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Role of “games” in higher education?


  Student fascination 
  Embraces interactive learning (auditory, 

visual and kinaesthetic) 
  How valid is it to use educational games in 

first year learning? 
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Background of project


  Recognition of inability for first year students to link 
content between successive units of study 

  Foundation knowledge taught in first year is extended and 
applied in second and third year units 

  Academics frustrated “re-teaching” foundation knowledge 
  MCQ-based game piloted in first semester unit; increased 

student engagement 
  Positive student feedback on game use: 

I loved the game, it was most exciting  
and interesting and I learnt something too! 
It was good to answer questions and get  
rewarded, I also liked attacking other students. 
The cell biology game was lots of fun, learning at the same time. 
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UniTas TDG Investigators/Collaborators


  Awarded a University of Tasmania Teaching 
Development Grant in 2008 to develop an interactive 
online resource linking 3 first year HLS units 

  Investigators/Collaborators on TDG project: 
  Tracy Douglas (Lecturer, School of HLS) 
  Susan Salter (Lecturer, School of HLS) 
  Dr Karen Swabey (Senior Lecturer, Centre for Human Movement 

Studies, UniTas) 
  Mike Capstick (IT Lecturer, TAFE Tasmania) 
  Kevin Lyall (Instructional Designer, School of HLS) 
  Laura Maddock (Tutor, School of HLS) 
  HLS students (Two 3rd year undergraduates and one 

postgraduate) 
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The Learning Resource


  Game platform developed involving specific 
assignments to be achieved through correctly 
answering MCQ, achieving upgrades and/or 
challenging other players 

  MCQ are at 5 levels of difficulty; negative scoring 
occurs for incorrect answers 

  Students accrue energy points (ATP) for correct 
answers 

  Students will be introduced to the game 
resource during a compulsory practical session  
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Game format


Student logs onto game 
 

Student enters level 1 (cell biology) 
 

Student successfully completes level 1 assignment 
      

      Access to level 2     Access to level 3 
(anatomy and physiology)         (microbiology) 

 
Complete level 2 and level 3 assignments 

 
Complete game and receive reward 
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Challenge of the Project


  To enable student to make connections 
between their academic units of study 

  To cater for students covering a wide 
range of diverse academic backgrounds, 
learning styles, generic skills and interests 

  To cater for first year students from 7 
different degree programs 
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Discussion


  How can students be encouraged to 
participate in educational games? Is it 
educational to include games which involve 
“combat”? 

  What game format(s) would be most 
suitable to fulfil the pedagogical role in 
cementing foundation knowledge? 

  How can educational games be 
successfully implemented into the first year 
curriculum? 

  What mechanisms can be utilised to 
successfully evaluate the success of game-
based first year learning? 


