UNIVERSITY OF AMSTERDAM
X

UvA-DARE (Digital Academic Repository)

Digital game-based learning in secondary education

Huizenga, J.C.

Publication date
2017

Document Version
Other version

License
Other

Link to publication

Citation for published version (APA):
Huizenga, J. C. (2017). Digital game-based learning in secondary education. [Thesis, fully
internal, Universiteit van Amsterdam].

General rights

It is not permitted to download or to forward/distribute the text or part of it without the consent of the author(s)
and/or copyright holder(s), other than for strictly personal, individual use, unless the work is under an open
content license (like Creative Commons).

Disclaimer/Complaints regulations

If you believe that digital publication of certain material infringes any of your rights or (privacy) interests, please
let the Library know, stating your reasons. In case of a legitimate complaint, the Library will make the material
inaccessible and/or remove it from the website. Please Ask the Library: https://uba.uva.nl/en/contact, or a letter
to: Library of the University of Amsterdam, Secretariat, P.O. Box 19185, 1000 GD Amsterdam, The Netherlands.
You will be contacted as soon as possible.

UVA-DARE is a service provided by the library of the University of Amsterdam (https://dare.uva.nl)

Download date:21 May 2026


https://handle.uba.uva.nl/personal/pure/en/publications/digital-gamebased-learning-in-secondary-education(c2bf59b2-82f0-4791-ae50-981865e955aa).html

REFERENCES

References marked with an asterisk indicate studies included in the review described
in chapter 2

Abt, C. (1970). Serious Games. New York, NY: Viking Press.

Admiraal, W., Huizenga, J., Akkerman, S., & Ten Dam, G. (2011). The concept of flow in collaborative
game-based learning. Computers in Human Behavior, 27, 1185-1194.

Akcaoglu, M. (2013). Cognitive and motivational impacts of learning game design on middle school
children  (Doctoral  dissertation, =~ Michigan = State = University).  Retrieved  from
https://etd.lib.msu.edu/islandora/object/etd%3A1782

All, A., Castellar, E. P. N., & Van Looy, J. (2016). Assessing the effectiveness of digital game-based
learning: Best practices. Computers & Education, 92, 90-103.

Allsop, Y., Yildirim, E. Y., & Screpanti, M. (2013). Teachers’ Beliefs About Game Based Learning; A
Comparative Study of Pedagogy, Curriculum and Practice in Italy, Turkey and the UK. Proceedings
of the 7th European Conference on Games Based Learning, 2, 1-10. Sonning Common, England:
Academic Conferences International Limited.

*Ang, C. S. & Rao, G. S. V. R. K. (2008). Computer game theories for designing motivating educational
software: A survey study. International Journal on E-Learning (2008) 7(2), 181-199

*Annetta, L. A., Minogue, J., Holmes, S. Y., & Cheng, M. T. (2009). Investigating the impact of video
games on high school students’ engagement and learning about genetics. Computers & Education,
53(1), 74-85.

Apperly, T. H. (2006). Genre and game studies: Toward a critical approach to video game genres. Simu-
lation & Gaming 37, 6.

Ardito, C., Costabile, M. F., De Angeli, A., & Lanzilotti, R. (2012). Enriching archaeological parks with
contextual sounds and mobile technology. ACM Transactions on Computer-Human Interaction, 19,
1-30.

*Arici, A. (2008). Meeting kids at their own game: A comparison of learning and engagement in tradi-
tional and 3D MUVE educational-gaming contexts (Doctoral dissertation, Indiana University).
Available from ProQuest Dissertations and Theses database. (UMI No. 3342204)

Avouris, N. M., & Yiannoutsou, N. (2012). A review of mobile location-based games for learning across
physical and virtual spaces. Journal of Universal Computer Science, 18(15), 2120-2142.

Banerjee, A. V., Cole, S., Duflo, E., & Linden, L. (2007). Remedying education: Evidence from two
randomized experiments in India. The Quarterly Journal of Economics, 122(3), 1235-1264.

*Barab, S., Sadler, T., Heiselt, C., Hickey, D., & Zuiker, S. (2007). Relating narrative, inquiry, and in-
scriptions: Supporting consequential play. Journal of Science Education & Technology, 16(1), 59-82.

Barak, M. (2006). Instructional principles for fostering learning with ICT: Teachers’ perspectives as
learners and instructors. Education and Information Technologies. 11, 121-138.

Battin-Pearson, S., Newcomb, M. D., Abbott, R. D., Hill, K. G., Catalano, R. F., & Hawkins, J. D.
(2000). Predictors of early high school dropout: A test of five theories. Journal of Educational Psy-
chology, 92, 568-582.

Beck, J., & Wade, M. (2006). The Kids are Alright: How the Gamer Generation Is Changing the Work-
place. Boston, Massachusetts: Harvard Business School Press.

Becker, K. (2008). The invention of good games: Understanding learning design in commercial video
games (Doctoral dissertation, University of Calgary). Retrieved from
http://hdl.handle.net/1880/46734

Bourgonjon, J., De Grove, F., De Smet, C., Van Looy, J., Soetaert, R., & Valcke, M. (2013). Acceptance
of Game-Based Learning by Secondary School Teachers. Computers & Education, 67,21-35.

Boyle, E. A., Hainey, T., Connolly, T. M., Gray, G., Earp, J., Ott, M., . . . Pereira, J. (2016). An update to
the systematic literature review of empirical evidence of the impacts and outcomes of computer
games and serious games. Computers & Education, 94, 178-192.

