Vol-9 Issue-6 2023 IJARIIE-ISSN(O)-2395-4396

EDU-GAMING: UNLOCKING THE
POTENTIAL OF VIDEO GAMES IN
EDUCATION

GOUTHAM M.R,
POST-GRADUATE STUDENT (M.COM)
JAIN DEEMED-TO-BE UNIVERSITY, BANGALORE
DR. PATCHA BHUJANGA RAO
PROFESSOR AND FACILITATOR,
JAIN DEEMED-TO-BE-UNIVERSITY, BANGALORE
DR. CK SURESH
PROFESSOR AND FACILITATOR,
JAIN DEEMED-TO-BE-UNIVERSITY, BANGALORE

ABSTRACT

This research explores the influence of video games on education and skill development. It investigates how video
games can be used as effective tools for enhancing learning and improving various skills, from problem-solving
to social interaction. The study also examinesthe challenges and barriers teachers face when integrating video
games into the classroom. Through this comprehensive analysis, the research endeavors to provide a nuanced
understanding of the positive impacts video games can yield within educational frameworks, thereby contributing
significantly to the realms of academic and personal growth among students.

Keywords: Video Games, Education, Skill development, Learning enhancement, Problem solving skills,
Classroom integration, Educational tools.

INTRODUCTION:

Video games have come a long way from being just a form of entertainment. They offer valuable opportunities
for education and skill development. This research aims to shed light onthe positive aspects of using video games
in educational settings while addressing the barriers that educators encounter. By doing so, we can better
understand how video games can contribute to academic and personal growth.

OBJECTIVES OF THE RESEARCH:

1. To investigate the impact of different types of video games (e.g., educational, simulation,strategy) on
specific skill development and learning outcomes.

2. Toexamine the role of video games in promoting creativity, critical thinking, and problem-solving abilities
among students.

3. Toassess the potential long-term effects of video game-based learning on students’ academicperformance and
career development.

4. To analyze the attitudes and perceptions of teachers, students, and parents regarding the useof video games
in education.

5. To identify best practices and strategies for effectively integrating video games into theclassroom,
considering diverse learning styles and needs.

REVIEW OF LITERATURE:

Alexander, G., Eaton, I., & Egan, K. (2010). Cracking the code of electronic games: Some lessons for
Educators. Teachers College Record, 112(7), 1830-1850. The analysis leads to the conclusion that the three main
approaches to understanding the connection between gaming and education have included, first, seeing games as
teaching desirable learning skills through the simple act of playing; second, a focus on the integration of
curriculum content into games; and, third, an effort to abstract learning principles embedded in electronic games
and applying these to educational content. Close examination of each of these three approaches in turn leads to the
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conclusion that the thirdapproach is the one that holds the greatest potential value for educational practice.

Annetta, L. A., Cheng, M., & Holmes, S. (2010). Assessing twenty-first century skills through a Teacher
created video game for high school biology students. Research inScience & Technological Education, 28(2),
101-114. D0i:10.1080/02635141003748358. In this study, the authors developed a video game tailored to the
subject of biology and employed it as an educational tool. They aimed to evaluate whether this video game could
effectively measure and enhance students” 21¥-century skills, which are essential for success in today’s world. The
key findings and implications of this research are likely discussed in the full paper, including how the video game
impacted students’ skill development and their learning experience in high school biology. Additionally, the
authors may have addressed the design and effectiveness of teacher-created video gamesas educational resources.
For a comprehensive understanding of the study’s results and conclusions, it’s recommended to read the full paper,
as the summary provided here is a condensed version of the research’s objectives and focus.

