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Student Engagement During Video Game Play

“““““ e} RESEARCH QUESTIONS
1. What are some key attributes in the video games Medal of Honor and Call of
Duty that facilitate learning?

Turkle (2005
( ) Critical Conditions for Integrating Games, (Ziaechezarjeribi,
There is nothing mind- Graves, &Gentr)/, 2010)
less about mastering a Condition |. Opportunities for Applicable Learning
video game. The games Condition 2. Full Participation
demand skills that are Condition 3. Multiple Avenues for Learning
complex and differentiat- Condition 4. Compelling Story Line
: Condition 5. Propel Students toward Inquiry and Discove
ed. Some of them begin P quiry ry . .
i® EongEmie o socid;gza- Condition 6. Provide Appropriate Levels of Challenge Ongomg Research Projects

.. Condition 7. Support Students’ General Learning
tion into the computer

culture; you interact with
a program, you learn
how to learn what it can

Blended Learning
SE Learning Cycle (Bybee, 2002)

Engagement: Students expressed a need for clearly expressed goals and a Experiential Learning

compelling storyline.
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Ranger with a detailed explanation of eutrophication (water quality).
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Elaboration: Activities allowed students to apply concepts in contexts, and
build on or extend understanding and skills.

Evaluation: In several of the interviews, both female and male students
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