Bridgeland, J. M., Dilulio, J. J., Jr., & Morison, K. B. (2006). The silent epidemic : Perspectives of high
school dropouts. Civic Enterprises. Retrieved from: https:/eric.ed.gov/?id=ED513444

Brom, C., Sisler, V., & Slavik, R. (2010). Implementing digital game-based learning in schools: Aug-
mented learning environment of ‘Europe 2045.” Multimedia System, 16, 23-41.

Brown, J. S., Collins, A., & Duguid, P. (1989). Situated cognition and the culture of learning. Educa-
tional Researcher. 18, 32-41.



REFERENCES 115

Bruckman, A. (1999, March). Can educational be fun? Paper presented at the Game Developers Confer-
ence. Retrieved from http://www.cc.gatech.edu/~asb/papers/bruckman-gdc99.pdf

Cagiltay, N. E., Ozcelik, E., & Ozcelik, N. S. (2015). The effect of competition on learning in games.
Computers & Education, 87, 35-41.

Can, G., & Cagiltay, K. (2006). Turkish Prospective Teachers' Perceptions Regarding the Use of Com-
puter Games with Educational Features. Educational Technology & Society, 9(1), 308-321.

Cavanaugh, C. (2009). Augmented reality gaming in education for engaged learning. In R. Ferdig (Ed.),
Handbook of Research on Effective Electronic Gaming in Education. (Vol. 1, pp. 83-95). Hershey,
PA: Information Science.

Charsky, C., & Ressler, W. (2011). ‘Games are made for fun’: Lessons on the effects of concept maps in
the classroom use of computer games. Computers & Education, 56, 604-615.

*Cheung, K. F., Jong, M. S. Y., Lee, F. L., Lee, J. H. M., Luk, E. T. H., Shang, J. J., & Wong, K. H.
(2008). FARMTASIA: An online game-based learning environment based on the VISOLE peda-
gogy. Virtual Reality 12(1), 17-25.

Chiang, F. K., Zhu, G., Wang, Q., Cui, Z., Cai, S., & Yu, S. (2015). Research and trends in mobile learn-
ing from 1976 to 2013: A content analysis of patents in selected databases. British Journal of Educa-
tional Technology.

*Chuang, T.-Y., & Chen, W.-F. (2009). Effect of computer-based video games on children: An experi-
mental study. Educational Technology & Society, 12(2), 1-10.

Cito. (1987). Belevingschaal voor Wiskunde [Perception scale for math]. Cito: Arnhem, the Netherlands.

Clark, D. B., Tanner-Smith, E. E., & Killingsworth, S. S. (2016). Digital games, design, and learning: A
systematic review and meta-analysis. Review of educational research, 86(1), 79-122.

Clark, R. E., & Feldon, D. F. (2005). Five common but questionable principles of multimedia learning. In
R. E. Mayer (Ed.), Cambridge handbook of multimedia learning, 97-116. Cambridge, England:
Cambridge University Press.

Cohen, J. (1988). Statistical power analysis for the behavioural sciences (2nd. ed.). Hillsdale, NJ: Law-
rence Erlbaum Associates.

Connolly, T. M., Boyle, E. A., MacArthur, E., Hainey, T., & Boyle, J. M. (2012). A systematic literature
review of empirical evidence on computer games and serious games. Computers & Education, 59,
661-686.

Csikszentmihalyi, M. (1990). Flow: The Psychology of Optimal Experience. New York: Harper and Row.

De Freitas, S. (2006). Learning in immersive worlds: A review of game-based learning. Retrieved from
http://www.jisc.ac.uk/media/documents/programmes/elearninginnovation/gamingreport_v3.pdf

De Grove, F., Bourgonjon, J., & Van Looy, J. (2012). Digital Games in the Classroom? A Contextual
Approach to Teachers’ Adoption Intention of Digital Games in Formal Education. Computers in
Human Behavior, 28(6), 2023-2033.

De Souza e Silva, A., & Hjorth, L. (2009). Playful urban spaces: A historical approach to mobile games.
Simulation & Gaming, 40, 602-625.

Dempsey, J., Haynes, L., Lucassen, B., & Casey, M. (2002). Forty simple computer games and what they
could mean to educators. Simulation & Gaming, 33(2), 157-168.

Dempsey, J., Lucassen, B., Haynes, L., & Casey, M. (1996). Instructional applications of computer
games. Paper presented to the American Educational Research Association, 8-12 april 1996, New
York. ERIC Document Reproduction Service No ED 394 550.

Dickey, M. D. (2007). Game design and learning: A conjectural analysis of how massively multiple
online role-playing games (MMORPGs) foster intrinsic motivation. Educational Technology Re-
search and Development, 55, 253-273.

Dickey, M. D. (2015). K-12 Teachers Encounter Digital Games: a Qualitative Investigation of Teachers'
Perceptions of the Potential of Digital Games for K-12 Education. Interactive Learning Environ-
ments, 23(4), 485-495.

*Din, F., & Caleo, J. (2000). Playing computer games versus better learning. Paper presented at the An-
nual Conference of the Eastern Educational Research Association, Clearwater, FL, USA. February
16-19.

Egenfeldt-Nielsen, S. (2005). Beyond edutainment: Exploring the educational potential of computer
games (Doctoral Dissertation, IT-University of Copenhagen).

Retrieved from www.itu.dk/people/sen/egenfeldt.pdf

Egenfeldt-Nielsen, S. (2006). Overview of research on the educational use of video games. Digital Kom-

petanse. 1, 184-213.



