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Abstract
In this case study, the relationship between middle school student engagement,
motivation and development of 21 st century competencies through a 3D virtual online digital
game “Quest Atlantis” was examined. Data collection included surveys, focus groups
interviews, and classroom observations. Participants were 12 to 13 years old grade 7 students
and their classroom teacher. This research found that seventh grade students were motivated,
were engaged and displayed 21st century competencies during game play in the Quest Atlantis
environment. Quest Atlantis provided students with an interactive, technology enabled learning
environment in which to engage with Mathematics concepts of statistics that was facilitated by
the teacher who provided support and guidance. No significant gender differences in terms of
performance in statistics were found. Findings from this study can enrich our understanding
about the use of digital game based learning for learning Mathematics in schools.
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CHAPTER 1 INTRODUCTION
In today’s fast paced, technology oriented and socially networked lives, students and
educators are both finding that teaching and / or learning through new interactive methodologies
and technologies are fast becoming a reality. Classrooms and how teachers and students interact
are changing in the wake of new approaches to teaching and learning in the digitally mediated
worlds of social networks, virtual classrooms, and pervasive use of laptops and mobile devices.
The “Digital Natives” terminology coined by Prensky (2001a) are children who have grown up
in a technological savvy environment and are unaccustomed to learning in surroundings where
there is lack of technology use. Prensky (2001a) suggests that these children or students are
therefore not fully engaged when learning is facilitated without technology in the classroom. A
study by Pastore and Falvo (2010) revealed that games should be seriously considered as a tool
to engage and teach students in schools, and in their study concluded that usage of digital games
in the classrooms would grow.
This study addresses the learning problem “How does playing a digital game support
meaningful learning in the school?” and provides a deeper understanding of how digital games
might be used effectively at school. Due to the generation gap between teachers and students,
not only in age but in the manner that they grew up with or without digital technology, video
games can open new communication channels between them by bridging this gap and fostering
partnering between them (Prensky, 2010). Control needs to be given to students while the
harness or facilitator role should be in the hands of the teacher—this is an integral part for the
success of the gaming environment (Prensky, 2010).
The commercialization of the Internet in the 1990’s allowed global access to digital
games that revolutionized digital game play on the Internet. According to the Annual Horizon
1

Report by Johnson et al. (2013), digital game play is not only a leisure activity available in the
commercial market but has of late made inroads as a tool for learning and motivation in the
education sector. Game-based learning is the term used to describe learning through games to
fulfill educational objectives (Johnson, Adams, & Cummins, 2012). Unlike earlier horizon
reports in 2010, 2011 and 2012 that referred to game usage in the education sector as gamebased learning, the 2013 report offered a new term “games and gamification” (Johnson et al.,
2013). This new term acknowledges the fact that digital games through their immersive
environment can support students in their learning with an emphasis on how the blueprints for
educational games are made and how game players interact with one another. Education can
benefit from digital games due to the conduciveness of such technologies with building 21 st
century competencies like collaboration, communication, critical thinking and problem solving
(Johnson et al., 2012; Johnson et al., 2013).
The earlier Horizon Report in 2010 by Johnson, Smith, Levine, and Haywood (2010)
reported that children born in the early 1980s, the early 1990s, and the early 2000s have grown
up in an environment where digital games are easily accessible and widespread. In addition,
children born since the early 2000s tend to use mobile phones to access global information and
play digital games (Johnson et al., 2010), which makes the digital game portable and console
independent. The children born in the early 2000s define our school population for this study.
Digital video games are believed to be second nature to them, close to their hearts, and provide a
comfortable and most familiar platform (Barab, Arici, & Jackson, 2005a; Barab, Thomas,
Dodge, Carteaux, & Tuzun, 2005b; Barab, Gresalfi, & Ingram-Goble, 2010b; Barab, Gresalfi, &
Arici, 2009; Gee, 2003; McGonigal, 2011; Prensky, 2001a). As discussed in the next section,
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the increasing popularity of digital games for entertainment and educational purposes has also
been noted in Canada.
The Entertainment Software Association of Canada (2012) reported that 95 percent of
Canadian households own a computer, and 61 percent of Canadian households have at least one
video game console such as an Xbox, Wii, or PlayStation 3. Children in the age group between
6 and 12 years had the following profiles: 1) 35% girls play most often on a computer and 41%
boys play most often on a game console, 2) 17% girls play every day and 41% boys play every
day, 3) 30% girls play most often on a cell phone or mobile device and 24% boys play most
often on a handheld game system. Commercial digital games appear, therefore, to be popular
with both boys and girls.
Educational games can be broadly grouped into three categories: games that are not
digital; games that are digital, but not collaborative; and collaborative digital games (Johnson et
al., 2010). Quest Atlantis (QA) falls into the third category—collaborative digital games where
players learn academic curriculum objectives during the process of gameplay and interaction in
the physical as well as virtual domain.
Studies of commercial digital games that are popular to both genders have led researchers
to understand popular game characteristics for engagement. These characteristics related to
engagement are problem solving, collaboration, socializing, attainment of goals, and appealing
storyline (Johnson et al., 2010). In addition, educational content embedded in games make it
seamlessly merge with the game rather than being attached that makes players readily engage
with the learning material to accomplish the goal of the game and learning objective (Johnson et
al., 2010).

3

A study by Plante and Canada (2004) reported the median of student-to-computer ratio in
all elementary and secondary schools in Canada as five. In this present day and age, the studentto-computer ratio would be even less with the likelihood of each student having access to a
computer both at home and at school. Since almost every school student has access to a
computer the probability of interacting with digital media is high. Research supports the use of
digital games as a tool for learning and maintaining students’ interest (Pastore & Falvo, 2010).
Quest Atlantis (QA), a three dimensional (3D) immersive virtual online multi-player
game, is designed to offer a new pedagogy of meaningful learning by engaging and motivating
students (Barab et al., 2005a). The 3D environment allows students to create their own Avatars
and interact online with students and digital game characters to complete quests in a realistic
virtual world. In terms of engagement characteristics, Prensky (2001a) lists two key engagement
characteristics found in digital games namely, fun and play which are displayed by students
during game play and completing activities in the QA environment.
QA was chosen as the technology enabled learning environment for this study because it
is a digital game-based learning tool that has been found to provide meaningful, engaging, and
motivating contexts for learners (Barab et al., 2005a; Barab et al., 2005b; Barab et al., 2010b;
Barab et al., 2009). Quest Atlantis was chosen by the researcher and teacher to support student
learning in relation to academic objectives specified in the Alberta program of studies with
regard to Statistics in Mathematics. Furthermore, the QA environment has been found to foster
the development and display of 21st century competencies when students play the online virtual
game.
Some students appear to be immersed and totally engaged by virtual environments,
described in psychology as the flow state (Csíkszentmihályi, 1990). Students who seem
4

genuinely engaged in virtual games tend to support the view that ‘Digital Natives’ minds are
wired to learn and play through digital games (Prensky, 2001b). Research on student learning in
high schools has found evidence of intellectual engagement when students’ inquiry-based and
problem based learning was linked with authentic and challenging learning tasks, a collaborative,
technology enabled learning environment and responsive and flexible teaching (Jacobsen,
Friesen, Daniels, & Varnhagen, 2012). The QA environment also appears to favor knowledge
building through the subject matter content embedded in the missions and activities as well as by
having students learn collaboratively with one another and through the teacher in the social
interactive virtual game environment
QA appears to provide a real world environment to engage and stimulate the learner. The
social interaction and engagement of students in technology enabled learning experiences, like
QA, allows students to strengthen and think about the knowledge gained when learning
(Jacobsen, 2010; Schank, 2011). Engagement therefore appears possible in the QA environment
between students and between the teacher and students, and is one of the areas of focus in the
present study.
Digital Games and Learning
This study builds on the multiple motivations framework by Tuzun (2004) and highlights
the link between learner motivation and digital game play. Tuzun’s research resulted in 13
identified motivational elements in digital game play. Earlier studies on middle and primary
school students also discovered positive motivational effects of educational digital games in
mathematics (Klawe, 1999; Rosas et al., 2003).
Research by Simpson (2005) and Squire (2005) argued that digital games can develop
new skills in students by providing meaningful situations where students have to collaborate and
5

problem solve in the real life environment. The effect of Information and Communication
Technology (ICT) on our daily lives is converting our communities to an informative society
from the earlier industrial society (Voogt, 2008). An analysis of existing frameworks by Voogt
and Roblin (2010) provides the 21st century competencies of technology skills, critical thinking,
problem solving, collaboration, communication, creativity, and global awareness.
Richard Van Eck (2006) generated the relationship between digital games and the
learning process. In general, educators have adopted three approaches for integrating games into
the learning process: 1) have students build games from scratch; 2) have educators and/or
developers build educational games from scratch to teach students, and 3) integrate Commercial
Off-the-Shelf (COTS) games into the classroom (p. 6).
Purpose of Current Study
This study corresponds with the second approach, where students make use of an
educator designed digital online virtual 3D meaningful educational game for learning. Based on
previous studies by Tuzun (2004) and Smith (2011) the purpose of this study is to first
investigate whether the use of an online educational 3D virtual game “QA” as a tool to learn
mathematics results in positive learning benefits such as greater motivation and increased
engagement by students. This study also aims to determine if digital game based learning
leverages students’ natural curiosity to make sense of the virtual world environment by using
narratives and storylines as well as display 21st century competencies to accomplish the desired
goal. In a nutshell this study seeks to deeply understand how playing an online virtual 3D digital
game “QA” supports meaningful learning when learning Mathematics in the classroom.
Research Questions
This case study was designed to address the following three research questions:
6

1.

In what ways can student engagement in learning be supported by playing Quest Atlantis

in the classroom?
2.

Do students feel more motivated about their learning and about mathematics when

learning is supported by Quest Atlantis?
3.

In what ways can the development of 21st century competencies be supported by Quest

Atlantis in the classroom?
A study site was sought and found in Southern Alberta. In the months of February and
March 2013, the researcher worked with 59 students from two grade 7 classes (ages 12 to 13
years), one mathematics teacher and the school principal from an urban school in a major school
district in Alberta, Canada to carry out this case study.
Significance of the Study
This study contributes to the current understanding of how student engagement,
motivation and the development of 21st century competencies can be impacted through
meaningful learning and digital game play. Educators and researchers like Marc Prensky, James
Gee, Kurt Squire, Sasha Barab, Yasmin Kafai, and Jane McGonigal, are still compiling evidence
on the effectiveness of digital games as a tool for learning. The present case study will add to the
growing body of research exploring whether new innovative methods such digital games are an
effective medium of instruction especially for students who are ‘Digital Natives’. Based on such
research, educators may acknowledge that with changing times and new generations of students
that more technology and Digital Game Based Learning (DGBL) should be incorporated into
their schools, especially as evidence grows about how DGBL supports the use of innovative
learning methods in classrooms today.
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Furthermore, this research study aims to determine whether students are changing in their
learning patterns and may be more meaningfully engaged in learning from new and innovative
educational formats such as educational digital games—in this case QA. The findings of this
case study can help to better understand the learning patterns of children who fit the digital
native profile. These children have likely grown up in an environment where they are
comfortable with interactive digital media and may therefore benefit most from classrooms using
the same medium as a tool for instruction. Educators, Elearning companies, curriculum
designers, and researchers will be interested in the findings from this case study to better
understanding the advantages or disadvantages of using a video game as an instructional tool in a
classroom.
Organization of the Study
The study is organized as follows: Chapter 2 is a literature review on engagement, QA
learning environment, gender differences, motivation, and 21st century competencies. Chapter 3
describes the triangulation mixed methodology of the study. Chapter 4 presents the results and
analysis of the data. Chapter 5 presents discussions, conclusions, and recommendations for
future researchers in this field.

8

CHAPTER 2 LITERATURE REVIEW
This chapter presents a review of historical and current research literature to better
understand the value of 3D digital immersive games as part of the classroom learning
environment. The purpose of this review is to explore how 3D digital immersive games like
“Quest Atlantis” provide a meaningful environment for learning in terms of student engagement,
motivation, and the development of 21st century competencies. Through this literature review,
gaps in the current knowledge base are highlighted, the idea of using 3D digital games like QA to
support meaningful learning in classrooms is explored, and the research questions that frame this
study are presented.
Digital Games are Engaging
According to McGonigal (2011), computer and video games provide people with access
to microworlds that satisfy a human need for accomplishment. McGonigal (2011) argues that
the microworld provided by the game nurtures a sense of belonging by inspiring and engaging
people in ways the real world cannot. Today’s students, commonly referred to by Marc Prensky
as ‘Digital Natives,’ are born into social environments where digital technologies are allencompassing (Eck, 2006; Prensky, 2003). Unlike their students, many teachers did not grow up
with digital technology and are usually considered “Digital Immigrants” (Prensky, 2001b, p. 2).
Some argue that technological savvy students can pose an interesting challenge to educators due
to their interdependence with technology. For example, Prensky (2001b) is of the opinion that
“our Digital Immigrant instructors, who speak an outdated language (that of the pre-digital age),
are struggling to teach a population that speaks an entirely new language” (p. 2) and that students
engage in the world differently than their teachers. Educators may have to address different skill
sets, interests, and needs that today’s students bring to the classroom and also may need to find
9

different instructional approaches and to design instruction or curriculum to be responsive to
different learners.
Video games can open new communication channels between teachers’ and students’ by
fostering partnering between them through Commercial Off The Shelf (COTS) games, learning
games, and game creating tools (Prensky, 2010). Control is given to students by allowing them
to use technology while the teacher facilitates their learning with instruction related to utilizing
technology (Prensky, 2010). Video games can be an engaging part of 21st century pedagogy and
learning compared to traditional delivery and learning by rote; in contrast, with games students
learn by transformation of reality brought about by contextual role play (Barab, Gresalfi, Dodge,
& Ingram-Goble, 2010a). Many young people enjoy playing computer and video games as a
leisure activity. Digital games provide a highly interactive and engaging virtual world of
simulation and pleasure, which can be contrasted to the types of learning experiences many
students encounter at school. Since video games are immersive in nature, appeal to students, and
appear to provide an effective pedagogy for the easy assimilation of game content (Barab et al.,
2010b), more educators may be considering the viability of using educational games in a similar
context to impart curricular content in school. Prensky (2001a) argues that the same level of
engagement and intrinsic motivation of Digital Natives in commercial digital games can be
replicated in a game environment with educational content called DGBL. He also considers the
matrimony of digital video games with educational content holds a key to better engaging
students in school.
Learning in Classrooms
Research by Simpson (2005) and Squire (2005) shows a substantial increase in the use of
video games in the last ten years in the classroom. According to several studies in the last
10

decade, Digital Games are a medium or platform to promote learning and bring out the best in
learners (Aldrich, 2004, 2005; Gee, 2003; Prensky, 2006). McGonigal (2011) is a passionate
supporter of “blissful productivity’ which is a state of being mentally immersed in a digital game
environment while completing tasks towards the realization of outcomes. In her research,
McGonigal (2011) has demonstrated that players of massively multiplayer online role-playing
games (MMORPG) like World of Warcraft work together with other players as a community to
solve problems using the tools provided in an online collaborative environment. Prensky
(2001a) argues that one of the main characteristics of DGBL is that it creates a learner-centered
approach and provides interaction with a digital gaming medium during the process of learning.
Passionate supporters of DGBL maintain that this mode of learning can be more enjoyable, more
interesting, and, therefore, more effective than traditional learning modes (Gee, 2003; Prensky,
2001a).
Collaborative Digital Games for Learning
Recent research has shown that games can be used as a tool to sustain interest as well as
maintain students’ attention at school (Pastore & Falvo, 2010). According to the Horizon Report
published in 2010, game-based learning is a more effective platform to assimilate knowledge
when compared to textbook based learning for children in schools today due to their familiarity
with video games (Johnson et al., 2010). Johnson et al.’s (2010) Horizon report also broadly
groups educational games into three categories: 1) non-digital; 2) non-collaborative digital
games; and 3) collaborative digital games. Johnson et al. (2010) also stated that digital games:
When embedded in the curriculum… offer a path into the material that allows the student
to learn how to learn along with mastering, and truly owning, the subject matter. These
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games lend themselves to curricular content, requiring students to discover and construct
knowledge in order to solve problems (p. 18).
Collaborative digital games have the capability to transform education due to their exploratory
and competition based game play brought about in the environment (Johnson, Smith, Willis,
Levine, & Haywood, 2011). These kind of digital games are challenging to design but can build
competencies for “research, writing, collaboration, problem-solving, public speaking, leadership,
digital literacy, and media-making” (Johnson et al., 2011, p. 22). The integration of course
content with digital games provides students with an opportunity to engage with the material
positively leading to higher cognition (Johnson et al., 2012). Educators are therefore interested
in seeking out avenues to include this tool in the K-12 curriculum. Computer games have been
proposed as a potential educational learning tool by game designers (Aldrich, 2004; Prensky,
2001a), educational scholars (Gee, 2003; Squire, 2005) and educational researchers (Barab et al.,
2010b; Gee, 2003; Kafai, Franke, Ching, & Shih, 1998; Li, 2010; Simpson, 2005) that can be
integrated into the classroom. Modern educational game studies related to students’ emotions
and traits in Mathematics and Science (Li, 2010) as well as abilities and attitude in Mathematics
(Ke, 2008) have been examined to study the effects of games on learners and on learning. In
both studies a majority of students felt positive sentiments during the process of game building
and playing web -based Math games, respectively. Out of 21 elementary students only a faction
did not feel positive sentiments and the themes of creativity, engagement, and new identity
emerged during the process of game building (Li, 2010). The study by Ke (2008) had 15
students in the age group of 10 to 13 years where the pre and post test results did not show a
significant difference in the GSAT math test and Jr. Mai metacognitive survey that led to there
being no significant effect on the cognitive test performance and metacognitive awareness
12

development. But a significant difference between the pre and post-test scores in ATMI attitudes
measure showed a positive attitude in Math learning.
Games that encompass educational objectives and subject matter are believed to hold the
potential to render learning of academic subjects more learner-centered, easier, more enjoyable,
more interesting, and, thus, more effective (Prensky, 2001a). Specifically, games constitute
potentially powerful learning environments for a number of reasons (Oblinger, 2004): (a) they
can support multi-sensory, active, experiential, problem-based learning, (b) digital games favour
activation of prior knowledge given that players must use previously learned information in
order to advance, (c) they provide immediate feedback enabling players to test hypotheses and
learn from their actions, (d) they encompass opportunities for self-assessment through the
mechanisms of scoring and reaching different levels, and (e) they increasingly become social
environments involving communities of players. Apart from knowledge acquisition, game
playing can also favour the development of various skills, such as critical thinking and problemsolving (Mcfarlane, Sparrowhawk, & Heald, 2002).
Relationship between Digital Games and Learning
Richard Van Eck summarizes the relationship between digital games and learning with
three approaches. According to Eck (2006)
In general, educators have adopted three approaches for integrating games into the
learning process: have students build games from scratch; have educators and/or
developers build educational games from scratch to teach students; and integrate
commercial off-the-shelf (COTS) games into the classroom (p. 6).
The first approach deals with designer-students learning the subject matter and new software by
making their own games and problem-solving respectively (Eck, 2006). Li (2010) conducted a
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study where students in an elementary school designed and built digital games to teach one
another Isaac Newton’s Three Laws of Motion through a visual programming software called
‘Scratch’. The study proposes that student engagement when building digital games increases
the learning capabilities with regard to subject matter and generic skills. The learning by game
building approach through technology use allows students to build, learn and problem solve.
Furthermore, students displayed a rise in understanding mathematics as well as a positive attitude
when creating their own games (Li, 2010).
The second approach involves educators designing games from scratch for students (Eck,
2006). Recent research by Barab et al. (2010a) as well as Barab et al. (2009) supports the
transformational potential of video games that allow students to play real life roles like reporters,
scientists, mathematicians, and doctors. Students can use specific area knowledge particular to
their character in the game to answer personally engaging and scenario specific queries (Barab et
al., 2010a; Barab et al., 2009). This new 21st century pedagogy takes learning into a new
dimension where the transformation of prior conceptual knowledge occurs according to the real
life situation presented in the game (Barab et al., 2010b).
A study by Tüzün, Yılmaz-Soylu, Karakuş, İnal, and Kızılkaya (2009) showcased how
video games were used to teach geography to fifth and sixth grade students by increasing the
motivation and fun factor leading to the goal of identifying continents and countries. A review
of the literature on educational video game design by Dondlinger (2007) summarizes findings
from a number of studies on the positive effects of cognition in video games that develop skills
related to attention, spatial concentration, problem-solving, decision making, collaborative work,
and creativity. These 21st century skills are necessary to take part in the global economy of
today (De Aguilera & Mendiz, 2003). Educators therefore, should be encouraged to integrate
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digital game based learning into the K12 curriculum to bridge the gap between the manner
knowledge is represented and learnt by digital natives and how knowledge is imparted and needs
to be taught to acquire 21st century competencies.
Finally, the third approach for integrating games into the learning process involves
incorporating commercial off-the-shelf (COTS) digital-games into classrooms (Eck, 2006). For
example, Squire (2005) chose the commercially available digital video game Civilization III to
teach geography and history in middle school.
This study coincides with the second approach, whereby students will make use of an
educator designed digital virtual 3D meaningful learning environment, QA, for learning while
playing an educational game.
Social Constructivism and Digital Game Based Learning
According to Vygotsky (1978) social constructivism involves both active teachers and
older or experienced children playing very important roles in learning. He believed that culture
gave the child the cognitive tools required for knowledge building where teachers acted as
mediums through which tools of the culture provided a child with cultural history, social context,
and language. His brand of social constructivism stressed the importance of culture and social
context for cognitive development. Nowadays the learning context includes electronic forms of
information access similar to educational games like QA. Vygotsky (1978) argued that students
with the help of children and teachers could master concepts and ideas that they could not
understand on their own. Vygotsky names this concept the Zone of Proximal Development
(ZPD), which is the difference between what could be accomplished individually and what could
be accomplished with the help of a collaborative effort. QA’s brand of learning is designed to
scaffold weaker students through compelling activities and interaction with their peers and the
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teacher. Once the student experiences the benefits from the ZPD, Vygotsky argues, the student
can continue to learn individually. QA is also based on investigative or experiential learning that
allows the learner to explore and interact with the environment for learning.
Quest Atlantis
Experiential learning is advocated by learning theorists who believe the essence of
learning stems from relationships between experience and education, and that deep learning
occurs from reflection and action in a real life scenario (Kolb, 1984). According to Barab et al.
(2005b), meaningful learning is supported in a digital game based learning environment, such as
QA, through the use of collaborative and social game strategies for engaging and motivating
students with educational content.
‘Quest Atlantis’ is the brainchild of Sasha Barab at Indiana University. QA uses a
collaborative and social gaming environment to foster formal learning communities (Barab et al.,
2005a; Barab, Sadler, Heiselt, Hickey, & Zuiker, 2007a; Barab et al., 2005b; Barab, Warren, &
Ingram-Goble, 2008a). The QA brand contains the following main attributes: (a) mythological
backstory that forms the basis for QA activities, (b) 3D immersive world through which students,
teachers, and fictional QA council members interact, (c) community of global participants, (d)
pedagogical centered activities to promote formal learning, entertainment, and social
commitments (Barab et al., 2005a). QA integrates inquiry-based as well as experiential activities
to accomplish learner objectives in academic curriculum and also provides a conducive
environment specially for girls and boys to explore ways to make the world a better place (Barab
et al., 2005b). Certainly, digital games have several advantages over other instructional media,
the main one being their extremely compelling and engaging nature (Malone, 1980).
Furthermore, the obstacles encountered in digital games induce a positive stress called eustress,
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which provides the motivation and rigor to solve the problem (McGonigal, 2011). McGonigal
explains that eustress does not have a negative connotation and actually induces a positive
framework of mind leading to confidence and optimism to enjoy the stress and work at hand.
According to Squire (2005) digital games provide immersive environments conducive for
experimentation and problem solving. Besides their engaging nature, educational games like QA
provide an avenue to test not only extrinsic motivation but intrinsic motivation too (Tüzün et al.,
2009).
Quest Atlantis Environment
A combination of the gaming framework with content and inquiry-based pedagogy in
school is the basis of a 3D multi-user virtual meaningful learning environment, QA (Barab et al.,
2005a).