Carstens, A., & Beck, J. (2004). Get ready for the gamer generation. TechTrends, 49(3), 22-25. The article
highlights the potential benefits of incorporating game-based learning strategies into the classroom, suggesting that
video games can foster problem- solving skills, collaboration, and engagement. Carstens and Beck emphasize the
need for educators to leverage the familiarity and comfort that students of the gamer generation have with
technology and interactive learning. Furthermore, the authors discuss the challenges and opportunities associated
with embracing this new generation of learners. They stress the importance of teacher training and curriculum
development to align with the preferences and skills of the gamer generation. In essence, the article "Get ready for
the gamer generation" underscores the need for educators to adapt to the changing educational landscape shaped
by video games and the characteristics of the gamer generation, ultimately advocating for a more interactive and
technology-driven approachto teaching and learning.

Crawford, G. (2012). Video gamers. New York, NY: Routledge Taylor & Francis Group “Video Gamers” by
Crawford is a book that delves into the world of video gaming and theculture surrounding it. It explores various
aspects of video games, such as their history, impact on society, and the experiences of gamers. The book discuss
topics like the evolution of video game technology, the growth of esports, the psychology of gaming, andthe role of
video games in modern entertainment and education.

Foster, A. N. (2011). The process of learning in a simulation strategy game: Disciplinary knowledge
Construction. Journal of Educational Computing Research,45(1), 1-27. Analysis indicates that two main play
strategies were used during the process of learning—explorers or goal seekers. Both player types were able to
statistically significantly gain disciplinary knowledge and skills, but only explorers significantly valued the
learning.

Gee, J. (2007). In the book, Gee argues that video games provide an environment where players actively engage in
complex problem-solving, critical thinking,and decision-making. He suggests that the learning principles found in
video games, such as experiential learning, multiple representations, and situated meaning, can be applied to
traditional educational settings to improve learning outcomes. Gee’s book emphasizes the concept of “semiotic
domains,” where each domain (including video games) has its own set of rules, symbols, and meanings. He
discusses how players become adept at navigatingthese semiotic domains and how this kind of learning can be
transferred to other areas oflife.

Hsu, H.-Y., & Wang, S.-K. (2010). The study identified how and what students Might have learned through
Compare ware’s playful activities, including the paper and pencil Activity, which features were effective in
advancing its educational purposes, and which features Need to be changed before a full study can be carried out.
Other promising findings included the Improvement shown on the post-test by over half of our participants after
only two very short Play sessions.

Pagnotti, J., & Russell, W. B. (2012).The article concludes by highlighting the positive impact of using the video
game “Civilization IV” as an educational tool to engage students in the study of world history content. It discusses
how incorporating the game into the curriculum enriched students’ learning experiences, fostering a deeper
understanding of historical events, cultures, and strategies. The article also emphasizes the importance of
innovative approaches in education, such as using video games, to enhance student engagement and knowledge
retention.

Marino, M., Israel, M., Beecher, C., & Basham, J. (2013). This article investigates the perceptions of both
students and teachers regarding the utilization of videogames to enhance science instruction. The study includes
surveys, interviews, and observations to gather insights into how video games are integrated into science education
and how they impact the learning experience.
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DATA COLLECTION METHOD

Primary data collection method:

The collection of primary data involves first-hand experience and is not based on past Utilization. The data
gathered through primary data gathering techniques is specific to the Research purpose and highly accurate. These
techniques can be categorized into twogroups: Quantitative approaches and qualitative methods.

Secondary data collection method:

Secondary data was collected through an extensive literature review, which involved Examining existing research
studies, scholarly articles, and relevant publications related to the impact of Video games on Academic skill
development. The present study mostlyutilized data collected in the first year of the Effects of Digital Gaming On
Children and Teenagers in Singapore (EDGCTS) project. This dataset has been used in numerous previous
publications focusing on the effects of gaming on motivation, Dysregulated behavior, and interpersonal aggression
in young people. A subsample of data from the EDGCTS project was used for the present study because it
included self-reports of gamePlay and an objective test of participants’ reasoning abilities.

