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ABSTRACT

Learning resources are part of the educational process of students. However, how video games act as learning resources
in a population that has not selected the virtual formation as their main methodology? The aim of this study was to
identify the influence of a video game in the learning process of brain evolution. For this purpose, the opinions of the
video game players were categorized into two groups (learning and entertainment) through a qualitative analysis in
ATLAS.ti software. Then, the correlation between the grade obtained in the exam and the advance of the game was
assessed using a Spearman correlation test in SPSS. Finally, an analysis of variance was performed taking into account
the opinions categories (learning and entertainment), the advance in the game and the score of the exam. We found a low
correlation (p = 0.336) between the advance in the video game and the score in the exam. Next, we found no effect on
how the players perceive the entertainment and the learning during the game in how well they perform neither in the
exam nor in the advance of the video game (p>0,05). Therefore, it is clear for this specific case the need for different
instructional strategies and integration to complement the role of a video game when learning brain evolution.
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1. INTRODUCTION

We are living in the digital age. In this age, rethinking the way of teaching and learning is essential. As part
of this transformation, new tools have emerged. Del Moral et al, (2010) states that opportunities for design,
development and innovation offered by Web 2.0, along with support structures and collaborative tools to
accompany the process of teaching and learning in the network, allow a reformulation of approach to
e-learning, leading to an opening and constant change in the shared construction of knowledge that can
establish a set of digital resources for educational purposes, which can be used in learning environments
supported by technology, commonly known as virtual learning objects (VLO).

According to the above and within the educational purpose set out in the portal Colombia Aprende
(“Colombia learns”, 2016) a VLO must obey at least three components to ensure a structure of basic
information: the definition of content to be treated, the structure of activities focused on learning and the
contextualization of its elements. In addition, Cuervo (2011) noted that for a VLO to fulfill a significant
educational structure and value it is necessary to accomplish the characteristics described in Figure 1.
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Figure 1. Characteristics of a good VLO as described by Cuervo (2011)
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The features described in Figure 1 offer a structure that allows exploiting adequately the contents of a
VLO (Del Blanco et al, 2011). This implies that as part of the modularity of a VLO, several tools can be
used. For instance, video games or digital games. Video games appear in the school system as a way of
including artifacts and own cultural symbols of this era. They are the icon of interactivity in virtual spaces,
and offer the possibility of obtaining immediate response depending on the actions of users and the ability to
handle large amounts of information along with their distant mass consumption. Because of this, video games
are an alternative to the innovation and motivation characteristic of online educational environments.

Initial references of working with video games can be found by 1998, as described by Molinas (2005). In
his work, part of the Grup F9 project developed in Spain, video games were used as a tool to achieve
significant learning with students with learning difficulties. Nowadays, there are several cases of video games
developed with specific curricular contents (Oblinger, 2006) that are used to teach. With them, it is proposed
that students build knowledge and design strategies that involve higher order cognitive functions as attention,
perception, memory, problem solving and understanding of some topics previously defined by the teaching
and production teams.

Investigation related to video games in pedagogy focuses on primary and secondary education, as
evidenced in numerous publications (Smith & Pellegrini, 2008). However, video game research focused on a
college level is very poor. In general, there is a positive correlation between the "serious games" as
mentioned by Rodriguez and Gomes (2013) and the impact of these on teaching and learning (Bai et al.,
2012; Ritterfeld et al., 2009 and Kebritchi, et al., 2010). These studies found an influence of video games on
the results in mathematics, and highlight the multimodality and interactivity of the game. On the other hand,
there are also research studies that found little influence of video games on education (Friedman & Saponara,
2008; Ketamo & Suominen, 2008; Anetta et al., 2009). One of these investigations specifically assessed
comprehension of biology concepts and failed to find improvement after using video games.

In this document we describe the research conducted by our group of teachers in the framework of
processes of virtual training, to question the role that digital content — specifically video games-, play in the
learning process of students enrolled in a virtual course as part of their minor. These virtual courses are
mandatory for all students. Given that virtual contents occupy a central place in the VLO, it is essential for
the techno-pedagogical design of virtual courses to investigate the relationship between video games and the
learning they promote. When asked for the learning and the quality of these courses one finds a gap between
objectives and achievements, which contributes to unveil the relevance that video games have in online
education, a field still under construction.

