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This model aims to assess the quality of educational games through the students' perceptions about
levels of motivation, user experience and learning promoted by one game.

The model has been developed to facilitate the evaluation of educational games with the following

requirements:

= Focus on educational games with clear defined learning objectives.

= Be able to assess the effects of games on motivation, user experience and learning.

= Allow formative assessment to guide the iterative improvement of the games as well as summative
evaluation in order to compare games and/or different versions.

= Be applicable to board games, card games as well as computer games to be used in the classroom.

= Be brief, avoiding overhead minimizing the interruption of the instructional unit.

= Be easy to apply not requiring advanced knowledge with respect to measurement and statistics.

= Be adaptable to instructional design models.

Considering these requirements, the model is designed for one-shot case studies with data collection
via a standardized questionnaire after the application of the educational game.
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How to use the model?

1. Revise/adapt the objective of the evaluation

2. Revise/adapt the research including the definition of its
context, hypotheses, variables, research design and

instrumentation.

3. Plan the evaluation in terms of participants, schedule, etc.
4. Execute the evaluation collecting data via questionnaire.
5. Analyze the data collected using the analysis template.

6. Interpret the analyzed data.

Available support material

Detailed description of the model and method (in Portuguese only) (PDF)
Template of evaluation plan (MS DOC)
Questionnaire (MS DOC)

Spreadsheet template for data analysis ( MS XLS)

The support material of the evaluation model for research in this area is licensed under the CreativeCommons Attribution-NonCommercial-
ShareAlike License. This means that you can copy, view and apply the material, create derivative works under the following conditions: (1) you must
give credit to the original authors, (2) may not use this material for commercial purposes and (3) if you alter, transform or create other works based
on this, you may only distribute the resulting work only under a license identical to this one.

The material is provided to you “as is” without expressed or implied warranty of any kind, including, but not limited to any warranties of
merchantability, suitability for a particular purpose or non- infringement. GQS/ INCoD is not responsible for any claims or losses, whatsoever,
including loss of quality, personal injury, intellectual property infringement, loss of profits or business interruption or for any consequence or
incidental damages caused.
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