DEMOGRAPHIC FACTORS

Frequency Table
Particulars Frequency Percent

Age | Below 18 4 11.43
18-25 23 65.71
25-35 & 5 14.29

Above 35 3 8.57

Total 35 100
Gender Female 20 57.14
Male 15 42.86

Total 35 100
Rolein | Teacher/Professor 8 22.86

education

Student 15 42.86

Parent 7 20
Administrator 5 14.28

TOTAL 35 100

Age Distribution:

Under 18: This group constitutes 11.43% of the total respondents. They represent the youngest demographic in
the survey, suggesting a smaller but present representation of younger individuals’ views on the impact of video
games in education.

18 to 25: This group forms the largest cohort at 65.71%. The substantial representation of youngadults in this age
bracket showcases their potential prominence in shaping opinions about video game integration in education.

25 to 35: Comprising 14.29% of respondents, this demographic category represents a smaller but still notable
portion of individuals in their mid to late twenties or early thirties, likely bringing a diverse range of experiences
and perspectives.

35 and above: Constituting 8.57% of respondents, this group represents the older segment.Although smaller,
their inclusion adds valuable insights from a more experienced demographic.

Gender Distribution:

Male: This group represents the majority at 57.14% of the total respondents. The higher male participation might
suggest a potentially more pronounced male perspective or experience with video games in educational contexts.
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Female: Comprising 42.86% of respondents, the female representation, although slightly smaller, still holds
significance in understanding diverse views on the impact of video games in education.

Role in Education:

Teachers/Professors: Constituting 22.86% of the respondents, this group comprises educators actively involved
in the teaching process. Their perspectives are crucial in understanding how video games are perceived in the
educational landscape from an instructor’s viewpoint.

Students: Forming the largest respondent group at 42.86%, students’ substantial representation signifies their
firsthand experience and opinions on video game integration in their learning environments.

Parents: Comprising 20% of respondents, parents represent an influential stakeholder group in education. Their
perspectives might be shaped by concerns about their children’s learning experiences.

Administrators: This group constitutes 14.29% of respondents and likely holds administrative roles within
educational institutions. Their insights might reflect institutional policies or considerations regarding video game
usage in education.

Overall Interpretation:

The data demonstrates a diverse range of demographics represented in the survey, reflecting varied age groups,
gender distributions, and roles within the educational sphere. The dominanceof young adults (18-25) and students
signifies their significant participation and potential influence in shaping opinions about video game integration in
education. Moreover, the inclusionof educators, parents, and administrators highlights the multi-stakeholder nature
of opinions and perspectives surrounding this topic. These demographics collectively offer a comprehensive
outlook on the perceptions and attitudes towards the use of video games in educational settings, encompassing a
wide spectrum of experiences and viewpoints.

Analysis:1
Video Game based education has an Impact on Critical Thinking andProblem-Solving Skills

S.NO Responses Frequency Percentage
1 Strongly agree 11 31.43
2 Agree 13 37.14
3 Neutral 8 22.86
4 Disagree 3 8.57

Interpretation: The analysis reflects a positive trend regarding the impact of video games on critical thinking and
problem-solving skills. With a combined 68.57% (31.43% strongly agree, 37.14% agree), there’s substantial
support for the hypothesis. The low disagreement rate of 8.57%indicates a general consensus favoring the notion
that video games benefit these skills ineducational settings compared to traditional methods. However, the neutral
responses at 22.86%imply a portion of respondents remains uncertain about this relationship.

Analysis 2:
Video game based education Contribute to Creativity.
S.NO Responses Frequency Percentage
1 Strongly agree 10 28.57
2 Agree 18 51.43
3 Neutral 6 17.14
4 Disagree 1 2.86

Interpretation: This analysis exhibits a strong consensus (79.99% combined agreement) regarding the
contribution of educational video games to enhancing creativity. A mere 2.86% disagree with this notion,
showcasing overwhelming support for the hypothesis. The neutral responses of 17.14% suggest a fraction of
respondents who neither confirm nor refute the claim.
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Analysis 3
Video game based learning contribute to cognitive skill development.