120

www.manaraa.com



13th International Conference on Cognition and Exploratory Learning in Digital Age (CELDA 2016)

This research evaluates the influence a video game has on learning brain evolution and therefore
contributes to the understanding of virtual education processes at a college level that use video games as an
innovative and alternative strategy of teaching specific content.

2. BODY OF PAPER

2.1 Population

In this research we assessed the learning process of 431 students (17 - 26 years old) from the Manuela
Beltran University (Bogot4, Colombia). As part of their minor, every student in the university has to take the
virtual course in basic neuroscience, the one under study, which means the students belong to various
disciplines.

2.2 Methods

We designed a game called “The brain evolution game” in order to teach brain evolution. We asked the
students to play the game, and noted how far they reached on it. According to how many levels they were
able to complete, we assigned a grade from 0 (the student did not complete any level) to 5 (the student
finished the game). Then, we designed an exam that questioned concepts related to brain evolution. After the
students played the game, we asked them to take the exam. Again, according to how many questions they
answered correctly, we assigned a grade ranging from 0 (the student did not get any correct answer) to 5 (the
student answered correctly all the questions). Next, we correlated these two grades and performed a
Spearman’s rank correlation coefficient in SPSS Statistics (SPSS Inc, version 17.0, Chicago).

Furthermore, we asked the students to rate their experience with the video game, writing their opinions in
a forum. Then, we categorized those opinions. To do that, we created two main clusters, named
“Entertainment” and “Learning”. For the qualitative analysis we used the Atlas Ti software (version 7, USA)
and classified each participant’s opinion into one of three categories inside each cluster: “high”, “medium” or
“low”. This means, for example, that one participant that expressed about the game as “[it was] an excellent
experience, I had so much fun playing it and learned a lot about brain evolution” was categorized as “high”
inside both the entertainment (“he had much fun”) and the learning (“he learned a lot”) clusters. Next, we
analyzed the relationship between the categorization in each cluster and the grades in the game and the exam.
For this, we performed a Krukal-Wallis test using the software Statistix (version 8, USA). In total, we
analyzed 153 participations related to “entertainment” and 285 related to “learning”.

2.3 The Brain Evolution Game

Definitions related to digital games vary. However, digital games do have in common that they all provide
visual information to one or more players, accept input from the player(s), and use a set of programmed rules.
All this inside a sensory interface and a story that adds emotional appeal (Oblinger, 2006). The games that
are designed to teach something are also part of the category called “edutainment”, which comes from the
words “education” and “entertainment”. Here, we studied a digital game called “The brain evolution game”
that falls into the classification of edutainments as it tries to use entertainment with the development of
purely curricular contents. Moreover, this game is a role game, where the player assumes the role of a
creature (Oblinger, 2006). To further describe the game, we used the criteria presented by Gross-Salvat
(2000) and summarized it in Table 1.
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Table 1. Description of the brain-evolution-game according to the criteria used by Gross-Salvat (2000)

Name The brain evolution game

Game description The game consists of an avatar that should be controlled by the player using the
arrow keys. The avatar starts as a round structure, representing a single-celled
organism. The objective is to make the avatar “evolve”. To evolve, the avatar
must eat “nutritious food”, and avoid “toxic food”. Also, at the beginning of
each level there is a 3 to 6-minutes video that gives information about evolution.
During each level, a set of pop-up windows appear giving the player more
information of the evolution and the nervous system of a particular group of
animals. Moreover, during each level the player must answer several questions
related to the given information. If the player manages to feed the avatar and
answer the questions correctly, they complete the level. As the player completes
a level, the avatar “evolves”: it changes from a single cell to a lobster-like
representation, to a fish, to an amphibian-like body, to a monkey, and finally
reaches a cavern-man-like shape. The game has twelve levels with increasing

complexity.
Type Simulation
Language Spanish
¢How important is language for the | Very important.

player?