116

Egenfeldt-Nielsen, S. (2011). International survey of the experience and perceptions of teachers. In S.
Egenfeldt-Nielsen, B. H. Serensen, & B. Meyer (Eds.), Serious Games in Education — a Global Per-
spective. (pp. 187-203). Aarhus, Denmark: Aarhus University Press.

Elshout-Mohr, M., Van Hout-Wolters, B., & Broekkamp, H. (1999). Mapping situations in classroom and
research: Eight types of instructional-learning episodes. Learning and Instruction, 9, 57-75.

Emam, K. E. (1999). Benchmarking Kappa: interrater agreement in software process assessments. Em-
pirical Sofiware Engineering: An International Journal, 4, 113-133.

Ertmer, P. A. (2005). Teacher pedagogical beliefs: The final frontier in our quest for technology integra-
tion? Educational Technology Research and Development, 53(4), 25-39.

Ettekoven, S., & Hooiveld, J. (2010). Leren en onderwijzen: Over de theorie van leren. bv: Gronin-
gen/Houten, the Netherlands: Noordhoff Uitgevers.

Evans, M. A. (2009). Mobility, games and education. In R. Ferdig (Ed.), Handbook of Research on Effec-
tive Electronic Gaming in Education. (Vol. 1, pp. 96-110). Hershey, PA: Information Science Refer-
ence.

Fan, W., & Wolters, C. A. (2014). School motivation and high school dropout: The mediating role of
educational expectation. British Journal of Educational Psychology, 84(1), 22-39.

Finn, J. D. (1989). Withdrawing from school. Review of Educational Research, 59(2), 117-142.

Fletcher, J. D., & Tobias, S. (2006). Using computer games and simulations for instruction: A research
review. Paper presented at the Society for Applied Learning Technology Meeting. Retrieved from
https://www.researchgate.net/publication/228511464 Using computer games and_simulations for
instruction A_research_review

Fredricks, J. A., Blumenfeld, P. C., & Paris, A. (2004). School engagement: Potential of the concept:
State of the evidence. Review of Educational Research, 74(1), 59—119.

Furio, D., Juan, M. C., Segui, 1., & Vivo, R. (2015). Mobile learning vs. traditional classroom lessons: A
comparative study. Journal of Computer Assisted Learning, 31, 189-201.

Gabriel, S. (2016). Why Digital Game Based Learning Should be Included in Teacher Education. Reflect-
ing Education, 10(1), 26-38.

Games, 1. A. (2010). “Gamestar Mechanic”: Learning a designer mindset through communicational com-
petence with the language of games. Learning, Media and Technology, 35, 31-52.

Garris, R., Ahlers, R., & Driskell, J. E. (2002). Games, motivation, and learning: A research and practice
model. Simulation & Gaming, 33, 441-467.

Gee J. P. (2003). What video games have to teach us about learning and literacy. ACM Computers in
Entertainment, 1(1), 1-4.

Gee, J. P. (2007). What Video Games Have to Teach Us About Learning and Literacy. New. York: Pal-
grave/Macmillan.

Gee, J. P. (2014). What video games have to teach us about learning and literacy. Macmillan.

Girard, C., Ecalle, J., & Magnan, A. (2013). Serious games as new educational tools: How effective are
they? A meta-analysis of recent studies. Journal of Computer Assisted Learning, 29, 207-219.

Goodlad, J. L. (1984). 4 place called school: Prospects for the future. New York: McGraw-Hill Book Co.

*Greenhill, B. Pykett, J., & Rudd, T. (2008). Learning science socially through game creation: A case
study of the Newtoon prototype.

Retrieved from http://admin.futurelab.org.uk/projects/newtoon/research

Gros, B. (2007). Digital games in education: The design of game-based learning environments. Journal of
Research on Technology in Education, 40, 23-38.

Guribye, F., Wake, J. D., & Wasson, B. (2014). The practical accomplishment of location-based game-
play: design and analysis of mobile collaborative gaming. International Journal of Mobile Human
Computer Interaction (IJMHCI), 6(3), 32-50.

*Habgood, M. P. J. (2007). The effective integration of digital games and learning content (Doctoral
Dissertation, University of Nottingham). Retrieved from
http://etheses.nottingham.ac.uk/385/1/Habgood 2007 Final.pdf

Hémalainen, R., & Oksanen, K. (2014). Collaborative 3D learning games for future learning: Teachers’
instructional practices to enhance shared knowledge construction among students. Technology,
Pedagogy and Education, 23, 81-101.

Hanghej, T., & Engel Brund, C. (2011). Teachers and Serious Games: Teachers Roles and Positionings in
Relation to Educational Games. In S. Egenfeldt-Nielsen, B. H. Serensen, & B. Meyer (Eds.), Serious
Games in Education: a Global Perspective (pp. 125-136). Kebenhavn, Denmark: Aarhus Univer-
sitetsforlag.



REFERENCES 117

Hays, R. T. (2005). The Effectiveness of Instructional Games: A Literature Review and Discussion. Re-
trieved from http://handle.dtic.mil/100.2/ADA441935

Hayes, B., & Games, 1. (2008). Making computer games and design thinking: A review of current soft-
ware and strategies. Games and Culture. 3(3-4), 309-332

Herrington, J., Reeves, T. C., & Oliver, R. (2014). Authentic learning environments. In J. M. Spector et
al. (Eds.), Handbook of research on educational communications and technology (pp. 401-412). New
York, NY: Springer.