Figure 1. Quest Atlantis Opening Web Page
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QA provides a teaching and learning environment for children between the ages of 9 to
16 years. The Website is http://atlantisremixed.org/ and Figure 1 displays the opening page. QA
is now part of the Atlantis Remixed project where 50,000 students over six continents and 18
countries have participated in the project. The project allows parents, teachers, and researchers
to download a test version of the game. At the heart of the project is a role-playing game where
students have to complete learner objectives related to a task list of a mission. The completion of
multiple tasks leads to fulfilling the requirements of educational activities known as Quests while
learning the subject content. When completing Quests students have to involve themselves in
virtual and real life activities that are academically meaningful. Students can take part in these
activities in a secure password protected 3D environment where they embark in Quests, chat
with students and teachers, and contribute to the evolving story of QA. The Atlantis Remixed
project combines strategies used in commercial games with research based motivation and
learning lessons.
A Professional Development (PD) course is mandatory for new teachers who want to use
QA in their classrooms. The online PD module allows teachers to voice their concerns to
successfully incorporate this curriculum in their classrooms ("Atlantis Remixed," n.d.).
The Atlantis Remixed project is based in the Learning Sciences Institute of Arizona State
University (ASU) ("Sasha A. Barab," n.d.). In December 2010, the Bill and Melinda Gates
foundation provided a grant of $2,366,734 till November 2013. The grant’s main aim was to get
traditional academic disengaged students to engage with mathematics science and language arts
("Gates Foundation Funds QA," 2010.)
Students in the QA world use their virtual representations or Avatars to manipulate
content in real contexts by taking up the role of scientists, writers, reporters, and other
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responsible roles. QA is built on research design core components, online multiuser virtual
environment, narratives, storylines, social commitments, and several missions encompassed in a
unit constantly facilitated by a teacher. The backstory of Atlantis and how the student can help
Atlantis get back to its former glory is viewed as an animation before they start playing the
missions. Students get involved in situation based learning through the storyline while
attempting missions and exploratory play allows them to be part of the evolving story (Barab,
Dodge, Thomas, Jackson, & Tuzun, 2007b).
There are seven social commitments: compassionate wisdom, creative expression,
environmental awareness, personal agency, healthy communities, social responsibility, and
diversity affirmation in QA. The tasks marked for completion in the social commitments help
students become knowledgeable, responsible, and empathetic adults (Barab et al., 2007b).
In order for teachers to cater to today’s students it is essential to understand whether
digital games as an intervention are a suitable tool for learning in classrooms. The relationship
between engagement, motivation, and digital games are vital for educators to consider when
implementing digital games as a tool for learning. As will be explained in a section that follows,
it is important to understand if there are significant gender differences when using digital games
in the classroom. In addition, it is necessary for educators to help students develop 21 st century
skills to prepare them for the future.
Gender Differences
There may be differences in how boys and girls engage with commercial and educational
digital games. The Entertainment Software Association of Canada in 2012 reported that 90
percent of Canadian kids and teens are gamers who own a computer, and 61 percent of Canadian
households have at least one video game console such as an Xbox 360, Wii, or PlayStation3.
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Female gamers constitute 38 percent and male gamers 62 percent (Entertainment Software
Association of Canada, 2012)
The two seventh grade Math and Science classes that took part in this research study
were a mix of male and female students. Male and female students in the age group of 12 to 13
have played some type of commercial games through computers as well as Wii, Xbox, and
PlayStation gaming consoles. Educational games unlike commercial games are neither
widespread nor widely used in educational settings. It is therefore important to understand the
findings of previous studies in relationship to gender, computer games, and performance in
mathematics to place the results of this study.
Gender Differences in Educational Games
There may be gender differences in educational digital games depending on the age
groups. A recent empirical study by Papastergiou (2009) in Trikala, Greece had 88 students, 46
boys and 42 girls between the ages of 16 and 17 split into two groups—Group A gaming (n=47)
and Group B non-gaming (n=41). A Computer Memory Knowledge Test (CMKT) was used as
the pretest and post-test and the findings suggested that the gaming approach was not only more
motivational but effective in promoting students’ knowledge of computer memory concepts
compared to the non-gaming approach. In addition, with regard to gender there was no statistical
significant difference in terms of learning gains and motivation. Another recent study by
Kaufman, Sauvé, and Renaud (2011) in a senior secondary health education program in Canada
involved the impact of an online educational digital game on cognitive learning. The study had
133 secondary school students in grades 9, 10, and 11, ages 14 to 18, out of which 73 students
were from Quebec and the remaining 60 in the francophone school district of British Columbia.
The results of the paired t-tests showed significant improvements in different types of cognitive
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skills and no statistical significant differences between males and female after playing the video
game for 40 to 60 minutes.
An empirical study by De Jean, Upitis, Koch, and Young (1999) described the
experiences of students with the Phoenix Quest (PQ) computer game that consisted of a case
study with 6 girls and a second supplementary large-scale study involved the participation of 41
boys and 57 girls, aged 8 to 12 years from grade 4, 5, and 6 in a mid-sized Ontario city in
Canada. The findings provided claims that PQ interested girls due to the engaging puzzles and
searches and due to the main character being of their age and gender. PQ showcased substantial
gender differences with regard to game characteristics when learning mathematics through an
educational game: 1) more girls than boys used the postcard writing feature in PQ and enjoyed
the adventures of the female character, 2) more boys than girls were reported to offer advice to
other students, discuss the game during their free time, and observe others playing the game, 3)
more boys than girls recognized the mathematics embedded within the game, and 4) even though
the study did not focus on teacher student interaction since 25% of participating students were
not able to grasp the mathematics in PQ, there was the need for a teacher to make the
mathematics visible.
In the electronic games for education in Math and Science (E-GEMS) project, males and
females appeared to have different preferences for games, males performed better than females
by progressing faster but there were insignificant differences between males and females with
regard to accomplishing the goal (Klawe, 1999). According to Ke (2009) in terms of learner
characteristics in computer games gender differences were found in qualitative studies but not in
comparative and experimental studies. A review of the literature on computer and video games
for learning posited an identical liking by both genders with the components of fun and challenge
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(Mitchell & Savill-Smith, 2004). A mixed-method case study by Ke (2008) explored fourth and
fifth grade elementary school students’(n=15) reaction to educational math drill games where
males preferred to report game related activity and females preferred to emote feelings and
interact socially. Gender differences were not observed in terms of computer game preference
and both males and females enjoyed playing the computer games.
A report by Mcfarlane, Sparrowhawk, and Heald (2002) on the educational use of games,
through a survey of teachers’ experiences with game use in classrooms and students experiences
with game use at home found out that digital games led to a higher level of engagement.
Adventure genre digital games were most popular where students learned to work in teams. The
different levels of challenge along with their relevant knowledge and absence of pressure due to
time in the game affected their levels of engagement.
Consequently, research regarding gender issues in educational games is limited and
mostly deals with game preferences and characteristics of males and females.
Gender Differences in Learning in Schools
According to Fennema (2002) the following were problems regarding gender differences
in mathematics: 1) large variations between groups of females exist, 2) gender differences vary
by school and teacher, 3) males and females have personal beliefs about mathematics, and 4)
intervention can make a difference. In North America there were insignificant gender
differences with regard to performance in Math, Science, and Technology in early elementary
grades (McLester, 1998). But in the higher grades of elementary school the gender differences
in Mathematics and Science performance begun to emerge and were significant in senior high
when females did not complete their advanced Mathematics and Science courses (Ma, 1999).
From a historical perspective, some gender differences in computer use and interest appears to
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originate in middle school and increases for females with age. According to Fiore (1999)
females tended to view the computer as a means through which assignments were completed
whereas males viewed computers as leisure playthings that led to the emergence of gender
differences in middle school. Fiore also believed that in terms of game characteristics females
wanted rich reality-based visuals where characters, clothing, colors, and scenery looked real and
three dimensional. Females also enjoyed interactive conversations with characters in the game to
decide and respond to in-game questions (Fiore, 1999).
The latest Programme for International Student Assessment (PISA) 2009 reported the
academic performance of 15 year old students in the Organisation for Economic Co-operation
and Development (OECD) countries. In Maths and Science, Canada performs significantly
above the OECD average (OECD, 2010). And with regard to OECD countries, girls outperform
boys in reading skills whereas “on average across OECD countries, boys outperform girls in
Mathematics by 12 score points while gender differences in Science performance tend to be
small” (OECD, 2010, p. 14).
The 2009 PISA assessments for 15 year olds in Canada showcased males outperform
females by 12 and 5 score points respectively in Mathematics and Science. Carrying on, in the
province of Alberta, males performed significantly higher than females in Mathematics and there
were no significant differences between males and females in grade 10 Science (Knighton,
Council of Ministers of Education, Canada, Brochu, & Gluszynski, 2010).
Empirical studies in educational digital games did not show gender specific significant
statistical differences in terms of learning gains and motivation in Mathematics. In terms of
game characteristics females preferred games with a female lead character whereas males offered
advice to other students and compared to females were able to better recognize the Mathematics
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implanted in the game. In Math drill games, males preferred being vocal and described activities
while playing the game whereas females favored to interact socially and exude feelings. A
research report concluded that digital games led to a higher level of engagement and both
genders liked adventure genre digital games that provided them with the opportunity to work in
teams.
In this study, QA provided an opportunity for grade 7 students to learn Mathematics—
mean, median, mode, and range. The study aims to find out whether QA appeals to students of
both genders due to the 3D immersive virtual digital environment and favorable game
characteristics. In addition, the study intends to find out if there are gender specific significant
statistical differences based on the results of the Independent sample t tests on the pre and posttests in Mathematics. The intervention could not be compared in terms of effectiveness as the
research design did not include a control group.
Teachers Perceptions of Educational Games
The ‘digital natives’ world of technological prowess and easy access to mediums for
online social interaction appear to make teachers think that digital games could be a favourable
tool for teaching and learning for students. It is therefore important to understand teachers’
perceptions about using digital games before implementing them in classrooms. Unfortunately,
there are few studies that have explored teachers’ beliefs and perceptions of integrating games
into education (Can & Cagiltay, 2006). Ritzhaupt, Higgins, and Allred (2010) argue it is
important to study teachers’ experiences before integrating modern educational games into K-12
settings on a large scale. This study consisted of middle school Mathematics teachers and two
computer resource teachers (n=10) from two different school districts in southeastern USA with
a range of 2 to 40 years of teaching experience in the K12 environment. The average number of
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years of teaching experience was 11.83 with an average of 6.13 years in K12 teaching experience
with computers. The ten Mathematics teachers taught pre-algebra courses to grade six, seven
and eight students and the computer resource teachers assisted in the technology and curriculum
integration. DimensionMTM was the modern educational game used in the study where students
were taught pre-algebra and algebra concepts in a 3D immersive game environment. The ten
Mathematics teachers found that all students interacted with the computer on a one to one basis
and played the game in a single player mode. The only requirement by the researchers was to
allow the students play the game once a week for one class period in a 16 week period. The
main findings of the study were first, all the ten teachers found it easy to integrate the digital
game in the classroom. Second, nine of the ten teachers used the digital game as a reward
system. Third, eight of the teachers used the digital game to reinforce mastery concepts. And
fourth, seven teachers encouraged competition between students to foster motivation.
Pre-service teachers in four separate Computer Education and Instructional Technology
(CEIT) departments in Turkish Universities (n=116) took part in a study along with four
volunteer students from each University (n=16) (Can & Cagiltay, 2006). A questionnaire
(n=116) and semi-structured interviews (n=16) were used to collect data. The major positive
perceptions of the study with regard to computer educational games were: 1) students should be
engaged in activities during game play, apply their knowledge and through a process of
investigation learn by doing, 2) students can learn more useful things compared to traditional
learning and this learning would be more permanent, 3) students’ critical thinking skills may
become better due to the logical progression in the game, 4) students skills should develop in
terms of creativity, imagination, and visualization by playing games, 5) students previous
knowledge would be reinforced by making the course content more understandable through
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games, and 6) 96% of the respondents agreed with the statement that computer games have the
capability to help students fulfill cognitive goals. In addition, a majority of the participants,
83%, were of the opinion that they would use computer games with educational features in their
courses in the future (Can & Cagiltay, 2006).
In a study in the USA, Niederhauser and Stoddart (2001) implemented surveys in the
form of questionnaires on in-service elementary school teachers (n=1093) to examine the
relationship between teachers’ instructional perspectives and their use of technology in
instruction. The major results portrayed that teachers’ made their students use skill based
software (for example, Reader Rabbit) alone or in tandem with open ended software (for
example, Carmen San Diego) in most of the classrooms. Another result showcased the
immersion of teachers’ pedagogical beliefs in games further led to the type of software
propagated by the teachers for use by students. In addition, computers may have the potential to
transform learning but it is up to teachers to achieve this potential.
Two important studies by Can and Cagiltay (2006) and Niederhauser and Stoddart (2001)
have informed educational researchers with regard to teachers’ beliefs about games in
classrooms, but have still left much to ponder. Can and Cagiltay (2006) examined pre-service
teachers’ approach and prejudices regarding the immediate integration of educational games in
classrooms which is not conclusive. On the other hand the study by Niederhauser and Stoddart
(2001) catered to Math drill and educational games and attempted to combine in-service
elementary teachers’ experiences for future use. Recent research by Ritzhaupt et al. (2010),
showcased the use of new educational games that provide the impetus to change the relationship
among students and between teachers and students due to their mode of instruction.
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In the present case study, the teacher used the educational 3D immersive virtual digital
game, QA, to teach statistics in Mathematics—mean, median, mode, and range. The teacher’s
role was more that of a facilitator than a teacher where students were given an autonomous
means to learn at their own pace through an exploratory approach. Students collaborated with
one another and problem solved and used critical thinking skills while attempting activities in the
Ander City unit. Learning through peers was therefore permitted in the QA educational digital
game environment. Students only asked the teacher for help if their peers could not provide the
solution to a question. The teacher, being an avid gamer and having earlier implemented QA
with another class of students, was comfortable with the functioning of the educational digital
game and understood the workings of the software for learning in the classroom. The teacher’s
experience and beliefs about the benefits of students learning through digital gameplay are
explored in the present study.
Engagement and Learning
It may be a challenge to engage ‘digital natives’ in conventional classroom activities that
are less engaging than the digital game environments that are so readily used by today’s learners
at home (McGonigal, 2011). It is the contention of this study that teachers may find benefits
from the use of digital game technology to teach and maintain students’ interest, engagement and
attentiveness when learning curricular concepts, like Mathematics, in the classroom.
According to Jacobsen, Friesen, and Saar (2010) some 21st century learning environments
allow students to engage in inquiry based tasks that challenge the student and adds value in their
day to day lives. Csíkszentmihályi (1990) believed that people learn best when engaged in the
task and enter a state of flow where they are oblivious to time and matter. This kind of
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engagement is required in classrooms today where digital natives may be disconnected due to
their brains being wired differently (Prensky, 2001b).
Engagement is essential for learning and can be divided into three subsections: First,
intellectual engagement, which interests the learner to want to examine and interpret knowledge.
Second, deep thinking that allows interpreted knowledge to be assimilated by the learner. Third,
situated cognition, which provides the learner with a context and situation for mastering the
knowledge absorbed.
Intellectual Engagement
Intellectual engagement provided a rationale for learners to want to learn by maintaining
their attention and keeping them immersed in the content. Jacobsen et al. (2012) argued that
student intellectual engagement is essential for learning in a collaborative digital environment
and that designs for learning need to involve challenging and authentic work in disciplines of
study. They are also of the opinion that intellectual engagement is demonstrated when students
are both cognitively and emotionally engaged in their learning. Jacobsen and Friesen (2011)
argue that knowledge building processes, which involve continual improvement of knowledge
and knowledge building in community, are the most important skills for 21st century learners.
Interactive technologies can provide fertile ground for students to reflect and connect while
learning and by allowing them to express and share their developing knowledge through online
publication (Jacobsen et al., 2010). Means, Toyama, Murphy, Bakia, and Jones (2009) have
observed gains when learners take part in collaborative interactive learning experiences and are
allowed to take control of their learning. These researchers have also found in a meta-analysis of
studies that online learning had stronger learning outcomes than teacher or instructor-led
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training. In addition, the researchers found that more learning time and collaboration provided
these results.
According to Jacobsen (2010) high level critical thinking skills can be experienced in an
online learning environment where the teacher and students collaborate and interact mutually
with the assistance of digital content and technology. Knowledge building through a
collaborative work environment can foster teaching and the sharing of this knowledge publicly
and through discussions which is becoming the norm in some schools (Jacobsen et al., 2010).
Educational researchers believe that the following factors are instrumental to understand
the relationship between student engagement, learning environment, and teaching practices: 1)
different types of teacher instructional practices, 2) complexity of student work, 3) various
technologies for use when learning, and 4) amount of feedback and assessment types for students
(Jacobsen et al., 2010; Willms, Friesen, & Milton, 2009). Research by Jacobsen et al. (2010)
shows a connection between these factors and the various levels of student engagement in the
classroom. The Learning Sciences and Brain Research project funded by OECD (2002) and
OECD (2007) is consistent with the findings of the researchers (Jacobsen et al., 2010):
“The more closely the goals of teachers, learners and educational systems are matched,
the more effective the learning will be… the more closely this learning is linked to
external stimuli of ‘real world environment’, the more it will engage and stimulate the
learner” (OECD, 2007, p. 200).
The QA collaborative game environment provides learners with an environment for learning that
not only stimulates students mentally but also engages them emotionally to want to progress
through the four missions of the Mathematics world—Ander City (Barab et al., 2005a; Barab et
al., 2007a; Barab et al., 2005b; Barab et al., 2008a; Barab, Dodge, & Ingram-Goble, 2008b;
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Barab et al., 2007b; Barab et al., 2010a; Barab et al., 2009; Barab et al., 2010b). Ongoing study
of student engagement and motivation while playing QA will add to the research literature on
digital game based learning.
Deep Thinking
The basis for deep thinking is the knowledge gained through the cognitive process of
learning by reflection. Schank (2011) argues that engaging work allows students to get into the
mode of deep thinking through 12 conceptual, social, and cognitive processes. Challenging and
authentic classroom work can set the stage for peer collaboration, developing deep
understanding, the building of knowledge and intellectual engagement (Jacobsen, 2010). In her
study of situated cognition, Arici (2008) argues that students are dissatisfied with school and do
not perform well because content and curriculum are not correlated with their everyday lives.
There is in fact a loss of student engagement and learning due to the decontextualization of
content (Barab et al., 2008b). By means of social collaboration real world inquiry, and
contextualization in the online game, Quest Atlantis can provide an environment where the
achievement of subject mastery occurs through an ongoing reflective process on knowledge
gained. Knowledge and 21st century skills gained through cognitive processes, such as
teamwork, negotiation and decision making, actually make students think instead of having
teachers teach (Schank, 2011). Students through QA interact with one another and the content.
They also learn 21st century competencies at an early age that is required for success in the
workplace.
Situated Cognition
According to Mitchell and Smith (2004) retrieving information from memory encourages
the construction of cognitive skills in a learner. The importance of co-relating content and
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curriculum to context is important especially for generation Z students, born in the new
millennium. To relate content with context, Gee (2003) believes that virtual environments may
engage students while learning by immersing students in situations where they can learn from
their peers through collaboration or distributed cognition. Barab et al. (2008b) and Arici (2008)
argue that immersive environments situated in real world activities and involve the human senses
can make participants relate to the content by interacting with the characters and situational
challenges. As a result of immersion in the semiotic domain of a learner there is a level of
mastery achieved in pockets of knowledge areas (Gee, 2003). Furthermore, Gee (2003)
mentions that this knowledge gain and level of mastery is not brought about by rote
memorization but through meaningfully integrated knowledge that can be retrieved for use
anytime from that domain.
QA provides a background and ongoing storyline that maintains the learners’ attentions
spans and keeps them immersed in the online game. The situational contexts also provide
scenarios for the learner to accomplish learner outcomes by fulfilling their role-playing
commitments.
Motivation and Learning
According to Gee (2003) motivation is the main force that propagates learning in a digital
game. The lack of learner motivation can prevent learning and stops the learner from playing the
game. Kirriemuir and Mcfarlane (2004) argue that playing computer games can increase the
motivation levels of learners. This finding is supported by Malone’s (1980) earlier research
connecting intrinsic motivation in games to concepts like fantasy, challenge, and curiosity
(Malone, 1980). A review of the literature on the use of computer and video games for learning
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claimed enjoyment, motivation, and engagement as the prime advantages (Mitchell & SavillSmith, 2004).
Uses and Gratification Theory: Motivation in Commercial Games
Lucas and Sherry (2004) applied uses and gratifications theory to playing computer
games and identified six principal reasons or motivating factors: 1) competition, 2) challenge, 3)
social interaction, 4) diversion, 5) fantasy, and 6) arousal. Lucas and Sherry also found that
males rated all six of these reasons for playing games as more important than females. Their
most important motivation was the self-challenge that males or females felt by beating the game
or going to the next level. This was followed by competition to beat other game players. Third
came game playing for diversion and fourth for arousal. At the bottom of the motivation list was
the fantasy of doing something that cannot be done in real life and social interaction with friends.
Motivation in Educational Games
The Electronic Games for Education in Math and Science project (E-GEMS) was created
in 1992 to find out if students in the age group between grades 4 to 8 would profit in learning
Mathematics and Science through specially designed digital games for Human and Computer
Interaction (HCI). Two collaborative game prototypes were developed—Avalanche and Island.
Even though children found both networked games highly motivating, field trials of the game
were not completed due to stability issues. In educational games, the E-GEMS project
demonstrated increased motivation and academic achievement within Mathematics and Science
education in upper elementary and high school (Klawe, 1999). The purpose of a study by Rosas
et al. (2003) in economically disadvantaged schools in Chile (n=1274) for grade 1 and 2 was to
assess the effects in terms of learning, motivation, and classroom dynamics when educational
video games were introduced in the classroom. The sample also consisted of 30 school teachers
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and six directors. Students were divided into three groups— Experimental Group (EG), Internal
Control Group (IC), and External Control Group (EC). There were three phases that took place:
1) pre-implementation where teachers and directors were trained in the use of the software, 2)
implementation of the educational video games in the experimental group where students could
play the game for 20 to 40 minutes every day in the classroom, and 3) assessment where the pretest was done before the implementation and post-test was conducted after the implementation.
Separate analysis of covariance was done to test the effect of the intervention on Math, reading
comprehension and spelling. The Math results showed that post test scores had a significant
differences in mean scores between the EG and IC group on one side and EC group on the other
but no mean differences were found between the EG and IC groups. Similar results were found
with the spelling post-test. In reading comprehension there were no significant differences
between the groups. In terms of motivation two indicators were used—results from preference
survey and classroom observations. Both indicators confirmed that the EG and IC groups were
highly motivated to play with the video games. Classroom observations showed that a higher
percentage of students paid more attention and behaved well when playing the video game as
compared to the classroom without the video game. Students playing video games were also
more autonomous in their learning leading to less involvement of teachers. Teachers who used
the video game in the classroom spoke positively about the intervention and found it an effective
resource. Teachers reported an improvement in attention, concentration levels, and self-esteem
of students who played the video game in the classroom. Teachers who did not believe that the
intervention would make a difference at the end of the implementation had a change of heart and
agreed that the video game had a positive influence on the teaching and learning environment.
The observations and teacher reports also suggested that the video game promoted peer
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collaboration, accountability and determination (Rosas et al., 2003). A study by Virvou,
Katsionis, and Manos (2005) compared a virtual reality game or VR-ENGAGE Intelligent
Tutoring System (ITS) to an educational software which did not have a virtual reality component
named simple ITS and lacked the gaming aspect. Fourth grade elementary school students
(n=180) learning geography in Greece were targeted in this study. The study was divided into
four participation groups with the first group having 90 students and the remaining three groups
also having a total of 90 students. All these students were 9 to 10 years old, taught the same
syllabus on Geography and computer literate. The selection of students in the remaining three
groups was based on their prior term teacher score results. The results further categorized
students into three groups, A, B, and C based on their performance. Group A was for good
performers, group B for mediocre performers, and group C for poor performers. The 90 students
in the first group were divided into two groups of 45 students each. Students in the remaining
three groups were further sub-divided to contain 15 students each. A pre and post-test of 100
questions as well as an interview was administered at the end of the research activity. The posttest results of first group of students (n=90) divided into two sub-groups showed less mistakes
using VR-ENGAGE compared to the pre-test by 43.15%. The other sub-group using simple ITS
showed 32.48% less mistakes compared to the pre-test. Therefore the players of VR-Engage
showed an improvement of 10.67% in comparison to the students who used simple ITS. An
independent samples t test also showed a statistical significant difference in favor of VRENGAGE over simple ITS. Similarly in the post-test of the remaining three groups VRENGAGE students in Group C and Group B made 48.97% and 38.5% less mistakes respectively
than in the pre-test. The results of 31.57% and 31.64% when compared to their simple ITS
counterparts showed an improvement. Students in group A that used VR-ENGAGE showed a
34

33.8% improvement while the students that used the simple ITS showed 32.84% improvement.
Independent samples t tests showed a statistical significant difference for group C and B students
but did not show statistical significant differences for group A students. Of all the sub-groups
group C or poor students benefited the most from the educational game. Interview data showed
that students were very excited to have the game in the classroom but experienced game players
did not find the game as good as commercial adventure games. Teachers were fascinated with
the good results of poor performing students and students with discipline issues being disciplined
when playing games in class.
Multiple Motivations Framework
Malone and Lepper (1987) “taxonomy of intrinsic motivations for learning” has
pioneered research on motivation in educational computer games. In their study of educational
games, Malone and Lepper (1987) gathered feedback from remote individuals and found that
four motivational elements, challenge, curiosity, control, and fantasy, influenced players’
motivation levels. However, Weiner (1990) argued that studies relying on individuals would
restrict the scope of motivation in educational games in which larger frameworks were needed.
Weiner (1990) also contemplated benefits to the future generations by broadening motivational
constructs as well as not limiting learning to individuals. Tüzün (2006) was fascinated by
Weiner’s futuristic ideas as well as the significance of social and contextual factors in the
learning process. Tüzün (2006) was particularly interested in developing motivation constructs
leading to a new motivation framework called “Multiple Motivations Framework”. The
“Multiple Motivations Framework” captures both intrinsic and extrinsic motivators and resulted
in an endeavor with the QA brand, which provided the perfect setting for the assimilation of data
and development of the framework (Tüzün, 2006). The purpose of Tüzün’s study was to identify
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motivational elements through an online multiplayer educational computer game—Quest
Atlantis. The qualitative research study contained naturalistic interpretations and also used
design ethnography, which includes ethnographic and action research. Data was collected
through ethnographic methods that included interviews, observations, document analysis,
observations, and a demographic questionnaire to support the interviews. Data was analyzed
using an adapted version of the constant comparison method of grounded theory. After data
analysis there were 13 major categories that came out as motivational elements for playing QA:
1) identity presentation, 2) social interaction, 3) playing, 4) learning, 5) ownership and control,
6) fantasy, 7) immersive context, 8) curiosity, 9) creativity, 10) achievement, 11) rewards, 12)
uniqueness, and 13) context of support.
New studies that adopt Tüzün’s (2006) “Multiple Motivations Framework” in different
contexts, audiences, and conditions would extend and contribute to deeper understanding of the
link between learner motivation and playing digital games. Thus, the present study builds and
extends upon the multiple motivations framework in order to add to the current knowledge on
the relationship between grade seven learner’s motivation while using a 3D digital immersive
game, QA, to learn about statistics in Mathematics.
21st Century Competencies and Learning
21st century skills are believed to be vital for students to learn and succeed in today’s
global economy (“PARTNERSHIP,” 2012). A study by De Aguilera and Mendiz (2003) states
the following:
Arguments in favour of the cognitive importance of video games are based on a number
of studies indicating that many video games are conducive to the development of specific

36

skills: attention, spatial concentration, problem-solving, decision-making, collaborative
work, creativity, and, of course, ICT skills. (p. 8)
These ICT skills are actually 21st century skills necessary for educators to impart for students to
master the learning process (“PARTNERSHIP,” 2012). Recent research by Barab et al. (2010a)
supports the transformational potential of video games that allow children to play real life roles
like doctors, lawyers, scientists and so on. Children can use specific area knowledge particular
to their character to answer personally engaging and scenario specific queries. This new 21st
century pedagogy takes learning into a new dimension where the transformation of prior
conceptual knowledge occurs according to the real life situation propagated by the game.
Research by Simpson (2005) and Squire (2005) argue that video games can develop new
skills in students by providing meaningful roles that not only offer peeks but also allows visual
views to real life situations. The effect of information and communication technology (ICT) on
our society is slowly transforming it from an industrial society to an information or knowledge
society (Voogt, 2008). A position paper by Voogt and Roblin (2010) postulates the lack of 21 st
century skills or competencies reference with regard to a specific educational level. This leads to
the conclusion that a recent clear definition of 21st century skills or competencies has not been
decided by scholars. The New Media Consortium in 2005 defines 21 st century skills or literacies
as
...the set of abilities and skills where aural, visual and digital literacy overlap.
These include the ability to understand the power of images and sounds, to
recognize and use that power, to manipulate and transform digital media, to
distribute them pervasively, and to easily adapt them to new forms (Consortium,
2005, p. 2).
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An analysis of existing frameworks by Voogt and Roblin (2010) provides the 21st century
competencies of technology skills, critical thinking, problem solving, collaboration,
communication, creativity, and global awareness.
The 21st century competencies framework proposed by Voogt and Roblin (2010)
form the basis to examine whether QA provides learners with opportunities to develop
21st century competencies. In the following sections, examples of students demonstrating
these 21st century competencies in QA are specifically described.
Technology Skills
Voogt and Roblin (2010) describe Information and Communication Technology (ICT) as
the core of 21st century skills. ICT not only provides the basis for having 21 st century skills but
also the means or tool that sustains the attainment and validation of these skills.
Students in QA learn about using the chat space appropriately and not to give out
personal information. Questers interact with different characters, assimilate information, and
form their own opinions as well as give advice for a particular situation. Students maintain their
username and password, regularly update their Qpods, and navigate the multiuser virtual
environment. They also use the teleport function to move back and forth between different
worlds. Every task on the mission list involves meeting a non-playing character in a particular
location. Students are able to navigate their Avatar to this location through the use of a
directional tool that pinpoints the Avatars location when stationary and in motion. Questers due
to their involvement with commercial games understand that technology allows them to interact
with characters in the 3D virtual environment for the learning experience in the virtual game.
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Critical Thinking
Voogt and Roblin (2010) do not provide a definition for critical thinking. Therefore, a
definition is provided from http://www.p21.org. Critical thinking can be described as the skill
to: 1) formulate clear / precise vital questions / problems, 2) gather / assesses relevant
information to effectively interpret and conclude a solution, 3) open-mindedly thinks about
alternate systems of thought to reach a practical conclusion, and 4) communicates effectively
with others to solve a complex problem (“PARTNERSHIP,” 2012).
Ander City is a world where students conduct statistical data analysis to find out whether
the present mayor or mayor in contention can keep up their part of the bargain to make the best
decisions for the children of Ander City. The Ander City unit requires Questers to use available
statistical tools and knowledge gathered from meeting various characters to make their own
decisions based on the data. These decisions form the basis for students understanding of the
different situations encountered in each mission.
Problem Solving
Problem solving can be described as a skill that: 1) shows multiple approaches to solve a
problem, and 2) uses multiple resources to reach a solution (“PARTNERSHIP,” 2012).
Every mission contains situations that students need to interpret by problem solving. The
situations that require problem solving include for example, finding out the safest bike by
working out which brand of bike has a better braking distance and whether being allowed to
listen or not listen to music while playing in a park leads to more children playing for longer time
periods. The absence of only one correct answer provides the Quester with a means of
interpreting the content and answering it accordingly. Many solutions can work in this
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environment especially since the teacher knows their students and can correct answers depending
on the students’ aptitude.
Collaboration
Voogt and Roblin (2010) do not provide a definition for collaboration. Therefore, a
definition is provided from http://www.p21.org. Collaboration can be described as the skill to:
1) work effectively and respectfully with other students towards a common goal, and 2) exercise
flexibility in making necessary compromises to accomplish a common goal (“PARTNERSHIP,”
2012).
The environment provided by the QA game and reinforced by the teacher encourages
collaboration between students. Students are so absorbed in the environment that they are not
aware of the teacher providing feedback to their responses in the missions but think that
characters in QA are writing back to them. Thinking the teacher to be free, the students
approach and interact with the teacher asking all kinds of questions related to technical issues,
activities in Ander City as well as why their responses were not getting accepted. This brings
about a whole new collaborative scenario between the students and teacher thus taking the
relationship a notch higher.
Communication
Voogt and Roblin (2010) do not provide a definition for communication. Therefore, a
definition is provided from http://www.p21.org. Communication can be described as the skill to
be able to: 1) articulate thoughts and ideas clearly and effectively through speaking and writing,
and 2) listen effectively to understand meaning, knowledge, values, and attitudes towards a
common goal (“PARTNERSHIP,” 2012). The two modes for communication in QA are writing
and reading. Students can interact with non-playing characters as well as understand the
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storyline by reading the contents in screen. Students also choose (out of two choices) their
responses when interacting with non-playing characters by clicking on one of the two choices
displayed in the text pane of the screen. Students write their responses to the questions asked in
each mission and the teacher responds to them on behalf of one of the characters in QA. There is
no fixed way of writing out responses and the teacher makes the call in accepting the responses
according to the capability of each student.
Creativity
Voogt and Roblin (2010) do not provide a definition for creativity. Therefore, a
definition is provided from http://www.p21.org. Creativity can be described as the skill to be
able to: 1) develop, implement and communicate new ideas to others, and 2) find patterns /
relationships and make connections among ideas (“PARTNERSHIP,” 2012).
Students are encouraged to share their creative ideas with their peers. For instance, in
this study, one student in a group of five decided to calculate the mean, median, mode, range and
write it down on a piece of paper. The student propped up this piece of paper beside the laptop
and referred to it while writing out subsequent responses. The other students in the group
followed the student’s lead and similarly wrote out the calculations in order to respond to the
questions.
Global Awareness
Voogt and Roblin (2010) do not provide a definition for global awareness. Therefore, a
definition is provided from http://www.p21.org. Global awareness can be described as the skill
to: 1) collaboratively work with students from diverse cultures, religions, and lifestyles, and 2)
use mutual respect and open dialogue in personal, work and community contexts
(“PARTNERSHIP,” 2012).
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Students in excess of 50,000 spread over six continents and 18 countries have
participated in the Atlantis Remixed project. The Atlantis Remixed project allows students from
all these locations to meet virtually in one central location, QA (Barab et al., 2005a). Students
from different parts of the world can also collaborate and co-quest with each other as one virtual
classroom through a co-questing tool in the teacher toolkit. QA provides a breeding ground for
the interaction of cultures, communities, and languages.
Though there may not be a specific, agreed upon definition for 21st century skills it is an
emerging area of focus that can be studied as a part of innovative learning designs with students
in schools. The 21st century skills are one means of defining and therefore designing tasks that
provide students with the necessary skillsets to succeed in the global economy of the workplace.
These 21st century skills are believed to be vital for children to learn at an early age and
therefore should be one of teachers’ concerns when designing lessons and activities for their
students. This study, therefore, explores how an online virtual game QA can provide
opportunities for learners to develop 21st century skills in a suitable learning environment that
also accommodates a framework to cater to individual learning differences.
Universal Design for Learning
Universal Design for Learning (UDL) supports the use of technology to not only master
content but master the learning process itself — a fundamental goal for learners’ in the 21st
century (CAST, 2011). QA creates an environment for autonomous and asynchronous learning
in the classroom. In addition, QA appeals to all students irrespective of their learning needs and
abilities. The principles of UDL are well represented in DGBL.
Orkwis and McLane (1998) defined UDL as:
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The design of instructional materials and activities that allows the learning goals to be
achievable by individuals with wide differences in their abilities to see, hear, speak,
move, read, write, understand English, attend, organize, engage, and remember. UDL is
achieved by means of flexible curricular materials and activities that provide alternatives
for students with disparities in abilities and backgrounds (p. 9).
According to Simpson (2009), digital video games provide a learning environment that can be
customized and further designed to support UDL by allowing numerous means of interpreting
instruction and different ways of accomplishing the goal.
The center for applied special technology (CAST) lists three main principles of UDL: 1)
provides numerous ways of representation, 2) provides various means of action and expression,
and 3) provides multiple means of engagement (CAST, 2011). Since all three UDL principles
are supported in video game environments the design of the curriculum does not need to be
altered to cater to different learner groups in the same class (Simpson, 2009).
Simpson (2005) and Squire (2005) are also are in consensus with video game learning
environments having the potential to support video game-based lesson plans as an alternative to
the traditional method of learning curriculum objectives. These lesson plans can cater to the
assimilation of 21st century skills as an integral component of game-based learning which caters
to the development of critical thinking, problem solving, and interpretative analysis skills
(Squire, 2005).
Chapter Summary
The key themes explored in this literature review are gender, engagement, motivation,
and 21st century competencies. However, there is still much to be learned. The present study
aims to address gaps in the literature on student engagement, motivation, and the development of
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21st century competencies by studying the use of Anders City, a QA unit / game focused on
introductory statistics concepts, by grade seven learners. Three research questions frame this
study:
1. In what ways can student engagement in learning be supported by playing Quest Atlantis in

the classroom?
2. Do students feel more motivated about their learning and about mathematics when learning is

supported by Quest Atlantis?
3. In what ways can the development of 21st century competencies be supported by Quest
Atlantis in the classroom?
In chapter three, the research design and research methodology chosen to enact this study, along
with the research setting and participants, will be described.

