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Question: Can video
game based learning or
gamitication in the
classroom create a
culture where students
are more engaged and
are willing to go above

and beyond the minimum
requirements??




The research in this
area IS new - there were
Nno studies publishead
pbefore 2011.

A Proquest search just
today showed that there
were 95 records each for

both gamification and

video game basead
learning in 2015
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Goals are clearly stated

’ .

/ , ,

(5
-,
oKL

¥

-e
o
~
i
-
’ . "
- ’
- y
. A L ]
5 ’ J/
é .
. 4 .,
.
v y "
- L
¥ L
. .




| have an igea...

Communipatioé IS Important
o Gam'és,ha e become

very'social /
 Encourage the s%ng Of
ideas
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e |nteraction needs
to be easy or
polayers won't play
Design IS
important to
engage the
gamer
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How will | analyze the
data”? By comparing data

and using SPSS and
ANOVA. There is a strong
possibility that there will
be some qualitative data
to analyze as well.




