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Introduction
My goal throughout this research is to collect a wide set of information on if video games can be an effective means of learning or if teaching through video games is as reliable as the normal form of teaching, we are used to. As to why I have chosen this topic, I feel as a second-year university student on a video games course I had very little to no engagement with being taught through video games and when I had I firmly enjoyed and found it motivating. I feel the need to explore the fundamentals on how it helped me and other in the same way throughout learning. This research shall be for a personal interest, research on if the market has a gap or is niche with room for improvement and with technology on the rise can video games accompany education.
[bookmark: _Toc7608909]The aim for my research shall be to assemble a reasonable amount of reliable information for me to have a clear understanding on this topic. The objectives I shall be doing is in-depth searches & reading into game-based learning, what industries use these methods of learning and who it targets. 
[bookmark: _Toc7608910]Objective 1: Scoping in detail the various types of methods that games currently have, show the effective impact it has on the user’s learning and any current industries out there that have these methods as a form for the user(s) to develop on academic or everyday skills.
[bookmark: _Toc7608911]Objective 2: Then expanding my scope to target those who struggle academically to get an understanding if this means of learning can be or is applied to people with learning difficulties, how it’s helps their difficulties and if there is a gap in the market for educational video games specific to special needs.
[bookmark: _Toc7608912]Objective 3: I’ll then enough background information to be surveying pupils or members of the public that are different ages to find out if they enjoy this style of learning, if they remember what they’ve learned and if they could learn through video games then would they choose this as a means for learning in the future. 
[bookmark: _Toc7608913]Objective 4: An Analysis with all the information gathered on user(s) who use game-based learning to then understand if the market would require more games within this subject area and if the games out there offer the user(s) a fun and motivational way to learn using video games.
The outcome from this study is that I hope to have found a large amount of reliable backed-up research into the effectiveness of using games within a teaching stand point. I expect the results to be positive and show progression in those that use video games as a form of learning. Combining video games along with learning will thus motivate user(s) to want to learn and enjoy and have fun doing so.
Benefits of Video games & it’s motivation
I shall be going through what benefits video games can have on players and why it’s good to let yourself or others learn and be motivated through video games. I feel that from this I shall gain a sustainable amount of knowledge for if video games are good or can distract the user.
With the rise of accessibility for technology such as computers, game consoles & internet it’s no doubt that kids will want to play video games. Many would see this as a bad thing and simply say it sucks them in or distracts them from real life activities. No one should spend all day on games although it can be done! The skills that can be improved upon are everyday skills that can be developed or improved when using them for social, mathematical or other stand points. You can gain a whole load of techniques, skills along with emotions and stress releases. Video games are a sure proven way to help calm and relive stress for the user when in an enjoyable environment.
The term “games” is linked to fun/entertainment and especially at a young age where playing games takes up most of your day. The benefits of video games can Collab with education for academic benefits as well as every day skills and the sound of education games will help the younger generations into motivating learning techniques to learn by having a fun time doing so. 
Some of the skills that video games help to benefit the player: Improves coordination, attention/concentration, enhances memory, increment on the brain’s speed, multitasking, social.
A wide range of video games are out there that offer various skills required for the player in order to complete the aim/goal of the level. IT’s important that the player gets rewarded when completing a goal to motivate the play to progress through playing.
There is a limit to fun!
When being taught using motivation through video games you need to know where and when the user pushes it too far from an education stand point. Tools or applications can help to prevent the users from going being the learning stand point and delving into just hard-core gaming. Not only is limiting it to education games but knowing how long to spend on video games. It’s easy to stay sucked into the screen for hours upon hours but it should only be used so many minutes in a day to help the brain, eyes and back from getting any strain that may occur over long periods of time.
Finding a balance of education and video games is important and you should never just play games and say it’s for educational purposes. Many games aim to teach the user or put them in a situation where they are forced to solve problems, communicate, multi task or more!
[bookmark: _Toc7608915]Game-based learning insight
My expected outcome for game-based learning would be an effective as games are considered fun and enjoyable. Motivation is a key focus when learning and when kids are enticed into these fun activities, they then look forward to getting involved and combine this with learning will then allow the user’s a fun motivational way to learn. [1]
Game-based learning is widely expanding and is now considered a primary way for students to learn either in lower education or higher. The skills it offers the user’s is beneficial to what we use every day. It can help keep the students motivated throughout education by giving them a different view on learning by offering fun and enjoyable ways to take in information. Not only is it used for within schools and higher education but also in such departments like the military. Simulation video games are being so much more real than ever now and can allow users to get a similar environment to what it would be like. A prime example would be a flight simulation game for pilots, a surgery simulation for doctors to practice, sims or sim city to simulate landscape designs. [2]
It’s a smart idea that has a lot of people wondering why we don’t use it as much as we all hope. There is a lot of research to back-up how effective this means of learning is but the reason for why it’s not implicated as much is due to the lack of games and tools out there. There is a significant amount of support for software to limit what the users can consider education games and standard video games.
