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Research Interests:

• Games studies, design and development.

• Game-based Learning: Educational games. 

• Leadership, Management and Social Change.

• Enhancing Teaching & Learning. 

• Students’ Perceptions and Attitudes towards 
Mathematical learning, and I am keen to explore 
potential research partnerships in this area/ 
interesting projects.
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Today’s Question:

• Using technology to support teaching 
and  learning,

how can games be utilised for 
behavioural change (i.e. 

enhancing students’ learning?



What is Educational technology?

• “Technology is more than hardware. 

Technology consists of the designs and the 

environments Technology that engage 

learners.”  D. Jonassen (2010)



What is Educational technology…?
Educational Technology is a process, an art/ 

craft, a theory of how real-life problems can be 
solved. It is about using technology to serve 
“Native learners”. This is because technology
evolves over the years and so are the 
learning styles. Many 21st century learners are 
choosing, adapting and adopting games as a 
way of learning (Prensky, 2005:8; Jagger, 
2015). This is known as “game-based learning”. 
But what is a game?



What is a game?

“Games are thus the most ancient and time-honoured vehicle for 

education. They are the original educational technology, the natural 

one...Game-playing is a vital educational function for any creature 

capable of learning” (Crawford, 1984:16). 



There are many genres of games from:

• role-playing

• Adventure

• shooting

• strategy

• Mathematics

Types of Games



Types of Games: …Continued

According to Vos (2014), there are three types of 
games:

• Introductory 

• Strategic 

• Specialist games



The notion behind Game Mechanics

According to Prensky (2001), DerryBerry (2007)
and Schell (2015), engaging in computer games 
necessitate some game elements. These are:

• The objectives of the game or storyline

• Game mechanics

• Rules 

• Goals and objectives

• Game Motive: Challenge/ competition

• Game Risks

• Game interactions



But why do we need to integrate 

games as a pedagogical tool?
Engage students in a real life experimental 
experience and enable them to learn skills like :
• Decision-making (Slyman, 2017).
• Good time management skills (Slyman, 2017). 
• Problem solving skills: Interpret numerical and 

financial data (Slyman, 2017). 
• Solve real world problems in a safe environment & 

see the impacts of their decision-makings 
straightaway (Vos, 2014). 

After all, obtain a better understanding of how 
marketing performance is measured (Vos & 
Brennan,2010) or how the market functions. 



Food for thought: 

• What is the difference between traditional 
teaching and educational games teaching?

• What is the future for educational games 
teaching in HE?

• Can educational games replace traditional 
teaching?



Facts: The USA HE Simulation Example

• Simulation games have been utilised in USA higher education 
for over 34 years (Wellington and Faria, 1995, cited in Tao et 
al., 2012). 

• Many USA higher education institutions are choosing to 
integrate simulation games as a pedagogical tool to teach 
undergraduates and postgraduates vital employable skills 
such as analytical and critical skills, strategic thinking, 
problem solving and decision-making. 

• Theoretically, these simulation games could be a facilitating 
tool for assisting learning (Tao et al., 2012; Li et al., 2013) and 
engaging learners, since they are widely used in marketing 
and education as an effective pedagogical tool especially in 
business management, strategy, marketing, policy and 
international business (Faria & Wellington, 2004; Vos, 2014).



What implications are there for policy 

and practice?

• Financial resources, i.e. costs, PCs, joystick…

• Human resources, academic staff…

• Are we ready to revolutionise teaching and 
learning in HE? Can we turn our lecture to a play 
classroom where students learn through game 
playing?



But now how can we use Educational 

technology to support learning?
• Asking students to create their own quizzes, play & 

presentation..
• Reflecting, Thinking, Contextualizing and Make 

meaning
• Collaborating, i.e. group/ project work
• Arguing and discussing using live debating
• Building knowledge using maps, diagrams, computer 

models, wireframe and prototypes
• Uploading YouTube videos
• By choosing, adapting and adopting games as a way 

of learning (Prensky, 2005:8)for teaching complex 
models. 



Food for thought: Summary

• Enhancing students’ learning requires 
"reengagement" (Garris et al., 2002:14).  

• With educational games students can learn 
problem-solving skills, strategic thinking, 
hypotheses testing besides rewards, 
feedback, learning objectives and story-
telling (Dondlinger, 2007). 

• Educational games are beneficial to students since it 
gives learners control, immediate feedback, support 
and can be adapted to suit individuals' pace of 
learning (Mayo, 2009) or is it only the time can tell?
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