' Pedagogical criteria

Main type of contents in the game Concepts

Related area of knowledge Natural sciences
Conceptual content of the game Evolution of living organisms, and the characteristics of their nervous system.
Procedures Psychomotor skills. o Visual-motor coordination: High
o Laterality: Low
o Space organization: Medium
Retention of information. o Attention: High
o Memory: High
Creative skills. NO
Analytical skills. NO
Metacognitive skills. NO

The brain evolution game was designed for teaching nervous system evolution, as part of a virtual course
given to every student in the university. So, it can be further classified as a "serious game", an application
designed and built by a group of professionals who have an intention and a pedagogical approach (Rodriguez
& Gomes, 2013).

2.4 Playing and Learning

To assess how the Brain evolution game rendered specific knowledge to its players, we evaluated the grades
players got in the exam and correlated them with how much they advanced in the game. The results are
shown in Figure 2. If the game is a real edutainment, then one would expect to see a positive correlation
between these two variables. However, we found a weak correlation (p=0,336; n=431, Spearman’s rank
correlation coefficient, SPSS Statistics) between them. The results indicate that either the game is not
achieving the learning process it intends, or it is not appropriate to assess learning measuring the grade in an
exam. Both possibilities have been discussed in several studies (Buckingham, 2008).
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Figure 2. Relationship between the advance in the game the students had —measured as a grade according to how many
levels they passed, and the grade they got in the exam. n=431

Several authors have shown that video games enhance the learning process of natural sciences. For
instance, Kebritchi et al. (2010) showed an enhanced performance in tests that needed algebraic calculations
in students that had previously played a video game. However, other authors (see Anetta et al., 2009) have
proven that when learning biology, the students that played a serious game did not show a better
understanding of the concepts than a control group. Because we could not find a significant correlation
between how far the students reached in the game and how well they performed in the exam, our results
support the studies in the line of Anetta et al. (2009), in which the mere playing of a serious game does not
improve the acquisition of concepts of the topic the video game is approaching.

One point that must be taken into consideration in the light of our results is game designing. Some studies
that have found a positive correlation between video games and learning highlight as important
characteristics the multimodality and the interactivity of the game. Although these two characteristics are
also present in the brain evolution game, we did not find this correlation. Moreover, Kritzenberger (2010)
discusses the characteristics that video games should have in order to improve the user experience. He
concludes that one of the things that should be taken care of when designing serious games is that they
should resemble as much as possible the commercial video games, given that serious games are often boring
to users because they focus on the pedagogical dimension.

Next, we categorized the perception of the players in relation to the game, and assigned a level inside the
clusters “entertainment” and “learning”. We assessed the effect the categories had on how much the students
advanced in the game and how well they performed in the exam. The results are represented in Figure 3 and
Figure 4.
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Figure 3. Advance in the game and grade in the exam according to the perception of entertainment players had during the
game. n=153

123

www.manaraa.com



ISBN: 978-989-8533-55-5 © 2016

One would expect to see a relationship between how entertaining a player finds a game and how far they
reach on it. However, this was not the case for the Brain Evolution Game (see Figure 3) as no significant
differences were found in the performance of the students that fell into three different entertainment levels
(p=0,3078; n=153; Krukal-Wallis test; Statistix 8). Furthermore, the entertainment the player finds in the
game does not affect how well they perform in the exam (p=0,4923; n=153; Krukal-Wallis test; Statistix 8).

It has been widely reported that motivation is one of the most important factors that drive learning. Some
have said that “when motivation dies, learning dies and playing stops” (Gee, 2003). One of the definitions of
motivation is the “learner’s willingness to make an extended commitment to engage in a new area of learning
(diSessa, 2000)”. Good games should be highly motivated to many people. Although we found many
students rating the game as “highly entertaining” this motivation they reported did not helped them improve
neither in the advance on the game itself, nor in the exam.