[bookmark: _Toc7608916]TED talk
Listening to a TEDx Talk video by Gabriel Yanagihara was very interesting to see how he innovated Minecraft to work with his student’s education within his class. [3]
He goes on to explain how his students used teamworking, problem solving and communication skills to help teach each their thinking using Minecraft. A modern-day computerized Lego game that drops the player into an open world with a goal of survival. The player must then think about food, shelter, crafting and more in order to complete the goal of survival. Personally, I wouldn’t agree with Minecraft being in the educational category as it offers to much with too little instructions and requires too much of the user’s time. A simpler 2d vector game which has a more defined goal would be more beneficial to learn from. 
[bookmark: _Toc7608917]Insight for developers and educators
When having an interest, it motivates us to keep going at the task at hand and this is key if implementing it into education. For both the person who is teaching education using video games and the person making the game. You would need to have a fundamental boundary, so you know not to take it too far out of education stand point. [4]
Teaching lessons through video games or game-based learning will allow the educator to see improvement on individual students and being able to track progress and show academic development will help show what areas they are best in or slow in.
Worth the cost for software and hardware?
For educators it can seem add up to a lot of money when technology is constantly changing and updating. There are many free resources & tools to offer support to help motivate this form of learning. The cost for the technology wouldn’t be that high since the types of games are usually browser based or 2D graphical games which wouldn’t require a lot of resources to run.
For games that offer more of a realistic surrounding would thus require a higher cost to run simply to simulate as real to life as we can get. To offer a realistic experience would come at a cost but would be worth the practice for different skills it has to offer.
Applications and Video Games
For this segment of my research I will be delving into 3 self-chosen industries currently use this approach of learning, how they implement it, and does it work? I will be using case studies in order to gather what other user’s thoughts are about the games and read their research to find an outcome. This form of research is reliable as they show proof that they’ve done the studies and evidenced to back-up the points they’ve made.
The types of industries all vary with different goals on what they are teaching the user(s).
Examples of game-based learning that are most commonly used in classrooms that are different, cool maths games [5] that focuses on  a variety of browser based games & Kahoot [6] a browser based class quiz.
[bookmark: _Toc7608919]Sumdog (Education game) [7]
“Engaging evidence-based learning”
Sumdog has a purpose and it’s to teach children (ages 5-14) 3 main topics; Maths, Spelling & reading. It’s a free to use for student’s but they allow for a teacher’s tool package to aid in targeted learning and teachers can get a free trail to test. Used to teach as well as to track the student’s progression is a smart tool to monitor the effectiveness.
Expanding my search, I discovered some studies done that I can use to back-up my research on the effectiveness of the game-based learning. Even though these studies are surrounding Sumdog it’s that like other games out there.
A good read of research is a paper done by S O’Donnell that goes to look in the effectiveness of Sumdog’s games when learning to improve the user’s mental maths. [8]
[bookmark: _Toc7608920]Scratch (Application) [9]
“Scratch helps young people learn to think creatively, reason systematically, and work collaboratively”
A free to use application that targets users aged 8-18 a unique way to learn how to code using a more simplified user interface easy for all ages to start developing their ideas. This is familiar to me and may be to many others worldwide. Since I’ve had experience with the app, I shall go on to give my opinionated thoughts about this.
The application is truly an experience and fundamentally is a key part of why I’ve chosen to do games development. Upon first go I had loved the thought of implementing my own ideas into a game that was achievable for my age.
[bookmark: _Toc7608921]Portal (video game) [10]
“Perpetual testing initiative”
Portal and the sequel portal 2 are both fun problem-solving puzzle games for all ages which tests the user’s problem-solving skills by using a “portal gun” with limitations to advance through levels that progressively get more difficult with more problems and objectives. Portal 2 then went a step further to implement multiplayer coop to add more skills and difficulties by forcing you to work with your partner to advance.
This game truly examines users to adapt to their surround and use limited tools in order to progress through levels and escape. 
There has been studies out there that I found interesting and relatable to what my goal is. One paper I found underlines portal being used in education and the author Lisa Castaneda works collaboratively with the steam industry whom is the maker of the game to delve deep into if it works for the user(s). [1]
Her research is that like to Tom Swanson’s small study brief [11]

Does Game-based learning help teach people with learning difficulties?
Within this objective I shall find e-resources to get a wide understanding on if the game-based learning research I had gathered previously is that true for people with learning difficulties. I will explore sources such as website sites, e-papers and videos to get a clear understanding of how the video games will help motivate students with learning difficulties to learn.