Herwijer, L. (2008). Gestruikeld voor de start: de school verlaten zonder startkwalificatie. [Stumbling
before the start: Leaving school without an initial qualification] Retrieved from
http://www.scp.nl/publicaties/boeken/9789037703399/Gestruikeld%20voor%20de%20start.pdf

*Hickey, D. T., Ingram-Goble, A. A., & Jameson, E. M. (2009). Designing assessments and assessing
designs in virtual educational environments. Journal of Science Education and Technology
18(2),187-208.

Hsu, Y., & Ching, Y. (2013). Mobile computer-supported collaborative learning: A review of experimen-
tal research. British Journal of Educational Technology, 44, E111-E114.

*Huizenga, J. C., Admiraal, W.F., Akkerman, S., & Ten Dam, G. T. M. (2009). Learning History by
playing a mobile city game. Journal of Computer Assisted Learning, 25(4), 332-344.

Hwang, G. J., & Chang, S. C. (2015). Effects of a peer competition-based mobile learning approach on
students' affective domain exhibition in social studies courses. British Journal of Educational Tech-
nology. Advance online publication.

Ince, E., & Demirbilek, M. (2013). Secondary and High School Teachers’ Perceptions regarding Com-
puter Games with Educational Features in Turkey. Anthropologist, 16(1-2), 89-96.

Iten, N., & Petko, D. (2016). Learning with serious games: Is fun playing the game a predictor of learning
success? British Journal of Educational Technology, 47, 151-163.

Jabbar, A. I. A., & Felicia, P. (2015). Gameplay engagement and learning in game-based learning: A
systematic review. Review of Educational Research, 85, 740-779.

Jeng, Y.-L., Wu, T.-T., Huang, Y.-M., Tan, Q., & Yang, S. J. H. (2010). The add-on impact of mobile
applications in learning strategies: A review study. Educational Technology & Society, 13, 3—11.

Johnson, C. ., Bailey, S. K., & Van Buskirk, W. L. (2017). Designing Effective Feedback Messages in
Serious Games and Simulations: A Research Review. In P. J. M. Wouters, & H. Van Oostendorp
(Eds.), Instructional Techniques to Facilitate Learning and Motivation of Serious Games (pp. 119-
140). New York, NY: Springer.

Johnson, L., Levine, A., Smith, R., & Smythe, T. (2009). The 2009 horizon report: Austin, TX: The New
Media Consortium. Retrieved from http://www.nmc.org/pdf/2009-Horizon-Report.pdf

Johnson, L., Smith, R., Levine, A., & Haywood, K. (2010). The 2010 horizon report: K-12 edition: Aus-
tin, TX: The New Media Consortium. Retrieved from http://files.eric.ed.gov/fulltext/ED513493.pdf

Jonassen, D., Peck, K., & Wilson, B. (1999). Learning with technology: A constructivist approach.
Upper Saddle River, NJ: Prentice Hall.

Jonassen J. T. & Blondal, K. S. (2005). Early school leavers and the dropout issue in Europe. Retrieved
from http://www3.hi.is/~jtj/greinar/Back%200n%20track%20JTJ%200g% 20Stella%202005.pdf
*Jonker, V., Wijers, M., & Van Galen, F. (2009). The motivational power of mini-games for the learning
of mathematics. Paper presented at: Third European Conference on Gamebased Learning (ECGBL),

Graz, Austria.

Juul, J. (2003). The Game, the Player, the World: Looking for a Heart of Gameness, Keynote presented at
the Level Up conference. Retrieved from http://www.jesperjuul.net/text/gameplayerworld/

Kafai, Y. B. (1996). Learning design by making games. In Y. Kafai, & M. Resnick (Eds.), Construction-
ism in practice: Designing, thinking and learning in a digital world (pp. 71-96). Mahwah, NJ: Law-
rence Erlbaum Associates.

Kanfer, R., & McCombs, B. L. (2000). Motivation: Applying current theory to critical issues in training.
In S. Tobias, & J. D. Fletcher (Eds.), Training and retraining: A handbook for business, industry,
government and the military, 85-108. New York, NY: Macmillan.

*Ke, F. (2008a). Alternative goal structures for computer game-based learning. International Journal of
Computer-Supported Collaborative Learning, 3(4), 429-445.

*Ke, F. (2008b). A case study of computer gaming for math: Engaged learning from gameplay? Com-
puters & Education, 51(4), 1609-1620.




118

*Ke, F. (2008c). Computer games application within alternative classroom goal structures: Cognitive,
metacognitive, and affective evaluation. Educational Technology Research and Development, 56
(5/6), 539-556.

Ke, F., (2009). A qualitative meta-analysis of computer games as learning tools. In R. Ferdig (Ed.),
Handbook of Research on Effective Electronic Gaming in Education. (Vol. 1, pp. 1-32). Hershey,
PA: Information Science.

*Ke, F., & Grabowski, B. (2007). Gameplaying for maths learning: Cooperative or not? British Journal
of Educational Technology, 38(2), 249-259.

Khalili, N., Sheridan, K., Williams, A., Clark, K., & Stegman, M. (2011). Students designing video
games about immunology: Insights for science learning. Computers in the Schools, 28, 228-240.
Kinzie, M. & Joseph, D. (2008). Gender differences in game activity preferences of middle school chil-
dren: implications for educational game design. Educational Technology Research and Development,

56 (5), 643-663.