This could be understood if one considers several possibilities. First, one of the most recurrent comments
students made on the game was its slow response. Some authors propose that “entrainment, not to be
confused with entertainment, which is the careful timing of moves, (...) the pace of the game, elicits a deep
rooted connection with the character, which results in a sense of flow” (Squire, 2013). Without this sense of
flow, the abilities are no longer matched with challenges. Therefore, a good video game must have these flow
experiences; otherwise the user would likely experience some level of dissatisfaction with the game. In our
case, we indeed found some dissatisfaction which could affect the engagement students had with the game
and in that way with the contents on it. Secondly, game-based learning is not just creating games for students
to play. It requires the design of learning activities that can incrementally introduce concepts, and guide users
towards an end goal (Pho & Dinscore, 2015).
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Figure 4. Advance in the game and grade in the exam according to the perception of learning players had during the game

In the Brain Evolution Game we did not find a relationship between the appreciation of learning a player
had (i.e. how much they feel they learned) and the performance in the game (p=0,2316; Krukal-Wallis test;
Statistix 8) or the exam (p=0,0709; Krukal-Wallis test; Statistix 8), as can be seen in Figure 4. If one
considers that the behavior in an exam is a good measure of learning, then our results indicate that the game
is not achieving the player’s learning. At this point one must consider that the learning potential of games
should be merged with how the game is used. As Van Eck (2006) describes: “simply using games may not be
very effective; use is not synonymous with integration. What is more important is to consider how to add
games to the educational tool set, blending them with other activities. Integration requires an understanding
of the medium and its alignment with the subject, the instructional strategy, the student’s learning style, and
intended outcomes. Integration of games into curricula is much more likely to be successful than mere game
use”. Also, both meaning making and participation are key factors in the development and the application of
a good video game. These genuine and deeply rooted learning opportunities can only be found in games that
offer players the ability to construct goals, strategies, and theories about the game system (Squire, 2013).

One of the drawbacks to overcome in academic training processes including video games as the central
element of learning is the difficulty of learning from games itself and the problem of establishing the
relationships between video games and the curriculum content (Buckingham, 2008). With our study we find
that, as Buckingham (2008) proposes, designing a video game should carefully think the way the curriculum
contents are approached. We hypothesized that the Brain evolution game is not achieving the learning
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process it intends because it lacks an explicit relation between the learning objectives, the academic contents
and the elements of the game.

The 2014 NMC Horizon Report lists games and gamification as a trend in higher education with an
adoption timeframe of two to three years (Pho & Dinscore, 2015). We propose that, in this era of increasing
gamification, where the idea is that video games can add an extra level of motivation and incentive to
education activities, it is very important for teachers and game developers to consider the conditions that
render actual game-based learning. Our results show that careful planning of games and related activities is
crucial. Moreover, coming back to our initial question, we propose that video games can be a resource inside
a learning strategy. As our results show, the mere act of playing a video game does not imply learning of
specific curricular contents, so this resource should be used inside a planned learning strategy that goes
beyond the act of playing.

3. CONCLUSION

In this study we did not find a positive influence of one video game in learning brain evolution. The
correlations found are weak or non-existent between the advance in the game and the grade the students got
in an exam designed to measure learning. Our results give information to take into account when designing
VLOs and when intending to transform the relationships that take place in the virtual learning spaces:
between the students and knowledge, content, learn and exams involved in the processes of massive
formation in virtual education. Our results suggest that a video game is a learning resource that must be
carefully planned inside a learning strategy in order to integrate the curricular content and in that way to
successfully influence the learning process.

REFERENCES

Annetta L.A., Minogue J., Holmes S.Y. & Cheng M.T. (2009) Investigating the impact of video games on high school
students’ engagement and learning about genetics. Computers & Education, 53, 74-85.

Bai, H., Pan, W., Hirumi, A., & Kebritchi, M. (2012). Assessing the effectiveness of a 3-D instructional game on
improving mathematics achievement and motivation of middle school students. British Journal of Educational
Technology, 43(6), 993-1003.

Buckingham, D, 2008. Mas alla de la tecnologia: Aprendizaje infantil en la era de la cultura digital. Ediciones
Manantial SRL, Buenos Aires, Argentina.

COLOMBIA APRENDE, sf. Objetivos Virtuales de aprendizaje e Informativos. Disponible en: http
http://www.colombiaaprende.edu.co/html/directivos/1598/article-172369.html

Cuervo, M. et al, 2011. Objetos de aprendizaje, un estado del arte. Proceedings Entramado. Cali, Colombia, pp.176-189.

