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Dimensjoner

Faktorer

Sub-faktorer

Metrics (“beregninger”)



Dimensjoner



Learning
Environment
Affective-cognitive reactions
(Game factors
Usability

UsEr



Faktorer

Viktig for a oppna en dimensjon



Sub-faktorer

Faktorene brutt ned et niva
- mer detaljert



Metrics

Mal pa faktorer/subfaktorer
Objektiv eller subjektiv data

Objektive: scores, time, number of occurrences
Subjektive: rating, reviews/responses/opinions



Game Based Learning

Dimensions

\

Game

Factors Usability

- Learning objective Game definition . Learner profile

. Learning strategies _Game narrative Cognitive Needs

Learning content e

Learning outcome .Game Resources

Ll O

.Game Aesthetics

. Game Play

Factors

1. Prior knowledge 1. Game goals
2. Learning and 2. Game Rules
e 3. Game tasks

3.Potential transfer

1. Player
Characters

2. Storyline

3. Fantasy/fiction (Piaget’s theory)
2.Cogitive load
(Mental effort)

1. Game

2. Game Controls 1.Psychosocial
stay

ge
(Erikson's Theory)
2. Psychosocial
Well Being

1. Syllabus matching
leducational material
2. Instructional
support (Scaffolding)
3. Difficulty levels

1. Challenge
2. Strategy
3.Pace &
adequate levels
4.Gamefeedback

E
=
=
E

| Sub-factors
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Human centric

centric
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! ! Influence
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specific_

Integration
Learning Game Factors
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