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Part One: Analysis and Application 

LOGIC

Improved Instruction To help the students uncover the ‘hidden games’ within the new software, 
scaffolding and modeling are key. The instructor can model and point out how the 
new software has similarities to the old one, and how they might go about trying 
to create the same effects. Next, the teacher should provide scaffolding to help 
support the development of new skills, based on the prior ones the students have 
established. The scaffolding should be specific to each student.

Principles Uncovering the hidden game would be the best principle to apply to the scenario 
presented in project #1.  !

The scenario discusses a student who is learning a new software program 
for the first time, after they have just finished another software made by 
the same company. The student would rely on logic because they might 
not have direct access to notes, presentations, or the instructor. If the 
instructor is busy assisting other students, the student can defer to using 
logic to experiment with the new software, to see if the same result will 
actually occur. The student might also rely on logic when learning a new 
software, because they know that software #1 and software #2 were made 
by the same company, and they are both used for creative design work. !

This principle applies to this situation because the student needs to figure out how 
the inner workings of the software works, to produce their desired outcome. If the 
small quirks of the software are unexplored then the student would have 
difficulties producing a highly creative and dynamic piece. The small quirks of the 
program help the student to diversify their work. As Perkins points out the learner 
must pick up on, and master the hidden games to be successful with the overall 
game (Perkins, 2009). Therefore, for the student to work independently and 
confidently in the software, they must master the details of the program. To do 
that, the student can rely on the logic they formed as they worked on the previous 
software.

Altered Instruction The instruction would need to be broken down into small, manageable parts, so 
the students can create connections between the previous skills and the new ones 
they are establishing. The way in which they learn the skills should demonstrate 
how the software can be used in authentic tasks, and demonstrate the full 
application of the skills and tools. Lastly, the instruction should include 
opportunities for the students engage in class-wide instruction, peer to peer 
conversations and independent studio time.

Teaching Strategies As the instructor provides scaffolding to the students, it should be on an individual 
basis. Each student will require specific needs to be addressed, and individualized 
scaffolding and instruction will keep the students engaged. In addition to the 
individualized instruction, the lessons themselves need to be relevant to the 
students lives. If the content of the lesson is intriguing it will pique their interest 
and motivate them to complete the work.
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RULES

Improved Instruction To help the students ‘make the game worth playing’ the instructor needs to weed 
out any extraneous content so the students can focus on the important information 
to cultivate a higher level of intrinsic motivation (Perkins, 2009). The assignment 
should be an authentic one with a design purpose, and should not include an 
abundance of ‘grade criteria’ . If the assignment is laden with ‘grade criteria’ it 
diverts the intent of the assignment away from being authentic. Thus diverting the 
students’ value in making the game worth playing.

Principles Make the whole game worth playing would be the best principle to apply to the 
scenario presented in project #1. !

The student has developed an interest in learning more about the 
software, how it works, and what they can produce. The student already 
has the necessary skills to navigate the software efficiently, however, there 
is an additional desire to understand and navigate more. 
The student has a required need to produce a more creative design, as 
stipulated by an assignment. The assignment requires the student to take 
what they already know about the program, and elevate their final result, 
by adding in other creative elements that can be achieved by combining 
multiple steps from the basic skills. !

When a student is provided more autonomy with regard to decision making and 
the development of their own ideas to produce a product, they naturally invest 
more time into their work. Thus, resulting in an elevated level of intrinsic 
motivation. The value of the assignment increases for the student, if they possess 
a high level of intrinsic motivation, and therefore makes the whole game worth 
playing. The student finds personal reasons to complete the work, and do a ‘good 
job’ on it. They become interested in pushing the boundaries to see what they can 
create with the software. By pushing the boundaries, the students end up 
formulating new rules to function within.

Altered Instruction To provide a more authentic experience for the students, the assignments will 
stem from design needs within the school, or design needs from a larger 
community. If the students know that their work will be used throughout the 
school, or community, they are more likely to have a higher level of motivation to 
produce a high quality piece of work. The idea of ‘getting noticed’ and having a 
sense of pride in their work, helps to make the game worth playing.

Teaching Strategies In certain cases, work that develops from design needs within the school and 
greater community have extrinsic motivators associated with them. Those 
extrinsic motivators can act as initial motivation to get the ball rolling on the 
assignment. To keep the students engaged in the assignment, there will be 
opportunities for them to engage in conversations with their peers, the teacher and 
the ‘client’ to get feedback on their design. In addition, individuated instruction 
and scaffolding would be provided to each student as they work independently.