Del Blanco A. et al, 2011. Analisis del uso del estandar SCORM para la integracion de juegos educativos. Proceedings
IEEE-RITA. USA. pp. 118.

Del Moral, E. et al, 2010. Objetos de aprendizaje 2.0: Una nueva generacion de contenidos en contextos conectivistas.
Proceedings Revista de educacion a distancia, (25). Murcia, Espafia.

diSessa, A. A. (2000). Changing Minds: Computers, Learning, and Literacy. Cambridge, Mass.: MIT Press.

Friedman, R. y Saponara, A. (2008). Novice and expert collaboration in educational software development: evaluating
epplication effectiveness. Journal of Interactive Learning Research, 19 (2), 271-292. Chesapeake: AACE.

Gee, JP. (2003). What Video Games Have to Teach Us About Learning and Literacy. ACM Computers in Entertainment,
1(1).

Gros-Salvat, B., 2000. El ordenador invisible: hacia la apropiacion del ordenador en la ensefianza. Gedisa Editorial,
Barcelona, Spain.

Kebritchi, M., Hirumi, A., & Bai, H. (2010). The effects of modern mathematics computer games on mathematics
achievement and class motivation. Computers & Education, 55(2), 427-443.

Ketamo, H. & Suominen, M. (2008). Learning-by-Teaching in Educational Games. En J. Luca y E. Weippl (Eds.),
Proceedings of World Conference on Educational Multimedia, Hypermedia and Telecommunications 2008,
2954-2969. Chesapeake: AACE.

125

www.manaraa.com


http://www.colombiaaprende.edu.co/html/directivos/1598/article-172369.html

ISBN: 978-989-8533-55-5 © 2016

Kritzenberger, H. (2010). User Experience in digital game-based learning and serious games: towards the role of media
design. Proceedings of World Conference on Educational Multimedia, Hypermedia and Telecommunications 2010.
Canada, 29-30 de junio.

Molinas, 1, 2005. Memoria de elefante: interrogantes sobre la incorporacion de los videojuegos en la ensefianza. En:
Litwin, E. Tecnologias educativas en tiempos de Internet. Amorrortu editores, Buenos Aires, Argentina.

Oblinger, D., 2006. Simulations, games and learning. ELI White Paper, Educase learning Initiative.

Pho, A. & Dinscore, A. (2015). Game-based learning. Tips and trends: Instructional technologies committee, spring
2015.

Richard Van Eck, 2006. Digital Game-Based Learning: It’s Not Just the Digital Natives Who Are Restless. EDUCAUSE
Review, 41 (2).

Ritterfeld, U, Shen, C., Wang, H., Nocera, L., Wong, WL. (2009). Multimodality and Interactivity: Connecting properties
of serious games with educational outcomes. Cyberpsychology and Behavior, 16 (6), 691-697.

Rodriguez, C. & Gomes, M., 2013. Videojuego y educacién: Una vision panoramica de las investigaciones desarrolladas
a nivel internacional. Revista de Curriculum y formacion del profesorado, Vol.17, No. 2, pp 479-494.

Smith, P. K. & Pellegrini, A. (2008). Learning Through Play, Encyclopedia on Early Childhood Development. Centre of
Exellence for Early Childhood Development.

Squire, K. (2013). Video Games and Learning: Teaching and Participatory Culture in the Digital Age. Alberta Journal of
Educational Research, 59 (1), 129-132

126

www.manaraa.com



	13th INTERNATIONAL CONFERENCE ON COGNITION AND EXPLORATORY LEARNING IN DIGITAL AGE (CELDA 2016
 )
	COPYRIGHT 

	TABLE OF CONTENTS

	FOREWORD

	PROGRAM COMMITTEE

	KEYNOTE LECTURES
	FULL PAPERS 

	A SERVICE-LEARNING PROJECT USING CROWDFUNDING STRATEGY: STUDENTS’ EXPERIENCE AND REFLECTION

	TOWARDS A THEORY-BASED DESIGN FRAMEWORK FOR AN EFFECTIVE E-LEARNING COMPUTER PROGRAMMING COURSE 

	AN ONTOLOGY FOR LEARNING SERVICES ON THE SHOP FLOOR 
	THE IMPACT OF TECHNOLOGY INTEGRATION UPON COLLEGIATE PEDAGOGY FROM THE LENS OF MULTIPLE DISCIPLINES