44

CHAPTER 3 RESEARCH METHODOLOGY
Type of Study
Building on the work of (Tuzun, 2004) and (Smith, 2011), this research uses a
descriptive case study approach to examine the interactions between students and a teacher in
class when playing an educational 3D virtual game “Quest Atlantis” to learn Mathematics. As
this is a descriptive study, the goal is to determine the usefulness of “Quest Atlantis” as an
educational technology for teaching in class and whether the 3D virtual game provides a
meaningful and conducive learning environment in terms of motivation, engagement, and the
development of 21st century competencies. There are three research questions that frame this
study:
1. In what ways can student engagement in learning be supported by playing Quest Atlantis in
the classroom?
2. Do students feel more motivated about their learning and about Mathematics when learning is
supported by Quest Atlantis?
3. In what ways can the development of 21st century competencies be supported by Quest
Atlantis in the classroom?
This case study employs both quantitative and qualitative data collection methods,
making it a mixed-methods case study, and triangulates several data sources in making
knowledge claims about student engagement, motivation and the development of 21st century
competencies through the use of QA, an online, digital game, for learning in Mathematics.
Participants
The Mathematics teacher and seventh grade students who were participants in this study
were recruited from a large urban school district in Alberta, Canada. The teacher recruited in
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this research study was already a certified QA teacher who had implemented the virtual learning
game in other classes that he had taught. The principal (Appendix J and L) and teacher
(Appendix I and F) had to go through a split consent process to participate in the research study
as two consent forms needed to be signed— one for the QA participation from Arizona State
University and one for the University of Calgary Ethics protocol. The signed Arizona State
University consent form gave the school and the teacher permission to use the proprietary
software. The signed University of Calgary consent form provided the researcher permission to
consider and analyze teachers’ data in the research study as well as obtain permission from the
principal to conduct research in the school. Two grade seven classes currently taught by this
teacher were approached by the researcher to take part in the research. Engagement with QA
was expected as part of the regular learning activities in the class, while participation in the
research was not compulsory. The total number of students in both classes was 66 (ages 1213)—33 each in two sections, Class A and B. There were a total of 20 students identified as
English as a Second Language (ESL) learners of which 3 were beginning ESL in Class A. In
Class B, 17 were ESL students for a year. In each Class, there were four students who had
identified learning disabilities and had an Individualized Program Plan (IPP). Out of these 66
students, 59 students provided consent to participate in QA. Consent was not provided from
parents / guardians for seven students to participate in any aspect of the researcher’s study, and
parents / guardians of another three students did not provide consent for their child to take part in
certain aspects of the research study.
There was a two pronged consent process to participate in the research study as students
had to return two consent forms signed by their parents— one for the QA participation
(Appendix H) and one for the University of Calgary Ethics protocol (Appendix G). The signed
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QA consent form gave students permission to use the proprietary software and the signed
University of Calgary consent form provided the researcher permission to consider and analyze
students’ data in the research study. Students could take part in QA and not participate in the
researcher’s study but not the other way around wherein take part in the research’s study and not
QA. In other words, the researcher’s study was dependent on participants first providing consent
to use QA. A third part of the ethics process was to invite students to give their personal consent
to participate in the research study by signing an assent form (Appendix K). In all, there were
seven students whose parents / guardians did not give consent to participate in QA and these
students were provided alternate instructional activities for success in meeting curriculum
requirements.
The researcher asked the teacher whether the Ander City unit would be a good fit for
teaching statistics in Mathematics. The teacher after careful deliberation felt that the Ander City
unit would benefit the students, which led to use of the Ander City unit to teach and learn
statistics. The purpose for participation in QA was both educational and social. Students were
asked to complete 4 missions in the Ander City unit that were designed to engage learners with
the statistics concepts of mean, median, mode, and range. The statistics concepts in QA align
with the Alberta Program of Studies grade seven Mathematics learning outcomes for mean,
median, mode, and range. In particular, the Ander City unit in QA covered the contents
mentioned in two specific outcomes in grade seven Mathematics program of study data analysis
strand. The specific outcomes were:
1. Demonstrate an understanding of central tendency and range by:


determining the measures of central tendency (mean, median, mode) and range.



determining the most appropriate measures of central tendency to report findings.
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2. Determine the effect on the mean, median, and mode when an outlier is included in a data
set.
Selection Procedure
The sampling methods for this case study can be described as both purposeful and
convenience sampling. According to Merriam (2009) “purposeful sampling is based on the
assumption that the investigator wants to discover, understand, and gain insight and therefore
must select a sample from which the most can be learned” (p. 77). Purposeful sampling is also
applicable to individuals and sites (Creswell, 2012). The participants recruited for this research
study fit the category of generation Z students or “digital natives”, in this case young people
specifically born between 2000 and 2013. Individuals described by Prensky (2001b) as digital
natives have grown up in a social environment of digital technology from an early age and it is
assumed that learners of this age are well versed with different technological formats. Thus, it
was anticipated that a class of grade seven students would provide a favourable sample for a
study that aimed to understand motivation, engagement, and 21st century competencies through a
3D virtual game, QA.
Given the nature of the intervention, playing the 3D virtual game, QA, and the effort,
skill and training required of teachers who want to use this digital game with students, a
particular kind of teacher was desired for this study. The teacher who possessed the expertise
and enthusiasm for using QA with students was known to the researcher, and was purposefully
recruited for this study. The teacher who was recruited in this study was both certified as a QA
teacher and was already enthusiastic about using the digital game with students and with getting
involved in the research study. For the purposes of this case study, the targeted sub-group, or
purposeful sample were learners in the category of generation Z. The two classes of grade seven
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students taught by the grade seven teacher who was recruited for the study also constitute a
convenience sample. According to Creswell (2012) in convenience sampling “the researcher
selects participants because they are willing and available to be studied…the sample can provide
useful information for answering questions and hypotheses” (pp. 145-146). The students were
chosen because of their membership in the classes taught by this particular teacher (convenience
sampling), and also because of their membership in the category of generation Z (purposeful
sampling).
Research Design and Procedures
A mixed methods case study methodology using both quantitative and qualitative data
collection methods was the research design utilized in this study. A case study is an effective
research methodology when the desire is to understand real life scenarios in a natural bounded
setting (Yin, 2009). First, this case study explored a new and innovative form of learning,
namely DGBL, and whether the use of QA and engaged teaching methods in a classroom can
lead to meaningful learning for grade seven students in Mathematics. Second, this study
specifically strived to identify and document motivational elements, 21 st century competencies,
and student engagement factors when QA was used as an approach to learning statistics with
grade seven students. And third, this study also aimed to describe whether and how grade seven
students changed their learning patterns and tended to learn in more meaningful ways from a
new and innovative educational format such as an online educational digital game. This study
therefore collected data on students’ experiences of using QA as a new and innovative form of
learning. According to Merriam (2009) the case study is defined as “an in-depth description and
analysis of a bounded system” (p.40). In this case study the bounded system consisted of two
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classes of grade seven students and a teacher from a large urban school district in Alberta,
Canada, who used QA for learning concepts in the Alberta program of studies.
A case study is highly beneficial when addressing questions like “how” or “why” that
deal with a contemporary set of events as well as provide the investigator with little or no control
(Yin, 2009). This case study adds to the growing body of research that explores how new
innovative methods such as digital games like QA may be an effective medium of instruction,
especially for students who are defined as ‘digital natives’ and generation Z.
Flyvbjerg (2006) argued that, contrary to the misconception that the generalization of a
single case does not add to scientific development, natural and social sciences can be advanced
by a single-case study. This case study explores a new and innovative form of learning, DGBL,
and whether the use of the 3D game, QA, accompanied by engaged teaching methods in a
classroom can lead to meaningful learning. Thus, while this study involves a single case as a
bounded system, it is expected that findings will be useful beyond this case study.
This descriptive mixed-methods case study research methodology was designed to collect
both qualitative and quantitative data as the activities evolved over the course of the study. Yin
(2009) argued that “the most important advantage presented by using multiple sources of
evidence is the development of converging lines of inquiry, a process of triangulation and
corroboration ” (p.117). In this study, multiple sources of data were collected over time using
methods from pre and post statistics tests in the form of surveys, student and teacher
observations, technology and engagement surveys, a teacher 21 st century competencies survey, a
teacher interview and student focus group interviews. A descriptive case study provides an in
depth depiction of the phenomenon through an attractive and insightful narrative to bring out the
essence of the case (Merriam, 2009). This case study triangulates several data sources in making
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knowledge claims about learning with QA and provides descriptive answers to the research
questions.
Yin (2009) describes that “for case studies, five components of a research design are
especially important” (p. 27). The five components are: 1) the study’s questions, 2) its
propositions, 3) its unit of analysis, 4) the logic linking the data to the prepositions, and 5) the
criteria for interpreting the finding. The following sections are organized using Yin’s
components of a research design.
The Study’s Questions
This study explores and reports on the motivation and engagement of students using QA
to learn core curriculum topics. This study aims to specifically identify motivational elements,
21st century competencies and whether QA fostered student engagement in learning statistics
using an online educational 3D digital immersive game. As detailed at the beginning of this
chapter, three research questions were posed to frame the study, and to guide data collection and
analysis.
Propositions
The students played the 3D virtual game QA that the teacher and researcher identified as
related to completing learning outcomes specified in the Alberta Education program of studies in
Mathematics. The students were asked to play 4 missions that were part of a unit called “Ander
City” to learn the statistical concepts of mean, median, mode, and range.
According to Barab et al. (2005b) meaningful learning is supported in a learning
environment like QA that uses commercial game strategies for engaging and motivating students
with educational content.
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Units of Analysis
Building on the work of Tuzun (2004) and Smith (2011) this research constitutes a
descriptive case study for examining the interactions between students, the teacher, and game
play in QA to learn concepts in the core curriculum topic of Mathematics, and the outcomes as
measured by concepts of student motivation, student engagement and the development 21 st
century competencies. Thus, the units of analysis were motivation, engagement, and 21st century
competencies.
Logic Linking Data to the Prepositions
In order to have the widest range of data possible for analysis and triangulation, there
were seven main types of data collected in this case study. The seven main types of data were:
1) student pre and post-tests surveys provided in the lesson plan of the Ander City unit
(Appendix E), 2) observations of teacher and students during their interactions with QA, 3)
student focus group interviews examining motivation, engagement and 21 st century
competencies (Appendix B), 4) teacher survey observing 21st century competencies in students
(Appendix C), 5) teacher interview about the affordances and constraints to do with DGBL as
well as motivation, engagement and 21st century competencies in QA (Appendix C), 6) student
surveys on computer technology use (Appendix A), 7) student surveys on engagement
(Appendix D). All of these data collection methods allowed for a triangulation of the data for
answering the research questions.
The Criteria for Interpreting the Findings
The strength of this mixed methods study is that it combines the advantages of each form
of data, both qualitative and quantitative. Specifically, qualitative data was collected from
student focus group interviews as well as a teacher interview and classroom observations.
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Quantitative data was collected via student pre and post-test surveys, engagement survey and
computer technology survey. Both forms of data offered in-depth information that was
triangulated to yield findings in relation to the research questions.
Yin (2009) states that statistical analysis can provide some insight to a study’s findings
by considering a p level of less than 0.05 for observed changes to be statistically significant. He
also identified three criterions for interpreting quantitative findings from an experimental or
correlational study, such as: 1) construct validity, 2) external validity, and 3) reliability. While
quantitative data is one form of collected information used for analysis in this study, the findings
are interpreted both descriptively and with one test to determine statistical significance. Criteria
that are most appropriate to a mixed methods study include trustworthiness, credibility of
findings and verifiability, which will be described in the sections that follow.
Trustworthiness
Russell, Gregory, Ploeg, DiCenso, and Guyatt (2005) argue that to achieve
trustworthiness researchers have a responsibility to ensure that: 1) the case study research
question is clearly written, propositions are provided, and the question is substantiated, 2) case
study design is appropriate for the research question, 3) purposeful sampling strategies
appropriate for case study have been applied, 4) data are collected and managed systematically,
and 5) the data are analyzed correctly.
In addition, the triangulation of data sources worked as a major approach that provided
multiple perspectives towards the in focus phenomenon bounded by the case study (Baxter &
Jack, 2008). Baxter and Jack (2008) as well as Creswell (2012) also argued that during the time
of data collection and analyses an active dialogue with one or more participants to check the
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accuracy of the researcher’s interpretation could bring new perspectives on the issue being
studied, also known as the process of “member checking”.
Credibility
Greene, Caracelli, and Graham (1989) argue that mixed methods studies formed the basis
for a significant and meaningful research purpose. Five purposes were found for mixed methods
models in their empirical studies: “1) triangulation, 2) complementarity, 3) development, 4)
initiation, and 5) expansion” (p. 255). Out of these purposes, triangulation and complementarity
were the primary purposes for the use of mixed methods for data collection and analysis in this
case study. According to Johnson and Onwuegbuzie (2004) the complimentary nature of
quantitative data where words inform numbers and qualitative data where numbers inform words
brought about forceful confirmation through the triangulation of findings. When qualitative and
quantitative data are used together for analysis, the associated biases and weaknesses may be
balanced out and the resultant triangulation may offer a more meaningful and purposeful study
than the use of just a single method (Greene et al., 1989).
Verifiability
Creswell (1998) identified eight procedures for verifying qualitative research findings
and recommends that any research study employ at least two of these procedures. The
procedures selected and used purposefully in this mixed methods case study were: 1) thick
description, and 2) triangulation. Lincoln and Guba (1985) describe thick description as a
procedure to achieve a type of external validity. They believed that describing a phenomenon in
detail could gauge the degree the findings were valid in other contexts and participants. Creswell
(2012) argues that “triangulation is the process of corroborating evidence from different
individuals, types of data, or methods of data collection in descriptions and themes in qualitative
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research” (p. 259). Out of the four types of triangulations identified by Patton (1999) this case
study adhered to the methods triangulation. Methods triangulation compares qualitative and
quantitative data to bring out complimentary insightful aspects of the same phenomenon in the
context of the study (Patton, 1999).
To address verifiability, multiple sources of evidence to address the research questions
will be used in order to make credible and defensible knowledge claims. The triangulation of
data from multiple sources, such as the student focus group interviews, teacher interviews,
student pre and post-tests surveys, student engagement surveys, student computer technology
surveys, teacher 21st century competency survey, and student and teacher observations, is
aimed at providing a rich and detailed understanding of the phenomena of interest and to verify
insights and observations that are yielded from each form of data alone. Interview and survey
questions also included questions on the Mathematics core curriculum objective—statistics and
data analysis.
The affective domain of learning especially motivation was gauged through the student
computer technology surveys, student focus group interviews, and student as well as teacher
observations. Engagement was ascertained through the student engagement surveys, student
pre and post-tests surveys, and student as well as teacher observations. Student 21 st century
competencies were determined through the teacher 21st century competency survey, teacher
interview and student as well as teacher observations. Interviews, observations, and surveys
were used to better understand students’ experiences with and perceptions of meaningful
learning in QA. Briefly described is the concept of external validity.
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External Validity
This study took place in a school and purposefully sampled students in grade seven (12
to13 years old) and their teacher, who had experience with the digital game. The study
investigated the impact of playing a digital game to learn Mathematics concepts in statistics and
data analysis on student engagement, the use of 21st century skills and motivation. The case
study sought to provide results from a classroom based investigation that would provide insights
of use and value to practitioners and researchers beyond this one classroom. A detailed Case
Study Protocol (Appendix M) was developed so that other researchers in the future might choose
to replicate this study in other settings.
Constant Comparison Method
The researcher begins with open coding where categories are formed by preliminary
coding of data. The use of this data in the next step develops axial coding by centring on one
open coding category where the researcher goes back to the data to find categories relating to this
main phenomenon (Creswell, 2007). According to Strauss and Corbin (1990) the type of
categories around the main phenomena are “casual conditions, strategies, contextual and
intervening conditions and consequences” (pp. 64-65). They also stated that when the formation
of new properties of a category was not possible then that category was considered complete.
The third and final step, selective coding provides a story that interconnects the various
categories together with relation to the main phenomena or category (Creswell, 2007).
The researcher therefore describes below the three stages of the constant comparative
method followed in the research study: 1) open coding, 2) axial coding, and 3) selective coding.
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Open Coding
The researcher imported the student focus group interviews matrix excel document and
teacher and students observation word documents into analysis software, NVIVO 10 for data
analysis. NVIVO 10 provided the researcher a manual and usable technique to code data.
Before starting the open coding stage the researcher read the interviews and observations to keep
the content in mind. The researcher first read the interview question and then the answers to it.
Only the first four questions related to motivation were openly coded in the software. The whole
answer was coded as a paragraph. High level open coding was done to prevent the emergence of
hundreds of codes, which would require the merging of open codes. As expected, the majority
of codes came out during the open coding of the focus group interviews. These existing codes
were also used during the open coding of the students and teacher observation documents. The
open coding of the interview documents took six days and resulted in 85 codes. Since most of
the codes of the observations were similar to the interviews the resultant open codes from the
observations was just one code. These codes are listed in Appendix O.
Similarly the constant comparison method was used for the teacher interview as well as
teacher and student observations related to 21st century competencies. Some of the major
difference compared to the previous open coding data was that 10 open codes emerged from the
teacher interview and the remaining 39 codes from the teacher and student observations. These
codes are listed in Appendix P.
Axial Coding
During the axial coding stage, subcategories and categories were developed based on the
codes that emerged through open coding. The iterative relationship between open and axial
coding kept the researcher constantly checking the outputs of both stages. In this stage the 85
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codes were organized into four categories. The four categories were accomplishment, immersive
context, learning, and social relations.
Similarly axial coding of the teacher interview as well as teacher and student
observations related to 21st century competencies resulted in six categories. The six categories
were problem solving, critical thinking, creativity, collaboration, global awareness, and
communication.
Selective Coding
The emergence of four categories in relation to the core category motivation was similar
to the categories mentioned in Tuzun’s research (Tuzun, 2004). The frequencies of codes in the
axial coding or sub-category stage were used to show the thickness or hits received per category
with the data sources in this study.
Research Context
To carry out this case study, the researcher had to carry out several steps to secure
permission to use the online game, complete training to use the online game, secure ethical
approval from the University of Calgary, and also ethical approval from the school jurisdiction in
which the study was to take place.
Arizona State University IRB Approval
In order to carry out this case study, the researcher had to approach researchers at
Arizona State University (ASU) to obtain permission to use its proprietary software QA also
known as Atlantis Remixed. There were two pre-requisite steps required for permission to use
QA: 1) the researcher had to score 80 percent or higher in the Arizona State University's
Institutional Review Boards (IRB) approval Collaborative Institutional Training Initiative (CITI)
exam and 2) the researcher had to complete QA online teacher training (with the teacher if the
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teacher was not already a certified QA teacher or if you were a researcher and not a teacher).
After completion of both steps the researcher sought and received permission to use QA from
ASU.
Conjoint Faculties Research Ethics Board Approval
An application for ethical approval was submitted to the research ethics board at the
University of Calgary. The Conjoint Faculties Research Ethics Board (CFREB) at the University
of Calgary granted ethics approval (Appendix N) within two and a half weeks.
Board of Education Approval
It took a significant amount of time to secure ethical approval to conduct this case study
from the school jurisdiction (Appendix Q). From application to approval, the ethics review
process with the school jurisdiction took six weeks. There were at least five issues upon which
the research office in the school jurisdiction sought clarity and protocol modifications before
permission was granted to conduct the research: 1) the research office’s initial requirement, that
was later dropped, that QA ASU researchers submit an application to conduct research in the
school jurisdiction, 2) a requisition that the Arizona Research team modify their consent letter to
indicate that only online data would be collected and that no ASU researcher would perform
classroom visits and interviews, 3) the non-approval at the school jurisdiction level of QA
research, 4) the potential identification of individual students due to ASUs’ access to letters of
informed consent, and 5) the contingency plan for the exclusion of students whose parents /
guardians did not provide consent from QA.
The researcher and his supervisor clarified and addressed the five issues: 1) ASU IRB
approval made the researcher a co-investigator under ASU seeking permission to conduct the
research study it was also sufficient to the ASU team that the University of Calgary Research
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Ethics Board had given ethics approval for the researcher’s research protocol, 2) clarification that
the servers in the U.S were designed to only store the online, anonymous "in game" data
collected via QA from individual players, 3) that QA research has received ethical approval from
several states in the U.S. and ASU’s IRB process is similar to the Canadian Tri-Council Ethics
practices, 4) that the ASU research team would have access to the signed letters of consent for
the ASU project; however, there is no intent in their research protocol to link anonymous online
data with the identities of students from the consent forms and the ASU research team would not
have access to the Consent Forms from the present researcher’s case study, nor have access to
any of the data collected for the case study, and 5) that children whose parents do not give
consent had other instructional activities which provided an opportunity for success in meeting
the stated curriculum requirements.
In response to the elaborated protocol provided by the researcher and his supervisor, the
research office of the school jurisdiction provided conditional approval (Appendix R) based on
the following requirements:
1. That in the University of Calgary letters of informed consent for parents, students, teachers
and the principal, the researcher include the following information:
a. the Arizona State University (ASU) Team will have access to the signed letters of
consent for the ASU project,
b. personal data will be stored in the United States and subject to their laws, such as the
Patriot Act
c. while there is no intent in the ASU research protocol to link anonymous online data
with the identities of students from the consent forms, absolute confidentiality cannot
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be guaranteed, and personal information may be disclosed if required by the laws of
the United States.
2. That an information letter be included with the consent package from the graduate student
researcher at the University of Calgary outlining the relationship between the researcher’s
project and the Arizona State University research project and highlighting the fact that
informed consent to participate in the ASU Project is a necessary component of participation
in the digital game, and thus in the researchers case study research.
The researcher included the information as requested in an information letter and the
consent form to address each requirement and the researcher’s supervisor provided a letter on
behalf of the University of Calgary to address the second requirement. The research office in the
school jurisdiction then provided permission to conduct the research study on the basis that the
final decision to participate rests with the school administration, teachers, students, and parents
involved.
Given the complexity of this case study, and the approvals needed from an American
University to use a proprietary online game, ethics approval from the researcher’s University,
and permission from the school jurisdiction, there was significant time invested in preparation
for the classroom based intervention. A key learning gained from the permission and ethical
approval process that the researcher can share with future researchers is to plan well ahead and to
allocate plenty of time for the ethical approval processes required by various stakeholders in a
study of this type.
Learning Context
In the months of February and March 2013, the researcher carried out the case study
using QA with 59 of the 66 grade seven students in a public middle school under the jurisdiction
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of a Board of Education. The 59 grade seven students were in two classes taught by the same
teacher, and were classified as Class A and Class B, which consisted of 27 and 32 students,
respectively. Of these 59 students whose parents provided consent to play QA, there were 52
students whose parents provided consent to the researcher for their child’s participation in the
research and to consider and analyze the data they produced. Student and teacher interaction
with QA took place in the learning commons or library of the middle school due to network
bandwidth constraints. The teacher and students travelled to the learning commons to use the
digital game, which was deployed on Macintosh computers. To prevent an upsurge in network
activity, 20 laptop computers were wired directly into the school’s Local Area Network (LAN)
while the remaining computers were wirelessly connected to the LAN. At the beginning of
almost each class in which QA was used, the students had to wait for permission from the
teacher to pick up their common Mac laptops from the computer cart. The teacher provided free
seating to both Class A and B students so that they could form social groups during their
interactions with QA.
The teacher assigned 12 days in total between February 11 and March 05 for students to
interact with QA; however, one day had to be ruled out due to technical difficulties with QA.
Therefore the total number of days students engaged with QA was actually 11 with each day
consisting of a morning and afternoon session, one for Class A and one for Class B. Out of the
11 days, two sessions did not work out for Class A and Class B in school due to scheduled
celebrations and a dance session in the afternoon as well as technical difficulties with QA
software in the morning, respectively. The impact of these events led to achieving a total of 10
sessions each with QA for Class A and Class B. Out of these 10 sessions, the total time allotted
for nine morning sessions was one hour and fifty-five minutes and nine afternoon sessions was
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one hour and fifty minutes. In the remaining one session the total time assigned for the morning
session was one hour and 25 minutes and afternoon session was one hour and twenty minutes as
class period durations were shorter on Friday (see table 1).
Table 1
Quest Atlantis Sessions and Allotted Durations
Session Date of
No.
Session
Feb-11
1.
2.

Feb-12

3.

Feb-13

4.

Feb-19

5.

Feb-20

6.

Feb-21

7.

Feb-22

8.

Feb-26

9.

Feb-27

10.

Feb-28

11.

Mar-04

12.

Mar-05

Total Number of
Sessions

Morning
Class
Class B-Quest
Atlantis down
Class A-took
place
Class B-took
place
Class A-took
place
Class A-Quest
Atlantis down
Class A-took
place
Class B-took
place
Class B-took
place
Class A-took
place
Class B-took
place
Class B-took
place
Class A-took
place

Duration
1 hour 55 minutes
1 hour 55 minutes
1 hour 55 minutes
1 hour 55 minutes
1 hour 55 minutes
1 hour 55 minutes
1 hour 25 minutes
1 hour 55 minutes
1 hour 55 minutes
1 hour 55 minutes
1 hour 55 minutes
1 hour 55 minutes

Class A = 10

Afternoon
Class
Class A-took
place
Class B-took
place
No session

Duration

Class B-took
place
No session

1 hour 50 minutes

Class B-took
place
Class A-took
place
Class A-took
place
Class B-took
place
Class A-took
place
Class A-took
place
Class B-took
place

1 hour 50 minutes

1 hour 50 minutes
1 hour 50 minutes

1 hour 20 minutes
1 hour 50 minutes
1 hour 50 minutes
1 hour 50 minutes
1 hour 50 minutes
1 hour 50 minutes

Class B = 10

The teacher asked the students to select usernames to log in to QA and then gave these
usernames to the researcher in a Microsoft Excel worksheet. The researcher made passwords for
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both sections— Class A and Class B students. These passwords were verbally communicated to
the students in class with the help of a teacher announcement that told students to meet the
researcher in person to learn their passwords after completing the student engagement survey on
the first day. After creating passwords for students the researcher registered them on QA before
commencement of the research study. On the first day of class on February 11 two students in
Class A had not provided passwords so they could not be registered beforehand but were
registered in class after providing their usernames. In the same manner, there were five Class B
students who had not provided usernames on their first day of class February 12 (due to no class
on the first day because of technical difficulties with Quest Atlantis). These students were
registered in QA as soon as they provided their usernames in the classroom.
There were technical difficulties encountered during the sessions especially on February
11, 12, and 20. In the first QA Class session on the morning of February 11, students in Class B
encountered the error message “reason 404” (see Figure 2) which did not allow them to log in to
QA using their username and password.

Figure 2. Technical Difficulties: reason 404 (Error Message)
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When contacted by the researcher, the QA Buoy indicated that it was a server problem
that was also happening in the USA. The QA Buoy promised that an email would be sent when
a solution was found to the server problem. In the morning session of February 12, the students
in Class A complained that as soon as they entered their credentials to log in to QA, they were
not able to get into the QA world. An error screen was displayed that asked them to reboot their
computers due to a cache problem (see Figure 3).
The teacher came up with a solution to the problem by deleting the cache contents from
the path by right clicking on QA in Applications/Select “Show Package
Content”/Resources/Drive C/Active World/Cache. The teacher’s action seemed to solve the
login problems as students were able to use their usernames and passwords to access their
respective QA accounts.

Figure 3. Technical Difficulties: reason 17 (Error Message)
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On February 20, Class B students in the morning session encountered navigation
problems as soon as they logged into QA. Students could not see their Avatars and instead saw
cartoon speech bubbles with a Stop sign inside it. The text pane on the right hand side of the
Quest Atlantis interface displayed a 404 – Not Found (see Figure 4) error instead of the text that
is normally displayed on this side of the screen. The researcher contacted the QA Buoy who
confirmed that some users in the East coast of the USA as well as Canada were facing the same
error. The QA Buoy offered the opinion that there could be a lag in the system and the system
may be up in an hour or so. Students were therefore not able to use QA in this session.

Figure 4. Technical Difficulties: 404 – Not Found (Error Message)

This section on the errors and technical difficulties encountered by the students and the
teacher is included to demonstrate how a complex network system in a school combined with a
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complex, online 3D game, may not run as smoothly as expected and that researchers and
teachers need to plan for potential lag time and have a strategy for responding to technical
difficulties. In this school and classroom, there was IT support and the teacher had used the QA
3D game before, so there was some resident expertise to deal with technological issues.
Chapter Summary
This chapter described details on how this case study research was designed and carried
out. The chapter also explains how the data was collected in order to gain a more valid and
reliable understanding of QA as a DGBL tool and whether the 3D virtual game provides a
meaningful and conducive learning environment in terms of motivation, engagement, and the
development of 21st century competencies. In chapter four, illustrations of student engagement
and the presentation of data analysis, will be described.

67

CHAPTER 4 ANALYSIS OF DATA
The purpose of this chapter is to accomplish two things: 1) to illustrate how the learners
were engaged in QA, and 2) to present an analysis of the data.
To provide context for the analysis of data, a description of the online interaction in the
digital game is provided. Students logged in regularly to QA, the online virtual game and 3D
immersive environment. After typing in their usernames and passwords, students entered QA at
a common entry point called the Hub, which served as the gateway to all the worlds (see Figure
5).

Figure 5. Quest Atlantis Hub (Start Screen Quest Atlantis)

After crossing the bridge into the Hub, students have the option to make changes to their Avatars
and select from two arches to teleport to different worlds.
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After completing an introductory Quest in the Emissary Island, where the students had to
complete a minimum of one social commitment and the “Light the Arch, Wake the World”
mission, students were able to view one another’s avatars in the virtual environment. Students
were excited when they first saw other students’ avatars and gestured to each other physically in
the classroom and interacted with each other through the chat tool in the virtual world. Since the
arch facing the bridge was dedicated to the Emissary Island, students had to use the arch adjacent
to the bride to access the Math world or Ander City world. Once students had made their
selection, they were teleported inside Ander City’s City Hall, which was the starting point for all
students in the Ander City unit (see Figure 6).

Figure 6. Ander City’s City Hall (Start Screen Ander City)

Non-playing characters serve as guides throughout the game. Students’ interaction with
non-playing characters in the form of active role-play provided them with a context for problem
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solving in the Math world. After meeting one of the main non-playing characters ‘Tukey’,
students were asked to help the children of Ander City decide whether to support the present
Mayor who is up for re-election or to support the candidate in running. Students as Questers
were required to make sense of descriptive statistics concepts like the mean, median, mode, and
range to help the children of Ander City decide which of the candidates’ arguments make more
sense. In a secret club in a cave, a secret organization of statisticians interacted with students
and helped them understand the fundamentals of statistics (see Figure 7).