CONCEPTS

Improved Instruction To further the application and transfer of knowledge, the assignments should 
allow for cross-curricular collaboration. This would allow the students to apply 
their knowledge and skills from the software to an area outside of the course, this 
would elevate their understanding of the concepts presented in the course and 
assist them with the playing of the whole game in other areas to develop new 
learning (Perkins, 2009).
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Principles Playing out of town would be the best principle to apply to the scenario presented 
in project #1. !

The student has been working with the software over the course of the 
introductory course, which covers three different softwares: #1, #2, and 
#3. Over the duration of the class, the student has developed an array of 
rules and concepts. Now, in the advanced class, the student has been 
approached by an individual to create a poster that has certain 
specifications, but they have creative freedom with the design. The student 
starts to develop an idea, pulling from all of the knowledge they have 
accumulated over the course of the last class. The concept of using the 
software, either individually or in conjunction with one another, to 
produce a creative piece is being applied by the student. They know that if 
they use this software, they will be able to produce a creative design for 
the individual, but the final result will be different. The student can use 
the rules from all of the previous projects, and still produce a different 
design. !

The students would be applying the most basic level of ‘playing out of town’ 
which indicates that they are transferring and applying their knowledge and skills 
to the ‘games’ that are related to the course (Perkins, 2009). However, one could 
argue that if the student was assigned a creative project in another course, they 
could take the same skills to produce a product for that course. In the case of the 
scenario above, the student would take the concepts, rules and logic they have 
formulated from previous learning experiences and apply them to the new one, or, 
‘play out of town’.

Altered Instruction Instead of providing the students with an individual assignment, they would work 
in groups, to collaborate on an assignment that would require design work to 
problem solve for another academic area. For example, at Nonnewaug High 
School, there is an agricultural program. The project might require the students to 
collaborate with the floriculture students to design posters to promote their new 
spring floral arrangements. Both groups of students would need to apply the 
concepts they had established from previous assignments to create a viable 
solution for the new one.

Teaching Strategies Scaffolding would be an essential teaching strategy to maintain engagement and 
foster motivation. The scaffolding would need to provide the students with the 
opportunities to brain storm and develop their ideas, and then flow into a more 
open ended environment for the creation process. In addition to scaffolding, group 
conversations between peers about ideas and feedback are a necessary exercise to 
keep the students motivated with their work. If opportunities like that are not 
provided, then the students have no suggestions or ideas to improve upon. 
Consequently, hindering their ability to apply and transfer knowledge.

CONCEPTS

ANALOGIES/CASES

Improved Instruction While the student may have one way of completing the task at hand, there are 
multiple ways of solving an open ended problem. In the case of the design work, 
gaining multiple perspectives helps to broaden the students’ thinking, therefore, 
allowing them to develop new rules and concepts which can be applied to other 
areas outside of the course. To help with this process, the teacher and the students 
could compile a list or share the ways in which they went about the task. Through 
this process, students may form analogies with their own work process, and apply 
them to the other areas.
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Principles Playing out of town would be the best principle to apply to the scenario presented 
in project #1.  !

This is most visible when a student is in the process of developing their 
ideas for an assignment, or attempting to complete a particular part of 
the assignment. Any type of creative work requires the student to engage 
in problem solving, decision making, and visually explaining their 
intended message. The student is able to recognize and identify 
similarities between the current assignment and past assignments, and 
draws upon their previous experiences and methods to complete the 
current assignment. For example, on a past assignment, a student created 
a collage poster using multiple images, which they had collected upfront 
before they started the design process. Now, for the current assignment, 
they have been asked to create a cd booklet that incorporates a collage of 
multiple images on the front and back covers. The student identifies the 
commonalities between the two projects, and decides to use the same 
method of collecting all of the photos upfront before starting the design 
process. !

The students would be applying the most basic level of ‘playing out of town’ 
which indicates that they are transferring and applying their knowledge and skills 
to the ‘games’ that are related to the course (Perkins, 2009). However, even 
thought the transfer of knowledge is being applied to something in the same 
content area, they are still developing and utilizing analogies and cases they have 
established from previous experiences.

Altered Instruction To ensure that the transfer of knowledge is allowing for new learning to occur, it 
will be important for the assignments to offer enough variety and creativity, so 
they are not too similar. However, if they vary too much, the students may 
struggle with developing and recognizing analogies between the two, therefore 
delaying or preventing the transfer of knowledge. This can be done by focusing on 
the use of different skills and the combination of skills within the same program. 
The similarities between skills still exists, but the assignment will not focus on the 
same ones.