	A LEARNING SUPPORT SYSTEM REGARDING MOTION TRIGGER FOR REPETITIVE MOTION HAVING  AN OPERATING INSTRUMENT 

	TASK-BASED ASSESSMENT OF STUDENTS’ COMPUTATIONAL THINKING SKILLS DEVELOPED THROUGH VISUAL PROGRAMMING OR TANGIBLE CODING ENVIRONMENTS  

	FRAMEWORK FOR INTELLIGENT TEACHING AND TRAINING SYSTEMS – A STUDY OF SYSTEMS 
	MOBILE DEVICE USAGE IN HIGHER EDUCATION 
	FEATURES STUDENTS REALLY EXPECT FROM LEARNING ANALYTICS 
	MUSIC TECHNOLOGY COMPETENCIES FOR EDUCATION: A PROPOSAL FOR A PEDAGOGICAL ARCHITECTURE FOR DISTANCE LEARNING 
	INCREASING STUDENTS’ SCIENCE WRITING SKILLS THROUGH A PBL SIMULATION
	THE EFFECT OF CHOOSING VERSUS RECEIVING FEEDBACK ON COLLEGE STUDENTS’ PERFORMANCE 
	THE IMPACT OF MIDDLE-SCHOOL STUDENTS’ FEEDBACK CHOICES AND PERFORMANCE ON THEIR FEEDBACK MEMORY 
	NUMERICAL ACUITY ENHANCEMENT IN KINDERGARTEN: HOW MUCH DOES MATERIAL PRESENTATION FORM MEAN? 
	A VIDEO GAME FOR LEARNING BRAIN EVOLUTION:  A RESOURCE OR A STRATEGY? 

	COMMUNICATION VULNERABILITY IN THE DIGITAL AGE: A MISSED CONCERN IN CONSTRUCTIVISM 

	ONLINE LEARNERS’ NAVIGATIONAL PATTERNS BASED ON DATA MINING IN TERMS OF LEARNING ACHIEVEMENT 

	AMAZED BY MAKING: HOW DO TEACHERS DESCRIBE THEIR PBL EXPERIENCE  

	GROUP WORK AND THE IMPACT, IF ANY, OF THE USE OF GOOGLE APPLICATIONS FOR EDUCATION 

	FRACTANGI: A TANGIBLE LEARNING ENVIRONMENT FOR LEARNING ABOUT FRACTIONS WITH AN INTERACTIVE NUMBER LINE 

	EVALUATION OF LEANING UNIT DESIGN WITH USE OF PAGE FLIP INFORMATION ANALYSIS 

	EINSTEIN’S RIDDLE AS A TOOL FOR PROFILING STUDENTS 

	EXPLORING STUDENTS’ E-LEARNING EFFECTIVENESS THROUGH THE USE OF LINE CHAT APPLICATION 
	FACTORS AFFECTING PERCEIVED SATISFACTION WITH FACEBOOK IN EDUCATION 

	INTERACTIVE VIDEO, TABLETS AND SELF-PACED LEARNING IN THE CLASSROOM: PRESERVICE TEACHERS PERCEPTIONS 

	COGNITIVE DESIGN FOR LEARNING: COGNITION AND EMOTION IN THE DESIGN PROCESS 

	INVESTIGATING THE POTENTIAL OF THE FLIPPED CLASSROOM MODEL IN K-12 MATHEMATICS TEACHING AND LEARNING 

	LEARNING ANALYTICS TO UNDERSTAND CULTURAL IMPACTS ON TECHNOLOGY ENHANCED LEARNING 

	WIDENING AND DEEPENING QUESTIONS IN WEB-BASED INVESTIGATIVE LEARNING 

	YEAR 9 STUDENT VOICES NEGOTIATING DIGITAL TOOLS AND SELF-REGULATED LEARNING STRATEGIES IN A BILINGUAL MANAGED LEARNING ENVIRONMENT 

	PURPOSEFUL EXPLORATORY LEARNING WITH VIDEO USING ANALYSIS CATEGORIES 

	BUILDING A LEARNING EXPERIENCE: WHAT DO LEARNERS’ ONLINE INTERACTION DATA IMPLY? 