.NO Responses Frequency Percentage
1 Strongly agree 10 28.57

2 Agree 14 40

3 Neutral 8 22.26

4 Disagree 2 5.71

5 Strongly Disagree 1 2.86

Interpretation: Similarly, a substantial majority (68.57%) agree or strongly agree that video games aid in
cognitive skill development. The disagreement percentage of 8.57% indicates a minor opposing viewpoint, while
22.86% remain neutral, demonstrating a notable level of uncertainty or ambivalence toward this assertion.

Video games have long-term positive effects on academic performance.

Analysis 4

S.NO Responses Frequency Percentage
1 Strongly agree 8 22.86
2 Agree 16 45.71
3 Neutral 8 22.26
4 Disagree 2 5.71
5 Strongly Disagree 1 2.86

Interpretation: This analysis shows a strong collective belief (68.57%) in the long-term positive effects of video
game based learning on academic performance. Disagreement remains relatively low at 8.57%, indicating a
general alignment with the hypothesis. However, 22.86% maintain a neutral stance, possibly due to uncertainty or
lack of a clear perspective on this matter.

Analysis 5
Video games have Influence on shaping Future Career Development.

.N Responses Frequency Percentage
1 Strongly agree 9 25.71

2 Agree 16 45.71

3 Neutral 7 20

4 Disagree 5.71

5 Strongly Disagree 2.86

Interpretation: A majority (71.42%) of respondents support the idea that video game-based learning might
influence students’ future career development. The disagreement rate of 8.57% suggests a small opposing
viewpoint. Meanwhile, 20% hold a neutral stance, indicating a considerable portion with uncertain views on this

relationship.
Analysis 6
Integration of video games is a positive step in education.

.NO Responses Frequency Percentage
1 Strongly agree 6 17.14

2 Agree 16 45.71

3 Neutral 10 28.57

4 Disagree 2 5.71

5 Strongly Disagree 1 2.86

Interpretation: The integration of video games in education is viewed positively by a substantialmajority (63.85%).
However, the neutral responses (28.57%) are notably higher in comparison toother analyses, signifying a significant
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level of uncertainty or ambivalence.

Analysis 7
Different attitudes exist among teachers, parents, stu};lents regarding the use of videogames in education.
S.NO Responses Frequency Percentage
1 Strongly agree 15 42.86
2 Agree 12 34.29
3 Neutral 6 17.14
4 Disagree 1 2.86
5 Strongly Disagree 1 2.86

Interpretation: This analysis demonstrates a prevalent agreement (77.15%) regarding the existence of diverse
attitudes among teachers, students, and parents regarding video game usein education. The low disagreement rate
(5.71%) indicates a widely accepted notion. Notably, there is no “strongly disagree” response, suggesting a
consensus on this matter.

Analysis 8

Video game based learning helps in understanding the concepts better.

S.NO Responses Frequency Percentage
1 Strongly agree 12 34.29
2 Agree 14 40
3 Neutral 22.86
4 Disagree 1 2.86
5 Strongly Disagree 0 0

Interpretation: The majority (74.29%) believe that video games assist in better understanding lessons.
Disagreement is minimal (2.86%), affirming widespread agreement. However, 22.86% maintain a neutral stance,
signaling a considerable level of uncertainty orlack of clear conviction on this statement.

Analysis 9

Video games based learning makes lectures more enjoyable and exciting.

S.N Responses Frequency Percentage
1 Strongly agree 12 34.29
2 Agree 15 42.86
3 Neutral 5 14.29
4 Disagree 3 8.57
5 Strongly Disagree 0 0

Interpretation: A significant majority (77.15%) agree or strongly agree that using video games in courses makes
lectures more enjoyable and exciting. Disagreement remains low (8.57%), while neutral responses are present at
14.29%, suggesting a portion with uncertainor ambivalent views on this assertion.

