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I am a teacher on special assignment for E4TN, Tennessee’s online and blended learning 
program for secondary students.  A few months ago, someone from the curriculum 
department emailed the link to a video about game‐layers.  Since watching that video, I 
have been paying particular attention to the games integrated into our daily lives and 
multimedia.  The thought of a Game Layer On Top of the World motivated me to research 
Game Design and it’s intersection with Instructional Design.  All this ties back to my 
interests in creativity and quality teaching (yes I am still an artist and teacher at heart).   
 

Richard Van Eck, Ph.D 
 
Richard Van Eck is Associate Professor and Graduate Director of the Instructional Design & 
Technology program at the University of North Dakota.  Van Eck completed a Ph.D in 
Instructional Design and Development from the University of Alabama and subsequently 
taught Instructional Design and Technology for five years at the University of Memphis.   
 
While serving as an IDT faculty member at the U of M, Dr. Van Eck was also a member of 
the Institute for Intelligent Systems and the committee chair for the Center for Multimedia 
Arts in the FedEx Institute of Technology.  He has published at length in the area of digital 
game‐based learning (DGBL) and has numerous keynote and speaking engagements to his 
vita.  In 2006 and 2007, Van Eck called for Institutional Support for faculty development 
and research in the area of DGBL and challenged to instructional design scholars to focus 
on three key areas DGBL study: 1) Generating and Validating DGBL Theories and Models, 2) 
Generating Guidelines for Practice, and 3) Generating a Body of high‐quality DGBL (Van 
Eck, 2007).  As a result of Van Eck’s challenge and corresponding ten critical tasks, the body 
of research in DGBL has grown.  Current research is focusing not just on how games work, 
but also how different types of games work.  In addition, researchers are investigating 
questions about culture, age, gender, preferences, interaction, etc. in relation to DGBL. 
 
Van Eck is a self described gamer, his first being Cave/Adventure in 1976.   Van Eck also 
suggests that games are preparing today’s students for tomorrow’s workplace (Van Eck, 
ELI Spring, 2007).  In my estimation, Van Eck is a significant figure in the fields of 
education, Instructional Design, and Digital Game‐Based Learning.  His research and 
theories are paving the way for the collaboration of instructional designers and game 
designers, and thereby perhaps changing the face of future instruction.   
 
 
http://aesthetech.weebly.com/1/post/2010/12/richard‐van‐eck‐a‐leader‐in‐digital‐game‐
based‐learning‐dgbl.html  
 



Angela V. Christopher 
December 5, 2010 

 
 

Resources and References 
 
Hirumi, A., Appelman, B., Rieber, L., & Van Eck, R. (2010, September/October). 

Preparing Instructional Designers for Game-based Learning: Part III. Game Design 
as a Collaborative Process. Tech Trends, 54(3), 27-37. 

 
VanEck, R. (2010) Curriculum Vita. Retrieved from http://www.und.edu/instruct/rvaneck/  
 
VanEck, R. (2006). Digital-Based Learning: It’s Not Just the Digital Natives Who Are 

Restless. EDUCAUSE Review, vol. 41, no. 2 (March/April 2006): 16–30 
 
VanEck, R. (March 27, 2007). Generation G and the 21st Century 

(Podcast). Immersive Learning Environments: New Paths to Interaction and 
Engagement. EDUCAUSE Learning Initiative Spring 2007 Focus Session. 
Retrieved from 
http://www.educause.edu/blog/gbayne/RichardVanEckPresentationonDig/166999  

 
VanEck, R. (2007). Six ideas in search of a discipline. In B. E. Shelton & D. Wiley 

(Eds.), The Design and Use of Simulation Computer Games in Education (pp. 31-
60). Rotterdam, The Netherlands: Sense Publishers. 

 
 