Kirriemuir, J. & McFarlane, A. (2004). Report 8: Literature review in games and learning. NESTA Fu-
ture lab series. Retrieved from
http://www.futurelab.org.uk/download/pdfs/research/lit_reviews/Games Reviewl.pdf

Klopfer, E. (2008). Augmented Learning: Research and design of mobile educational games. Cambridge,
MA: MIT Press

Klopfer, E., Osterweil, S., Groff, J., & Haas, J. (2009). The instructional power of digital games and
social networking simulations, and how teachers can leverage them. The Education Arcade. Re-
trieved from http://education.mit.edu/papers/GamesSimsSocNets_EdArcade.pdf

Klopfer, E., & Squire, K. (2008). Environmental detectives—The development of an augmented reality
platform for environmental simulations. Educational Technology Research and Development, 56,
203-228.

Klopfer, E., & Squire, K. (2008). Environmental Detectives—the development of an augmented reality
platform for environmental simulations. Educational Technology Research and Development, 56(2),
203-228.

Klopfer, E., Squire, K. & Jenkins, H. (2002). Environmental Detectives: PDAs as a Window into a Vir-
tual Simulated World. Retrieved from
http://website.education.wisc.edu/kdsquire/manuscripts/german-chapter.doc

Koehler, M. & Mishra, P. (2008). Introducing TPCK. In AACTE Committee on Innovation and Technol-
ogy (Ed.), Handbook of technological pedagogical content knowledge (TPCK) for educators, pp. 3-
29. New York, NY: Routledge.

Laitinen, S. (2005). Better games through usability evaluation and testing. Gamasutra. Retrieved from
https://www.8-bitbearconsulting.com/wp-content/uploads/8-
bit_Better Games_Through_Usability TGS2008_Laitinen.pdf

Larson, R. W., & Richards, M. H. (1991). Boredom in the middle school years: Blaming schools versus
blaming students. American Journal of Education, 99, 418-443.

Lave, J., & Wenger, E. (1991). Situated learning: Legitimate peripheral participation. Cambridge, UK:
Cambridge University Press.

Li, Q. (2013). Digital Games and Learning: A Study of Preservice Teachers' Perceptions. International
Journal of Play, 2(2), 101-106.

Lim, C.P. (2008). Spirit of the game: Empowering students as designers in schools? British Journal of
Educational Technology, 39, 996-1003.

*Lim, Q. (2008). Global citizenship education, school curriculum and games: Learning Mathematics,
English and Science as a global citizen. Computers & Education, 51, 1073—-1093.

Lombardi, M. M. (2007). Authentic learning for the 21st century: An overview. Educause learning initia-
tive, 1(2007), 1-12.

Malone, T. W. & Lepper, M. R. (1987). Making learning fun: A taxonomic model of intrinsic motivations
for learning. In R. E. Snow, & M. J. Farr (Eds.), Aptitude, learning, and instruction: Ill. Cognitive
and affective process analysis, 223-253. Hillsdale, NJ: Lawrence Erlbaum Association.

Marklund, B. B. (2013). Games in formal educational settings: Obstacles for the development and use of
learning games (Doctoral dissertation, University of Skovde). Retrieved from
http://swepub.kb.se/bib/swepub:oai:DiVA.org:his-8627?tab2=abs&language=en

Marklund, B. B., & Taylor, A. S. A. (2016). Educational Games in Practice: The challenges involved in
conducting a game-based curriculum. Electronic Journal of e-Learning, 14(2), 122-135.



REFERENCES 119

Martinovic, D., & Zhang, Z. (2012). Situating ICT in the teacher education program: Overcoming chal-
lenges, fulfilling expectations. Teaching and Teacher Education, 28(3), 461-469.

Mishra, P., & Foster, A. N. (2007). The claims of games: A comprehensive review and directions for
future research. In R. Carlsen, K. McFerrin, J. Price, R. Weber, & D. A. Willis (Eds.), Society for In-
Sformation Technology & Teacher Education: 2007 18th International Conference. San Antonio, TX:
Association for the Advancement of Computing in Education (AACE).

Mitchell, A., & Savill-Smith, C. (2004). The use of computer and video games for learning. London:
Learning and Skills Development Agency.

*Muwanga-Zake, J. W. F. (2007). Evaluation of an educational computer programme as a change agent
in science classrooms. Journal of Science Education and Technology, 16(6), 473-490.

OCW. [the Dutch ministry of Education, Culture and Sciences] (2007). Factsheet Voortijdig Schoolver-
laten: November 2007 . [Factsheet leaving school prematurely: November 2007] Retrieved from
http://www.voortijdigschoolverlaten.nl/userfiles/file/factsheetsnovember2007.pdf

Omrod, J. E. (2011). Educational Psychology (7" ed). Pearson Education inc. publishing as Allyn &
Bacon, Boston PEW  Teens, Video Games, and Civics. Retrieved from
http://pewinternet.org/~/media//Files/Reports/2008/PIP_Teens Games_and Civics_Report FINAL.p
df

*Ota, K. R., & DuPaul, G. J. (2002). Task engagement and mathematics performance in children with
attention-deficit hyperactivity disorder: Effects of supplemental computer instruction. School Psy-
chology Quarterly, 17(3), 242-257.

*Owston, R., Wideman, H., Ronda, N. S., & Brown, C. (2009). Computer game development as a literacy
activity. Computers & Education, 53(3), 977-989.

*Papastergiou, M. (2009). Digital game-based learning in high school computer science education: Im-
pact on educational effectiveness and student motivation. Computers & Education, 52(1), 1-12.

Pastore, R. S., & Falvo, D. (2010). Pre- and in-service teachers perceptions of gaming in the classroom.
International Journal of Instructional Technology and Distance Learning, 7(12).

