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As it appears from the previous presentations as well, DGBL is 

receiving a lot of attention nowadays.

Of course, this attention is not new, as researchers have always been 

interested in the impact of games and play (f.e. Vygotsky and Piaget).

However, this body of research has known a boost in the last 

decennium.

I believe there are a number of reasons for this:

The first reason is that more and more people play video games

these days. Almost every month a new study is published about the 

play behavior of youth.

The second reason is the publication of a number of books on the topic 

which became very popular very fast
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All of these books call for a new type of education.

Again, this call isnôt new. 

Ever since the start of the 20th century, educationalists have held a 

plea for a more active involvement of students.

Think of Dewey and Freinet, who were fed up with the traditional 

educational system in which the teacher is in front of the students, 

claiming to pour wisdom in the students heads.

According to the new learning paradigm, students should learn how to 

think critically by experimenting, interacting with each other, be 

intrinsically motivated, stimulated, in control, etcé

The message of scholars like Gee and Shaffer is that video games can 

offer tools to trigger this kind of student behavior.

And while I do believe that this might be true, today I want to make 

some necessary differentiations.

3



In their enthusiasm, games researchers have looked for different 

reasons to use video games in the classroom.

An often heard argument is that video games are intrinsically 

motivating, especially for the new generation that has grown up with 

new technologies.

Iôm sure you are all familiar with some of the labels that have been put 

on the new generation:

Millenials

Digital Natives 

Net Generation 

Gamer Generation 
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The basic assumptions behind these labels is that youngsters are 

growing up in a digital world, which changes the way they act, think and 

learn.

It is claimed that precisely because of their immersion in these new 

technologies and video gaming,

- youngsters are very technologically skilledïcertainly when 

compared to their parents and grandparents.

Moreover, it is argued that the immersion in new technologies has lead 

to a change in the thinking patterns of the new generation.

Youngsters think in hypertexts now, jumping from one subject of 

interest to another 

ïthey are not longer interested in staying focused in one subject at a 

time 

- (or perhaps they even canôt anymore) 

Among the other things, this all would lead to changing learning 

preferences in the new generation.
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In this regard, I will address two issues today.

The first is the idea that the new generation is as immersed in video 

gaming as is claimed by the digital natives protagonists.

The second issue I will try to tackle, is the idea of the changing 

learning preferences: do students want video games in the 

classroom?

I believe itôs important to ask for studentsô opinions, certainly when 

weôre promoting active participation.
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To study studentsô perceptions, I chose for a paper survey.

858 students from over 20 secondary schools participated.

In the sampling procedure, I paid attention to:

Age 

The different types of education 

Grade level

Gender 
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Now, regarding the level of immersion of students in video gaming, the 

purpose of this study was not to be able to pull some nice statistics 

out of my hat. 

The quotation on this slide is based on the actual data, but itôs 

presented like it would be in popular media: 

ñFlemish students play 4.6 hoursa week on average.ò
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Of course, this kind of messages leave us with more questions than 

answers.

For example on 9lives, the biggest games forum in Belgium, gamers 

reacted on a similar study:

some are left with unanswered questions,

others just donôt believe these figures, they seem to high

Iôm not claiming here that I can answer all questions, but I hope I 

can make the necessary differentiations.
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For example, it appeared that the number of 4.6 weekly hours of 

playtime was very much influenced by extreme scores.

Therefore, I calculated the 5% trimmed meanïwhich is simply 

calculating the mean while excluding the top 5% and the bottom 5%.

As you can see the number dropped from 4.6 hours to 3.7 hours of 

weekly playtime.

Moreover, when I dug somewhat deeper in the data, it appeared that ï

on average- male students play 3 times as much as female 

students.

But then again, are all boys and girls alike?
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To find an answer to this question, I created categories based on the 

mean hours of weekly playtime.

One of the first things that catches the eye is that almost 13% of all 

students never play video games at all - most of them are girls, but 5% 

of the boys also claims never to play games at all.

Other gender differences are clear from this bar chart as well.

The majority of male students play 1-5 or over 5 hours a week, while 

female students rarely play more than 5 hours a week.

Still, this does not tell us anything about the types of games these 

youngsters are playing. Are we comparing commercial gaming to 

gaming on cell phones?
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As we did not find a suitable game typology in the literature, we 

decided to ask what game platform the students preferred.

From these results it is clear that the computer is still the preferred 

medium for gaming.

Again, gender differences are apparent, with male students preferring 

the computer and consoles; while female students play games on all 

kinds of platforms.

12



These descriptive statistics clearly show that itôs not ok to generalize 

game playing behavior over all students.

This is somewhat concerning, as video games nowadays are 

promoted as the next big educational revolution. But previous 

research has shown that active participation to DGB lessons is really 

necessary (think of both Squireôs and Egenfeldt-Nielsenôs research).