Figure 7. Secret Club of Statisticians

The analysis of data presented in this chapter is related to the study’s three research
questions: 1) In what ways can student engagement in learning be supported by playing QA in
the classroom?, 2) Do students feel more motivated about their learning and about mathematics
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when learning is supported by QA?, and 3) In what ways can the development of 21st century
competencies be supported by QA in the classroom?
The sections in this chapter are presented in the order of the research questions, as
summarized in Table 2. Each section begins with an overview of the findings and then presents
the analysis.
Data Sources
The sources of data for this study include both quantitative and qualitative forms. Table
2 shows how the seven data sources collected for analysis in this case study map to the three
research questions. The classroom observations of student and teacher interaction with the
online game and with each other were common to all data sets, and map to each question.
Table 2
Research Questions Mapped to Data Sources
Research Questions

Data Sources

1. In what ways can student engagement in
learning be supported by playing Quest
Atlantis in the classroom?



2. Do students feel more motivated about



their learning and about mathematics when
learning is supported by Quest Atlantis?







3. In what ways can the development of 21st



century competencies be supported by
Quest Atlantis in the classroom?
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Student engagement survey
Student pre and post-tests survey
Classroom observations
Student focus group interviews
Student computer technology survey
Classroom observations
Teacher 21st century competency survey
Teacher interview
Classroom observations

On the initial day of the study, which was February 11 th, the students in both the morning
and afternoon sessions completed the computer technology survey before commencing game
play with QA. Students who were absent on the first day took the test on a later date before
starting the missions in QA. The total number of students that took part in the computer
technology survey was 51. The purpose of the survey, entitled Computer Technology Survey,
was to gauge the current level of experience that the students have with computer technology.
The survey was adapted from the instrument used by the Learning & Performance Support
Laboratory (2001) and can be found in Appendix A.
Students attempted the statistics pre-test after completing the QA introductory mission
and before entering the online Ander City unit to learn more about statistics. There were
instances of a couple of students attempting the pre-test after entering the Ander City unit, which
was likely due, in part, to the excitement generated by the 3D virtual game. Students completed
the statistics post-test and engagement survey one day after the last session with QA, which was
March 6th. The students in class A morning session, first completed the statistics post-test after
which they completed the engagement survey. Students in class B also completed the post-test
followed by the engagement survey in the afternoon session.
A total of six student focus group interviews took place after the completion of the
allotted game time for QA. There were three focus group interviews assigned per class, and
there were three students in each focus group (n=18 students in 6 focus groups). On March 07,
two Class A focus group interviews took place in the morning. Similarly, on the same day two
Class B focus group interviews took place in the afternoon. On March 12, the remaining focus
group for Class B took place in the morning and Class A in the afternoon. In class A, there was
a total of 8 girls and 1 boy that took part in the focus group interviews, similarly in class B there
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was a total of 3 girls and 6 boys. The teacher completed the 21 st century competencies survey on
March 09 and the teacher’s interview took place on March 28.
The Ander City unit in the QA virtual game involves both political and statistical
concepts. Students take on the role of Questers whose task it is to help children in Ander City
decide whether to support an opponent or the Mayor who is up for re-election and plans to make
changes to city policy. The Ander City children do not have a say in the matter and need to
decide to help support the candidate whose arguments make the most sense. The grade 7
Questers’ task, therefore, is to help the children of Ander City to make sense of the data in
meaningful ways which they do by learning descriptive statistics concepts, such as the mean,
median, mode, and range.
Statistics Concepts in Ander City
Questers in the Math world met Tukey who is one of the game characters. Tukey
explained the current situation where a mayoral race is going on and the candidates were arguing
about everything. The kids in Ander City were worried, because the decisions that the
candidates made would directly affect them, and they wanted to make sure that the right man
would be elected for the job.
In the first mission “Finding the Safest Bike” Questers had to decide the safest brand of
bike to offer for rent in the park—Mayor Enoch’s (Speedy Spokes) or Mr. Grant’s (Rollin’
Steady). The data analysis of bike trials through the measurement of breaking distance helped
Questers make decisions on their choice of the safest bike. Therefore, the emphasis in this
mission was on Questers performing an analysis with the use of the mean, median, mode, or
range and link the analysis to their decision. During the course of the mission Questers met
another game character Rollin’ Reba from whom they learn a lot about collecting data. Rollin’
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Reba helped Questers conduct a total of 10 bike trials of the Rollin’ Steady brand of which 4
trials had been done earlier (see Figure 8).

Figure 8. Rollin’ Steady Bike Trials

After successful completion of the bike trials, the braking distances of both brand of bikes
Rollin’ Steady and Speedy Spokes were presented in inches to Questers for data analysis
The goal of the mission was to write a letter to the kids of Ander City about which brand
of bike is safer and whose opinion Questers supported—Mayor Enoch or Mr. Grant. The letter
had to include the following information to be conclusive: 1) an introduction stating the
Quester’s recommendation, 2) an explanation of how the Quester analyzed the data, 3) an
explanation of how the Quester decided what to do for his / her analysis, and 4) an explanation of
how the Quester’s analysis helps the Quester decide which brand of bike is safer (see Figure 9). .
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Figure 9. Braking Distance of Bikes
Questers made use of the mean, median, mode, and range to support their
recommendation. Some Questers analyzed data and came to a conclusion that the Rollin' Steady
bikes all stopped between 43 and 55 inches while the Speedy Spokes bikes stopped between 30
and 54 inches. Rollin’ Steady bikes therefore had a smaller range than Speedy Spoke bikes and
were more reliable. In addition, the Speedy Spokes bikes had three bike braking distances of 30
inches for a mode of 30 and Rollin’ Steady had 2 breaking distances at 48 and 50 inches and
therefore had two mode values. Therefore the mode and range was used by some Questers to
conclude that the Rollin’ Steady bike brand and sides with Mr. Grant. Some Questers decided to
calculate the mean of Rollin’ Steady and Speedy Spokes bikes with the intent that the lesser
value would mean that the bike would stop quicker. In this analysis, Speedy Spokes bikes
stopped faster with a value of 38.4 as compared to Rollin’ Steady bikes with a value of 48.1. So
some Questers believed that Speedy Spokes bikes were safer and sided with Mayor Enoch.
Technically both answers were correct and provided a breeding ground for students in both
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schools of thought to share their analysis and perceptions that led them to think deeper and
reflect on what they had learned.
Research Question 1: Engagement in Quest Atlantis
To better understand and to describe student engagement, the first research question asks:
In what ways can student engagement in learning be supported by playing QA in the classroom?
This section presents a view of engagement through an analysis of student responses; that is,
their expression of engaged learning during work in the QA virtual world during ten sessions of
play. In addition, better understanding in the context of research question 1 is also informed by
the findings of pre and post-test data as well as the classroom observations of students and
teacher interactions with QA.
Student Engagement Survey
During the ten sessions, grade seven students were observed while they interacted with
QA to learn about statistics. The teacher was experienced with QA but the students were
interacting with it for the first time. After completing the introductory missions (OTAK
missions) that comprised of unlocking one social commitment and completing the “Light the
Arch, Wake the World” mission, students were able to see their Avatars in QA and interact with
each other virtually.
The teacher made an announcement before game play that all of the students should
attempt the pre-test after completing the introductory mission. The pre-test was supplied by
ASU (Appendix E) and the researcher activated the Ander City unit after the first student
completed the statistics pre-test for entry into the Mathematics world. In the study, students
spent approximately two continuous hours online each day during the 10 session periods
working on the Ander City unit in the presence of the facilitating teacher. The day after students
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completed 10 sessions in the virtual world, the researcher administered an engagement survey
(Appendix D). A total of 50 students took part in the engagement survey with 22 students in
class A and 28 students in class B. In class A there were 11 boys and 11 girls and class B had 15
boys and 13 girls. Table 4 shows the number of participants as well as the cumulative value of
the mean, median, mode and standard deviation for all 15 items. The responses were
numerically valued as follows: Strongly Agree (5), Agree (4), Neither Agree or Disagree (3),
Disagree (2), and Strongly Disagree (1). Descriptive statistics were calculated using both an
Excel spreadsheet and IBM SPSS software. Table 3 shows the responses for all 15 questions.
Table 3
Student Engagement Survey Results (N = 50)
Statement
Percentage of Student Responses from Both
Classes
1. I was involved in learning in the Ander City
Unit.
2. I was concentrating during the Ander City
Unit.
3. I felt in control while learning in the Ander
City Unit.
4. The Ander City Unit was challenging.
5. I was skillful when learning in the Ander
City Unit.
6. The Ander City Unit was important to me.
7. I was succeeding in what I was doing in the
Ander City Unit.
8. I was satisfied with how I was doing in the
Ander City Unit.
9. I felt as if I were inside the gaming
environment in the Ander City Unit.
10. I felt as if the gaming environment was real.
11. I felt as if the characters in the Ander City
Unit were real.
12. I felt as if I and the characters in the Ander
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SA

A

NA/D

D

SD

17%

39%

27%

10%

7%

22

18

6

2

2

12

26

7

3

2

15

22

8

2

3

8

22

13

6

1

6

21

18

3

2

9

17

20

1

3

9

29

7

2

3

18

19

9

1

3

5

20

16

5

4

4

12

14

15

5

2

9

20

13

6

3

15

20

8

4

City Unit were together in the same place.
13. I felt as if I could associate myself with the
game characters.
14. I felt as if I were participating in the Ander
City Unit events.
15. I felt as if the events were really happening
in the Ander City Unit.
Response Frequency (750)

4

20

16

7

3

4

27

12

4

3

4

16

20

5

5

206
(3)

77
(2)

49
(1)

125 (5) 293 (4)

Table 4
Student Engagement Survey Statistics Results
Participants (N)
Mean
Median
Mode
Std. Deviation

50
3.49
3.53
4.00
0.78

The engagement survey was adopted from an earlier study titled “Cultivating 21st
century competencies in a virtual worlds learning environment” (Smith, 2011). The descriptive
statistics results have been interpreted in the same manner as the earlier study by Smith (2011).
Using the approach established by Smith (2011), the frequency of responses to the likert values
were calculated, and these show that Strongly Agree occurred 125 times, Agree 293 times,
Neither Agree or Disagree 206 times, Disagree 77 times, and Strongly Disagree occurred 49
times. This pattern shows the majority of student responses (56%) were Strongly Agree and
Agree. The mean was 3.49, and a < 1.0 standard deviation of 0.78 reflects how closely grouped
the values were to the mean. The most frequent answer in the survey, the mode, was 4 (Agree).
The median value for this survey was 3.5.
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The student engagement survey question items were rearranged in table 5 by rank order
using the mean, and are presented in descending order.
Table 5
Student Engagement Survey Results Rank Order by Mean (N = 50)
Statement

Mean

SD

1.

I was involved in learning in the Ander City Unit.

4.12

1.04

8.

I was satisfied with how I was doing in the Ander City Unit.

3.96

1.09

3.

I felt in control while learning in the Ander City Unit.

3.88

1.08

2.

I was concentrating during the Ander City Unit.

3.86

0.99

7.

I was succeeding in what I was doing in the Ander City Unit.

3.78

1.00

4.

The Ander City Unit was challenging.

3.60

0.97

6.

The Ander City Unit was important to me.

3.56

1.01

5.

I was skillful when learning in the Ander City Unit.

3.52

0.93

14. I felt as if I were participating in the Ander City Unit events.

3.50

0.97

9.

I felt as if I were inside the gaming environment in the Ander
City Unit.
13. I felt as if I could associate myself with the game characters.

3.34

1.06

3.30

1.02

15. I felt as if the events were really happening in the Ander City
Unit.
12. I felt as if I and the characters in the Ander City Unit were
together in the same place.
10. I felt as if the gaming environment was real.

3.18

1.06

3.10

1.02

2.90

1.13

11. I felt as if the characters in the Ander City Unit were real.

2.76

1.02
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The statements of the student engagement survey results are explained in the rank order
by mean as numbered in table 5. In response to the item, number 1, “I was involved in learning
in the Ander City Unit”, 80% of students from the two classes indicated agree to strongly agree.
The mean = 4.12, SD = 1.04, so there was not much variance. This finding is echoed by
observation data of the students actively on task when playing the situational based Quests in
Ander City and constantly interacting amongst themselves in groups or even within the game
while working independently. Some students provided running commentary on their
whereabouts all the while describing how they solved activities and missions.
In response to the item, number 8 “I was satisfied with how I was doing in the Ander City
Unit”, 74% of students from the two classes indicated agree to strongly agree. The mean = 3.96,
SD = 1.09 so there was little variance. The students were eager to complete the missions and
when their responses got accepted were overjoyed and exclaiming in delight. Some students
were of the opinion that the Ander City unit was a fun way to learn statistics and they were doing
really well.
In response to the item, number 3 “I felt in control while learning in the Ander City
Unit”, 74% of students from the two classes indicated agree to strongly agree. The mean = 3.88,
SD = 1.08 showing slight variance. As the learning was self-paced and not led by a teacher
students felt in control of their learning. The students felt free to explore the world and learn at
the same time as the teacher had provided a timeline to complete the missions. Collaboration
played a pivotal role in their learning by providing various means to accomplish tasks. The
teacher played the role of a facilitator and the students took centre stage in learning statistics.
In response to the item, number 2 “I was concentrating during the Ander City Unit”, 76%
of students from the two classes indicated agree to strongly agree. The mean = 3.86, SD = 0.99
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so there was very little variance. Concentration levels in the learning commons were observed to
be high as students were focused with the tasks provided in the virtual environment. The nonplaying characters in Ander City helped to build situational contexts that asked students for help
and drew them into the 3D virtual world and the problem to be solved. Students became
immersed in the role-play, and seemed to be fascinated that their opinions were important to the
children of Ander City and this work kept them engaged.
In response to the item, number 7 “I was succeeding in what I was doing in the Ander
City Unit”, 76% of students from the two classes indicated agree to strongly agree. The mean
was 3.78 and the standard deviation 1.00 leading to low variance. Constant encouragement from
the characters in Ander City helped the students feel a measure of success in their missions.
Feedback from the teacher (who participated in the guise of some of the main characters) to
students’ responses also seemed to provide students with a sense of accomplishment and a
degree of success. The students’ experiences of success seemed to be related to observed student
motivation and engagement when playing the four missions of the Ander City unit.
In response to the item, number 4 “The Ander City Unit was challenging”, 60% of
students from the two classes indicated agree to strongly agree. The mean was 3.60 and the
standard deviation 0.97, which meant variance was low. Students appeared to be stimulated
while working in the statistics unit and appeared to be inspired to learn within the 3D virtual
game. Students made an effort to get their responses accepted even though they could attempt
the next mission without having their prior mission validated by the teacher. Collaboration
played a big role whereby students developed the correct responses by discussing with peers
what they thought was the answer or best strategy. Students kept re-writing their responses when
they were not accepted and the experience of failure did not keep them from re-trying until they
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succeeded in getting their mission accepted. In fact, when the students’ first responses were
incorrect, it seemed to engage them even further to face the challenge and keep trying till they
got their responses accepted.
In response to the item, number 6 “The Ander City Unit was important to me”, 52% of
students from the two classes indicated agree to strongly agree and 40% neither agreed or
disagreed. The mean was 3.56 and the standard deviation 1.01 which showed low variance.
Students knew that the Ander City unit would teach statistics and was therefore important to
them. The mean, median, mode, and range were constantly discussed in all the sessions with
only the context being different according to the scenario and mission being undertaken.
Students were also told that the marks in the post-test would be counted towards their unit test in
statistics in school.
In response to the item, number 5 “I was skillful when learning in the Ander City Unit”,
54% of students from the two classes indicated agree to strongly agree and 36% neither agreed or
disagreed. The mean was 3.52 and the standard deviation 0.93 so there was not much variance.
Students demonstrated skill when re-writing responses to the missions in the statistics unit. They
demonstrated understanding of relevant statistical calculations in terms of the mean, median,
mode, and range, and presented a rationale when answering questions posed in their missions.
Some students re-attempted the tool sorter to understand the basics of the mean, median, mode,
and range on which to build a solid foundation. Students also learned to collaborate not only
amongst themselves but also with the teacher to succeed in their missions.
In response to the item, number 14 “I felt as if I were participating in the Ander City Unit
events”, 62% of students from the two classes indicated agree to strongly agree and 24% neither
agreed or disagreed. The mean was 3.50 and the standard deviation 0.97, which showed a low
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variance. The two groups of students took part in almost all of the available events in the
statistics unit. The main events, quests, or missions that students took part in presented authentic
contexts for using statistics, from making a recommendation about whether Speedy Spokes or
Rollin’ Steady were the safer brand of bike for rental in the park, to using the median and the
mode to decide whether kids allowed to listen to music while playing increases the amount of
time spent at the park, and examining data to determine whether basketball courts or a baseball
diamond would include a broader age range of people. Students immersed themselves in these
roles and took seriously the tasks they were asked to complete.
In response to the item, number 9 “I felt as if I were inside the gaming environment in the
Ander City Unit”, 50% of students from the two classes indicated agree to strongly agree and
32% neither agreed or disagreed. The mean was 3.34 and the standard deviation 1.06 so the
variance was low. Many students indicated that they felt that they were in a virtual world and
interacted with real characters in an alternate reality. During observations, students shared the
opinion that they were in an immersive exploratory virtual environment that allowed them to
learn and play at the same time.
In response to the item, number 13 “I felt as if I could associate myself with the game
characters.”, 48% of students from the two classes indicated agree to strongly agree and 32%
neither agreed or disagreed. The mean was 3.30 and the standard deviation 1.02 so there was not
much variance. Students explained that the game characters were life like and that the nonplaying characters exhibited traits of a normal human being. Students observed that some of the
characters were nice and cordial while others were arrogant and mean. The mix of characters
appeared to provide a real-life experience for students and helped them to associate further
within the online game.
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In response to the item, number 15 “I felt as if the events were really happening in the
Ander City Unit”, 40% of students from the two classes indicated agree to strongly agree and
40% neither agreed or disagreed. The mean was 3.18 and the standard deviation 1.06 so there
was little variance, but clearly a greater range than on other items. Many students appeared to be
absorbed in the storyline and indicated that game play was as if the events were unfolding in
front of their eyes in an alternate real world. The scenario put forth by characters in Ander City
also played a crucial role in getting the students involved in the tasks. The opinions of the
characters with the background of the storyline led to a scenario where students were made to
decide the best option in terms of a recommendation to help the students of Ander City.
In response to the item, number 12 “I felt as if I and the characters in the Ander City Unit
were together in the same place”, 36% of students from the two classes indicated agree to
strongly agree and 40% neither agreed or disagreed. The mean was 3.10 and the standard
deviation 1.02 that led to a low variance. Students did indicate that they felt they were playing
an online game and could also associate themselves with the characters in Ander City. Avatars
or digital representations represented students in the virtual environment and made the
association with the game characters realistic to some extent. The virtual interactivity between
Avatars and characters by navigating to a particular location and interacting with a character
through reading text and choosing one of the two options led to good involvement between the
students, storyline, situation, and characters. Students were allowed to make decisions towards
an outcome and made learning autonomous.
In response to the item, number 10 “I felt as if the gaming environment was real.”, 32%
of students from the two classes indicated agree to strongly agree, 28% neither agreed or
disagreed, and 30% disagreed. The mean was 2.90 and the standard deviation 1.13 so there was
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not much variance. Students did indicate that due to the virtual environment and their digital
Avatars that they felt that the gaming environment was somewhat real. Students encountered
game characters in the form of people and virtual representations of their fellow students. The
landscape was also similar to the real world with the presence of shops, buildings, parks, and
people that made the environment realistic. Exciting elements were also present in the form of a
secret cave full of statisticians that could only be accessed by dialing a particular number in a
phone booth. Students were also clearly aware that this was a virtual or constructed world.
In response to the item, number 11 “I felt as if the characters in the Ander City Unit were
real”, 22% of students indicated agree to strongly agree, 40% neither agreed or disagreed, and
26% disagreed. The mean was 2.76 and the standard deviation 1.02 leading to a low variance.
Characters in Ander City were made to look as realistic as possible using current graphics and
animation technology, and the scenarios presented authentic problems. The text that emanates
from characters by clicking on them was kind of similar to the jargon spoken by students
amongst themselves. The similar contexts between the real and virtual world made it seem as if
the characters were authentic in the statistics unit.
Student Pre and Post-tests Survey
Given that there were two grade seven classes, Class A (n=23) and Class B (n=26), an
analysis of data comparing the findings based on gender and potential differences between
results on the pre and post-tests was done. A common test to compare the mean scores of two
groups is the Independent Samples t test (Gay, Geoffrey, & Airasian, 2009). An Independent
Samples t Test was conducted in both classes to analyze whether there were any statistically
significant differences between the pre and post-tests scores of boys and girls. Class A had 11
boys and 12 females while class B had 15 boys and 11 females. Both before and after working
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in the Ander City unit, the seventh grade students were tested on their knowledge of statistics. If
the value of p < .05, it means that the mean difference between the two groups is statistically
significant. Alternatively, if the value of p > .05, then the result signifies No Significant
Difference (NSD) between the two groups. The two pre and post Independent Sample t Tests for
Class A and B between males and females did not show any statistical significant differences:
1. In the Class A pre-test, NSD for gender, t(21) = -0.68, p = 0.50.
2. In the Class A post-test, NSD for gender, t(21) = -1.855, p = 0.08.
3. In the Class B pre-test, NSD for gender, t(24) = 0.176, p = 0.86.
4. In the Class B post-test, NSD for gender, t(24) = -1.154, p = 0.26

The overall NSD for gender appears to indicate that the Ander City unit worked in a
similar way for male and female grade 7 students. Given that this research design did not
include a control group, the intervention was not compared in terms of effectiveness. Also since
this was an exploratory study a follow up on gender differences should have an experimental
design. In addition, it should be noted that there were different questions in the pre and posttests in the Ander City unit that may have impacted scores achieved by students.
In a brief follow-up interview about the analysis, the teacher did identify several mistakes
in the pre and post-test that may have impacted results. For example, question 5 in the post-test
needed to be deleted from the results as the answer provided in the answer key section was
incorrect and the most rational answer was another answer—option d. Second, answers to
question 7 a and b in the pre-test could be answered without using statistics as the questions
referred to one watermelon (single) dealing with weight whereas questions 7 a and b in the posttest needed statistics to answer the question, which referred to tomatoes on the whole (plural)
dealing with time. So while marking the pre and post-tests, question 5 as well as question 7 had
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to be taken out of contention and removed from both the pre and post-tests since they were not
equal comparisons on the whole.
Students and Teacher Observations
The researcher observed the teacher and students in each of the 10 QA sessions with
Class A and Class B. The researcher observed the interaction between the teacher and students,
teacher and students activities, and with regard to students—display of 21st century
competencies, and attributes of engagement and motivation.
At the beginning of each session, the researcher would keep a print out of the class
observation protocol (Appendix M) to document the observations made in the classroom. After
students took their laptops from the computer cart and logged in to QA, the researcher would
walk multiple rounds of the library and observe students working in a group or individually,
listen in on conversations and note how the teacher interacted with the students. At times, the
students asked the researcher questions that dealt with the QA environment. For example,
students asked how to navigate the environment in order to meet characters at particular
locations. The researcher answered all questions to the maximum extent possible or directed the
student to the teacher.
The researcher took down notes based on the observation protocol sheet after observing a
student or a group of students from behind. At times, the researcher would ask students
questions based on their activities, and the students eagerly responded to the questions. For
example, when the researcher asked the student if QA was engaging the student replied in the
affirmative and mentioned that she / he also found it fun. Students did not seem to be bothered
by the researcher observing them and were often eager to engage with the researcher and to talk
about what they were doing in QA.
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At the end of each session, the researcher would sit down in the staff room to review the
notes and write out the observations, add any new notes and begin to consolidate ideas. More
intense analysis was conducted at the conclusion of all sessions and observations.
Over the 10 sessions each of classroom observations with Class A and Class B, it was
determined that key themes emerging from the observation data seemed to be in alignment with
the three main themes chosen to structure and present results: 1) engagement, 2) motivation, and
3) 21st century competencies. With regard to engagement, students were actively involved in the
tasks related to complete each mission. It appeared that many students were engaged due to the
Math challenge and the fun provided in the game. An example that demonstrates this
observation is that a bunch of five students who were seated next to each other kept prodding and
informing each other about their whereabouts in the game as well as encounters with different
Math concepts.
A group of students called the teacher to their table since the missions they had finished
earlier were not displayed as completed in the Mission list on their Qpods. The teacher showed
them the location of the email responses on the Qpod and took them through some of the
responses that were in some cases one-liners (for example, the children of Ander City should use
the Speedy Spokes bikes as they brake better), which according to the teacher lacked conviction
and rationale. After the discussion with the teacher, the students appeared to understand the
reason for the Mission being incomplete, and were motivated to reattempt the assignment.
The student engagement survey, pre and post-tests, as well as classroom observations all
point towards engagement as a major theme when playing QA in the classroom. The QA
immersive virtual environment not only kept the students involved, satisfied, and put them in
control of their learning but QA also provided an interactive environment that appeared to have
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enhanced concentration levels and allowed students to succeed at their own pace. A positive
outcome in the pre and post-tests, although not significantly different, portrayed a step in the
right direction even though the questions were different in both tests. In addition, the classroom
observations noted that students were engaged while attempting the tasks involved in the Ander
City unit.
Research Question 2: Motivated About Learning and Mathematics in Quest Atlantis
To describe student motivation, research question two asks: Do students feel more
motivated about their learning and about Mathematics when learning is supported by Quest
Atlantis? This section presents a view of motivation through student focus group interviews, and
from the findings from the computer technology survey, and also the classroom observations of
students and teacher interactions.
Student Focus Group Interviews and Classroom Observations
According to Ryan and Bernard (2003), themes in a study can be formed in two ways: 1)
from the data and 2) from the researcher’s earlier understanding of the phenomena under study
also known as an a priori approach. In this research study, the phenomena under scrutiny was
whether DGBL and engaged teaching methods in a classroom can lead to meaningful learning.
An a priori approach was followed from earlier studies done by Tuzun (2004) that addressed
motivation and Smith (2011) that focused on 21st century competencies and engagement.
Attributes of the phenomena being studied as well as definitions from the literature
review lead to the emergence of a priori themes (Maxwell, 1996). According to Ryan and
Bernard (2003) the numerous frequent occurrences of a notion leads to the creation of a theme.
In this study the researcher approached the intervention with three a priori themes and looked for
evidence in engagement, motivation, and 21st century competencies. The researcher transcribed
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the six student focus group interviews and formed a matrix in an excel sheet. The column
headings contained the interview questions and sub-questions as well as columns for student
responses. Questions were depicted row wise, and since student responses were displayed on a
column by column basis the excel sheet provided easy viewing and readability of the data from
focus group interviews. The matrix also provided an efficient means for looking at the student
focus group interviews thematically as well as question by question. Different font colors were
assigned to each theme to showcase their expressions. However, while analyzing the student
focus group interview transcripts the researcher also noted constant student remarks on the
benefits of technology that led to the naming of another theme “technology benefits”. Direct
quotes from interviews with students that illustrate views that are grouped in this emergent
theme:
“If you just type out the question on the Internet it would just give you the answer but
that’s not really fun you just read the answer… in your notes. But here you just have to
like work to get your answers and then you don’t have to make any notes.”

“It was like playing in the game but doing work so it kind of inspired me.”

“I felt I learned way better this way just probably because you get to read everyone’s
perspectives and you get to read the Quests.”

“Here you are interacting with people and have fun it’s like a video game. It’s like you
do not feel like you are actually working but it’s coupled like it’s a lot more fun
especially when you are researching.”
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“Mainly because it was visual and fun not just on a piece of paper or anything you write
down like questions of anything.”

Similarly, while analyzing the teacher interview transcript, the researcher noted the emergence of
two new themes “technology benefits” and “technology constraints”. During the interview, the
teacher commented on technology benefits, as demonstrated in the following excerpts:
“Being able to go through the material at your own pace as opposed to the pace that is
driven by the task master in front of the room. I find that it is generally really powerful
and positive.”

“It is really cool because I am still doing all the assessing so I can keep in mind their
academic level, their IPP goals and all of those things so if you look at some of the
Quests that I have accepted you would say they haven’t mastered any of the material that
they were supposed to and I’ll be like well for this particular student the fact that she was
able to add the numbers together was really the best that we could hope for by having
that modification available that’s a really powerful tool so she can also feel success even
if it is academically paced a little higher.”

“The storylines have more application, more of the moral dilemmas and questioning that
puts kids in a richer thinking area.”

91

“They don’t get that I am the reviewer and the person helping them. And I think that
dissociation from the evaluator and the teacher is actually really valuable…In Quest
Atlantis there was no preconceived notion they were giving it to some nebulous set of
characters and it was getting returned to them and then incorporating the feedback
became something that they would ask their friends to help them with or ask ultimately a
teacher to help them with and that just completely flips the relationship on its head.”

