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Veldefineret, afgraenset

Citizen science V2.0




Why Research-Enabling Game-Based Education

(REGAME)

« REGAME increases student motivation

» By providing epic meaning through a direct link between the
core curriculum and front-line R&D challenges (i.e. global
sustainability goals)

« By demonstrating to the students that knowledge is not static
but can be expanded/explored even without a graduate
research education (open ended exploration)

By turning normal teaching upside down: first explore the
engaging/epic perspectives of the subject matter using a
powerful yet intuitive interface and then "open the hood of the
Ferrari" to understand the underlying formalism.
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Mission: Think Like a Scientist (TLS) seeks to create a
movement that recognizes, connects, and expands the
efforts of individuals and organizations seeking to
stimulate all students to think like scientists living in an
emergent universe.

TLS-IBSE modules

(Inquiry-based science education)

ENGINEER

SAH-REGAME o
modules BT
Y B arENTEn :
. ® '
® o
®

Sneden

o RED Y
.99 e R

Current Partners (27):
TLS/USA includes 7 major Unis, AlP,
APS, AAAS, Exploratorium +...

Advisory commitee including 3
Nobel Laureates, President AAAS +
NAS

Leadership team
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The Hong Kong Academy for Gifted Education







REGAME som tveerfagligt emne
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ReGAME CUP'IS

spil, udforsk og bidrag
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'.I "
Physics “IStang

‘e

of groups, reward structure

q Andreas Lieberoth

“
N -

:%1 Rajiv
- * Basaiawmoit, AU

Ole Eggers
Bjeelde, CSE

Didactics r—
Niels

. Bonderup
¥ ' Dohn, DPU

Corporate innovation
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Psychology/anthropology: formation
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THE HARD WORKING TEAM
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