Will girls be as motivated as boys? And how about youngsters that do 

not have any experience with games at all?
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The idea was to build a model to explain and predict students initial 

acceptance of using video games in the classroom.

The theoretical foundations of this model I found in the TAM by 

Davis.

The Technology Acceptance Model (TAM) identifies two user beliefs: 

perceived usefulness and perceived ease of use, as the main 

determinants for individualsô behavioral intentionto use information 

systems.

TAM further assumes a direct relation between ease of use and 

usefulness: people will perceive a technological artifact to be more 

useful when it is easy to operate.

For me, this model was extremely inviting, as ease of use and 

usefulness appears to explain a lot of variance in behavioral intention 

in many contexts (mostly around 40%), 

Second, as actual use of video games in education is still a utopia -

AND because itôs not up to the students to decide whether they want to 

use games or not, using a ñbehavioral intentionòscale was very 

appealing as well. 

14



Of course, as the TAM was originally designed for a business context, 

I had to make some adaptations.
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The TAM model still constitutes the backbone of the model. 
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However, I replaced the ñbehavioral intentionò scale with a ñpreference 

for video gamesòscale.

Which is more focused on: ñDo I want video games in the classroom or 

not?ò
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Second, I added an extra user belief next to ease of use and 

usefulness.

Based on the items that were used to measure usefulness, it appeared 

to me that they all focused on the outcome of the learning process.

In an educational context, of course that is not enough ïin education 

both outcome AND the learning process are important.

Therefore, I added ñlearning opportunitiesò to the model as a third 

user belief.

ñLearning opportunitiesò measures whether students believe that using 

games will offer opportunities for experimenting, interaction, stimulation, 

etcé 
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Last but not least, based on the large differences found in the 

descriptive statistics and some ongoing discussions within the literature,

I included both gender and experience in the model.
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The major advantage of a model like this over regression analysis 

etc for me is 

that it is able to visualize indirect relationships between different 

construct.

For example, in my model, I predict that gender affects the studentsô 

preference for video games both directly 

Ánd indirectly through ease of use and experience.

This way, it is possible to be more precise in our explanation of 

studentsô acceptance of video games.
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Of course, before I could interpret any results, I had to make sure that 

my questionnaire was ok.

Therefore, I split the data in half and performed EFA on the first half 

to see whether I could reconstruct the factor structure, and CFA on the 

other half to test the factor structure stability.

From these analyses I concluded that the questionnaire was valid. 
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So letôs take a look at the descriptive statistics first.

Each construct in the model was measured by coding the studentsô 

responses to a number of items on a 5 point Lickert scale.

So the scores in this table are the mean scores for all students on the 

different items that constitute experience, ease of use, usefulness and 

so on.

Bear in mind that it is hard to draw conclusions based on these 

numbers. However it is possible to interpret the ñpreference scaleò. 

From these figures it appears that female students do not prefer the use 

of video games in the classroom, while male students do.
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The ñrealò analysisthen was conducted using Structural Equation 

Modeling.

As you can see on the slide, the data fit the model well, as all fit 

measures appeared acceptable.

Only the p value violated the criteria, but this can be attributed to the 

large sample size.
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So letôs take a look at the model again.

In the upper right corner of each construct, a percentage is written.

As you know, each construct is measured by a number of items.

Different students have different answers to these items.

The percentage that is shown on this slide, indicates how much of the 

variance in these different answers can be attributed to the other 

constructs. 

For example, over all, the hypothesized model accounted for 63% of 

the variance in the acceptance of video games in the classroom by 

secondary school students.

What we want to know next, is the relative importance of each arrow.
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And this is what is presented on this slide.

It appears that Usefulness is the strongest predictor for video game 

acceptance (the highest number accompanying an arrow to Preference 

for video games).

Surprisingly, the effect of experience on preference for video gaming 

is a lot lower.

However, it is still significant, thereby providing some support for the 

digital natives claim that immersion in gaming results in a preference for 

using video games.

The strongest effect in the model was found between gender and 

experience.

Moreover, judging by the very weak direct effect from gender on 

preference for video games,

it appears that the gender effects found in the descriptive statistics are 

predominantly mediated by experience
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At a basic level, this means that video games are best introduced into

the classroom as a useful way of learning something.

Not merely as ñsomething that is fun to doò.

Students want to learn when they attend school.

Of course, all of the important predictors for students acceptance of 

video games in the classroom could be addressed in media education

as well.

Scholars like Buckingham have been promoting video game literacy for

a while now, and I believe these results provide extra support for their

plea.
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A re-citation of Umberto Eco is in place here.

In a paper on television, he warned that watching a lot of television is 

not the same as being able to ñuseò television.

Over 15 years ago, he already stated: ñquoteò.

28



Itôs easy to translate his concerns to video games.
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This study is subject to numerous limitations.

Therefore, in future research, I would like to attribute issues like:

-Changes over time

-Comparison of students with other stakeholders in the educational

change process

-Differentiation for types of games and types of learning

-é
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