In contrast to the a priori themes, Creswell (2007) argued that grounded theory provided
“for the generation of a theory of actions, interactions, or processes through interrelating
categories of information based on data collected from individuals” (p. 63). The researcher
followed the systematic procedure of the constant comparison method developed by Strauss and
Corbin (1990) in the research study. The collection of interview data acted as a primary basis of
information and starts the analysis of data (Creswell, 2007). The formation of evolving
categories through the procedure of collecting data and comparing it to the category is known as
constant comparative method of data analysis (Creswell, 2007).
As described in chapter three, NVivo version 10 software was used for open coding of
the focus groups interview data and teacher and students classroom observations. The focus
group interview data in the form of an excel spreadsheet and classroom observations in word
documents were imported into the software. Nodes were made in the Nvivo software to create
and represent open codes. Data from the focus group interviews and classroom observations
were selected with the mouse pointer and dropped into these open codes to attribute the data.
Open coding of all the data sources for a period of 6 days resulted in 85 codes (Appendix O). In
the next stage of axial coding iterative coding between the categories and codes was repeatedly
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done. These codes were placed into four categories found earlier in a study by Tuzun (2004).
These categories were accomplishment or achievement, immersive context, learning, and social
relations. By selective coding, these categories were part of the 13 elements or categories that
emerged in Tuzun’s Multiple Motivations Framework.
As a result of the data analysis, four categories emerged as the motivational elements to
play QA. These categories are accomplishment, immersive context, learning and social
relations. These categories also contained sub-categories. The motivational elements categories
and sub-categories along with their number of references are displayed in the table below (see
Table 6).
Table 6
Four Categories and Sub-categories as Motivational Elements
Category

Accomplishment
Immersive Context
Learning
Social Relations

Sub-category
Challenge
Points
Competition
3D World
Storyline
Fun
Meaningful Learning
Technology
Interact with Others
Stating Opinions

No. of References
Sub-category
18
21
15
32
14
46
28
30
43
7

No. of References
Category
54
46
104
50

In the following sections, each of these categories will be explored further in relation to the
observation data.
Accomplishment
Students participated in the Ander City unit of QA to learn the mean, median, mode, and
range in statistics. During the course of play the students reported that they felt challenged in the
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missions, activities, and competition due to peer pressure. The act of collecting lumins provided
the students with a means of comparison in terms of points and rivalry.
Challenge
Many students completed the missions due to the challenge involved in finishing the
activities and Quests. When absorbed in the narrative and perspectives of characters in the game
it was difficult for the student not to feel challenged. Here is an excerpt about how two students
felt about the challenge in the game.
Researcher: “How does the Math unit motivate you?”
Student 1: “Like in Quest Atlantis it was involving me because it was fun to go on all the
Quests and figure out how to solve certain like Math equations. It was just fun it was a
challenge for me it was proof to me to do my best I guess.”
Student 2: “It was nice to know the Quests and stuff because you like got to talk to people
and you could state your opinion …and it was challenging.”
The researcher probed student 1 a little more along the same lines and got more information
related to challenge.
Researcher: “How was it motivating? Would you like to talk about it a little more?”
Student 1: “It was motivating because it wasn’t like all you have to do is click a button
you actually had to do the stuff and like since it was a challenge you wanted to do it
because you want to show how to do it.”
Students appeared to try to do their best when completing missions to avoid having to
write responses again. They kept on going and maintained a set pace to complete the quests and
appeared to be motivated by the challenge presented by the quests.
Points
Every Quest was connected to one of the seven social commitments. When students
completed Quests they earned a fixed number of lumins that represented their work on a
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particular commitment and difficulty level of the Quest. For each completed Quest, students
received an equal number of lumins. Lumins cannot be spent, traded, or given away and lumins
are like small units of energy that represent each student’s personal accomplishments or
achievements. Students were able to view the lumins of other students by clicking on their
Avatars. At threshold points or after students earned a set number of lumins, shards of the
Shardflower would illuminate, energized by students’ accomplishments. Lumins depicted the
number of points for each student and it was sometimes like a race for students to get more
points. Some students did not give much importance to lumins until they had completed the
missions while others accepted it as a score. Here are some excerpts from a couple of students:
Researcher: “What do lumins mean to you? Do you care about getting lumins?”
Student 1: “I think it is cool to collect them because you kind of like see how far you’ve
gone.”
Student 2: “It’s like your personal score and see if you can get a higher score than your
friend.”
External feedback, in the form of points / lumins, appeared to keep some of the students
absorbed in the game as they wanted to outdo one another by getting more lumins. Experience
counts and the accumulation of lumins was one way of showing the students’ expertise in the
game.
Competition
Some students were motivated to finish the Quest and be first among their peers to reach
this level, so they were in constant pursuit of completing their missions. Students sitting next to
each other were also able to see each other’s screens and sometimes the knowledge that the other
student is ahead may have provided the impetus to catch up and to compete. Here are some
exchanges between the researcher and students:
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Researcher: “What do lumins mean to you? Do you care about getting lumins?”
Student 1: “I compete with friends and say you know who has more lumins, which Quests
they finished and then how many Quests they finished.”
Researcher: “Do you have anything more to say about the motivation factor?”
Student 2: “I know like me I am very competitive and so if my friends could do it I needed
to do it too.”
Competition between some students may have helped motivate them towards the
completion of tasks and may have provided the incentive and morale to finish the four missions.
For some students, competition provided a means of accomplishing the tasks involved in each
mission.
Immersive Context
The QA world takes place in a 3D virtual online environment. The narrative context,
perspectives of characters, and storyline all provide for an immersive experience. The virtual
world provides a context for online interaction.
3D World
QA’s virtual environment provided a playground with a personal digital representation of
oneself. The creation of Avatars and being able to help friends, fly, dance, visit different places
in the world, and find people provided a safe haven for students to get involved in the activities.
Students felt as if they were part of the world:
Researcher: “What are your top three favorite activities in the Math Unit?”
Student 1: “I liked being able to see my friends in their Avatars and be able to talk to
them and stuff… And so I liked going into different worlds like there was a Math world
and Emissary Island. And like you could go into different places and they had totally
different scenes of people and animals and stuff.”
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Student 2: “I liked doing missions and stuff because then you could run around and help
different people while playing a game. And I also liked helping my friends because I
could see their Avatars and everything.”
Student 3: “I liked how your Avatar could like do flips in the air and how you could
change their clothes and stuff.”
The 3D world of QA allowed the students to be part of a new virtual environment parallel
to the real world. Digital representations of themselves in the form of Avatars helped them
interact with characters and perform tasks in this alternate reality.
Storyline
Most students appeared to be absorbed in the storyline as it contained many characters
with whom they interacted. These interactions made some students feel as if real characters were
involved and the character’s personalities made it all the more lifelike and believable. Here are
some quotes from an exchange between the researcher and students:
Researcher: “What do you like about learning the mean, median, mode and range in the
Math Unit?”
Student 1: “There was always a story to go with it like the Mayor and Mr. Grant. He was
like they were always like competing with each other and it is fun to learn Math that way
because it has a story and everything and there was like problems. And you had to talk
to a lot of different people.”
Student 2: “With the headphone ones… it wasn’t like you’re doing a Math project. It felt
like you were actually talking to actual people to see what their opinion was on the
headphones or if they should have a basketball hoop or baseball diamond. It felt like it
was like you are actually doing something for your environment like yeah at times it
didn’t really feel like it was a game like it was actual like these are actual peoples’
opinions.”
The storyline provided a realistic context within which the students could learn statistics.
The quests offered a mode of communication between the students and the characters of Ander
City. The students were kept in check by the evolving story, given instructions and also asked
about their opinions and recommendations.
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Learning
Most students reported that they had a lot of fun while learning in the QA environment.
All of the students were adept in technology use and thus appeared to be at home and related
directly to the online game. Here are some excerpts between the researcher and students:
Researcher: “In what ways is Quest Atlantis different from other things you do on your
computer? In the computer lab? In school? At home?”
Student 1: “At home you are playing games but like not learning anything but on Quest
Atlantis you are learning stuff. And then in class you’re learning through writing and
stuff but on Quest Atlantis you are learning in a game.”
Student 2: “Usually you have to search up on the Internet and find the information but in
Quest Atlantis you ask the people, they tell you stories and then they give you information
at the same time.”
Student 3: “Like when we are on the computer we usually just do like research or
whatever right? Or at home we’ll just play games and it doesn’t like teach us anything
but like in Quest Atlantis it is fun but it teaches you at the same time.”
Student 4: “For one it is educational rather than home and the schools...And then the
computer labs and at school usually all you do is research up the definitions or just surf
and find the links to help you learn it but you go on Quest Atlantis it helps you get stuff
stuck in your brain.”
From the students’ perspectives, they were learning at the same time as having fun in
QA, and they were fluent about how a digital game based approach to learning was different than
the entertainment games they played at home and different than doing research on the internet at
school.
Fun
The majority of students enjoyed learning in QA and described it as fun. Students
acknowledged that most of the QA activities were fun to do and the activities allowed them to
focus thoroughly while in the experience. Students reported that QA was a place where you
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could have fun and enjoy learning at the same time. Below are some selections from the student
focus group interviews.
Researcher: “How does the Math Unit motivate you?”
Student 1: “I like thought it was fun and you got to like chat with people and kind of
typing more than writing.”
Student 2: “Like in Quest Atlantis it was involving me because it was fun to go on all the
Quests and figure out how to solve certain like Math equations.”
Researcher: “Did it kind of make you feel a desire to do something?”
Student 3: “Yeah it was fun meeting all the different characters and all the different
personalities and stuff.”
Researcher: “So it helped you focus?”
Student 4: “Because when I know there’s something fun I kind of focus more so since that
was fun from how you learned the Math it kind of helped me.”
Within the digital game based learning environment provided by QA, students had an
opportunity to enjoy themselves while learning statistics. They reported that they were able to
focus more on the tasks involved as it was a fun way to learn Mathematics.
Meaningful Learning
Students were not just provided with information in QA. Students interacted with game
characters and were engaged in learning activities that provided meaningful information that
required students to apply new understandings in an authentic and active learning context. All of
the information required to solve the statistics problems was contained in the Ander City unit and
ideally did not require extra resources, such as looking up information on the Internet by
searching with Google. Below are some quotations from the interviews:
Researcher: “What do you like about learning the mean, median, mode and range in the
Math Unit?”
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Student 1: “I liked it because it wasn’t like you had something that just told you straight
that you had to go and figure it out yourself and then you had to put it into your response
and it was like you know it and you don’t really have to use it like because if you didn’t
put it in your response the kids wouldn’t expect it and so I liked it because you had to
learn it or else you couldn’t do anything really… It kind of forced you to learn it but in a
fun way like it wasn’t boring sitting their having somebody talk to you about it. You had
to figure it out yourself.”
Student 2: “It was fun…because you can’t give your responses without using the mean,
median, mode and range. So like I would say it forces you to learn it but in a fun way. It
was different because like you just type it up on the computer and it just gives you the
answers…You have to work to get the answer.”
Students had to find relevant information in the Ander City unit and then use it to answer
the questions posed in the form of recommendations. The student’s answers needed to include
statistics calculations in the form of the mean, median, mode and range with a rationale for
providing an opinion. In addition, the answers had to be insightful and meaningful for the
teacher to accept the quest.
Technology
With regard to technology, these students fall into the classification of generation Z
students, and given their widespread use of technology at home and at school, they were well
versed with technology and computer usage. Most of these students had played commercial
games and this was the first time that many of them had had access to an educational online
game. The QA environment provided for self-pacing and the student dynamics provided the
impetus to finish the quests quickly due to the competition factor. Some interesting quotes are as
follows:
Researcher: “What do you like about learning the mean, median, mode and range in the
Math Unit?”
Student 1: “It is better than like just sitting in our classrooms listening. Like it is better
to…Learn while playing it.”
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Student 2: “I like that it’s involved with a video game so it’s fun to learn like you have to
figure it out to help somebody like figure out whether they want to play basketball or
baseball. So that’s a good way to learn it but when you learn it it makes Math easier like
finding the middle number, finding out the average, and finding out which number is the
one that consistently comes up most.”
Student 3: “The fact that…It’s fun to learn. Also in that basement in the Math world
where it is also like a game because that’s what kind of makes it fun because it helped
you learn your facts because you actually have to know which one to choose.”
In this intervention, the QA digital game provided students with a different way to learn
statistics, which clearly appealed to them. QA did not involve any lectures or direct instruction
from a teacher and allowed students to set their own pace for learning.
Social Relations
Social relations took place in both the QA environment as well as in the classroom.
Students interacted with each other verbally, through the chat tool, and by choosing one of the
two options after reading the narrative on the screen when interacting with game characters. The
teacher sent email responses to students to check their responses. Students mostly played the
game in groups so social interactions were an important aspect of both game play and of
motivation. In the next section, two themes are explored, interactions with others and stating
opinions.
Interact with Others
Almost all students interacted with each other in person and virtually while playing the
online game. Peer interaction and students helping other students was the consistent mode of
almost every session. The teacher also interacted with the students and answered their queries by
providing hints and involving them in discussions among themselves. The teacher was a
constant source of inspiration and was a “go to” person when fellow students could not provide a
solution to a problem. Here are some quotes:
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Researcher: “How does the Math Unit motivate you?”
Student 1: “Yeah like talking around with the citizens and like seeing other people’s
perspectives and stuff.”
Student 2: “Well, it kind of motivated me because when you are doing the Quests you can
have more people with you and it can help you.”
Student 3: “The fact that I could see my friends online was really fun because I could talk
to them and see what they had done and it just motivated me to do just as good as them.”
Interaction between students allowed collaboration to take place, which in turn helped
students view different perspectives to the same problem. It was an eventful learning experience
to remember as students were able to interact with each other online while learning in class.
Stating Opinions
In the online game, many students were influenced by the game characters opinions about
the Ander City unit. Students would talk with other students about their own submissions when
they got feedback from the game for this submission. The submissions were a source for
discussion and provided a breeding ground for students to express their own opinions and
perspectives. Students appeared to be happy to know that there were no right or right answers as
the teacher was marking them based on their capabilities. Some interesting excerpts are as
follows:
Researcher: “What do you like about learning the mean, median, mode and range in the
Math Unit?”
Student 1: “It felt like…You are actually doing something for your environment like yeah
at times it didn’t really feel like it was a game like it was actual like these are actual
peoples’ opinions.”
Researcher: “What are your top three favorite activities in the Math Unit?”
Student 2: “And I liked how you could give your opinion and it wasn’t like this answer
was wrong this answer is right it was your opinion.”
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Students were happy to encounter opinions by the game characters, which they
assimilated and in turn discussed with their peers to reach a consensus. Since there were no right
or wrong answers students were able to discuss the rationale for stating an opinion and sticking
to it.
Computer Technology Survey
A total of 51 students took part in the computer technology survey with 22 students in
class A and 29 students in class B. In class A there were 10 males and 12 females and class B
consisted of 16 males and 13 females. Every student who took part in the survey reported that
the family had a computer and internet access at home. In terms of computer usage, students’
responses indicated that 6% used the home computer monthly, 16% weekly, and 78% almost
daily. Similarly, in terms of internet access, students’ responses indicated that 2% used the
internet at home monthly, 14% weekly, and 84% almost daily.
All of the students in school had access to a computer or a computer lab at school. In
relation to access of computers in school, students’ responses indicated that 49% utilized school
technology individually, 37% as a whole class, and 14% in pairs.
In the matter of how often computers were used in an average school year, students’
responses indicated that 2% used it monthly, 47% weekly, and 51% almost daily. The
percentages for students deciding how often they would use a computer to work on assignments
were reported as 2% never, 4% once or twice a year, 4% monthly, 43% weekly, and 47% almost
daily. Students were asked how often they would use the computer to complete tasks on a scale
of never, once or twice a year, monthly, weekly, and almost daily (see Figure 10).
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Figure 10. Student Responses to Tasks Completion

It is interesting to note that 65% students report almost daily use of computers to do schoolwork.
With regard to completing the task of playing games, 35% students used a computer almost daily
and 27% students’ reported playing games weekly. To do schoolwork, students’ responses
indicated that 65% students’ completed school tasks daily using a computer. With regard to
word processing a document, students’ responses indicated that 25% report almost daily use and
49% reported weekly use of word processing to complete school tasks. The computer was
utilized to access the Internet by 86% students almost daily. In addition, almost daily 65%
students searched for information on the Web through a computer. Seventh grade students
reported high levels of independence and skill with computer usage, and demonstrated that they
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were well versed with software on their computers in response to questions that assessed levels
of help needed (see Figure 11).
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Figure 11. Student Usage of Computer Software

When playing video games 39% students rarely needed help, 25% students never needed help,
and 10% students believed they could help others due to their expert status. To complete school
assignments, 37% students rarely needed help, 20% students never needed help, and 10% of the
students considered themselves experts and could help others. Likewise, 22% students rarely
needed help when using a word processor, 37% students never needed help, and 6% believed
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they were experts. Also when creating presentations, 39% students rarely needed help, 27%
students never needed help, and 8% students considered themselves experts. Furthermore, 14%
students rarely needed help when using the Internet, 55% never needed help, and 24% students
could help others as experts.
Students were asked to describe their level of agreement with statements related to
computer usage (see Figure 12).
70%
60%

50%
40%
30%
20%
10%

Strongly Disagree

Disagree

Neither Agree nor Disagree (Neutral)

Agree

Strongly Agree

Figure 12. Students Level of Agreement with Computer Related Statements
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With regard to the statement, “computers make schoolwork easier to do”, 41% of students
indicated strongly agree and 45% students indicated agree. Students preferred to use computers
to do school work instead of using pencil and paper—39% students strongly agreed and 37%
agreed. In relation to computers make school work fun and interesting 37% students strongly
agreed and 41% students agreed to the statement. In fact, computers helped to improve the
quality of school work as 39% students strongly agreed and 37% agreed to it. Moreover,
computers helped students understand their classes better since 16% strongly agreed and 49%
agreed. Another significant finding stated that 33% students strongly agreed and 49% students
agreed that having a computer in class was an advantage when it came to learning.
All data sources indicated that students were motivated to continue playing QA to learn
statistics in the QA online virtual environment. The analysis of student focus group interviews
and classroom observations led to the emergence of four categories: 1) accomplishment, 2)
immersive context, 3) learning, and 4) social relations. These four categories are similar to the
motivation categories brought out in a study titled “Motivating Learners in Educational
Computer Games” (Tuzun, 2004). Tuzun’s study had thirteen categories: 1) identity
presentation, 2) social interaction, 3) playing, 4) learning, 5) ownership and control, 6) fantasy,
7) immersive context, 8) curiosity, 9) creativity, 10) achievement, 11) rewards, 12) uniqueness,
and 13) context of support. Therefore this study built on Tuzun’s study and had similar findings
with almost similar category findings. The computer technology survey showcased students
being technologically savvy with all students having a computer and Internet at home. Almost
all of the students agreed that computers make school work easier to do. It can therefore be
inferred that this group of generation Z students likely prefer to work with technology in tandem
with their day to day school work.
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Research Question 3: 21st Century Competencies in Quest Atlantis
To describe 21st century competencies, research question three asks: In what ways can the
development of 21st century competencies be supported by Quest Atlantis in the classroom?
This section presents findings related to 21st century competencies through a teacher’s 21 st
century competencies survey administered online, teacher interview as well as students and
teacher observations.
21st Century Competencies Teacher Survey
The researcher administered the 21st century competencies survey to the teacher using an
online format. The teacher completed the survey in one day and took just over 16 minutes to
complete it. Out of the 35 questions, the teacher answered with a “yes” to 14 questions and “no”
to 21 questions along with an evidence of the claim. The 14 statements below display the
teacher’s evidence of the claim with answers in the affirmative (see Table 7).
Table 7
Teacher Survey 21st Century Competencies (Positive)
Statement
1. My students used a directional
navigation system for movement in the
virtual world.
2. My students used icons, interactions
with virtual characters, and active links
to process questions and information.
3. My students understand reasons for
caution in online environments.
4. My students understand how to sort
information according to validity and
truthfulness.

Example or Evidence of Claim
I saw them moving their avatars and frequently
getting stuck in the geometry of the world.
I saw this on several occasions.

From individual discussions I would say that
many of the students understand the reasons for
caution in online environments.
Many of the quest responses given in the statistics
unit were about finding information and figuring
out how that information could support a
recommendation or an argument. Many of the
students showed that they could find statistical
information and use it to make a valid argument.
I am not certain that they would all be able to go
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5. I observed my students practicing
problem solving techniques.

6. I observed my students openly
discussing solutions to problems.

7. My students helped each other
understand how to complete problems
related to statistics in Quest Atlantis.
8. My students understand that
collaborating leads to problem solving.
9. I observed my students helping each
other in the Ander City unit.
10. My students understand they are
accountable for their behavior in Quest
Atlantis.

11. I observed written responses on a
variety of topics such as math, science,
character education, art, and ecology
among my students.
12. My students readily shared and taught
each other what they learned in Quest
Atlantis.
13. I observed my students working on
problems that affect other communities.
14. My students understand how human
actions can affect the entire planet.

backwards, read a particular argument and see if
the statistics were truthful.
Again, since I didn't observe them directly very
frequently, since I needed to mark and respond to
quest submissions in real time so that they could
continue in the story line, I can only say that I saw
some students using problem solving techniques.
On several occasions I overheard students
discussing problems. Most often they were low
level thinking issues (where is the Mayor's office).
Every once in a while it would be about how to
complete a calculation.
Some of the students helped each other complete
the projects. Others did it independently.
Some students do. Others were much more
competitive and worked to keep their solutions
secret.
On several occasions students helped each other.
Again, this is about the majority. The majority of
them understand that they are accountable for
their behaviour. Some students are struggling to
be accountable for their behaviour in the real
world, those students also struggled with being
accountable in the virtual world.
Through the assigned quests they submitted
written responses in math, LA, science and art.

Hard for me to say. There were some groups that
really worked well that way and some individuals
that did not.
The Ander's City unit really only impacted that
virtual world. It was not particularly relevant to
our community.
Although not necessarily because of QA, this
concept is part of their core science curriculum.

According to survey statement 1, the teacher saw students moving their avatars and
frequently getting stuck in the geometry of the world. This was due to a glitch in the software as
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the MAC version was created by a third party, which could not be solved easily. QA was ideally
suited for PC computers and ran seamlessly on this platform.
The teacher agrees with survey statement 2 where the students used icons, interactions
with virtual characters, and active links to process questions and information. Students QPod
console contained accessible icons for performing different functions like accessing emails from
the teacher. Some of the icons provided active links to process questions and information.
Students were always interacting with virtual game characters as well as their physical peers.
With regard to survey statement 3, the teacher believed from individual discussions that
many of the students understand the reasons for caution in online environments. The teachers’
belief stems from the point that all students had to go through the IBURST rules before being
able to see each other in the virtual environment. The teacher also made announcements in class
regarding caution in the QA environment when certain students were reported for using the chat
space inappropriately.
In the statement for survey question 4, the teacher is of the opinion that many of the quest
responses given in the statistics unit were about finding information and figuring out how that
information could support a recommendation or an argument. Many of the students showed that
they could find statistical information and use it to make a valid argument. The teacher is not
certain if they would all be able to go backwards, read a particular argument and see if the
statistics were truthful. The argument forms the backdrop of the response in the activities in QA
it would therefore be difficult for a student to read a particular argument and then understand the
rationale for reaching that conclusion.
The statement for survey question 5 mentions that the teacher did not observe the
students directly very frequently, since the teacher needed to mark and respond to quest
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submissions in real time so that they could continue in the story line, the teacher can only say
that some students used problem solving techniques. The researcher actually observed problem
solving techniques by students who used multiple approaches to solve a problem and multiple
resources to reach a solution.
With regard to statement number 6, the teacher on several occasions overheard students
discussing problems. Most often they were low level thinking issues (where is the Mayor's
office). Every once in a while it would be about how to complete a calculation. The researcher
has observed students openly discussing high-level solutions to problems where students work as
a group to problem solve and check off tasks mentioned in the mission list and use multiple
approaches to solve a problem.
In statement 7, the teacher believes some of the students helped each other complete the
projects. Others did it independently. The observations by the researcher also echo the same
opinion as the majority of students worked in groups and a couple of students worked
independently during the QA sessions.
In the answer to statement 8, the teacher is of the opinion that some students do. Others
were much more competitive and worked to keep their solutions secret. The observations by the
researcher reflect a degree of comradeship among students when collaborating for a solution to a
common problem. Problem-solving was part of the discussion and was a by-product of
collaboration.
The answer to survey statement 9 mentions that on several occasions students helped
each other. The observation notes of the researcher also mention that in all the sessions the
researcher did not come across a single student being turned away when help was being asked.
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For the answer to statement 10 dealing with accountability, the teacher believed again,
this is about the majority. The majority of them understand that they are accountable for their
behaviour. Some students are struggling to be accountable for their behaviour in the real world;
those students also struggled with being accountable in the virtual world. The observation notes
of the researcher also mentioned that some students did not use the chat space properly by using
language that was not appropriate.
With regard to statement 11, the teacher believed through the assigned quests they
submitted written responses in Math, Language Arts (LA), Science, and Art. The responses to
the activities in all the four missions as well as researcher’s observation notes submitted
responses in Math, LA, Science, and art.
In the answer to statement 12, the teacher mentioned that it was hard for the teacher to
say. There were some groups that really worked well that way and some individuals who did
not. This depended on the group dynamics and seriousness of the individuals involved in the
task. Sometimes if the group was distracted then it would take some time before they got back
into the task. Mostly, however, groups performed well on the tasks together as they would help
each other. Some individuals, on the other hand, did not perform well without collaboration.
The teacher’s answer to statement 13 was the Ander's City unit really only impacted that
virtual world. It was not particularly relevant to our community. This was the case as the
students could not access any other unit and the outside community too.
With regard to the answer to statement 14, the teacher mentioned although not
necessarily because of QA, this concept is part of their core Science curriculum. The social
commitments in QA depict to some extent how human actions can save the whole planet.
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The 21 statements below display the teacher’s evidence of the claim with answers in the
negative (see Table 8).
Table 8
Teacher Survey 21st Century Competencies (Negative)
Statement

Example or Evidence of Claim

1. I observed my students using computer
menus to select working activities.

For the majority of the unit I was off to the
side madly responding to their quest
responses. I had very little actual observation
of their work in the QA space.
ibid

2. My students managed a virtual Qpak of
items and artifacts collected during missions.
3. I observed my students considering ethical
dilemmas.
4. I observed my students gathering
information from interviews and making
ethical decisions.
5. I observed my students dealing with ethical
situations concerning the environment.
6. I observed my students interpreting language
or word differences to understand a situation.
7. I observed students using knowledge from
Quest Atlantis to solve new problems.

8. I observed problem solving skills transfer
from Quest Atlantis to other uses in the
classroom by my students.
9. I observed an increase in collaboration skills
among my students while working in the
Ander City unit.

ibid
ibid

ibid
ibid
As of this time, no, I have not seen the
students applying the knowledge outside of
QA. On the other hand, since the start of the
project until the finish, I have only seen them
working in the QA environment, they have
not been doing any other work or
assignments for me.
ibid

The students in my two classes generally
collaborate most of the time when given the
opportunity. Those students who did not
collaborate in QA don't normally choose to
collaborate in the classroom. I would not say
that there was an increase.
10. I observed leadership skills as a result of
Not particularly or at least, not different from
collaboration among my students.
what I would normally see in the classroom.
11. I observed my students using the chat feature I didn't really have time to monitor the chat
to ask questions and socialize with other
area, as I was responding to quests.
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students and teachers in Quest Atlantis.
12. I observed increased effort on reading
related to accomplishing goals of the
missions among my students.

13. I observed my students expressing ideas of
compassion and understanding in their
writing.

14. I observed artistic expression by my students
working in missions.
15. My students manipulated dimensions and
placement of 3D structures.
16. I observed my students creativity in written
responses to missions.

17. I observed my students’ responses to art
forms, colors or concepts.
18. I observed the creative use or interpretation
of language by my students (to learn
mathematics).
19. I observed examples of my students’
understanding of another location in the
Quest Atlantis world (by interacting with
other students).
20. I observed my students write or discuss how
students from other cultures are different in
many ways, but also the same in many ways.
21. My students understand that Quest Atlantis
has students from all over the world who
may or may not speak English.

I have no direct observation of that.
Indirectly, they seemed to submit more
thoughtful answers when the in game
evaluation asked them to read the goals more
carefully.
I am not sure exactly what is meant by this
question. I know that they will have
completed quests in QA that were about this
topic, but the submitted quests in Ander's city
were not particularly good evidence of
compassion.
No, there was not a lot of artistic expression
in the missions that I evaluated.
Most students found Q-ville didn't work in
the Mac environment, so they didn't get to
use this aspect.
The missions in Math World don't really
allow for a lot of creativity. There were
stylistic differences, but for the most part they
looked at the data and then wrote about what
they found.
Again, not a particular focus of the mission.
They may have while they were playing, but I
didn't get a lot of direct observation time.
I am not sure exactly what is meant by this.

There were only a few interactions with
students that were with people from other
schools, so I don't really know what they
encountered in this area.
Not directly.

They have been told this, but I don't know
that they encountered anyone. There were no
other classes in Math World with us, so there
was not a lot of opportunity for interaction.

