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

AUTHOR CONTRIBUTIONS

Papers in this dissertation and contributions of co-authors.

Chapter 2 is based on:

Huizenga, J., Admiraal, W., & Ten Dam, G. (2011). Claims of games: a decade of
research on motivational and learning effects reviewed. In Book of abstract and ex-
tended summaries (pp. 2079-2080). Exeter, UK : University of Exeter.

Contributions:

Jantina Huizenga reviewed the literature, searched, collected and analyzed the data
and drafted the various versions of the manuscript. The research team for this article

further consisted of Wilfried Admiraal and Geert ten Dam, who together

supervised Jantina Huizenga. The research team collaboratively conceptualized and
designed the study. As a form of audit, the research team discussed all the steps in
the process of analysis and its outcomes, and where necessary the primary data were

rechecked. The supervisors contributed to the analysis and interpretation of the

data, and reviewed and revised the manuscript.

Chapter 3 is based on:

Huizenga, J., Admiraal, W., Akkerman, S., & Ten Dam, G. (2009). Mobile game-
based learning in secondary education: engagement, motivation and learning in a
mobile city game. Journal of Computer Assisted Learning, 25, 332-344. doi:
10.1111/j.1365-2729.2009.00316.x

Contributions:

Jantina Huizenga reviewed the literature, collected and analyzed the data and

drafted the various versions of the manuscript. The research team for this article
further consisted of Wilfried Admiraal and Geert ten Dam, who together

supervised Jantina Huizenga. The research team discussed the various steps of the
research. The team collaboratively conceptualized and designed the study, deliber-
ated about the data analysis and its outcomes. The supervisors audited the analysis
and interpretation of the data and contributed to reviews and revisions of the manu-
script. Sanne Akkerman contributed to reviews and revisions of the manuscript.

Chapter 4 is based on:
Huizenga, J.C., Admiraal, W.F., Ten Dam, G.T.M., & Voogt, J.M. (to be submitted)
Mobile game-based learning and students’ game activities.

Contributions:
Jantina Huizenga reviewed the literature, collected and analyzed the data and



136

drafted the various versions of the manuscript. The research team for this article
further consisted of Wilfried Admiraal, Geert ten Dam and Joke Voogt, who to-
gether supervised Jantina Huizenga. The research team discussed the various steps
of the research. The team collaboratively conceptualized and designed the study,
deliberated about the data analysis and its outcomes. The supervisors audited the
analysis and interpretation of the data and contributed to reviews and revisions of
the manuscript.

Chapter 5 is based on:

Huizenga, J., Admiraal, W., & Ten Dam, G. (2011, October). Merging digital and
urban play spaces: Learning by playing and creating location-based games in secon-
dary education. In Proceedings on the 5" European Conference on Games Based
Learning (p. 703). Academic Conferences International Limited.

Contributions:

Jantina Huizenga reviewed the literature, collected and analyzed the data and

drafted the various versions of the manuscript. The research team for this article
further consisted of Wilfried Admiraal and Geert ten Dam, who together

supervised Jantina Huizenga. The research team discussed the various steps of the
research. The team collaboratively conceptualized and designed the study, deliber-
ated about the data analysis and its outcomes. The supervisors audited the analysis
and interpretation of the data and contributed to reviews and revisions of the manu-
script.

Chapter 6 is based on:

Huizenga, J.C.; Admiraal, W.F.; Voogt, JM., & Ten Dam, G.T.M. (2017). Teacher
perceptions of the value of game-based learning in secondary education. Computers
& Education, 110, 105-115. https://doi.org/10.1016/j.compedu.2017.03.008

Contributions:

Jantina Huizenga reviewed the literature, collected and analyzed the data and

drafted the various versions of the manuscript. The research team for this article
further consisted of Wilfried Admiraal and Geert ten Dam, who together

supervised Jantina Huizenga. The research team discussed the various steps of the
research. The team collaboratively conceptualized and designed the study, deliber-
ated about the data analysis and its outcomes. The supervisors audited the analysis
and interpretation of the data and contributed to the first reviews and revisions of the
manuscript. In later reviews and revisions Joke Voogt contributed as well and was
added to the supervision team.