Teaching Strategies Modeling would allow the students to see how the teacher might go about tackling 
the new assignment. If the teacher can model how they identify and use their own 
analogies between the new assignment and older ones, then the students might 
pick up on the same practices. In addition to modeling, the teacher would create 
opportunities for the students to share their own process and thoughts with the 
class, so others can see how they have gone about the assignment. This will help 
them to expand their own process and incorporate new analogies into their 
repertoire.

ANALOGIES/CASES

IMAGES

Improved Instruction By allowing the students to maintain creative control over their project, they will 
naturally find more intrinsic value in the work, because it is fueled by their own 
desire to achieve a final outcome. To ensure this, the assignments need to resonate 
with the students, and must be open ended enough to allow for creative freedom. 
If the assignments become too restrictive, then extrinsic motivation becomes the 
driving factor. 
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Principles Make the whole game worth playing would be the best principle to apply to the 
scenario presented in project #1. !

Once the student is presented with an assignment, they must develop their 
ideas into a cohesive design. There are multiple design elements that must 
be pulled together to form their final design. In that process, the student 
references past assignments, and other items they may have come across 
outside of the classroom. For example, a student might want to create a 
poster to promote the new after school yoga program, that uses color 
blocking for the background, black silhouetted figures and a sans serif 
font. As they are planning out their design, they visually reference the 
advertisements produced by Apple in 2003. 
The student will use the ads produced by Apple to draw inspiration from 
to further develop their own ideas. They have ideas that pop into their 
head, which are visual representations of things they have seen. Those 
visual representations are then blended into an original, unified design. !

When a student is provided more autonomy with regard to decision making and 
the development of their own ideas to produce a product, they naturally invest 
more time into their work. Thus, resulting in an elevated level of intrinsic 
motivation. If assignments become too specific they end up focusing on the 
memorization and regurgitation of facts rather than the synthesis of information. 
Open ended assignments that contain a few key skill development criteria, still 
provide the opportunities for students to develop their own ideas. Their ideas stem 
from images they have stored in their brains for later use or reference. When they 
are presented with the assignment, they start to generate and develop ideas based 
on images.

Altered Instruction The students would be given planning time to brainstorm ideas, and think the 
through the necessary steps to achieve their desire outcome. In addition to 
individual planning, it is important for the students to have conversations with 
their peers about their work to get new ideas and feedback.

Teaching Strategies To guarantee creative freedom, the teacher should allow students to ‘run with’ 
their ideas as long as they still involve the use of the specific skills being 
addressed in the assignment. If the teacher shuts a student down, they run the risk 
of the student losing their intrinsic motivation, and can harm the students creative 
process in the long run. !
While the creative freedom is important, the teacher still needs to provide 
scaffolding through questioning and feedback to make sure the student is still 
focusing on the skills at hand. The questioning might include ‘Why are you 
choosing to do this? What is your plan for this area?’ By engaging in 
conversations with the students about their plans for the assignment, both parties 
gain a better understanding of what they are doing and establish an image to 
reference later on down the road.

IMAGES
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Part Two: Connections and Reflections 

 My first two years of teaching have been a whirlwind of learning experiences. My 

development as a teacher has stemmed from my desire to elevate my own practices, and is also 

fueled by the States’ adoption of the new Common Core State Standards. Since their 

implementation, they have acted as a catalyst for developing curriculum that involves better 

refined metacognitive practices, and dedicates more time to project-based learning. 

 Prior to this course, I had a limited range of knowledge surrounding cognitive sciences 

and how they were applied by individuals to assist them in their learning process. In addition, my 

knowledge about the learning process was underdeveloped. Throughout this course, my 

knowledge in both areas has expanded greatly, and has helped me to better understand my own 

learning processes. As I reflect back on the various mental representations, principles presented 

by Perkins, and various teaching strategies that can be used to help enhance the learning 

experience, one thought continues to populate in my mind. In order for any teacher to help just 

one student become a full, active participant in their own learning experience, the teacher must 

first understand how they participate in their own learning. This course has provided the 

necessary tools to help me better understand my own learning process. 