The responses to survey statements 1 to 6 state that for the majority of the unit the teacher
was off to the side madly responding to students’ quest responses. The teacher had very little
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actual observation of their work in the QA space. In addition the response to survey statement
11 expresses that the teacher did not really have time to monitor the chat area, as the teacher was
responding to quests. The researcher observed the teacher responding fervently to the student’s
responses seated in the middle of the library. The teacher had to send feedback to students
working on different missions as well as students redoing earlier attempted missions at the same
time. The teacher was therefore kept occupied and did not have much time to observe students
display of 21st century competencies.
In statement 7 and 8, the teacher responded “As of this time, no, I have not seen the
students applying the knowledge outside of QA. On the other hand, since the start of the project
until the finish, I have only seen them working in the QA environment, they have not been doing
any other work or assignments for me.” The researcher agreed with the teacher’s comments.
In the response to survey statement 9, the teacher believes that the students in the two
classes generally collaborate most of the time when given the opportunity. Those students who
did not collaborate in QA don't normally choose to collaborate in the classroom. The teacher
would not say that there was an increase. The researcher observed collaboration between
students in both class A and B. The collaborations were mostly verbal in both classes and the
chat tool in QA was used for chatting in the virtual world. Students helped each other when in
doubt and depending on the group dynamics students were always prodding and checking on
each other to view the activities of the student sitting beside them. Questions and comments
were generally casually spoken in tandem with playing the game. Sometimes it would lead to
further discussion of the question, comment, or topic and sometimes it would just fizzle out if the
comment was not particularly interesting. Collaboration took on a different role when students
ahead in a mission would take time to bring another student up to par with them. Some students
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preferred to work together as one unit throughout all four missions egging and constantly
exchanging ideas at a ceaseless rate and planning out the next logical move. When fellow
students could not provide answers to questions the students approached the teacher for help.
The teacher would explain the concept of the mean, median, mode, or range and provide a hint to
solve the task. Students were happy with this approach as the completion of the task still rested
in their hands.
In statement 10, the teacher remarked with regard to leadership skills as a result of
collaboration among students was not particularly or at least, not different from what the teacher
would normally see in the classroom. The researcher saw that at most tables there was one
student to whom most queries were addressed. This student seemed to have leadership skills and
other students seemed to look up to that student for reconfirmation of their intentions and
answers to their questions. Sometimes students from other tables would get up and walk to these
students and get their questions addressed.
The answer to survey statement 12, says the teacher had no direct observation of
increased effort on reading related to accomplishing goals of the missions among students.
Indirectly, the students seemed to submit more thoughtful answers when the in game evaluation
asked them to read the goals more carefully. The researcher observed students asked to resubmit
their answers reading the in screen text carefully to understand what they had missed out in their
earlier attempt. The students were observed to scrutinize the text involving statistics content for
help in writing effective answers that would be accepted by QA characters.
In the answer to survey statement 13 the teacher was not exactly sure what was meant by
this question. The teacher knew that the students would have completed quests in QA that were
about this topic, but the submitted quests in Ander's city were not particularly good evidence of
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compassion. The observations by the researcher also did not also see evidence of compassion in
the students’ responses in the unit. The responses consisted of Mathematical expressions mean,
median, mode and range and siding with different political in game characters and their
perspectives.
In statement 14, the teacher responds no, there was not a lot of artistic expression in the
teacher-evaluated missions. The researcher observed that student responses did not contain
much of artistic expressions. The responses contained components of statistics related to the
mean, median, mode, and range.
The teacher’s answer to statement 15 was that most students found Q-ville didn't work in
the Mac environment so they did not get to use this aspect. The researcher found that the school
only had MAC computers so even though the ideal platform was the PC platform it could not be
realized in the circumstances.
In response to statement 16, the teacher felt the missions in Math World did not really
allow for a lot of creativity. There were stylistic differences, but for the most part students
looked at the data and then wrote about what they found. The researcher was of the same
opinion and besides linking the statistics material in the unit and making informed decisions they
were not able to build or create structures in the Quest Atlantis environment.
In statement 17 the teacher was of the opinion that again, students’ responses to art
forms, colors, or concepts were not a particular focus of the mission. They may have while they
were playing, but the teacher did not get a lot of direct observation time. The researcher agreed
with the teacher but leaving the student responses aside did hear students commenting positively
about the colors, buildings, and characters in QA.
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With regard to statement 19 the teacher responded that there were only a few interactions
with students that were with people from other schools, so the teacher did not really know what
the students encountered in this area. During the focus group interviews the researcher got to
know that there was another school in the hub but these students did not reply to chat requests
written by students who undertook this research study.
Statement number 20 said “I observed my students write or discuss how students from
other cultures are different in many ways, but also the same in many ways.” The teacher’s
response to the statement was “not directly.” The observations and interviews by the researcher
do not showcase QA being instrumental in teaching these cultural traits.
In statement 21 the teacher explains that students have been told QA had students from
all over the world who may or may not speak English, but the teacher does not know whether
they encountered any other student. There were no other classes in Math World with them, so
there was not a lot of opportunity for interaction. The observations by the researcher also
reiterate the teacher’s response. There were no other classes in the Ander City unit and the coquesting feature in QA had not been selected to allow two or more classes across the globe or
nationally to take part in the same unit together.
Teacher Interview and Classroom Observations
Nvivo version 10 software was used for open coding of the teacher interview data and
teacher and students classroom observations. The teacher interview data in the form of a word
document and classroom observations in word documents were imported into the software for
analysis. Nodes that represented open codes and categories were created in the Nvivo software.
Data from the teacher interviews and classroom observations were dragged and dropped in to the
Nodes and categories to mark traits. Open coding of all the data sources for a period of 4 days
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resulted in 10 open codes from the teacher interview and 39 codes from the teacher and student
observations (Appendix O). During the axial coding stage recurrent coding took place between
the categories and codes. These codes were placed into six categories or 21st century
competencies as stated in an earlier study by Smith (2011). These categories were collaboration,
communication, creativity, critical thinking, global awareness, and problem solving. In selective
coding, these categories were part of the seven 21st century competencies in a QA study
conducted by Smith (2011).
After the data analysis, six categories emerged as the 21 st century elements to play QA.
These categories are collaboration, communication, creativity, critical thinking, global
awareness, and problem solving. These categories also contained sub-categories. The 21st
century elements categories and sub-categories along with their number of references are
displayed in the table below (see Table 9).
Table 9
Six Categories and Sub-categories as 21st Century Elements
Category

Collaboration

Communication

Creativity

Critical Thinking

Sub-category

Flexible in Compromising
Towards a Common Goal
Works Effectively with Others
Towards a Common Goal
Articulates Ideas Clearly
Through Speaking and Writing
Listens Effectively to
Understand Meaning Towards
Common Goal
Develops and Communicates
New Ideas to Others
Makes Connections Among
Ideas
Synthesis Information to
Conclude a Solution
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No. of
References
Sub-category

No. of
References
Category

10
48
38
10
14
4
3
6
3
7

10

Global Awareness

Problem Solving

Communicates effectively with
others to solve a complex
problem
Mutual Respect and Open
Dialogue in Work and
Community Contexts
Multiple Approaches to Solve a
Problem
Multiple Resources to Reach a
Solution

3

3

3

13
26
13

In the sections that follow, each of these categories will be explored further in relation to the
observation data.
Collaboration
Students participated in the Ander City unit of QA to learn the mean, median, mode, and
range in statistics and displayed 21st century competencies. During the course of play students
showed flexibility and were willing to compromise towards a common goal. Students also
showed promise to work effectively with peers towards a common goal.
Flexible in Compromising Towards a Common Goal
Students helped each other out towards the attainment of a common goal. Some students
were flexible enough to stop what they were doing in order to help a fellow quester reach the
exact same point in the game. Students who were absent at the onset of the project were led by
their peers to log in and navigate the environment. In fact, some students worked in pairs to prod
each other towards the realization of the goal.
Works Effectively with Others Towards a Common Goal
Students in the QA environment were observed to quietly collaborate whereby students
worked together as a group to get through parts of the story. Here is an excerpt from the teacher:

120

Researcher: “Did you find your students learning 21st century competencies in the Quest
Atlantis environment? Could you cite the most prominent instances (instances that stood
out)?”
Teacher: “Definitely there was a lot more quiet collaboration than I thought in terms of
thinking about working together as a group to try and pass through…pieces of the story.”

Students asked the teacher for guidance when stuck in the online game and peers could
not provide a solution. The teacher would only provide hints and had meaningful conversations
with the students. In addition, some students were verbal throughout the sessions and provided
running commentary of their exploits. Other students would visually display their whereabouts
and how to get there.
Communication
Students displayed well-developed communication skills while interacting with each
other in the virtual world. Speaking and writing were in the forefront when exchanging ideas
and deciding on a plan of action to complete a mission. Some discussions between students were
effective in the sense that one student would patiently wait for the other to finish before the
exchange of roles.
Articulates Ideas Clearly Through Speaking and Writing
Students explained clearly why a particular way of performing an action was effective or
not effective. This was particularly in cases where students who were ahead in the game were
providing feedback to other students and informing them the best way to complete a task.
Listens Effectively to Understand Meaning Towards Common Goal
Students knew that time was limited time so they constantly communicated with each
other to reach their common goal. The communication between students and the teacher was
dynamic in nature as well as ongoing throughout most of the sessions. The tasks in the Ander
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City unit pertaining to a mission were linear, which made students follow a particular path to
complete the mission. Since the tasks were similar they were easy for students to explain to each
other with the goal in mind.
Creativity
Students need to be creative when playing an online virtual game like QA. The presence
of statistics material in the Ander City unit makes it interesting for the student to perceive the
material for synthesis to a problem. Ideas do crop up and it is imperative for the student to
connect the dots and make informed decisions not only for oneself but for fellow students too.
Develops and Communicates New Ideas to Others
Students were constantly developing new ideas while playing the Ander City unit. These
ideas helped in navigation of the environment as well as completing missions. For example, a
student explained to another student the concept of navigation in the QA environment with an
explanation on how to pin point a location by using the basic analogy of North, South, East and
West in our day to day lives and applying it in the game.
Makes Connections Among Ideas
Students tried to find patterns and made connections among ideas in the QA environment.
Some students looked at the mission screen to view all the tasks required to complete a mission
and the location of a character instrumental for task completion. Sometimes the student had
already met the character and therefore knew the location of the character.
Critical Thinking
Students were constantly thinking while playing the game as this immersive experience
appeared to bring thinking behavior out in students. The notions of having to read the narrative,
constantly navigate the environment through the Avatar, interact with characters, check the Qpod
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for latest feeds and complete tasks and activities involved critical thinking in the background
with or without the student consciously knowing it.
Synthesis Information to Conclude a Solution
Students enjoyed working on the challenges in the Ander City unit. Students had to
provide opinions, statistics and rationale in their answers to the activities, without which their
responses were not accepted. In hindsight it actually took some students a little while to
understand the trick in writing including the important piece of personal opinion to get going.
After grasping this concept, students had an easier time getting their responses accepted and
moving on to the next mission. Cognitively students were moving up in their learning as
explained by the teacher:
Researcher: “How would you like to tweak Quest Atlantis to make it more effective for
future students in terms of engagement, motivation, and learning 21st century
competencies?”
Teacher: “When we move from the realm of acquiring the knowledge to the realm of
applying the knowledge we’ve moved up in terms of our thinking.”
Researcher: “Did you find the activities in the Ander City Unit to be cognitively
challenging for the students? Can you cite some instances?”
Teacher: “Cognitively it was pretty challenging for some of them to see that you can
actually use the information that you have to provide an example of why your opinion is
correct.”
Teacher: “I thought the tool sorter where it was broken and you had to figure out which
of the tools was coming out when you put in a certain set of numbers.”
Students’ critical thinking skills appeared to be developed and brought out by the QA
online virtual environment. The environment was instrumental in creating a scenario that
brought out students’ higher order cognitive skills to answer questions in the missions.
Communicates Effectively with Others to Solve a Complex Problem
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Students were most of the time constantly engaged in active dialogues to solve problems
when playing QA. The assignments in QA where students had to make recommendations based
on their interactions with game characters and the knowledge gained helped to write out
solutions to complex problems. For example, when a student’s recommendation was not
accepted by the teacher and had to be resubmitted then most of the time the student would first
ask a fellow student for suggestions to solve the problem before asking the teacher. The student
that asked for help would verbally explain the situation to a peer in the context of the game
scenario and get answers. The answers or sometimes different perspectives of different students
were scrutinized by the student that led to deep thinking. Through reflection the student was
able to reason out an optimum answer as a response to a question.
Global Awareness
Students were aware of the consequences of using inappropriate language in the chat tool
as they had been forewarned by the teacher as well as reminded when going through the
IBURST rules. Students were also aware that QA was an online game that could be played by
students from different parts of the world at the same time. In addition, students were also told
about the likelihood of bumping into students of another country while playing the game.
Students need to know how to behave and communicate with one another in an online
environment. This attitude is not only useful in an online environment but also translates to the
real world where behavior and attitude play a major role in our communities and workplaces.
Mutual Respect and Open Dialogue in Work and Community Contexts
Almost all students demonstrated respectful behaviors when interacting with their peers
in the virtual environment. Most students appeared to understand the concept of being a digital
citizen and followed the IBURST rules. Here are some excerpts with the teacher:
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Researcher: “Did you find your students learning 21st century competencies in the Quest
Atlantis environment? Could you cite the most prominent instances (instances that stood
out)?”
Teacher: “I think the general citizenship ideas that were occurring the vast majority of
them followed the rules so they understood what it meant to be a digital citizen. They
weren’t particularly giving out their names they knew we worked really hard to keep
their identities a secret so they were looking after that.”
QA administration sent an email reporting inappropriate language use by three students in the
chat room for not displaying good citizenship behavior. The email also included the excerpts
between the usernames of the students in the chat room preventing any scope for error. After
receiving the email, the teacher placed the main student who caused the trouble in isolation
where the student could neither make comments nor be visible to others. The two other students
were debriefed by the teacher in a separate room and asked not to repeat the mistake.
Problem Solving
Students constantly displayed prowess in problem solving. The QA environment was
made in such a manner that constant problem solving was the crux on which it was built. There
may be a relationship between generation Z students ability to adapt to technological savvy
environments given their exposure to technology at home and at school, and their experience
with commercial video games, hand-held devices and other technology. The students’
relationship and experience with technology may have contributed to the students’ bond with the
QA educational experience.
Multiple Approaches to Solve a Problem
Students interacted with each other and developed multiple approaches to solve a
problem. Most students also interacted with all the characters involved in the mission list to
gather the information required to complete the problems. When students talked about their
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mission exploits, the other students sitting in close proximity often quipped in with information
that turned out to be vital for solving the activity even though they were not involved in the
initial conversation. This peer interaction and support phenomenon showcased that the induced
environment provided a playground for the students to participate in a common platform for
problem solving that was understood by the seventh graders.
Multiple Resources to Reach a Solution
Students were absorbed in the online virtual game to such an extent that they were
willing to rapidly go through all sources available to them to solve a problem. The information
resources to support problem solving consisted of non-playing characters, fellow students, the
teacher, the researcher, and the Internet. Some students waited for the Avatar of the student
sitting next to them to reach the same location and level in the game so they could work together
from that point onwards or to observe what the student would do individually and then adopt the
new strategies. The teacher, when approached by students, would seldom provide a direct
answer to a question. Instead, the teacher provided guidance and hints that were different for
each student given that the teacher knew the capabilities of each student in the classroom. In this
manner, the teacher seemed to be able to provide just the right stimulus required to nudge the
student towards better understanding and to complete the task.
In summary, the teacher answered “yes” to 14 questions and “no” to 21 questions, and
provided evidence of the claim, in response to the 21st century competencies teacher survey.
Inferences throughout this section were made based on the survey evidence, interviews, and
observations of teacher and student interaction with Anders City in QA.
QA appeared to provide an environment for the development of 21 st century skills.
Collaboration between students proved to be the most exhibited 21 st century competency and this
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is believed to be directly linked to QA’s engaging and motivating learning environment. The
data showcases 48 references in the Collaboration category with 38 references pointing to the
sub-category “works effectively with others towards a common goal”. The six 21 st century
competencies categories were: 1) collaboration, 2) communication, 3) creativity, 4) critical
thinking, 5) global awareness, and 6) problem solving. These six competencies were
demonstrated while playing QA. Out of these competencies the top three 21 st century
competencies displayed in QA were: 1) collaboration, 2) problem solving, and 3)
communication.
Relationship Between Engagement, Motivation, and 21st Century Competencies
After completing the Introductory mission in Quest Atlantis, feeling comfortable with
their Avatars, and understanding navigation concepts related to movement and interaction with
game characters students were raring to get into the Math world and learn Statistics. In the first
mission “Finding the Safest Bike” in the Ander City unit, students were deeply affected by the
novelty of the 3D online virtual game and were not only engaged but motivated and learned and
displayed 21st century competencies. Students met game characters such as Tukey, Nancy, and
Mai and understood that children in Ander City needed the help of students in the form of
statistics consultants. Students as statistical consultants would help to decide whether the safest
brand of bike to offer for rental in the park were either Mayor Enoch’s preference (Speedy
Spokes) or Mr. Grant’s selection (Rollin’ Steady). The choice of the safest bike to rent was done
by analyzing data from bike trials that measured the braking distance and in turn made the
candidacy choice easier to make.
During the start of the mission students were in a competitive mode as each student
wanted to outdo the other. The competition factor provided in the game not only engaged
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students but made them want to complete the mission in the fastest manner possible. Students
sitting next to each other were monitoring each others progress and constantly talking to one
another to explain how to complete a task. For example, students after meeting Rollin; Reba
were asked to complete bike trails by climbing up a platform and clicking a sign to begin braking
distance trials. Four bike trials had been done earlier and the rest of six trials had to be done by
the students. Some students would click the sign only once and thought that the six bike trials
would be done automatically. It was only through 21st century competencies of collaboration
and communication, and problem solving were they able to find out amongst their peers that
each trial had to be done separately. One student was so excited and overjoyed about playing the
digital game that while conducting the braking distance trials he exclaimed loudly and provided a
running commentary of each of his six braking distance trials. Students sitting in close proximity
and especially those sitting at his table did not have any problems completing the braking
distance trials due to the motivation portrayed by the student while playing the game. Students
were also motivated by the autonomous learning provided in the game due to the fact that
learning was not routed through the teacher. The student could follow any pace as long as the
missions were completed in the time frame provided by the teacher. Students were motivated by
the common storyline, task list feature (where they could see the tasks that needed to be
completed for each mission), 3D environment, rich graphics and game characters they interacted
with. Most students faltered when making recommendations at the City Hall Computer Terminal
near the end of the mission as their initial attempts were not accepted by the teacher. Students
did not know that the teacher read the recommendations and based on the response would accept
or ask the students to revise it. The teacher would also sign off the feedback as Tukey or Nancy
that made the students even more engrossed with the storyline and digital game. Students whose
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recommendations did not get accepted would go to peers whose recommendations were accepted
to find out how their responses needed to be tweaked or made more comprehensive for
acceptance. Students were happy to share their recommendations and even spent time explaining
the reason why the range, mode, and mean may be required to analyse the braking distance and
lead to a bike choice. Sometime students would carry their laptops to the teacher or ask the
teacher to come to their table and explain why their recommendation was not accepted. The
teacher would read their response and give them just the right amount of information required to
nudge them into a more detailed answer for acceptance. For example the teacher would ask the
student to calculate the mode and range and see if it would help to analyze the bike with the
better braking distance. The teacher never made it obvious to the students that he was accepting
their recommendations or asking them to revise it. In this manner students felt more comfortable
discussing their thoughts, reasoning, and arguments thinking that the teacher was not part of the
digital game but knew the content anyway. The display of 21st century competencies likes
problem solving, critical thinking, collaboration, and communication were evident during
discussions between students and teacher and students.
Prior Ander City Research Studies
A descriptive and exploratory approach was conducted in a study by Karimi and Lim
(2010) with primary school students (n=21) between the ages of 8 to 12 in Malaysia. The aim of
this study was to gauge students’ engagement and enjoyment in a 3D digital narrative
environment—Quest Atlantis’s Ander City unit. Data sources in the study included
questionnaires, interviews, observations, and time records. Both Quantitative and Qualitative
approaches were used to analyze the data. The results of the study showed that students
underwent a high level of enjoyment and engagement when they played the 3D digital online
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game. The study also contributed to the existing body of digital narrative design knowledge for
children.
An article by Gresalfi and Barab (2011) discussed the means through which tasks were
designed to engage students in the Ander City unit via technology. Students were immersed in
the role of a statistician who was placed in situations where Mathematical tools were used in
conjunction to analyze different data sets and reflect on the process to get their results. Through
the design of the curricula four types of engagement were displayed: 1) procedural, 2)
conceptual, 3) consequential, and 4) critical. The article highlights the importance of immersive
and interactive narratives to engage students with content in school.
The Ander City unit was part of a comparison study by Barab, Gresalfi, Arici, Pettyjohn,
and Ingram-Goble (2010c) that involved two grade seven classes between 12 to 14 years and
taught by the same teacher. The curricular units were similar and affected the same key areas
and included situations that engaged students. But the units differed in terms of details in the
situations where the length of the storylines were different, arrangement of the unit where
activities were paper based vs. online video game, and where the teacher was held accountable
vs. characters in the 3D virtual online game. One class had a lower performance than the other
and was allowed to play the Ander City unit to learn statistics whereas the higher performance
class used the other curriculum. The results of the comparison showed that the Ander City class
improved more than the other class as the repeated measures ANOVA revealed a significant
effect for the Quest Atlantis class.
This researcher’s study is similar to the research done by Barab et al. (2010c) as this
study also had two grade 7 classes with students between the ages of 12-13 years and the same
teacher. But students were not segregated in terms of curricula and not compared due to the
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absence of a control group in the study. This research also adds to the literature in terms of 21 st
century competencies brought out during digital game play involved in the Ander City unit as
well as highly motivated students in the multi user 3D online virtual environment.
Chapter Summary
This chapter described in detail an analysis of data collected in this study from multiple
data sources that included the teacher and student classroom observations, student focus group
interviews, teacher interview, student computer technology survey, student engagement survey,
students pre and post-test survey, and teacher 21st century competencies survey. In chapter five,
discussion, conclusions, and recommendations, will be described.

131

CHAPTER 5 DISCUSSION, CONCLUSIONS AND RECOMMENDATIONS
Building upon on previous studies by Tuzun (2004) and Smith (2011), this descriptive
case study examined the use of an online educational 3D virtual game “Quest Atlantis” as a
technology to support learning in Mathematics and to contribute new understandings to the
current literature on digital game based learning. Participants were recruited from two grade 7
classes of an urban school district in Alberta, Canada. The descriptive study was designed to
examine whether QA provided a meaningful learning environment to engage, motivate, and
develop students’ 21st century skills in the classroom.
This chapter is organized as follows: 1) a discussion based on the findings in relation to
each of the research question is presented, 2) a discussion of key findings and the study
conclusions of the study are provided, and 3) several recommendations based on the study as
well as future recommendations are provided.
Discussion
This discussion section is divided into three sub-sections on engagement, motivation, and
21st century skills. In each section, the discussion addresses one of the research questions.
Engagement
The first research question of this descriptive case study was, “In what ways can student
engagement in learning be supported by playing Quest Atlantis in the classroom?” Several data
sources were gathered to develop an answer to this question.
Students completed the engagement survey (Appendix D) after the teacher’s stipulated
timeline for completing all the missions in the Ander City unit. The results of the student survey
on engagement showed a high level of engagement. According to the students’ responses, the
top three engagement statements from highest to lowest were: 1) I was involved in learning in
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the Ander City unit, 2) I was satisfied with how I was doing in the Ander City unit, and 3) I felt
in control while learning in the Ander City unit. In other words, the majority of students
appeared to be immersed in the game while learning Mathematics with their peers or while they
worked alone. Classroom observations documented that students were overjoyed when their
responses got accepted and they were satisfied with their performance. Also students were
happy to take control of their learning, and demonstrated an ability to be self-directed in their
learning where collaboration played a major role by providing the resources necessary to
accomplish tasks.
The results of the Independent samples t tests on the pre and post-tests did not show
significant statistical differences for gender. Even though the pre and post-test questions were
different, the overall results were positive. The gain in scores in the post-test scores of boys and
girls in both classes is positive, which is a very promising finding; however, this gain in scores
cannot only be attributed to QA as there was no control group in this study. The teacher and
students observations also showed evidence of overall student engagement regardless of gender
when learners interacted with QA.
Motivation
The second research question of this descriptive case study was, “Do students feel more
motivated about their learning and about Mathematics when learning is supported by Quest
Atlantis?” Several data sources were gathered to develop an answer to this question.
The adapted constant comparison method used by Tuzun (2004) was conducted with the
focus group interviews and observation notes data. The analysis of the data sources led to the
emergence of four main categories related to motivation: 1) accomplishment, 2) immersive
context, 3) learning, and 4) social relations. Tuzun’s (2004) study had thirteen categories: 1)
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identity presentation, 2) social interaction, 3) playing, 4) learning, 5) ownership and control, 6)
fantasy, 7) immersive context, 8) curiosity, 9) creativity, 10) achievement, 11) rewards, 12)
uniqueness, and 13) context of support. The four categories related to motivation that were
found in this study were not as extensive as those in Tuzun’s study but were comparable to some
of the categories brought forth in his study. These four categories of motivation could also be
called motivational elements as a result of students’ interactions in the QA environment. This
study appears to have replicated some of Tuzun’s findings, and thus has contributed useful
insights on motivation. With future research, more insights about motivation while learning with
digital games can be sought.
The results of the computer technology survey showed that students’ are well versed with
technology. The 10 major findings were that: 1) all students’ families had a computer and
internet access at home, 2) 78% students on a daily basis used the home computer, 3) 84%
students daily used the Internet, 4) 100% students had access to a computer or computer lab in
school, 5) 49% students made use of school technology individually, 5) 51% students responded
that computers were almost daily used in an average school year, 6) 65% students reported
almost daily use of computers to do schoolwork, 7) 39% students rarely need help when playing
video games while 25% students never need help plus 10% consider themselves experts, 8) 22%
students rarely needed help when using a word processor while 37% students never needed help
plus 6% believed they were experts, 9) 41% of students indicated strongly agreed and 45%
students indicated agreed to the statement “computers make schoolwork easier to do”, and 10)
37% students strongly agreed and 41% students agreed to the statement “computers make school
work fun and interesting”. These results show that students are knowledgeable and comfortable
in the use of technology including video games and prefer to learn through an interesting and fun
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computer medium. Generation Z students irrespective of gender appear motivated in the
collaborative DGBL virtual environment that stimulated situations for social interaction,
collaboration, and competition. These situations also foster autonomous learning by giving
control to the students and the teacher takes the role of a facilitator. As a facilitator the teacher
provides guidance and support and only purposely intervenes when students go off task (which
was rare). Students were also constantly reminded of a unit test administration at the end of
intervention which would count towards their Mathematics grade. Students were therefore
intrinsically motivated by QA and extrinsically motivated by the grade for assignment by the
teacher.
21st Century Competencies
The third research question of this descriptive case study was, “In what ways can the
development of 21st century competencies be supported by Quest Atlantis in the classroom?”
Several data sources were gathered to develop an answer to this question.
The results of the 21st century competencies survey disclosed the teacher supported
evidence to the claim of technology skills, critical thinking, problem solving, collaboration,
communication, and global awareness. According to the teacher interview and classroom
observations, QA appeared to be conducive to supporting a technology enabled learning
environment for the development of 21st century skills. The six 21 st century competencies
categories were: 1) collaboration, 2) communication, 3) creativity, 4) critical thinking, 5) global
awareness, and 6) problem solving. The 21st century competency of collaboration proved to be
the most exhibited 21st century competency by the students in this study, and this is believed to
be directly linked to QA’s engaging and motivating learning environment. Collaboration was
not only present between peers but also between the students and their teacher. Students also
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seemed to approach the teacher as a last resort and would first ask their peers to answer questions
or reach a solution through active collaboration during game play. When students could not get
answers from their peers and asked the teacher for help, the teacher’s instructional strategy was
to only provide clues or to engage in meaningful conversations about the Math or statistics
concepts with students which would not directly provide the answer but offer enough context and
guidance for the student to reach a solution to the activity. This instructional style was
responsive and supportive of student learning. Sometimes, when other students noticed this
interaction between teacher and student, they would first approach the student for the solution to
the same activity. Therefore, the teacher would sometimes notice the spread of information from
one student to a whole group of students. Occasionally the dispersion of this information
occurred from one group of students to another group of students seated in a different area of the
library. The role of a teacher was therefore more of a facilitator and guide than a direct medium
of instruction such as in the traditional context of teaching. The second most displayed 21 st
century competency was problem solving. Students displayed attributes to problem solve in the
QA environment due to the situational context of the QA curriculum. Students were placed in
situations where they had to solve problems to move forward in the game world and complete
tasks. Students enjoyed problem solving and seemed happy to collaborate with one another or
with the teacher to find a solution to a question. The 21 st century competency of communication
came third where students either spoke to each other or wrote in the chat tool provided in the
game to each other. On the whole, students preferred to communicate with one another by
speaking rather than writing through the chat tool as it was quicker to speak and get a response
right away.
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These three sub-sections presented key findings related to the research questions. In the
next section, discussions and conclusions, recommendations, limitations and final reflections are
presented.
Discussion and Conclusions
The purpose of this study was to investigate whether digital game play results in positive
learning benefits, greater motivation, increased engagement, and the assimilation of 21st century
competencies by students. The key themes and ideas generated from the literature review on
engagement, motivation, and 21 st century competencies as well as the analysis of the qualitative
and quantitative data collected and analyzed in this study, lead to the following conclusions:
1. Quest Atlantis can support student engagement when learning in the classroom.
2. Students appear to feel more motivated about their learning and about mathematics when
learning is supported by Quest Atlantis
3. Quest Atlantis can support the development of 21st century competencies when learning in
the classroom.
These three conclusions are explained in detail in the sub-sections that follow.
Quest Atlantis Supports Student Engagement
Data analyzed from the student engagement survey (Appendix D), pre and post-test
survey (Appendix E), and teacher and students observations points to QA supporting student
engagement when learning Mathematics.
There are some 21st century learning environments that allow students to engage in
inquiry based tasks (Jacobsen et al., 2010). QA has demonstrated its capability to be one of these
21st century learning environments in this case study. Some students seemed to be totally
engrossed with the learning involved in the game that could be attributed to being in a state of
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flow (Csíkszentmihályi, 1990). More research is needed to explore this potential for flow while
using QA. However, observations of student behavior while they were immersed in QA suggest
the potential for flow experiences. Prensky (2001b) was of the opinion that since ‘digital
natives’ minds were wired differently engagement could be supported by digital games, which
appeared to hold true in the QA environment in this study. Student engagement was observed
and reported by learners who used the QA environment to learn Mathematics. QA being a
virtual online game appeared to be a novelty for the students interacting with the digital game
medium. Inquiry based learning activities in QA prompted student engagement and natural
curiosity to make sense of the virtual world. The QA collaborative learning environment appears
conducive for intellectual engagement. For learning to take place intellectual engagement needs
the support of a collaborative environment. In addition, knowledge building processes (Jacobsen
& Friesen, 2011) were observed in the QA environment as through inquiry-based learning and
collaboration students display knowledge building traits in their interactions that are necessary
skills to build in school before they join the 21 st century work force. The experience of higher
order critical thinking skills (Jacobsen, 2010) were displayed in the QA environment brought
about the realization that students evaluate information by game play, going through the
immersive content in the unit and completion of activities. The real world environment (OECD,
2007) in QA provides students with the ability to relate to a virtual real world that simulates real
life experiences that engages and stimulates the students to learn.
Furthermore, the Quest Atlantis environment allows students to interact socially while
learning that increases learning abilities by allowing students to reinforce and reflect on their
learning that leads to deep thinking, which relates to the literature by Schank (2011) on cognitive
processes. For example, students involved in the QA gameplay collaborate with students sitting
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next to them or in other parts of the library to discuss the solution to an activity. Students
discussed various means and individual perceptions to provide solutions to an activity and in that
process of deliberations reinforced and reflected on the content that lead to increased cognition.
Knowledge accumulated by the combination of deep thinking and emotional commitment to a
task sets the stage for intellectual engagement (Jacobsen, 2010). For example, students help
Tukey and his friends who are game characters analyze data to decide whether the present Mayor
Enoch or opponent Mr. Grant arguments make more sense. Students relate and form an
emotional attachment to Tukey and his friends as one of their own and are emotionally attached
since Tukey asks each student for help. The activities and recommendations in the QA
environment enable deep thinking where the teacher corrects the submissions and signs off as a
QA character like Tukey or Nina. The sign off with QA characters personalizes learning for
each student, which again makes an emotional attachment and facilitates deep thinking through
social and virtual interactions. Situated cognition (Gee, 2003) and immersive environments
(Barab et al., 2008b) allow students to be part of a virtual world that allows them to experience
the world from within and engage them through the situational contexts and storyline. For
example, students in the first mission had to find out the safest bike between two bike brands—
Speedy Spokes and Rollin’ Steady. The context and scenario provides a breeding ground for
situated cognition where students interact with game characters and conduct bike trials to come
up with the breaking distance through 10 bike trials. The scenario immerses students in the
activity and makes them find answers by calculating the mean, median, mode, and range. The
students write recommendations in the form of a letter that explains to the children of Ander City
which brand of bike is safer and why and then submit the recommendation online. Students
show signs of excitement, eagerness, and immersions to get answers to their online submissions
139

