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	Area of Research:
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Technology based games and learning


	Research question:

(Concise question like: “What factors contribute to inclusion?”  “What motivates children to learn?”  This does not have to be the full title of your thesis)

What do children know about the learning processes and skills that are embedded in computer and video games?


	Brief summary of research:

(One or two sentences which encapsulate the research. e.g. “This research investigates the effects of assessment for learning or motivation and achievement.  The strategies focused on include feedback, self-assessment, mentoring and individual target setting.)

Research, inspection reports and initiatives carried out by independent and governmental agencies have highlighted the need to bridge the gap between schools and the technological experiences of learners by offering young people a more dynamic and responsive curriculum.  While many studies have examined the use of video games and computer games in secondary schools there is less research and data about the perceptions and views of children in primary schools.  My research has shown that younger children do have many views on the use of games and can offer viable solutions.


	How was the research done?

(One or two sentences about methods used, which give the reader a picture of e.g. the size of sampling; use of survey; questionnaire; interview etc.)

A mixed methods approach was used in order to paint a thick description of the children’s games patterns and behaviours, their preferences for games and the features of games that they value the most.  The study also investigated the skills that children use and develop when playing games.  The quantitative data was collected via two different questionnaires whilst three different interview strategies, namely semi-structured interviews, photo interviews and games reviews, were used to ascertain the children’s views about the learning power of games.


	Keywords and Phrases:

(List up to 10 key words/phrases that will help the reader in their own investigations/search)

· Technology-based games
· 21st century curriculum
· Pupil voice
· E-learning strategy
· Role of play in education
· Personalised learning


	Who might find my research useful?

(List up to four)

· Local education authorities

· School governors

· School leaders

· Teachers


	Summary of Key Findings:

(Provide up to a maximum of eight bullet point sentences)

· Gaming is often a social activity, involving not only friends and siblings but also parents and grandparents.
· These social aspects were an important motivation for playing games.
· There is a wide variation in the games genres preferred by children and most of the children enjoyed more than one type of game.
· The children particularly valued adopting the roles of various characters as they solved increasingly difficult problems or overcame obstacles. 
· The children highly rated the cognitive skills, such as thinking, planning strategies and recall, which they employed and developed when playing games.

· They did not rate digital games very highly when they were used to teach academic skills such as reading, spelling or maths.  However they did think that it was appropriate to use digital games when mastering vocational skills such as music, cooking or driving.

· The children did not think that it was appropriate to use computer games in schools; worrying that they were often too violent or ‘rude’.  They were also concerned that people might think they were not working hard if they were playing games.


	Implications for practice:

(Provide up to six implications for practice/recommendations arising from your research)

· Schools need to bridge the gap between schools and the technological experiences of learners.

· Schools need to design their curriculum around the needs of the learner.

· The role of the teacher needs to be redefined; they will have to learn to give up some of their authority and allow the children to take on the mantle of the expert.

· Teachers need to take account of children’s varied behaviours and preferences when playing games before introducing them to the classroom.
· Schools need to make a budgetary commitment to invest in consoles, games and training necessary to incorporate games into the curriculum.
· Schools will have to plan very carefully to make sure that the outcomes of game play meet their intended learning objectives and then to find a way to provide the time for games play in a restricted timetable.



	Pertinent Questions:

(Provide up to six questions which teachers might ask of their practice as a result of this research)

· Do your teaching activities and learning experiences take account of the technological experiences of learners?
· Do you recognise the fluid movement of skills between the ‘games’ world and the ‘real world’?
· Do you look for ways to change the classroom to fit the game rather than trying to fit the game into the classroom?
· Are you comfortable giving up the role of authority and allowing the children to be the experts?
· Do you recognise the ethical implications of taking games out of informal learning situations and bringing them into the classroom?


	Quotations:

(Provide up to four key quotations which illuminate the research area)

· In my experience whenever the subject of using video games in school is brought up amongst teachers there are two distinct camps: those who think that video games are at best a massive waste of time and at worst lead to childhood obesity, aggression, violence and addiction; and those who are excited by the learning opportunities that are embedded in digital games.  In either case, it cannot be denied that digital games play an important part in young people’s lives and are deserving of further examination.

· ...I faced two key methodological challenges.  First of all, I needed to access an ‘insider’s account of the ‘power of video games and, secondly, I wanted to involve the children in the collection of data.
· One girl, when talking about her favourite game, explained this learning power succinctly as follows:

My favourite game’s ‘Fable’ because you get to be like a



child and then once you’ve defeated all the people as a



child, you get to become a teen-ager and then you have



to go into duelling practice and things and then you



can become an adult and go off on your own and save



the world.
             Her description of her ‘games’ world encompasses all three motivational aspects 

             of games – fantasy, fun and fulfilment.

· Educators and researcher need to capture the expertise of these digital natives.  This requires us to trust their instincts and to follow up on their advice instead of dictating learning from above.  This does not mean that teachers should be replaced by technology, but rather that they need to learn to take the best from it to provide children with dynamic and responsive learning opportunities.
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	Future Practice

	What has the research led to?

(Describe any change in your (or others) practice or further work/investigation you have done resulting from your research)

· Our school delivers a project based curriculum whereby children work together to answer an essential question.  This year children and teachers are working together to answer the question, ‘Can games give me skills for life?’  This will provide me with an opportunity to extend my research.


	New research questions and tasks

(One of the powerful outcomes of research is that it poses further questions or tasks for others to investigate.  Please list up to five questions/tasks arising from your research)

· Play a game with the children and work with them to design learning activities around this game.
· Ask the children to play a game at home and then create lesson activities to be completed in school.

· Develop training methods for teachers to show them how to plan for the use of digital games in their teaching activities.

· Examine the ethical issues of taking games out of informal learning situations and into the classroom.
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