Peetsma, T., & Van der Veen, L. (2015). Influencing young adolescents’ motivation in the lowest level of
secondary education. Educational Review, 67(1), 97-120.

Peppler, K. A., & Kafai, Y. B. (2007). From SuperGoo to scratch: Exploring creative digital media pro-
duction in informal learning. Learning, Media and Technology, 32, 149-166.

Perrotta, C., Featherstone, G., Aston, H., & Houghton, E. (2013). Game-based learning: latest evidence
and future directions. Slough: NFER.

Perry, N., Turner, J. C., & Meyer, D. K. (2006). Classrooms as contexts for motivating learning. In P. A.
Alexander, & P. H. Winne (Eds.), Handbook of Educational Psychology (pp. 326-348). Mahwah, NJ:
Lawrence Erlbaum Associates.

Prater, M. L. (2016). Student Authored Digital Games as Authentic Learning: Using the Can You Create
a Game Challenge in Elementary Classrooms (Doctoral Dissertation, University of Kentucky). Re-
trieved from http://uknowledge.uky.edu/edc_etds/15/

Prensky, M. (2001). Digital game-based learning. New York, NY: McGraw-Hill.

Presly, M. & Harris, K. R. (2006). Cognitive Strategies Instruction: From Basic Research to Classroom
Instruction. In P. A. Alexander, & P. H Winne (Eds.), Handbook of Educational Psychology. Mah-
wah, NJ: Lawrence Erlbaum Associates.

Proctor, M. D., & Marks, Y. (2013). A Survey of Exemplar Teachers' Perceptions, Use, and Access of
Computer-Based Games and Technology for Classroom Instruction. Computers & Education, 62,
171-180.

*Redfield, N., Gaither, D., Redfield, C. (2007). Educational game effectiveness: Answering the call.
Paper presented at Society for Information Technology & Teacher Education, Association for the
Advancement of Computing in Education. Retrieved from
http://www.wingz2fly.com/GameSurvey/Educational%20Game%20Effectiveness.doc

Rieber, L. (2005). Multimedia learning in games, simulations, and microworlds. In R. E. Mayer (Ed.),
The Cambridge handbook of multimedia learning (pp. 549-568). New York, NY: Cambridge Uni-
versity Press.

*Robertson, J. & Howels, C. (2008). Computer game design: Opportunities for successful learning.
Computers & Education, 50(2), 559-578.

*Rosas, R., Nussbaum, M., Cumsille, P., Marianov, V. Correa, M., Flores, P., . . . Salinas, M. (2003).
Beyond Nintendo: Design and assessment of educational video games for first and second grade stu-
dents, Computers & Education, 40(1), 71-94.



120

Rubino, 1., Barberis, C., Xhembulla, J., & Malnati, G. (2015). Integrating a location-based mobile game
in the museum Visit: Evaluating visitors’ behaviour and learning. Journal on Computing and Cul-
tural Heritage, 8, 1-18.

Ruggiero, D. (2013). Video Games in the Classroom: the Teacher Point of View. Paper presented at the
Games for Learning Workshop of the Foundations of Digital Games Conference. Retrieved from
http://www.fdg2013.org/program/workshops/papers/G4L.2013/g412013_02.pdf

Deci, E. L., & Ryan, R. M. (2011). Self-determination theory. In P. A. M. Van Lange, A. W. Kruglanski,
& E. T. Higgins (Eds.), Handbook of theories of social psychology, 1,416-433. Thousand Oaks, CA:
Sage.

Salen, K., & Zimmerman, E. (2004). Rules of play: game design fundamentals. Cambridge, MA: MIT
Press.

Sandford, R. (2006). Teaching with Games: COTS games in the classroom. JISC Innovating e-Learning
2006: Transforming Learning Experiences online conference. Retrieved from http://www.online-
conference.net/jisc/content/Sandford%20-%20teaching%20with%20games.pdf

Sandfort, R., Ulicsak, M., Facer, K. & Rudd, T. (2006). Teaching with games: Using commercial off-the-
shelf computer games in formal education. Retrieved from
https://www.nfer.ac.uk/publications/FUTL49

Sardone, N. B., & Devlin-Scherer, R. (2008). Teacher Candidates’ Views of a Multi-User Virtual Envi-
ronment (MUVE). Technology, Pedagogy & Education, 17(1),41-51.

Schrader, P. D., Zheng, D., & Young, M. (2006). Teachers' perceptions of video games: MMOGs and the
future of  preservice teacher education. Innovate, 2(3). Retrieved from
http://www.innovateonline.info/index.php?view=article&id=125

Schraw, G. (2006). Knowledge: Structure and Processes. In P. A. Alexander, & P. H. Winne (Eds.),
Handbook of Educational Psychology. Mahwah, NJ: Lawrence Erlbaum Associates.

Schwabe, G., & Go6th, C. (2005). Mobile learning with a mobile game: Design and motivational effects.
Journal of Computer Assisted Learning, 21,204-216.

*Sedig, K. (2008). From play to thoughtful learning: A design strategy to engage children with mathe-
matical representations. Journal of Computers in Mathematics and Science Teaching, 27(1), 65-101.

*Serrano, E. L., & Anderson, J. E. (2004). The evaluation of food pyramid games, a bilingual computer
nutrition education program for latino youth. Journal Of Family And Consumer Sciences Education,
22(1), 1-16.

Shaffer, D.W. (2006). How Computer Games Help Children Learn. Palgrave Macmillan, NewY ork.

