructional gaming is just now being fully realized.  Advances in technology will only make the process easier and more accessible.
Teaching and Learning
As a presenter, putting the materials together and making the presentation was the fun part for me.  As usual, I stress about my vocal ability before my time to present, and I try not to add fillers into my speech while talking.  Other than that, I enjoy being a teacher to my cohort about something I am so passionate about.  I also enjoy the discussion afterwards since my cohort members always engage in lively debates.  The one thing I appreciate the most are the articles and links on gaming they send my way during the school year.  Between Adam, Doug and Michaela, I have a good start to my literature review without any effort from me.  For that, I am always thankful.  
Conclusion
I am sure that in five years, I will have a lot more to say about gaming and education.  I feel that I take something valuable away from each class I make a gaming presentation in.  I can now add distance education and learning techniques to my list of topics to research when building my dissertation.
(Also, feel free to send more articles!)
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