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CHAPTER 7

SUMMARY AND DISCUSSION

Digital game-based learning in secondary education

With digital games becoming available to the larger public, teachers and researchers are focusing their
attention on the potential of digital games for education. A decade ago the expectations of games in edu-
cation for student motivation and learning were high; however, rigorous research supporting the claims
was lacking (Mishra & Foster, 2007). In light of the expected value of using games for education, I exam-
ine the potential of digital game-based learning (DGBL) for engagement, motivation to learn and (per-
ceived) learning. My main research question is ‘How do digital games contribute to learning, engagement
and motivation to learn?’ I conducted five studies to contribute to the existing research on DGBL and to
provide insights into its benefits for secondary education.

1. SUMMARY OF THE FINDINGS

In this section, I summarise the main findings of the five studies reported in this dis-
sertation. The research questions for these five studies were as follows:
1) How does existing literature describe the effects of DGBL on students’ en-

gagement in the game, motivation for the subject and learning outcomes?
2) What are the motivational and learning effects of DGBL?
3) Do students’ game activities explain the differences in students’ motivation for

learning, perceived learning outcomes and game performance?
4) How do teachers use game creation in their teaching practice, and does creating

games affect students’ classroom motivation and their perceived learning out-
comes?

5) What are teachers’ practice-based perceptions of the value of digital games with
respect to students’ engagement with the games, their motivation to learn and
their cognitive learning outcomes?

1.1 Study 1: Review of DGBL literature

The study described in Chapter Two reviewed a decade’s worth (1999–2009) of
empirical research into learning and motivational effects of DGBL and described the
claims regarding motivation and learning. In this systematic review of the literature,
46 studies were selected. Of these studies, I analysed the claims made by authors
regarding engagement in game-play, motivation for the content of the game and the
school subject, and learning factual knowledge and cognitive and metacognitive
skills. Eighty-one of the 93 claims made in these studies were grounded in the de-


