The support for people with disabilities out there is becoming greater than ever. Using video games in this area to help give users ways to communicate to each other and find interesting ways to exchange their hobbies.
Upon my search, Active cues [12] was the one that really drew my attention. The homepage had a list to view each game and filter through to find different games specific to the disabilities. The industry they’ve built seems to be built of kind-hearted individuals that form a collaborative team with a goal to help those learn by motivating through video games.
Active cues have gone through and done their own research into disabilities such as dementia, autism, colour blind and more in order to find what games can best teach what disabilities. They have separate sections to break down the needs with Tovertafel UP for an example Is a fun care innovation that encourages adults with an intellectual disability to take part in physical activity and social interaction. [13]
Creating an environment based off fun activities for people that have learning difficulties will ensure that they stay focused on learning and motivated throughout the game that they play. It offers them aid in what they need by targeting their weakness and improving on any flaws where they struggle. Emotionally, video games can also ensure users with disabilities get a reward when completing a task to help them feel accomplished and continue to go on to the task at hand. 
Surveying and Analysis
Survey research
In order to complete this objective, I found that using other’s research wouldn’t be beneficial and I feel that I should carry out my own survey and allow 1 participant to playtest a portal to collect some data that I know would be a primary information. Using survey Monkey [14] to develop my survey I can then look for participants to forgo my data collection and learn what they know about video games and education when combined.
A link to my survey monkey survey https://www.surveymonkey.com/r/56N82HC/.
The questions I’ve chosen to ask are in categories of academic & personal interest as I can get a range of different results with some being combined to understand what the thoughts of fun education aspects are.
For my survey results I expect video gaming to be a motivational and a positive way to learn as it offers the user fun aspects and rewards when developing fundamental skills. I also feel that the people’s feedback will help boost the awareness of this teaching technique for the future students who would like to have new motivating ways to learn within different surroundings.
Participant research
To help back-up my research even more I will be asking a participant to undergo some of my research by playing the popular computer game “portal”. The game forces the player to focus on the surrounding object and strategically place portals to navigate around. The rules I’ve set the participant is that no help or hints are required and the only help I aid in is settings.
‘My overall experience of the game portal was very good. The use of gradual levels allowed me to learn at a reasonable and fun pace. I learnt the skills needed to retrieve objects, portal through different surfaces and gain speed. I found myself wanting to complete more and more levels to one up myself each time. The voice over also gave me comfort when entering a new level as it felt someone was talking me though the process. In some cases, slight clues were dropped before entering the next level. The voice over also had a comical aspect which helped when I’d get more frustrated at parts of the levels. As the levels increased the positioning and timings of portals became more important due to the moving plat forms and water below. Although this lengthened the time taken to complete the level it meant that I was problem solving more confidently and accurately. The game became tedious when I began to feel it was becoming more trial and error than strategical thinking. Once I reached this point, I lost interest in the game and was satisfied with making it to level twelve.’	 -Participant

What I gathered from my results
[bookmark: _GoBack]Survey-I found that it was agreed upon that video games should be taught more within educational boundaries. They found it to be effective and fun. Its focus was toward learning a language either to be a spoken language or programming language. It’s easy to see that people don’t realise the skills or techniques they learn when playing the video games and they themselves can learn a lot in short amount of time.
Puzzle game-The skills my participant picked up on can be applied to a wide range of daily tasks when working either in a team or individually. When tracking the progress of my participant I see he/she needed to first understand the movement mechanics and controls. Found it difficult to use the mouse with the keyboard but soon muscle memory and multi-tasking got easier as playtime progressed. Done very well with examining what objects where interactable and how previous level’s skills can be carried to current levels. 
Conclusion 
To conclude my research, I found a lot of useful information with a wide range of evidence to back up that video games help the user to enhance skills and techniques that will be then applied outside of video games. It’s found to be a very effective & motivational means of learning with in class rooms, spare time and within employment situations. I have managed to justify my goals, found a small gap in the market on which there is a limited amount of tools & games out there for educational purposes.
I’ve found that the industries out there have put support in place for both the educator and the learners. They offer a wide load of free tools/applications then may accept a form a payment to give improved upon tracking tools. Video games are exploring into more realistic simulations to allow for a real yet educational way to learn how to play. When someone learns to play by this means of teaching the word spreads and users will use communication skills to help each other learn the flaws and advantages when they played the game first time around.
The survey results had proven true to the fact that games and education can be motivational and fun means to study. I’ve gathered that learning via this technique will give users a way to absorb information directly to the brain and store it there for long periods of time. The result from when the participant played the game was a fun experiment that took a few hours to get the grips of things but to see the progression of the player learning was entertaining.
Finally, the who scope of the research was found to be a success with a lot of reading material available and evidence I find that video games for all people and ages is a highly motivation and effective means to keep the user/player to want to learn.
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