while playing another mission that displays high immersion not only in the present activity but
earlier activities too.
According to Knighton et al. (2010) 15 year old males outperform females by 12 score
points in Mathematics. But the use of QA as a tool for learning exhibited that the results of the
Independent samples t test between the males and females scores on the pre and post-tests did
not show significant statistical differences for gender. While this is a preliminary result based on
a small sample in a case study, this analysis does appear to show that QA appeals to both males
and females and is broadly useful for learning that is independent of gender. The classroom
observation also indicated student engagement in the QA environment was not differentiated by
gender. For example, both boys and girls seem to show an equal liking for learning during game
play in QA. Both genders also appear to be evenly immersed in the activities of the QA
curriculum and did not show any loss of interest during game play.
Students Feel Motivated About their Learning and Mathematics
Data analyzed from the focus group interviews (Appendix B), computer technology
survey (Appendix A), and teacher and students observations indicated that students felt
motivated when learning Mathematics in the QA environment.
This descriptive case study built on the multiple motivations framework proposed by
Tüzün (2006). The motivational elements that emerged from the analysis of the student focus
group interviews were: 1) accomplishment, 2) immersive context, 3) learning and 4) social
relations. These motivational elements were similar to the motivational elements found in a
seminal study leading to the multiple motivations framework by Tuzun (2004) and highlight the
link between learner motivation and digital game play. Earlier studies in middle and primary
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school also found positive motivational effects of educational digital games in Mathematics
(Klawe, 1999; Rosas et al., 2003).
The computer technology survey results showed grade 7 students knowledgeable with
technology with all students having a computer and Internet access at home. Most of the
students were of the opinion that school work was made easier with computer usage. It could
therefore be concluded that nowadays students prefer to work with technology in their school
environment to accomplish tasks. The classroom observations showcased students motivated in
the QA environment with their excited chatter and shrieks of delight when playing the game.
Besides finding the virtual online game fun they were motivated to finish the game by
completing all the four missions as quickly as possible.
Quest Atlantis Supports the Development of 21st Century Competencies
Data analyzed from the teacher’s 21st century survey (Appendix C), teacher interview
survey (Appendix C), and teacher and students observations support students development of
21st century skills when learning Mathematics in QA.
The QA environment provided an environment for the development of 21 st century skills.
According to Voogt and Roblin (2010) and P21Framework (2012) the seven 21st century
competencies were: 1) technology skills 2) collaboration, 3) communication, 4) creativity, 5)
critical thinking, 6) global awareness, and 7) problem solving. In this case study collaboration
between students was confirmed to be the most exhibited 21 st century skill, which can be
attributed to QA’s engaging and motivating environment. The collaborative environment
provided by QA brought about a new mode of collaboration not just between students but
between students and the teacher too. Students felt that the characters in the game were
providing feedback to their responses even though it was actually the teacher providing feedback
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to their responses and signed off with the name of one of the characters in Ander City. It is
inferred that because the students did not associated the teacher with this feedback system in QA,
that students felt free with the teacher and asked technical questions as well as questions related
to the activities in Ander City.
The next most prevalent 21st century competency displayed in QA was problem solving.
The Ander City curriculum was designed in such a manner that students had to solve problems to
advance in the digital game environment. These tasks were solved individually or in
collaboration with other students that made the attainment of educational objectives more
meaningful and thought provoking. The third 21st century competency by rank order was
communication. Students spoke or wrote in the chat tool in the online virtual game environment
when they communicated to each other. The teacher and students classroom observations also
revealed the development of 21st century competencies in the use of QA. Students were always
constantly chatting with students sitting next to them or with students from other groups in the
library. Communication was a means of problem solving which led to collaboration so it appears
that these competencies were interdependent on each other.
Recommendations
A reflection on experiences gained from carrying out the research design and data
collection methods in this case study yields suggestions for future research of this kind. Several
suggestions are presented in the following sections on methodology, ethics approval and the use
of QA in the classroom.
Methodology
While working on the analysis chapter, the researcher reflected on the strengths and
weaknesses of the research methods. Several realizations emerged about modifications that can
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be made to gather superior data in future studies of this kind. The student focus group interview
questions (Appendix B) should be modified to include only questions related to motivation. In
the present study, only the first four student focus group questions were related to motivation.
The probing of student responses using more motivation based questions during the focus group
interviews may have resulted in the development of more than four categories in the multiple
motivations framework (Tüzün, 2006).
With regard to the teacher data, the question “I observed the creative use or interpretation
of language by my students (to learn Mathematics)” could have been better written for clarity in
the teacher 21st century competency survey (Appendix C). A better written question, such as “I
observed the creative use of my students to learn Mathematics” may have resulted in a clearer
answer by the teacher.
In the pre and post-tests (Appendix E), question 5 in the post-test had to be deleted from
the analysis of results because the answer provided in the QA lesson plan was incorrect (i.e., the
most rational answer was another answer—option d). Second, answers to question 7a and 7b in
the pre-test could be answered by students without using statistics (e.g. the questions referred to
one single watermelon of a particular weight and the question dealt with weight). On the other
hand, questions 7a and 7b in the post-test needed statistics to answer the question (e.g., tomatoes
were mentioned in a plural form and on this occasion the question dealt with time. While
marking the pre and post-tests, question 5 as well as question 7 had to be taken out of contention
and removed from the results since they were not equal comparisons on the whole. It would be
best to discuss the questions in the pre and post-test and get an approval by the teacher before
implementing the tests as part of the research study.
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The class observation protocol (Appendix M) may have been more useful had the
researcher included the use of an observation instrument in a study by Kardynal (2009). The
study by Kardynal (2009) made use of a rubric and had a five point scoring scale that yielded
data that was more quantifiable. One drawback of the Kardynal (2009) instrument is that it does
not provide a rubric to cover 21st century competencies related to technology skills,
communication, creativity, and global awareness. In a future study, the combination of class
observation methods from the present study and Kardynal’s (2009) rubrics may strengthen this
form of data collection.
Ethics Approval
Researchers who aim to pursue school-based research on the use of digital games with
children need to consider and plan for the time it may take to receive ethics approval to conduct
this research with children. In this study, ethics approval needed to be sought from the
University and also from the school jurisdiction. The research ethics board at the University of
Calgary reviewed the application and granted approval to conduct the study within two and a
half weeks. The school jurisdiction, on the other hand, took six weeks to review the application
and to provide ethics approval to conduct this case study, which was from the time the original
application for ethics approval and the University Ethics Approval Certificate were submitted to
the time actual approval was granted by the school jurisdiction. Part of the reason for the lengthy
review period for this particular study was the connection between the research team at another
university in the United States, and the proposed research to be carried out with Canadian
students in an Alberta school. The whole ethics application process is described in detail in the
methodology chapter. The recommendation for future research that emerges here is that it would
benefit researchers to plan well ahead if they are applying for ethical approval to conduct a
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school-based study with children using proprietary digital game software that belongs to a
research team located in a different University in a different country.
Another logistical challenge to do with ethical research methods in this particular study
had to do with the process of gaining informed consent. Students were asked to take home two
consent forms to be read and signed by their parents and themselves— one from the University
of Calgary and one from ASU. Besides these two major consent forms, the researcher was
required to ask students to sign an assent form in the classroom as well. After getting the signed
ASU consent forms, the researcher was required to scan and send these forms to the assigned
buoy in ASU. The logistical complexity in communicating the intent of the study, inviting
participants to give their informed consent, and then asking students for assent, resulted in
several layers of permissions that needed to be tracked on a spreadsheet. There were students
who provided ASU consent to play the game, and did not provide University of Calgary consent
to participate in the research; therefore, while all of the students played QA, there were several
students who were not part of the researcher’s study. It was vital to only include participants in
the study who had given all three levels of consent (i.e., ASU, University of Calgary and assent).
The researcher had to carefully examine the University of Calgary consent form as well as the
student assent form when making decisions to collect student data for analysis. For example, if
the parent and student gave consent for taking part in the pre and post-test survey in the
University of Calgary consent form, but the student did not given consent for same in the student
assent form, then any data from the pre and post-test survey for that student could not be used in
this case study, and was removed from analysis. This description of the many layered consent
process required for human participants in this particular study does not necessary yield a useful
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recommendation for improvement for future studies, but perhaps serves as a cautionary tale for
researchers and the advice to include this knowledge in planning the research design.
Installation of Quest Atlantis Software
As demonstrated in this case study, QA can a useful, engaging and motivating technology
enabled learning environment that offers clear benefits for learners in the classroom.
Researchers and educators who plan to use QA should keep in mind that there may be some
technological challenges that will need to be dealt with in order to use this technological resource
in the classroom. For instance, the installation process for the present study turned out to be
cumbersome and time consuming. QA is meant to run on PC computers and it turned out to be
difficult to install QA on MAC computers. Many schools have Mac computers for use, and this
is a consideration for teachers who are planning to adopt QA for learning. Many considerations
had to be taken to task when installing QA on Mac computers: 1) network bandwidth issues,
which involved 20 computers connected to the school’s LAN and the remaining computers
gaining access via the wireless network, 2) the school’s technical analyst only came in once a
week to school (Thursday) to address technical issues, 3) an xwindows / quartz issue, which led
the technical analyst to have to build a customized installation package so that the QA
application could write the cache to a place that had permission to also save, 4) special
permissions needed to be given to student accounts so that the cache could be saved locally, and
5) two test user accounts were set up in QA to check if the customized installation package
worked as intended.
Classroom Practice
Teachers interested to use QA as a tool for learning may want to run a trial version with
students in an after school activity to view firsthand the pros and cons of using QA. The setup
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would help to understand the network load and classroom feasibility issues that may crop in a
large full classroom setting. QA works best with PC computers and it would be best to make
arrangements for PC computers if a school uses MAC computers. Since students prefer to sit
with their friends it may be a good idea for fixed seating arrangements to foster social
interactions between students with inhibitions to one another. Students can still walk-up to one
another in the settings and collaborate with each other but it does give a chance for students that
do not usually choose to sit together to interact and exchange views with one another based on
the common contextual game play environment. In the same regard weaker students could be
placed next to stronger students for enhancement of 21 st century skills. Weaker students may
observe and replicate the actions of stronger students and get the scaffolding required in the early
stages of the game. The teacher could be positioned next to weaker students for scaffolding
purposes as well as explain navigation issues that may arise in the beginning of the game to find
characters and locations. Student trial accounts should be created to ascertain permission issues
and time constraints that may plaque students from accessing the QA environment if not
configured properly. A timeline for completion should be stated early in the activity so that
students do not rush into completing their missions without reading the subject matter contents
embedded in the game play. Students may just want to submit their recommendations without
the application of principles, methods, and understandings associated with the discipline at hand.
Teacher experience with technology and their tolerance for technology and network
issues may be a factor in the use of QA in the classroom. In this particular case study, the
teacher was technology savvy and helped in setting up the computers to run QA. In the teacher’s
prior experience with QA on PC computers, he did not encounter these complex installation
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issues and cache related problems. However, given this prior experience, the technology and
network issues were an inconvenience but did not stop the innovation from going forward.
Research Study Limitations
There were several study limitations that may have impacted the quality and extent of the
findings. The first limitation of this study may be the Hawthorne Effect (HE), which is the term
applied to an experiment where factory workers production increased with an increase in benefits
such as lighting and wages and increased further even when the benefits were removed as the
workers felt they were being observed (Raywid, 1979). In the present study, students may have
felt the novelty effect with the introduction of a 3D online virtual digital game for learning
during which they had field trips to the library for the sessions. This novelty effect in tandem
with the researcher’s presence may be linked to the students’ demonstrated behaviour of being
excited, engaged, and motivated. The students may have ignored the researcher over time,
having become used to his presence, but may have demonstrated gains in productivity through
the new medium of learning with DGBL because of the HE. So even though students may have
not found the technology to be particularly exciting, given their experience with and exposure to
technology at home and at school, the innovative nature of the digital game, the new setting, and
the research purpose may be linked with the students industrious behaviour because of the HE.
The second limitation may be the convenience sample where the findings may have been
different if the study was carried out in two different grade seven classrooms at a different
school. The convenience sample in this study was taken from two grade seven classes that
belonged to the same school and had the same Mathematics teacher. The quantitative data
analysis did not show a significant statistical difference between the genders on the post test but
there may be a significant statistical difference in gender if the classes were from two different
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schools. Further research with different sample types may add credibility to the findings of the
study.
The third limitation of the study may be the recruitment of an experienced QA teacher
where the findings may have been different if the study was carried out with a teacher who was
less experienced with the use of Quest Atlantis. The teacher in his study was well acquainted
with the QA software which may have made students feel comfortable with the learning through
the DGBL environment. The teacher’s experience with the software resulted in quick solutions
for technological issues as well as meaningful responses to students’ online assignment
submissions that in turn triggered students’ cognition and kept them engaged. On the other hand
a less experienced teacher or a teacher that uses QA for the first time in a live classroom setting
may encounter technological issues with the software as described earlier in chapter three. The
inexperienced teacher may also take more time to get acquainted with the software and respond
to students’ online assignment submissions. Therefore, findings related to the study may have
been different depending on the teacher’s experience with QA.
The final limitation of the study deals with the instruments used to collect data. Surveys
and interviews tend to gather participant perspectives, which are subject to some bias. However,
to counter this limitation, the study design included several data collection methods, such as
classroom observations and pre- and post-tests, that enabled the researcher to observe classroom
events first hand and to gather information on student knowledge of statistics. The triangulation
of several data sources was deliberately designed into this research to strengthen the reliability
and validity of knowledge claims that emerged from the case study.
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Research Study Delimitations
There were four delimitations that provide a context for the study’s findings. First, the
teacher recruited for the study had a deep interest from an early age to play digital games and had
used QA three times prior to this study. The teacher had also taught Mathematics in grade 6 for
15 plus years and had been a learning leader in school technology for four years. Second, the
convenience sample of participants were recruited from the experienced QA teacher’s two grade
seven classes of an urban school district in Alberta, Canada. Third, the case study employed
both quantitative and qualitative data collection methods, making it a mixed-methods case study,
and triangulated several data sources to make knowledge claims about student engagement,
motivation and the development of 21st century competencies through the use of QA. Last but
not least, there were many online educational digital games available in the market but for this
study QA was chosen as the DGBL tool.
Final Thoughts
Based on the findings summarized in this case study, it can be argued that the use of QA
as a tool for DGBL can motivate and engage middle school grade seven students to socially and
virtually interact with one other and their teacher, and to increase the understanding of
Mathematics concepts related to statistics. In this study, suggestions on using QA as a tool for
learning have been generated to inform future teachers, researchers, and educators.
The DGBL tool QA is found to benefit students who appear to fit the category of
generation Z students who seem to be wired for interacting in a technological savvy environment
brought about by the use of QA. The online virtual game environment appear to meet the
students demands for DGBL environment for learning Mathematics as opposed to the traditional
rote learning style where the teacher is the focus for learning.
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Findings from this study can inform teachers and educators of the benefits of DGBL as a
tool to foster engagement, motivation and the development of 21st century competencies.
Students seemed to be motivated and enjoyed learning through this interactive game based
medium. In fact learning in this environment was in some ways autonomous due to the simple
fact that the motivation element was the online virtual game. The self-directed and interactive
learning style propagated in QA puts the reigns to learn in the students’ hand where the teacher’s
role is to facilitate, guide, and help students when required. All in all students were thrilled and
found it fun to learn through a game based medium where control to a certain extent is in their
hands. The apparent display of 21 st century competencies through the game play by students in
the QA environment seems to support the observation that QA leads to the development of 21st
century skills and makes students more ready for the workplace environment down the years.
This case study expands the current knowledge base on the use of QA with students by
providing insights on engagement, motivation, and 21st century competencies. QA appears to
promote knowledge building, deep thinking, and situated cognition vital for student engagement.
This study generates the potential of encouraging teachers and educators to think about the use of
QA as a tool for learning in school especially for the generation Z students born in an
environment surrounded by technology and digital games. Still more research is required to
explore and develop the use of DGBL to engage students to collaboratively improve their
learning in school.
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APPENDIX A COMPUTER TECHNOLOGY SURVEY
 Does your family have a computer at home? Yes / No
 If your family has a computer, how often do you use it?
Never

Once or twice a
year

Monthly

Weekly

Almost daily

 Does your family have internet access at home? Yes / No
 If your family does have internet access at home, how often do you use it?
Never

Once or twice a
year

Monthly

Weekly

Almost daily

 Do you have access to a computer / a computer lab at school? Yes/ No
 How do you access computers at school?
Individually

As a whole class

In small groups

In pairs

 In an average school year, how often do you use computers at school?
Never

Once or twice a
year

Monthly

Weekly

Almost daily

 How often do you decide when you want to use a computer to work on assignments
Never

Once or twice a
year

Monthly

Weekly

Almost daily

 How often do you use a computer to complete the following tasks?
Never Once or twice
a year
a) Play Games
b) Do school work
c) Word process a document

d) Create presentations
e) Create a computer program

e) Produce multimedia projects
f) Use the internet
g) Search for information on the
web
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Monthly Weekly Almost
Daily

h) Communicate through email
i) Use tutorials/ drill and practise
software
j) Work with graphics and
pictures
 Check the statement that most accurately describes “how much help you need” when using
software on your computer. Choose “I don’t use this” if you do not use that type of software
yet.
I always I sometimes I rarely
need
need help
need
help
help

I never I can help
need
other
help
people. I
am an
expert

I
don’t
use
this

a) Play video games
b) Play Games on Social
Media Sites like
Facebook (i.e.
Farmville, Gardens of
Time)
c) Complete school
assignments
d) Research
e) Use a word processor
f) Use a spreadsheet
g) Create presentations
h) Use the Internet
(www)
i) Edit photos/graphics
j) Edit/create video
k) Edit/create audio or
music
l) Design webpages
 Choose the response that most accurately describes your level of agreement with the
following statements:
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Strongly
Agree

a) Computers make schoolwork easier to
do
b) I prefer to use computers to do school
work instead of using pencil and paper
c) Using computers for school can have
disadvantages
d) Computers make schoolwork fun /
interesting
e) Computers help me to improve the
quality of my school work
f) Computers help me understand my
classes better.
g) I need to learn many new skills to use
computers for my schoolwork.
h) I currently try to learn more about
computers.
i) Having a computer in class is an
advantage when it comes to learning.
j) Use tutorials/ drill and practise software
k) Work with graphics and pictures
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Disagree Neither
Agree
nor
Disagree
(Neutral)

Agree

Strongly
Agree

APPENDIX B STUDENT FOCUS GROUP INTERVIEW QUESTIONS

1. How does the Math Unit motivate you? Please cite instances or examples. (prompt:
suggest that motivation is about both enjoyment and commitment – a desire to do
something.)
2. What do lumins mean to you? Do you care about getting lumins?
3. What do you like about learning the mean, median, mode and range in the Math Unit?
4. What are your top three favorite activities in the Math Unit? (prompt them about avatars,
collaboration, chats, telegram, cooperation, interacting with non-playing characters)
5. How did the Math Unit engage you? Please provide examples. (prompt: did the challenge
in the game make you concentrate on the tasks, activities, responses)
6. In what ways has the Math Unit changed the way you learn? (prompt: how is it different
from the way you normally learn)
7. In what ways is Quest Atlantis different from other things you do on your computer? In
the computer lab? In school? At home?
8. In the Math Unit, did the feedback to your responses help you consider relevant
information to conclude (come to) a solution? Please cite some examples.
9. How did the non-playing characters help you learn statistics in the Math Unit?
10. Did you find it easy to solve problems related to statistics in the Math unit? How?
11. Did you find it fun collaborating with your friends to find answers to statistics problems?
Please provide examples.
12. Did you communicate what you learned in the Math unit with your friends? How?
13. Did the assignments in the Math unit provide you with an opportunity for creative
(persuasive) writing in your responses? How? Please provide examples.
14. Did the IBURST rules make you aware of a common online community in the virtual
environment? How? (prompt: the fact that these guidelines are common to all
communities irrespective of race, country and religion: global awareness: sense of
equality)
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APPENDIX C 21ST CENTURY COMPETENCIES SURVEY
Statement

Yes

Technology Skills 1-4 (What
technological skills were displayed /
demonstrated by students when they
were working in Quest Atlantis?)
1. I observed my students using computer
menus to select working activities.
2. My students used a directional
navigation system for movement in the
virtual world.
3. My students managed a virtual Qpak of
items and artifacts collected during
missions.
4. My students used icons, interactions
with virtual characters, and active links to
process questions and information.
Critical Thinking 5-10 (What critical
thinking skills were displayed /
demonstrated by students when they
were working in Quest Atlantis?)
5. I observed my students considering
ethical dilemmas.
6. I observed my students gathering
information from interviews and making
ethical decisions.
7. I observed my students dealing with
ethical situations concerning the
environment.
8. I observed my students interpreting
language or word differences to
understand a situation.
9. My students understand reasons for
caution in online environments.
10. My students understand how to sort
information according to validity and
truthfulness.
Problem Solving 11-14 (What problem
solving skills were demonstrated /
displayed by students when they were
working in Quest Atlantis?)
11. I observed my students practicing
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No

Example or
Evidence of
Claim

problem solving techniques.
12. I observed students using knowledge
from Quest Atlantis to solve new
problems.
13. I observed my students openly
discussing solutions to problems.
14. I observed problem solving skills
transfer from Quest Atlantis to other uses
in the classroom by my students.
Collaboration 15-20 (What
collaboration skills were demonstrated
/ displayed by students when they were
working in Quest Atlantis?)
15. My students helped each other
understand how to complete problems
related to statistics in Quest Atlantis.
16. My students understand that
collaborating leads to problem solving.
17. I observed my students helping each
other in the Ander City unit.
18. My students understand they are
accountable for their behavior in Quest
Atlantis.
19. I observed an increase in collaboration
skills among my students while working
in the Ander City unit.
20. I observed leadership skills as a result
of collaboration among my students.
Communication 21-25 (What
communication skills were
demonstrated / displayed by students
when they were working in Quest
Atlantis?)
21. I observed my students using the chat
feature to ask questions and socialize with
other students and teachers in Quest
Atlantis.
22. I observed written responses on a
variety of topics such as math, science,
character education, art, and ecology
among my students.
23. My students readily shared and taught
each other what they learned in Quest
Atlantis.
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24. I observed increased effort on reading
related to accomplishing goals of the
missions among my students.
25. I observed my students expressing
ideas of compassion and understanding in
their writing.
Creativity 26-30 (What creativity skills
were demonstrated / displayed by
students when they were working in
Quest Atlantis?)
26. I observed artistic expression by my
students working in missions.
27. My students manipulated dimensions
and placement of 3D structures.
28. I observed my students creativity in
written responses to missions.
29. I observed my students’ responses to
art forms, colors, or concepts.
30. I observed the creative use or
interpretation of language by my students
(to learn mathematics).
Global Awareness 31-35 (What global
awareness skills were demonstrated /
displayed by students when they were
working in Quest Atlantis?)
31. I observed examples of my students’
understanding of another location in the
Quest Atlantis world (by interacting with
other students).
32. I observed my students write or
discuss how students from other cultures
are different in many ways, but also the
same in many ways.
33. I observed my students working on
problems that affect other communities.
34. My students understand that Quest
Atlantis has students from all over the
world who may or may not speak English.
35. My students understand how human
actions can affect the entire planet.
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Open ended Interview Questions for the teacher.
1. What did you observe or discover about students working in Quest Atlantis that you would
like to share with this study?
2. What do you think were the high points of using Quest Atlantis compared to other methods of
teaching and learning?
3. Did you find your students engaged in Quest Atlantis? Were they more engaged than in other
activities in the classroom environment? Can you cite instances of their engagement in the
virtual world?
4. Did you find your students motivated in Quest Atlantis? Were they more motivated than in in
other activities in the classroom environment? Can you cite instances of their engagement in
the Ander City virtual world?
5. Did you find your students learning 21 st century competencies in the Quest Atlantis
environment? Could you cite the most prominent instances (instances that stood out)?
6. Were students eager to complete the activities in Quest Atlantis? Can you cite some
instances?
7. Did students complete activities due to a sense of competition between them? Did it have to
do with being in a virtual world and having the opportunity to personally analyze and find a
solution to a problem?
8. Did you find the activities in the Ander City unit to be cognitively challenging for the
students? Can you cite some instances?
9. According to your observation of students in the Quest Atlantis virtual world—what are the
stand out benefits of learning in this virtual environment?
10. How would you like to tweak Quest Atlantis to make it more effective for future students in
terms of engagement, motivation, and learning 21st century competencies?
11. What are the affordances and constraints of using DGBL in your classroom? Please
elaborate.
12. How was the experience with Quest Atlantis this time compared to your last implementation
with students? What would you attribute the differences to?
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APPENDIX D STUDENT ENGAGEMENT SURVEY

Statement

Strongly
Agree

Agree Neither
Agree or
Disagree

1. I was involved in learning in
the Ander City Unit.
2. I was concentrating during the
Ander City Unit.
3. I felt in control while learning
in the Ander City Unit.
4. The Ander City Unit was
challenging.
5. I was skillful when learning in
the Ander City Unit.
6. The Ander City Unit was
important to me.
7. I was succeeding in what I was
doing in the Ander City Unit.
8. I was satisfied with how I was
doing in the Ander City Unit.
9. I felt as if I were inside the
gaming environment in the
Ander City Unit.
10. I felt as if the gaming
environment was real.
11. I felt as if the characters in
the Ander City Unit were real.
12. I felt as if I and the characters
in the Ander City Unit were
together in the same place.
13. I felt as if I could associate
myself with the game characters.
14. I felt as if I were participating
in the Ander City Unit events.
15. I felt as if the events were
really happening in the Ander
City Unit.
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Disagree Strongly
Disagree

APPENDIX E STATISTICS PRE AND POST TESTS

1. What is the definition of the mean?
a.
b.
c.
d.

the sum of all values
the average of a set of values
the sum of all values divided by 2
the average of half the numbers in a set

2. What is the definition of the mode?
a.
b.
c.
d.

the middle value
the average of all values
the value that occurs most often
the average of the highest and lowest values

3. Calculate the median of the following set of numbers: 80 80 80 0
a.
b.
c.
d.
4.

80
0
40
60
Why can the median be a useful tool when interpreting data?

a.
b.
c.
d.

the median is the true average of all values
the median shows all the data points
the median shows the most important data
the median isn’t affected by extreme scores

5. Your class did very poorly on the last science test. Your teacher decided to make a grading
scale so that the average student receives a C. She decided to use the mode to determine the
grade of C (A is the highest and F is the lowest with C in the middle). You complain that this
is unfair because:
a. using the average grade would allow close to the same number of students to receive an A,
B, C, D or F
b. using the median grade would distribute the grade evenly
c. using the mean would have half the students higher than a C and half the students lower
than a C
d. using the mode could allow the whole class to get all the answers correct and everyone
would receive a C
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6. You have been hired to find the longest lasting batteries on the market. You decide to test
different brands of batteries by putting them in a flashlight and turning the flashlight on, and
then measuring how long it takes before the flashlight runs out of batteries. Each brand gets
three trials (you do this test three times for each brand of batteries).

Battery brand

Trial 1

Trial 2

Trial 3

Long and steady

10 hrs

11 hrs

18 hrs

Reliables

15 hrs

15 hrs

15 hrs

Allready

12 hrs

20 hrs

20 hrs

Mean
13

Median
11

Mode
10, 11, 18

a. Determine the mean, median, and mode of the battery life for Reliables and Allready.
Show or explain your work.
Reliables
Mean:
Median:
Mode:

Allready
Mean:
Median:
Mode:

b. Which brand of batteries would you recommend, and why? Please be specific about the
evidence you are using to support your opinion.

7. A new restaurant recently opened up that specializes in making all kinds of fresh juices. One
of the most popular things on their menu is the watermelon juice. The manager of the
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restaurant realized that he should make sure he is getting the best, juiciest watermelons that he
can, so he can make the maximum profit. He is considering watermelons from two
companies—both of which charge $2.99 per watermelon. Because heavier watermelons
produce more juice, the manager decided to compare the weight of the watermelons from the
two companies. To do so, the restaurant manager decided to randomly choose ten
watermelons from each company and then record the weight of each watermelon. The data is
shown below:

Fresh n’Crisp
Pink Sweets

Weight of watermelons in pounds

a. According to this graph, which brand of watermelon has the HEAVIEST weight?

b. Which brand of watermelon has the LIGHTEST weight?

c. Would you choose Fresh n’Crisp or Pink Sweets to make the most juice for your money?
Please explain why you think so.

1. Calculate the mean of the following set of numbers: 8 8 8 0
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a. 8
b. 0
c. 4
d. 6
2. What is the definition of the median?
a.
b.
c.
d.

the average of all values
the average of the highest and lowest values
the sum of all values divided by 2
the value that divides a set into two equal subsets

3. Calculate the mode of the following set of numbers: 80 80 80 0 60 60
a.
b.
c.
d.

80
0
40
60

4. Why is the mean not always a useful tool in mathematics?
a.
b.
c.
d.

the average of all numbers is not used very often
extreme scores can make the average change a lot
the mean is too hard to calculate
the mean is another word for the average

5. Your class went on a hiking trip in the woods. Mosquitoes bit everyone. The teacher only has
a small amount of cream to stop the itching. She decides to use the mode to determine which
students get the cream, so the most people with the same number of bites get the cream. You
complain that this is unfair because
a. using the average number would allow close to the same number of students to receive
itch cream
b. using the median number would distribute the itch cream evenly
c. using the mean would have the most kids be able to get the itch cream
d. using the mode might mean that people who don’t need itch cream as badly to get it

6. Ms. York gave a math quiz to each of her two classes. The quiz scores of each class are shown
below.
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Morning Class Quiz Scores
Quiz 91, 80, 75, 80, 60, 87, 80, 88, 90,
Scores 87, 92, 98

After noon Class Quiz Scores
80, 87, 90, 70, 93, 80, 85,
90, 95, 80

Mean

84

?

Median

87

?

Mode

80

?

a. Determine the mean, median, and mode of the quiz scores for the afternoon class.
Show or explain your work.
Mean:
Median:
Mode:

b. If you had to randomly choose a person from one class to take a quiz for you (assume
you want to do the best possible), would you choose a student from the morning or
afternoon class? What would you look at to decide, and why?
7. Normal Village is trying to make sure that they have enough food for people in their
community who are homeless. They have decided to start a community garden to grow
fresh fruits and vegetables for their homeless shelter, but they’re pressed for time— they
can’t wait forever for plants to produce edibles! They have decided to use fertilizers on
their tomato plants to help them to grow faster, and they want to be sure that they
choose the one that works the best. They are looking for the fertilizer that will help the
plants to produce tomatoes fastest. They have data from the two fertilizer companies
from tests they did with earlier tomato plants. The plants were tested in the EXACT
SAME WAY—twenty plants were planted (from seeds) in the same sunny patch, and
given the same amount of water. Half of the plants were treated with “Grow ‘em Quick”
fertilizer, and the other half were treated with “Rapid Rise” fertilizer. The results are
shown below—every bar represents how long it took (in weeks) for ONE plant to
produce tomatoes.