Shaffer, D. W., Squire, K. R., Halverson, R., & Gee, J. P. (2005). Video games and the future of learning.
WVER Working Paper No. 2005-4.

Retrieved from http://www.wcer.wisc.edu/publications/workingPapers/index.php

Shin, N., Sutherland, L. M., Norris, C. A., & Soloway, E. (2012). Effects of game technology on elemen-
tary student learning in mathematics. British Journal of Educational Technology, 43, 540-560.

Sitzmann, T. (2011). A meta-analytic examination of the instructional effectiveness of computer-based
simulation games. Personnel Psychology, 64, 489-528.

* Solomou, M., & Vrasidas, C. (2008, March). Commercial computer games in education: age of mythol-
ogy in ancient Greek history lessons. Paper presented at the Annual Meeting of the American Educa-
tional Research Association (AERA), New York, NY.

Soutter, A. R. B., & Hitchens, M. (2016). The relationship between character identification and flow state
within video games. Computers in Human Behavior, 55, 1030-1038.

Squire, K. D., & Jan, M. (2007). Mad city mystery: Developing scientific argumentation skills with a
place-based augmented reality game on handheld computers. Journal of Science, Education & Tech-
nology, 16, 5-29.

Squire, K., & Barab, S. (2004). Replaying History: Engaging Urban Underserved Students in Learning
World History Through Computer Simulation Games. In Y. B. Kafai, N. Enyedy, & W. Sandoval
(Eds.), Proceedings of the Sixth International Conference of the Learning Sciences (pp. 505-512).
Mahwah, NJ: Lawrence Erlbaum.

Squire, K. (2004). Replaying history: Learning world history through playing Civilization III. (Doctoral
Dissertation, Indiana University).

Retrieved from http://website.education.wisc.edu/kdsquire/dissertation.html

*Squire, K., Barnett, M., Grant, J. M., & Higginbotham, T. (2004). Electromagnetism supercharged!
Learning physics with digital simulation games. Proceedings of the 6th International Conference on
Learning Sciences (pp. 513-520). Santa Monica, CA: International Society of the Learning Sciences.



REFERENCES 121

Strauss, A. L., & Corbin, J. (1998). Basics of qualitative research: Techniques and procedures for devel-
oping grounded theory. Thousand Oaks, CA: Sage Publications.

Sung, Y., Chang, K., & Liu, T. (2016). The effects of integrating mobile devices with teaching and learn-
ing on students' learning performance: A meta-analysis and research synthesis. Computers & Educa-
tion, 94, 252-275.

*Sung, Y. T., Lee, M. D., & Chang, K. E. (2008). Designing multimedia games for young children’s
taxonomic concept development. Computers & Education, 50(3), 1037-1051.

Thomas, M. K., Ge, X., & Greene, B. A. (2011). Fostering 2 1st century skill development by engaging
students in authentic game design projects in a high school computer programming class. Journal of
Educational Computing Research, 44(4), 391-408.

Thoonen, E. E. J., Sleegers, P. J. C., Peetsma, T. T. D., & Oort, F. J. (2011). Can teachers motivate stu-
dents to learn? Educational Studies, 37, 345-360.

Tobias, S., Fletcher, J. D., Dai, D. Y., & Wind, A. P. (2011). Review of research on computer games. In
S. Tobias, & J. D. Fletcher (Eds.), Computer games and instruction (pp. 127-222). Charlotte, NC: In-
formation Age.

Tondeur, J., Van Braak, J., Sang, G., Voogt, J., Fisser, P., & Ottenbreit-Leftwich, A. (2012). Preparing
pre-service teachers to integrate technology in education: A synthesis of qualitative evidence. Com-
puters & Education, 59(1), 134-144.

Trespalacios, J., Chamberlin, B., & Gallagher, R. R. (2011). Collaboration, engagement & fun: How
youth preferences in video gaming can inform 2 1st century education. TechTrends, 55(6), 49-54.

*Tuzin, H., Yilmaz-Soylu, M., Karakus, T., Inal, Y., & Kizilkaya, G. (2008). The effects of computer
games on primary school students' achievement and motivation in geography learning. Computers &
Education, 52(1), 68-77

*Ulicsak, M. (2004). Astroversity: A FutureLab prototype research report. Retrieved from
http://www.futurelab.org.uk/resources/documents/project _reports/Astroversity research_report.pdf

Ulicsak, M. (2010). Games in education: Serious games. Futurelab. Retrieved from
http://media.futurelab.org.uk/resources/documents/lit_reviews/Serious-Games_Review.pdf

Vallett, D., Annetta, L., Lamb, R., & Bowling, B. (2014). Diffusing innovations: Adoption of serious
educational games by K-12 science teachers. Contemporary Issues in Technology and Teacher Edu-
cation, 14(3), 247-265.

Van der Meij, H., Albers, E., & Leemkuil, H. (2011). Learning from games: Does collaboration help?.
British Journal of Educational Technology, 42(4), 655-664.

Van der Veen, 1., & Peetsma, T. (2009). The development in self-regulated learning behaviour of first-
year students in the lowest level of secondary school in the Netherlands. Learning and Individual
Differences, 19, 34-46.

Van Eck, R. (2006). It’s not just the digital natives who are restless. Retrieved from
http://net.educause.edu/ir/library/pdf/erm0620.pdf

Van Eck, R. (2015). Digital game-based learning: still restless after all these years. EDUCAUSE Rev, 13-
28.