Analysis 10

Video games should be used selectively in specific courses or skill improvement rather than in all classes.

S.NO Responses Frequency Percentage
1 Strongly agree 15 42.86
2 Agree 14 40
3 Neutral 3 8.57
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4 Disagree 2 5.71
5 Strongly Disagree 1 2.86

Interpretation: The vast majority (82.86%) agree or strongly agree that video games shouldbe used selectively in
specific courses or skill improvement rather than in all classes.

Disagreement is relatively low (8.57%), while 8.57% maintain a neutral stance. This suggestswidespread support
for the notion of strategic use of video games in education while acknowledging a segment with uncertain
perspectives.

Overall, these analyses indicate a prevailing positive inclination toward the benefits of video games in educational
settings. However, a notable proportion remains neutral or uncertain on certain aspects, suggesting a need for
further exploration or clarification in these areas.

FINDINGS:

1. Engagement with Video Games & Educational Impact: There's substantial agreement(68.57%) that using
video games positively impacts critical thinking and problem-solving skills in educational settings.

2. Creativity Enhancement: A majority (80%) agree that educational video games contributeto enhancing
creativity.

3. Cognitive Skill Development: A significant number (68.57%) acknowledge the role ofvideo games in cognitive
skill development.

4. Long-term Academic Impact: A considerable proportion (68.57%) believe video game-based learning has
long-term positive effects on academic performance.

5. Influence on Career Development: Over 70% agree that video game-based learning mightinfluence students'
future career development.

6. Positive Step in Education: There's substantial agreement (63.85%) that integrating videogames into education
is a positive step.

8. Diverse Attitudes: A majority (77.15%) believe in the existence of different attitudesamong teachers, students,
and parents regarding the use of video games in education.

9. Understanding Lessons: A significant portion (74.29%) agrees that video games help inunderstanding lessons
better.

10. Enhanced Enjoyment in Learning: A substantial majority (77.15%) finds using videogames as tasks or
assignments makes lectures more enjoyable and exciting.

11. Strategic Use in Education: Around 82.86% believe video games should be used selectively in specific
courses or to improve particular skills rather than in all classes tomaintain the seriousness of education.

SUGGESTIONS:

1. Critical Thinking & Problem-Solving Skills: Enhance curriculum with video gameelements to stimulate
critical thinking.
Creativity Enhancement: Introduce creative game-based assignments to promoteimaginative thinking.

3. Cognitive Skill Development: Develop games focusing on cognitive skillimprovement for varied learner
engagement.

4. Long-Term Academic Performance: Design long-term gaming interventionsaligned with academic
goals.

Future Career Influence: Implement career-oriented gaming elements to inspireand prepare students.

6. Positive Step in Education: Educate stakeholders on the strategic benefits ofintegrating gaming into
lessons.

Understanding Lessons: Develop games aligning with curriculum topics for betterunderstanding.
Lecture Engagement: Use games as supplementary tools for engaging andinteractive lectures.

9. Strategic Usage: Develop guidelines for the targeted and effective application ofgames in specific
courses.
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CONCLUSION:

The majority across age groups, gender, and educational roles supportthe positive influence of video games in
education, particularly in critical thinking, creativity, and cognitive skill development. There’s a prevalent
agreement on the potential for video games to enhance academic performance, future career paths, and make
education more engaging.

SUGGESTIONS FOR IMPLEMENTATION:

1. Design educational games catering to diverse learning styles and age groups.

2. Conduct workshops and seminars to educate educators, parents, and administratorsabout the merits of video
games in learning.

3. Collaborate with game developers to create educational content aligned withcurriculum objectives.

4. Ensure balanced and moderated usage of video games to maintain the seriousness of education while
promoting engagement and learning.

5. While the majority exhibits favorable views, the presence of neutral responses underscores the need for
further exploration, clarification, and tailored strategies to integrate video games effectively into
educational settings, addressingconcerns and uncertainties voiced by specific demographics.
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