 Understanding my own learning has already helped me to improve my students’ learning 

process, and will continue to do so in the future. For example, recently, I had a student who did 

not complete an assignment in digital photography, and as I was going around checking the 

downloaded files, she said “Well, I didn’t really understand the assignment, but whatever, I’ll just 

take the zero”. I sat down with her and had a conversation with her about the assignment. I asked 

her to tell me what she wasn’t understanding, so that I might try to help her get a better picture of 
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what was being asked. Once the student verbally confirmed that she understood what was being 

asked, I took her around the room with a camera and demonstrated some of the suggestions I had 

given her. Furthermore, I showed her some examples of her peers work that correctly displayed 

the high quality work I was looking for. As I showed the student the work, I explained to her why 

the photograph was a good example. As I reflected on this incident, several of the mental 

representations and Perkins principles were apparent.  

• The ‘Hidden Game’ - The student had not fully uncovered the hidden game within the 

assignment, which was hindering her ability to complete the assignment with confidence. 

However, through the conversation we had about the assignment and the modeling, I was able 

to help the student discover the hidden game so she could move forward with the assignment. 

• Application of Concepts and ‘Playing Out of Town’ - The student’s ability to apply concepts 

from the previous assignment to the current one was clouded, therefore, her ability to apply 

knowledge and skills was limited. By using her peers work as examples, it provided the 

student with tangible examples and explanations, which in turn sparked the transfer of 

knowledge. 

 In another instance, I had a student who was not thrilled with an assignment in the digital 

design course, and was disengaged from the task. His only motivation was extrinsic, he was 

concerned about getting a decent grade. I met with the student individually, while the class was 

working independently on the assignment, to discuss why he was not thrilled with the 

assignment. He explained that he didn’t really think the finished product would be ‘cool’ and 

didn’t really have any ‘good ideas’, so he was just going to pick three random things and get the 

project done. Through our discussion, I helped him brainstorm some ideas for the project, which 
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were inspired by his interests outside of school. Eventually, he settled on doing something related 

to the Yankees. The next day, he came in and approached me, and started to run off a bunch of 

ideas he had developed over the rest the previous day. Ultimately, I encouraged him to go with 

what he thought looked best, and I would help him find a way to integrate certain aspects of the 

assignment into his work. As I deconstructed this scenario in my head, I also found several of the 

mental representations and Perkins principles apparent. 

• Rules - The student had developed a mental rule that stipulated: If I don’t do this assignment at 

all, then I will get a bad grade. So, if I just do something, then I will get a decent grade. 

Through the collaborative brainstorming processes, I was able to help the student form a new 

rule: If I do this assignment, then I will get a decent grade. And, if I connect the assignment to 

something I like, then I am more likely to get a better grade because I am investing more time 

into something I enjoy. 

• Making the Game Worth Playing - The student had little to no intrinsic motivation, which can 

make an assignment all that more difficult than it already may be. By finding a way to connect 

the assignment to the student’s interests, intrinsic motivation was established. 

 Throughout the duration of the course, I have been able to apply my knowledge to my 

current teaching environment, and my own learning experiences. It is evident that my increased 

understanding of mental representations and learning principles have impacted the way I 

approach my courses. At this point in time, my practices are continually under construction, 

however, the changes being made are helping me to establish a more positive and active learning 

environment for my students. As the summer approaches, my future plans include the redesign of 

the advanced digital design curriculum. The principles presented by Perkins have made it more 
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clear to me, that I really need to make sure that the curriculum provides enough support to make 

the learning process smooth, while still maintaining enough independent control for the students, 

all the while developing their skills and knowledge through authentic and relevant assignments. 

Perkins stresses, “We’re supposed to organize learners’ experiences for learning by wholes, but 

not organize so much that they are never in the driver’s seat. Instead, we want to put them in the 

driver’s seat in small ways. We want to create threshold experiences for them about what it’s like 

to drive. Then we want to make the autonomy greater, the threshold grander. We want to teach 

them to drive, and we can’t do that without letting them drive” (Perkins, pp. 229). My future 

plans for the advanced digital design curriculum include more ‘driving’ for the students, while 

still accounting for working on the ‘hard parts’, uncovering the ‘hidden games’, collaboration 

with the ‘team’ and ‘playing out of town’. To ensure the curriculum works for each student, I 

must also make attempts at better understanding how each individual’s mental representations 

affect their learning process. 

 In order for me to do that, I must spend some more time with my own mental 

representations and my learning process. As I gain a better insight into my own learning 

experiences, I can then apply that knowledge to my students’ learning experiences. 

!
References 

Perkins, D. (2009). Making learning whole: how seven principles of teaching can transform 

education. (1st ed., pp. 1-316). San Francisco, CA: Jossey-Bass.