	RULES FOR ADAPTIVE LEARNING AND  ASSISTANCE ON THE SHOP FLOOR 

	PARTICIPATION AND ACHIEVEMENT IN ENTERPRISE MOOCS FOR PROFESSIONAL LEARNING 


	SHORT PAPERS

	CONNECTIVIST COMMUNICATION NETWORKS 

	LEARNING AND SKILLS DEVELOPMENT IN A VIRTUAL CLASS OF EDUCOMMUNICATION BASED ON EDUCATIONAL PROPOSALS AND INTERACTIONS 

	THE RELATIONSHIP AMONG ICT SKILLS, TRADITIONAL READING SKILLS AND ONLINE READING ABILITY 

	TOWARDS CONCEPT UNDERSTANDING RELYING ON CONCEPTUALISATION IN CONSTRUCTIVIST  LEARNING 

	E-LEARNING IN CHEMISTRY EDUCATION:  SELF-REGULATED LEARNING IN A VIRTUAL CLASSROOM 

	RELATIONSHIP OF MOBILE LEARNING READINESS TO TEACHER PROFICIENCY IN CLASSROOM TECHNOLOGY INTEGRATION  

	HUMAN COMPUTER INTERACTION (HCI) AND INTERNET RESIDENCY: IMPLICATIONS FOR BOTH PERSONAL LIFE AND TEACHING/LEARNING 

	A PORTFOLIO FOR OPTIMAL COLLABORATION OF HUMAN AND CYBER PHYSICAL PRODUCTION  SYSTEMS IN PROBLEM-SOLVING  

	INNOVATIVE COLLABORATIVE LEARNING STRATEGIES FOR INTEGRATED INTERACTIVE E-LEARNING IN THE 21ST CENTURY  
 
	EDUCATIONAL CRITERIA FOR EVALUATING  SIMPLE CLASS DIAGRAMS MADE BY NOVICES  FOR CONCEPTUAL MODELING 

	DIGITAL NATIVES AND DIGITAL DIVIDE: ANALYSING PERSPECTIVE FOR EMERGING PEDAGOGY 

	E-LEARNING SYSTEM USING SEGMENTATION-BASED MR TECHNIQUE FOR LEARNING CIRCUIT CONSTRUCTION 
	STUDENTS’ GOOGLE DRIVE INTENDED USAGE:  A CASE STUDY OF MATHEMATICS COURSES IN BANGKOK UNIVERSITY 

	AN EMPIRICAL STUDY ON THE IMPACT OF SELF-REGULATION AND COMPULSIVITY TOWARDS SMARTPHONE ADDICTION OF UNIVERSITY STUDENTS 
 
	ADAPTIVE GAME BASED LEARNING USING BRAIN MEASURES FOR ATTENTION – SOME EXPLORATIONS 

	EVALUATION OF THE COURSE OF THE FLIGHT SIMULATORS FROM THE PERSPECTIVE OF STUDENTS AND UNIVERSITY TEACHERS
	DEVELOPMENT OF CRITICAL THINKING WITH METACOGNITIVE REGULATION 
	ENACTING STEM EDUCATION FOR DIGITAL AGE LEARNERS: THE MAKER MOVEMENT GOES TO SCHOOL
	NEW SCENARIOS FOR AUDIENCE RESPONSE SYSTEMS IN UNIVERSITY LECTURES
	ACADEMIC RETENTION: RESULTS FROM A STUDY IN AN ITALIAN UNIVERSITY COURSE  

	LEARNING HOW TO WRITE AN ACADEMIC TEXT: THE EFFECT OF INSTRUCTIONAL METHOD AND REFLECTION ON TEXT QUALITY 

	REFLECTION PAPERS

	TEACHERS’ ATTITUDE TOWARDS ICT USE IN SECONDARY SCHOOLS:  A SCALE DEVELOPMENT STUDY 

	INVENTING THE INVENTED FOR STEM UNDERSTANDING 

	AUTHOR INDEX 




