Kimberly Stephens and Gemma Tucker

Educational Games

We are going to look at the role of educational games in learning. First we will look at the history of gaming, and its relation to learning. We each have a game to play with you so you can experience this kind of learning, which will enable us to have a discussion about the pros and cons of using games in teaching.

A game can either be a traditional ‘board game’ where players compete to get to the end, simulation type games where people take on different roles or computer games where players may compete against others, against the computer to answer questions to score points. The first educational game was a simulation used during the Second World War to train pilots. War games were also often used to try and predict the outcome of particular decisions, war gaming is still popular especially the fantasy games such as war hammer.  Children also learn about the world around them through games and pretend play, Vygotsky argued that play was essential to the social and intellectual development of the child and recent studies have supported this. It therefore seems safe to assume that games and simulations can help older learners as everyone likes a break from the traditional teacher led lesson! Research into the use of games in adult and further education is relatively new as it tends to focus on the use of  IT and computer based games. 

Games can aid revision, the BBC bitesize page has loads of games for the various GCSE subjects and also has a few for A – Level although only the main subjects like maths, science and business studies are represented. SHOW THE BBC GAME. www.bbc.co.uk/bitesize/games. The Nobel Prize website also has games relating to the prizes. My sister’s teacher uses games in this way. He tells the students a subject to talk about; the first student has to think of a word or concept that links to it and so on. Helen says this helps as hearing the words out loud help her to remember them and its more fun than sitting and being talked at. Sometimes the game is made into a competition and when a student cannot make a link they must sit down, the last student standing gets a prize. 

The other use for games is ‘discovery learning’ this can be in groups in the classroom or on the computer. An example of classroom based might be a role play type situation where students can apply what has been learnt to a ‘real – life’ situations. On the computer it might be looking at chemical reactions which are too dangerous or expensive to be able to conduct in real life. Computer based games are also good for language learning as the student can listen to a native speaker and try and accomplish certain tasks.

We will now demonstrate some games and highlight their uses. While playing the games think about your feelings towards them, are they useful, as an adult learner is game playing right for you?

PLAY GAMES

Now we’d like you to tell us what you thought, what are the advantages and disadvantages of playing games? Do you think they are beneficial?

Conclusion
All the literature seems to suggest that using educational games is well received by students as they feel that it makes learning more interesting and that they learn more. A survey conducted by de Freitas for her article ‘Using games and simulations for supporting learning.’ 93% of the respondents thought that learning with games was more fun; 85% thought that games and simulations helped them understand more complex ideas; 73% thought that playing the games made them feel more confident and 78% said that games improved their attention span. She also found that games were beneficial for people with specific learning difficulties. Tutors were also given questionnaires and many responded positively about games and simulations, saying that they make their lessons more interesting and reinforce the students’ learning. When we asked my sister she supported this because she felt she remembered more if a game had been used to revise or reinforce the lesson. This is only possible if students are debriefed afterwards and asked to reflect on the game and what they have gained from it.

It is important to recognise as well that not all learners will find educational games useful. Some people may find being asked to play a game or act out a situation is patronising, therefore teachers have to plan games carefully taking into account the preferences of their learners and also the suitability of the game to the subject being studied.  Semeraz warns that if the game is not handled appropriately by the teacher it can not only cause embarrassment but also alienate the learners. Another problem found by researchers in this area is that some students find it hard to settle down into traditional learning styles once the game had been played and may come to expect a game every lesson.

It therefore seems that games are useful for revision and reinforcing learning, and perhaps for introducing a lesson, for example Gary’s guess the Tudor monarchs from last week or asking students to piece together a speech from Shakespeare. However, teachers need to plan the games very carefully to ensure that the learning outcomes of a lesson are met and that students are actually going to benefit from them.
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Kimberly Stephens

Both Gemma and I came up with a game each. Gemma came up with a ‘Bingo’ type game to learn Italian. 

I came up with a mathematics game that helps with mental mathematics. The game consisted of 2 black dice and 5 coloured dice. The dice were all held loosely in a blue holder that allowed the dice to roll but not fall out.
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The object of the game was to shake the blue holder and place it on the table. The total of the black dice were noted and the coloured dice numbers were all used once to get the total of the black dice through adding, subtraction, multiplication and division. 

E.g. in the picture above, the total would be 23 (black dice). Then using the coloured dice, 2,4,1,6,5 each only once, you would try to get 23 through adding, subtraction, etc.

One way could be

6x5=30

30-4=26

26-2=24

24-1=23

The class enjoyed this as they all wanted to be first in getting the answer. 

Overall feedback for this presentation was good. The class enjoyed the games and I really enjoyed giving the presentation. 

There was one problem during the start of the lesson where the computer could not read my pen drive. For future group presentations it would be wise for everyone involved to have a copy of the presentation on their pen drives or at the very least a copy on a CD or DVD. 

Even though we did not have power point to assist us, I think the lesson went well.  We both knew what we were going to say and we had a hard copy of the lesson in front of us if we needed to refer.  