Van Eck, R., & Dempsey, J. (2002). The Effect of Competition and Contextualized Advisement on the
Transfer of Mathematics Skills in a Computer-Based Instructional Simulation Game. Educational
Technology Research & Development, 50(3), 23—41.

Vandercruysse, S., Vandewaetere, M., & Clarebout, G. (2012). Game based learning: A review on the
effectiveness of educational games. In M. Cruz-Cunha (Ed.), Handbook of research on serious
games as educational, business, and research tools (pp. 628-647). Hershey, PA: IGI Global.

Vandercruysse, S., Vandewaetere, M., Cornillie, F., & Clarebout, G. (2013). Competition and Students’
Perceptions in a Game-Based Language Learning Environment. Educational Technology Research &
Development, 61(6), 927-950.

*Verheul, 1., & Van Dijk, W. (2009). Effectiviteit van een COTS game in het MBO: Oblivion. Eindrap-
portage. |Effectivity of a COTS game in intermediate vocational education: Oblivion. Final report].
Utrecht: CLU, Universiteit Utrecht.

Verheul, 1., & Koops, M. (2013). Implementatie van games in het onderwijs[Perception scale for math].
(Eindrapportage SLOA onderzoek UNIC). Retrieved from http://www.game-ondd.nl/publicaties.php

*Virvou, M., & Katsionis, G. (2008). On the usability and likeability of virtual reality games for educa-
tion: The case of VR-ENGAGE. Computers & Education, 50(1), 154-178.

*Virvou, M., Katsionis, G., & Manos, K. (2005). Combining software games with education: Evaluation
of its educational effectiveness. Educational Technology & Society, 8(2), 54-65.



122

*Vogel, J. J., Greenwood-Ericksen, A., Cannon-Bowers, J., & Bowers, C.A. (2006). Using virtual reality
with and without gaming attributes for academic achievement. Journal of Research on Technology in
Education, 39(1), 105-118.

Volman, M., & Ten Dam, G. (2007). Learning and the development of social identities in the subjects
care and technology. British Educational Research Journal, 33, 845-866.

Voogt, J., Sligte, H., Van der Beemt, A., Van Braak, J., Aesaert, K. (2016). E-didactiek. Welke ict-
applicaties gebruiken leraren en waarom? [E-pedagogy: Which ict applications do teachers use and
why]. Amsterdam: Kohnstamm Instituut.

Vos, N., Van der Meijden, H., & Denessen, E. (2011). Effects of constructing versus playing an educa-
tional game on student motivation and deep learning strategy use. Computers & Education, 56, 127—
137.

Wake, J. D. (2013). Mobile, location-based games for learning: Developing, deploying and evaluating
mobile game technology in education (Doctoral Dissertation, The University of Bergen). Retrieved
from http://bora.uib.no/handle/1956/7376

Wastiau, P., Kearney, C., & Van den Berghe, W. (2009). How Are Digital Games Used in Schools? Brus-
sels: European Schoolnet. Retrieved from http://games.eun.org/upload/gis-full_report en.pdf

Watson, W. (2007). Formative research on an instructional design theory for educational video games.
Retrieved  from  http://www.indiana.edu/~syschang/decatur/documents2/formative resrch_isd-
theory edvideogames.pdf

Wideman, H. H., Owston, R. D., Brown, C., Kushniruk, A., Ho, F., & Pitts, K. C. (2007). Unpacking the
Potential of Educational Gaming: a New Tool for Gaming Research. Simulation & Gaming, 38(1),
10-30.

Williamson, B. (2007). Teaching with games. Learning, Media and Technology, 32, 99-105.

*Wilson, A. J., Dehaene, S., Pinel, P., Revkin, S. K., Cohen, L., & Cohen, D. (2006). Principles underly-
ing the design of “the number race”, an adaptive computer game for remediation of dyscalculia. Be-
havioral and Brain Functions, 2(20), 1-16.

Wood, K. R. (2011). Simulation video games as learning tools: An examination of instructor guided
reflection on cognitive outcomes (Dissertation, Georgia State University). Retrieved from
http://scholarworks.gsu.edu/msit_diss/77/

Wouters, P. J. M., & Van Oostendorp, H. (2013). A meta-analytic review of the role of instructional
support in game-based learning. Computers & Education, 60(1), 412—425.

Wouters, P. J. M., Van der Spek, E. D., & Van Oostendorp, H. (2009). Current practices in serious game
research: A review from a learning outcome perspective. In T. Connolly, M. Stansfield, & L.

Boyle (Eds.), Games-based learning advancements for multi-sensory human computer interfaces:
Techniques and effective practices (pp. 232-250). Hershey, PA: IGI Global.

Wouters, P. J. M., Van Nimwegen, C., Van Oostendorp, H., & Van der Spek, E. D. (2013). A Meta-
Analysis of the Cognitive and Motivational Effects of Serious Games. Journal of Educational Psy-
chology, 105(2), 249-265.

Young, M.F., Slota, S., Cutter, A. B., Jalette, G., Mullin, G., Lai, B., . . . Yukhymenko, M. (2012). Our
princess is in another castle: A review of trends of serious gaming for education. Review of Educa-
tional Research, 82,1, 61-89.

*Zuiker, S. J., Anderson, K. A., Lee, J. L. H., & Chee, Y. S. (2008). Designing for the epistemological
entailments of physics through game-centered dialogical activity cycles. In P. A. Kirschner, J. Van
Merriénboer, & T. De Jong (Eds.), Proceedings of the International Conference of the Learning Sci-
ences 2008 (pp. 516-523). Utrecht, the Netherlands: University of Utrecht.