178

a) According to this graph, which brand of fertilizer took the MOST amount of time
to produce tomatoes? Explain.

b) Which brand of fertilizer took the LEAST amount of time to produce tomatoes?
Explain.
c) Would you choose Grow ‘em Quick or Rapid Rise? Please explain why you think so and how
the way you looked at the data supports your ideas
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APPENDIX F TEACHER CONSENT FORM (UNIVERSITY OF CALGARY)

INFORMED CONSENT LETTER FOR TEACHER
Name of Researcher, Faculty, Department, Telephone & Email:

Robert Louis, Master of Arts Student, Graduate Programs in Educational Research,
Phone: 403-719-1762

email: rlouis@ucalgary.ca

Supervisor: Dr. Michele Jacobsen, Associate Professor, Educational Technology
Title of Project:
A Descriptive Case Study of Students Meaningful Learning Experiences in Quest Atlantis
This consent form, a copy of which has been given to you, is only part of the process of informed consent.
If you want more details about something mentioned here, or information not included here, you should
feel free to ask. Please take the time to read this carefully and to understand any accompanying
information.
The University of Calgary Conjoint Faculties Research Ethics Board has approved this research study.
Dear Teacher,
You are formally invited to participate in a study using a 3D multi-user virtual environment and digital
game called Quest Atlantis. Please read this letter for the details of the study and what will be involved.
Purpose of the Study:
The purpose of this study is to investigate whether digital game play results in positive learning benefits,
greater motivation, increased engagement and the assimilation of 21st century competencies by
students. This study also aims to determine if inquiry-based learning leverages students’ natural curiosity
to make sense of the virtual world environment by using narratives and storylines as well as display 21st
century competencies to accomplish the desired goal. The main use of collected data will be to inform a
Master’s Degree thesis project.
What Will I Be Asked To Do?
Over 8 - 12 classes you and your students will be will be going through a series of inquiry-based activities
in QA that are grounded in real-world issues within an immersive context, requiring the application of
principles, methods, and understandings associated with core disciplines. During this time, the researcher
will observe student work, observe discussions between the students’ and teacher about the activities,
and conduct surveys and interviews with the teacher and students’. Interactions between you and your
students may be observed during the project and noted in field notes. As well, there will be a pre and
post statistics test directly related to curriculum objectives that all students will be invited to complete –
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only data from consenting students will be used in the research.
What Type of Personal Information Will Be Collected?
Should you agree to participate, you will be anonymous in the final report. No personal information about
you, or that could identify you to others will be reported. Absolute confidentiality cannot be guaranteed
due to the nature of recruitment and data collection, and it is probable that your participation in the study
will be widely recognized by your students and colleagues.
Other data collected could include:


One audio taped interview



One online survey after the learning experience



Observation data of you and the students working together



Notes based on classroom discussions between you and the researcher

All identifying information that is associated with anything collected in this project will be removed by the
researcher, prior to the data being analyzed. In the study you will only be referred to as “the teacher.”
There are several options for you to consider if you decide to take part in this research. You can choose
all, some or none of them. Please put a check mark on the corresponding line(s) that grants the
researcher your permission:
I grant permission to be audio taped.

Yes: ___ No: ___

I grant permission to complete the online survey.

Yes: ___ No: ___

I grant permission to be observed in the classroom while working on this project. Yes:___ No: ___
I grant permission to allow conversations between the researcher and myself
to be captured in field notes.

Yes: ___ No: ___

Disclosure: Arizona State University Research
Your students and you will be using Quest Atlantis in the classroom. Quest Atlantis is 3D learning and
teaching program that uses a 3D multi-user gaming environment to immerse children in educational
tasks.
As part of the preparation for this research project, I completed training with the research team at Arizona
State University. Dr. Sasha Barab and his research team, collects "in-world" data on all participants in
QA, which is all data collected by the educational game. This is a large-scale, multi-university project that
you and your students will be a part of. Interview and survey data from my study will NOT be shared with
the Arizona State University Research team; however, in-world data will be collected by the Arizona
Research Team from students as they play the game. Only me and my supervisor will have access to the
classroom data that I will collect, which consists of students' online work submissions, unit progress,
game interactions, online survey data, observations, audio recordings, and teacher work and feedback.
Finally, chat and telegram content from classes during my research will be made available by Arizona
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State University (Quest Atlantis team). I will not have access to the large data sets that are gathered by
the Arizona State University Research team that comprises of all game data. All students will be required
to complete a consent form that informs them that online data will be collected by the Arizona State
University Research team, and gain access to Quest Atlantis and participate in the learning activities.
Also note the following points:
1. The Arizona State University (ASU) Team will have access to the signed letters of consent for the ASU
project,
2. Personal data will be stored on a server in the United States and subject to their laws.
3. While there is no intent in the ASU research protocol to link anonymous online data with the identities
of students from the consent forms, absolute confidentiality cannot be guaranteed, and personal
information may be disclosed if required by the laws of the United States.
Are there Risks or Benefits if I Participate?
There are no teaching, learning or social risks anticipated during this project.
You will gain knowledge and experience with an innovative, online 3D multi-user virtual world that has
been studied and has been found to result in valued learning outcomes for students with the support of
the researcher.
What Happens to the Information I Provide?
Participation is completely voluntary. Every attempt will be made to ensure your anonymity in the final
document however, absolute confidentiality cannot be guaranteed due to the nature of recruitment and
data collection, and it is probable that your participation in the study will be widely recognized by your
students and colleagues.
If you request to withdraw from the study, the researcher commits to completing the classroom project (at
your discretion) and you will be thanked and debriefed. Data collected up to the point of withdrawal will be
used in the analysis.
Interview, Classroom Observations
 The survey data will be collected electronically and temporally stored on a private server in
Canada. The company hosting the survey complies with Canadian and Alberta privacy
standards. Once the survey is completed, the data will be removed from the server and stored
electronically. The survey is anonymous.
 Both physical and electronic means will be used to securely store records and data that result
from this study. Only the researcher and his supervisor will have access to physical and
electronic records that may contain confidential information.
 All electronic raw data will be kept on the researcher’s computer in a password protected
directory and backed up onto a password secured USB key. All text based raw data will be kept
in a locked filing cabinet in Robert Louis’ home. The data will be kept indefinitely.
 All physical transcripts and artifacts will be kept in a locked filing cabinet in the researcher’s home
office.
 The written key connecting the groups with the names of the individual students will be kept in a
separate secured location at the University of Calgary. This written key will be destroyed in June
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2013.
 Only the researcher and his supervisor will have access to this data.
You and the school administration will be given a summary of the research, in the form of the defended
thesis, when it is completed.
Signatures (written consent)
Your signature on this form indicates that you 1) understand to your satisfaction the information provided
to you about your participation in this research project, and 2) agree to participate as a research subject.
In no way does this waive your legal rights nor release the investigators, sponsors, or involved institutions
from their legal and professional responsibilities. You are free to withdraw from this research project at
any time. You should feel free to ask for clarification or new information throughout your participation.
Participant’s Name: (please print) _____________________________________________
Participant’s Signature __________________________________________

Date: _______________

Researcher’s Name: (please print) ________________________________________________
Researcher’s Signature: ________________________________________

Date: ________________

Questions/Concerns
If you have any further questions or want clarification regarding this research and/or your participation,
please contact:
Robert Louis
Master of Arts student, Faculty of Education
403.719.1762
rlouis@ucalgary.ca
and
Dr. Michele Jacobsen
403.220.4123
dmjacobs@ucalgary.ca

If you have any concerns about the way you’ve been treated as a participant, please contact the Senior
Ethics Resource Officer, Research Services Office, University of Calgary at (403) 220-3782; email
rburrows@ucalgary.ca.
A copy of this consent form has been given to you to keep for your records and reference. The
investigator has kept a copy of the consent form.
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APPENDIX G STUDENT AND PARENT CONSENT FORM (UNIVERSITY OF
CALGARY)

INFORMED CONSENT LETTER FOR PARENTS
Name of Researcher, Faculty, Department, Telephone & Email:
Robert Louis, Master of Arts Student, Graduate Programs in Educational Research.
Phone: 403-719-1762

email: rlouis@ucalgary.ca

Supervisor: Dr. Michele Jacobsen, Associate Professor, Educational Technology
Title of Project:
A Descriptive Case Study of Students Meaningful Learning Experiences in Quest Atlantis
This consent form, a copy of which has been given to you, is only part of the process of informed consent.
If you want more details about something mentioned here, or information not included here, you should
feel free to ask. Please take the time to read this carefully and to understand any accompanying
information.
The University of Calgary Conjoint Faculties Research Ethics Board has approved this research study.
Dear Parents,
Your child is invited to participate in a study using a 3D multi-user virtual environment and digital game
called Quest Atlantis. Please read this letter for the details of the study and what will be involved.
Purpose of the Study:
The purpose of this study is to investigate whether digital game play results in positive learning benefits,
greater motivation, increased engagement and the assimilation of 21st century competencies by
students. This study also aims to determine if inquiry-based learning leverages students’ natural curiosity
to make sense of the virtual world environment by using narratives and story lines as well as display 21st
century competencies to accomplish the desired goal. The main use of collected data will be to inform a
Master’s Degree thesis project.
What Will I Be Asked To Do?
Over 8 - 12 classes your child will be will be going through a series of inquiry-based activities in QA that
are grounded in real-world issues within an immersive context, requiring the application of principles,
methods, and understandings associated with core disciplines. During this time, the researcher will
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observe student work, observe discussions between the students’ and teacher about the activities, and
conduct surveys and interviews with the teacher and students’. Interactions between the classroom
teacher and the students may be observed during the project and noted in field notes. As well, there will
be a pre and post statistics test directly related to curriculum objectives that all students will be invited to
complete – only data from consenting students will be used in the research.
What Type of Personal Information Will Be Collected?
Two levels of consent and permission are being sought for this study.
1. Arizona State University Research on Quest Atlantis
Your child will be using Quest Atlantis in the classroom. Quest Atlantis is 3D learning and teaching
program that uses a 3D multi-user gaming environment to immerse children in educational tasks.
As part of the preparation for this research project, I completed training with the research team at Arizona
State University. Dr. Sasha Barab and his research team, collects "in-world" data on all participants in
QA, which is all data collected by the educational game. This is a large-scale, multi-university project that
you and your students will be a part of. Interview and survey data from my study will NOT be shared with
the Arizona State University Research team; however, in-world data will be collected by the Arizona
Research Team from students as they play the game. Only me and my supervisor will have access to the
classroom data that I will collect, which consists of students' online work submissions, unit progress,
game interactions, online survey data, observations, audio recordings, and teacher work and feedback.
Finally, chat and telegram content from classes during my research will be made available by Arizona
State University (Quest Atlantis team). I will not have access to the large data sets that are gathered by
the Arizona State University Research team that comprises of all game data. All students will be required
to complete a consent form that informs them that online data will be collected by the Arizona State
University Research team, and gain access to Quest Atlantis and participate in the learning activities.
If you agree to participate, your child will be one of up to 150,000 participants worldwide who will be
involved in this research.
You can learn more about Quest Atlantis project by visiting:
http://questatlantis.org

For questions about the Arizona State University Research or a research-related injury, contact the
researcher Dr. Sasha Barab at 480 727 5674
Use of the Quest Atlantis application requires interaction with American-based online software platforms.
As such, collected data is subject to U.S. Laws, including the USA Patriot Act. The risks associated with
participation are minimal, however, and similar to those associated with many e-mail programs such as
Hotmail(c) and social utilities spaces, such as Facebook(c) and MySpace(c).
2. University of Calgary Master’s Thesis Research
Should you agree to allow your child to participate in my masters research, your child will be asked to
provide his/her gender and age. Other data collected could include:
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An audio taped focus group interview with other students



Online surveys asking questions about use of technology for learning, school work and home
activities



A copy of the student’s statistics test before and after the project.



The researcher’s notes and observations from the classroom, made during the project.

All identifying information that is associated with anything collected in this project will be removed by the
researcher, prior to the data being analyzed.
There are several options for you to consider if you decide to allow your child to take part in this research.
You can choose all, some or none of them. Please put a check mark on the corresponding line(s) that
grants the researcher your permission:
I grant permission for my child to be audio taped during a focus group interview:

Yes: ___ No: ___

I grant permission for the researcher to collect my child’s statistics pre and post-test from
this project.

Yes: ___ No: ___

I grant permission for my child to be observed in the classroom while working on this project.

Yes: ___ No: ___

I grant permission for analyzing and using my child’s data after participating in the pre/post
surveys about using technology and learning.

Yes: ___ No: ___

Are there Risks or Benefits if I Participate?
The students, with the mentorship of an experienced technology educator and their classroom teacher,
will learn how to use an online, 3D multi-user virtual environment and digital game called Quest Atlantis,
and they may continue to use the virtual world and their newly developed expertise to explore both
personal and academic projects in the future.
There are no learning or social risks anticipated during this project.
What Happens to the Information I Provide?
Participation is completely voluntary and confidential. An alternate provision will be provided to students
who do not participate in the research in the classroom and no research data will be collected by the
researcher from this child. Note, by virtue of participation in Quest Atlantis, the Arizona State University
Research team intends to collect online data from all participants that comprises of all game data.
Parents or students are free to discontinue participation at any time during the study by informing /
contacting the researcher, Robert Louis. If there is a request to withdraw from the study, the students will
be thanked and debriefed. Data collected from these participants, up to the point of withdrawal will be
used in the analysis.
During the interview process, students will be in a focus group, so anonymity cannot be guaranteed.
However, each team of students will be asked to keep comments shared during interviews confidential.
Interview, Classroom Observations and Survey Data


The survey data will be collected electronically and temporally stored on a private server in Canada.
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The company hosting the survey complies with Canadian and Alberta privacy standards. Once the
survey is completed, the data will be removed from the server and stored electronically. The survey
is anonymous.


Both physical and electronic means will be used to securely store records and data that result from
this study. Only the researcher and his supervisor will have access to physical and electronic
records that may contain confidential information.



All electronic raw data will be kept on the researcher’s computer in a password protected directory
and backed up onto a password secured USB key. All text based raw data will be kept in a locked
filing cabinet in Robert Louis’ home. The data will be kept indefinitely.



All physical transcripts and artifacts will be kept in a locked filing cabinet in the researcher’s home
office.



The written key connecting the groups with the names of the individual students will be kept in a
separate secured location at the University of Calgary. This written key will be destroyed in June
2013.



Only the researcher and his supervisor will have access to the data generated outside of the game
at the school.

Student Program Files and Reflections


The researcher will keep a copy of these digital artifacts in the same manner than is described for
interview and survey data. Student names will be removed from the artifacts prior to them being
used for analysis. Only the researcher and his supervisor will have access to this data.



The students will keep a copy of their programs and their reflections, and the teacher may choose to
use these for student evaluation. Ownership of any collected student work or artifacts resides with
the student and the school and that the researcher is enjoying limited use of these materials for the
purposes of research only.

In the final thesis, participant anonymity will be ensured via the reporting of only aggregated results and
by using only generic identifiers such as ‘student #’ to describe the students in this project. The teacher
and the school administration will be given a summary of the research, in the form of the defended
thesis, when it is completed. Captain Nichola Goddard School will be named in this document, but not
the classroom number or the teacher’s name.
Also note the following points:
1. The Arizona State University (ASU) Team will have access to the signed letters of consent for the ASU
project,
2. Personal data will be stored on a server in the United States and subject to their laws.
3. While there is no intent in the ASU research protocol to link anonymous online data with the identities
of students from the consent forms, absolute confidentiality cannot be guaranteed, and personal
information may be disclosed if required by the laws of the United States.
Signatures (written consent)
Your signature on this form indicates that you 1) understand to your satisfaction the information provided
to you about your participation in this research project, and 2) agree to participate as a research subject.
In no way does this waive your legal rights nor release the investigators, sponsors, or involved institutions
from their legal and professional responsibilities. You are free to withdraw from this research project at
any time. You should feel free to ask for clarification or new information throughout your participation.
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Student’s Name: (please print) _____________________________________________
Parent/Guardian Name: (please print) ________________________________________
Parent’s Signature ___________________________________________________ Date:
_______________
Researcher’s Name: (please print) ________________________________________________
Researcher’s Signature: ________________________________________Date: ________________

Questions/Concerns

If you have any further questions or want clarification regarding this research and/or your participation,
please contact:
Robert Louis
Master of Arts student, Faculty of Education
403.719.1762
rlouis@ucalgary.ca
and
Dr. Michele Jacobsen
403.220.4123
dmjacobs@ucalgary.ca
If you have any concerns about the way you’ve been treated as a participant, please contact the Senior
Ethics Resource Officer, Research Services Office, University of Calgary at (403) 220-3782; email
rburrows@ucalgary.ca.
A copy of this consent form has been given to you to keep for your records and reference. The
investigator has kept a copy of the consent form.
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APPENDIX H STUDENT AND PARENT CONSENT FORM
(ADAPTED FROM QA RESOURCES)
ASU Learning Sciences Institute
Arizona State University
Dear parents and guardians,
We are pleased to invite your child to participate in the Atlantis Remixed Project. The Atlantis
Remixed Project is an innovative computer program sponsored by Arizona State University and
approved for use in your child’s school. The Atlantis Remixed Project strives to use technology
to involve children in meaningful learning experiences—experiences where they might solve
educational computer game challenges, called Quests. Completing Quests requires that your
child participate in real-world, socially and academically meaningful activities, such as
conducting environmental studies, researching other cultures, calculating frequency distributions,
analyzing newspaper articles, interviewing community members, and developing action plans.
Our hope is that through these experiences children will not only learn to use technology, but
develop academic and important 21st century literacy and communication skills as well.
In the Atlantis Remixed Project program, your child will not only be using commercially
available educational software packages, but he or she will also build web pages that will be
placed online. As a result, your child will spend time online (using the internet) participating in
the Atlantis Remixed Project. All teachers using the Atlantis Remixed Project are provided with
guidelines and structures that will help them promote online safety for your child. Additionally,
our virtual environment is password protected and monitored to ensure that it is safe and secure.
As a part of our project development, we may observe your child interacting at the school and in
the Atlantis Remixed Project space. If we observe your child’s class, a member of our team will
be taking notes on how children use the technology, and possibly interviewing them about their
experiences in the program. Some of these observations and interviews may be videotaped so
that we can better understand and improve the program. However, participating in the Atlantis
remixed project is completely voluntary. Your child does not have to participate in the Atlantis
Remixed Project, he or she is free to withdraw from the program at any time without penalty.
However, we hope that you will choose to participate in this most exciting project.
We are looking forward to working with you and your child through the Atlantis Remixed
Project program. We are confident that participating in the Atlantis Remixed Project will provide
your child with valuable experience using technology to participate in meaningful learning
activities. At the same time, your child’s participation will help us understand how children
learn with technology and how to design meaningful and engaging learning experiences.
Please read and sign the enclosed consent form. This signed form must be returned in order for
your child to participate. If you have any questions about any aspects of this program, please
don’t hesitate to call me, Dr. Sasha Barab, the project director, at (480) 727-5674.
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Sincerely,
Sasha A. Barab, Professor
Pinnacle West Chair of Education & Senior Scientist of Learning Sciences
Arizona State University
108D Payne Hall
ph: (480) 727-567
1000 S. Forest Mall,
fax: (480) 965-3237
Tempe, AZ 85287
mail: sasbarab@gmail.com
homepage: http://lacunagames.org/barab
ARIZONA STATE UNIVERSITY
INFORMED CONSENT STATEMENT
Atlantis Remixed
Your child is invited to participate in a research study of learning and teaching project that uses
an online, computer-based environment to engage children in educational tasks. Your child was
selected as a possible participant because your child’s teacher or a member of your school or
center’s administration requested to use the program. We ask that you read this form and ask any
questions you may have before agreeing to be in the study.
Dr. Sasha Barab, a professor of Education at Arizona State University, is conducting the study.
This work has been funded by the John D. and Catherine T. MacArthur Foundation, the Bill and
Melinda Gates Foundation, the National Science Foundation, NASA, the National Parks Service
and other sponsors.
Study Purpose:
The purpose of this study is to learn about the program’s effectiveness for supporting academic
learning and understanding how engaging children in a narratively-rich game-based environment
can affect a child’s enjoyment of and participation in the learning process.
Number of People Taking Part in the Study:
If you agree to participate, your child will be one of up to 150,000 participants worldwide who
will be involved in this research.
Procedures for the Study:
If you agree to be in the study, your child will be using the Atlantis Remixed Project program.
The Atlantis Remixed Project strives to use technology to involve children in meaningful
learning experiences – experiences where they solve educational challenges called Quests.
Completing Quests requires that your child participate in real-world, socially and academically
meaningful activities, such as conducting environmental studies, researching other cultures,
calculating frequency distributions, analyzing newspaper articles, interviewing community
members, and developing action plans. Our experience is that through these activities, children
will not only learn to use technology, but will also develop academic and 21st century new
media literacy and communication skills as well.
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As a part of our project development, we will be observing children interacting at their school or
in an after-school program and in the online Atlantis Remixed Project space. All interactions in
the online space are recorded by the computer and saved as part of our database. Our team may
also be taking notes on how children use the technology, and possibly interviewing students or
teachers about their experiences in the program. Interviews will last from 15 to 30 minutes.
Information from these observations and interviews, as well as the computerized records of their
participation in the online space will be entered into a password- protected database.
Observations and interviews may be audio or video taped so that researchers can analyze data
more closely. We also may make copies of materials that your child produces in the Atlantis
Remixed Project space.
Your child is free to participate in this study as much or as little as he or she chooses. He or she
may withdraw at any time without any penalty. Typically, your child might spend 40 minutes a
session interacting with the program, with the number of sessions being determined by your
child’s teacher or staff member. Your child may participate in this study for one year or for
several years, depending on your willingness to participate. Participation in this program is
strictly voluntary. If you or your child chooses not to participate or to withdraw from this study,
he or she will not be audio or video taped, and his/her data will not be analyzed.
Risks of Taking Part in the Study:
Although we do not anticipate any risks associated with your child taking part of the study, it is
possible that, because of the interactive nature of the game which allows students to chat with
other children also using the program, children may witness or be the recipient of teasing, meanspirited exchanges or inappropriate language. In addition, despite our best efforts, there is a risk
of losing confidentiality.
To reduce these risks, we take a variety of precautions to prevent the loss of confidentiality. All
records are kept either in a password-protected database or in locked drawers (see the
Confidentiality section below for more details). Further, we hold students to a strict code of
conduct which instructs students not to share personal information.
All interactions in the game are captured and diligently monitored by our staff to document and
act upon any potentially problematic situations. Children and teachers can also easily report any
problems they encounter within the game. A team member will share problematic exchanges
with a child’s teacher, and children who repeatedly violate our code of conduct can and will be
denied access to the game.
Benefits of Taking Part in the Study:
The benefits to participation that are reasonable to expect are:
 Children will have an opportunity to learn disciplinary content in an engaging and
personally meaningful context;
 Children may learn 21st century new media literacy skills as they interact with children
from around the globe;
 Children will have the opportunity to interact with others worldwide in a protected virtual
environment;
 Children may come to appreciate the value of school and education for solving real-world
problems;
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Children will gain experiences applying content and skills associated with multiple
disciplines;
children may develop a new sense of purpose as individuals, as members of their
community, and as knowledgeable citizens of the world; and/or
Children will come to see themselves as having important ideas to contribute to the wellbeing of the world.

Alternatives to Taking Part in the Study:
If your child chooses not to be a part of the study, his or her classroom teacher can accommodate
their learning in a variety of ways. Teachers and staff members around the globe can create
different kinds of experiences to serve as alternatives to participation in this project. Each of
these is determined at the local level and therefore, up to staff and teachers in the setting in
which your child participates. Additionally, parents may request a modified form of consent
from teachers which allows children to participate fully but not have audio or videotaped data
collected about their participation.
Confidentiality:
Protecting your child’s confidentiality is extremely important to us. The online space is password
protected so that only registered users with a password are in the online space. Every effort will
be made to keep your personal information confidential. We cannot guarantee absolute
confidentiality. Your personal information may be disclosed if required by law. Your identity
will be held in confidence in reports in which the study may be published. In any reports of this
research, there will be no mention of your child by name or the name of his or her school or
after-school program. All computerized records of their work, emails, or chat will be sanitized so
that in the reporting of the data your child will not be identifiable. Confidentiality will be
maintained in all reports of this study. Further, all data will be kept in a locked place. All
identifying marks will be removed from the data and pseudonyms will be used in any and all
reporting of the data. Any tapes or materials will be destroyed at the end of the project, or within
three years, whichever comes first.
Organizations that may inspect and/or copy your research records for quality assurance and data
analysis include groups such as the study investigator and his/her research associates, the ASU
Institutional Review Board or its designees, and (as allowed by law) state or federal agencies,
specifically the Office for Human Research Protections.
Costs:
Taking part in this study should not lead to added costs to you. Some participants have
computers at home or use library computers for additional access, but this is not a required
element of the program. Occasionally, additional project associated resources might be made
available for download or purchase by your child’s school, but this is strictly voluntary and not a
required element of participation.

Payment:
Neither you nor your child will receive payment for taking part in this study.
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Contacts for Questions or Problems:
For questions about the study or a research-related injury, contact the researcher Dr. Sasha Barab
at 480-727-5674.
If you have any questions about your rights as a subject/ participant in this research or if you feel
you have been placed at risk, you can contact the Chair of the Human Subjects Institutional
Review Board, through the ASU office of Research Integrity and Assurance at (480) 965-6788.

Voluntary Nature of Study:
Taking part in this study is voluntary. Your child may choose not to take part or may leave the
study at any time. Leaving the study will not result in any penalty or loss of benefits to which
you are entitled. Your decision whether or not to participate in this study will not affect your
current or future relations with the investigator(s).
Participant’s Consent:
In consideration of all of the above, I give my consent for my child to participate in this research
study.
I may request a copy of this informed consent document to keep for my records. I agree to take
part in this study.
Printed Name of Parent: ___________
Signature of
Parent:___________________________________________Date:___________________
Printed Name of Child: ____________
Signature of
Child:____________________________________________Date:___________________
Printed Name of Person Obtaining
Consent:_____________________________________________
Signature of Person Obtaining Consent:__________________________Date: ___________
School/Office Use Only:
Name of Current Teacher: _________________________
School: ______________________________________ State/Country: ___________________

School/Office Use Only
Name of Current Teacher: _________________________
School: ______________________________________ State/Country: ___________________

193

APPENDIX I TEACHER CONSENT FORM (ADAPTED FROM QA RESOURCES)
ARIZONA STATE UNIVERSITY
INFORMED CONSENT STATEMENT
Atlantis Remixed
You are invited to participate in a research study of learning and teaching project that uses an
online, computer-based environment to engage children in educational tasks. You were selected
as a possible subject because you have requested use of the program or a member of your school
or center's administration suggested that you use the program. We ask that you read this form
and ask any questions you may have before agreeing to be in the study.
This study is being conducted by Dr. Sasha Barab, a professor of Education at Arizona State
University. This work has been funded by the John D. and Catherine T. MacArthur Foundation,
the Bill and Melinda Gates Foundation, the National Science Foundation, NASA, the National
Parks Service and other sponsors.
Study Purpose:
The purpose of this study is to learn about the program’s effectiveness for supporting academic
learning and understanding how engaging children and adults in a narratively-rich game-based
environment can affect their enjoyment of and participation in the learning process.
Number of People Taking Part in the Study:
If you agree to participate, you will be one of up to 150,000 participants worldwide who will be
involved in this research.
Procedures for the Study:
If you agree to be in the study, you will be trained to use the Atlantis Remixed Project program.
Atlantis Remixed project strives to use technology to involve children and adults in meaningful
learning experiences – experiences where they solve educational challenges called Quests.
Completing Quests requires that you and your students participate in real-world, socially and
academically meaningful activities, such as conducting environmental studies, researching other
cultures, calculating frequency distributions, analyzing newspaper articles, interviewing
community members, and developing action plans. Our experience is that through these
activities, children will not only learn to use technology, but will also develop academic and 21st
century new media literacy and communication skills as well.
As a part of our project development, we will be observing children interacting at their school or
in an after-school program and in the online Atlantis Remixed Project space. All interactions in
the online space are recorded by the computer and saved as part of our database. Our team may
also be taking notes on how children use the technology, and possibly interviewing students or
teachers about their experiences in the program. Interviews will last from 15 to 30 minutes.
Information from these observations and interviews, as well as the computerized records of their
participation in the online space will be entered into a password- protected database.
Observations and interviews may be audio or video taped so that researchers can analyze data
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more closely. We also may make copies of materials that you or your students produce in the
Atlantis Remixed Project space.
You are free to participate in this study as much or as little as you choose. You may withdraw at
any time without any penalty. Typically, you might spend 40 minutes a session interacting with
the program, with the number of sessions being determined by you, the teacher or staff member.
You may participate in this study for one year or for several years, depending on your
willingness to participate. If you choose to participate, we will need your consent for observing
and videotaping your activities. Participation in this program is strictly voluntary. If you choose
not to participate or withdraw from this study, you will not be audio or video taped, and your
data will not be analyzed.
Risks of Taking Part in the Study:
Although we do not anticipate any risks associated with your participation in the study, it is
possible that, despite our best efforts, confidentiality might be lost. In addition, some of your
students may be exposed to inappropriate language which may result in additional intervention
time with parents or students. In addition, there may be other side effects we cannot predict.
To reduce these risks, we take a variety of precautions to prevent the loss of confidentiality. All
records are kept either in a password-protected database or in locked drawers. (see the
Confidentiality section below for more details).
All interactions in the game are captured and diligently monitored by our staff to document and
act upon any potentially problematic situations. Children and teachers can also easily report any
problems they encounter within the game. Students are also provided with a series of guidelines
about appropriate behavior in the game which may reduce the number of inappropriate
exchanges you might need to mediate.
Benefits of Taking Part in the Study:
We expect you will benefit by participating in this study by being given an innovative
curriculum which couples disciplinary learning with real-world applications, thus creating a
project-based learning context for you and your students to explore. Both your use of this
curriculum, and the support we provide to you and your students while using it, are subsidized by
grant funding. In addition, you will be invited to join a community of teachers who are using
Atlantis Remixed Project in their own classrooms, thus creating a novel source of professional
development and support, should you choose to use it.
Alternatives to Taking Part in the Study:
You have the option to evaluate the program and determine if you wish to participate. You are
not obligated to participate in Atlantis Remixed and you can withdraw your participation at any
time. Interested students or parents may request a separate version of the consent form which
does not allow audio or video taping but does allow us to analyze data gained through the study.
If you have students with this modified consent in your classroom, we will not be audio or video
taping those students during any research implementation.
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Confidentiality:
Protecting your confidentiality is extremely important to us. The online space is password
protected so that only registered users with a password are in the online space. Every effort will
be made to keep your personal information confidential. We cannot guarantee absolute
confidentiality. Your personal information may be disclosed if required by law. Your identity
will be held in confidence in reports in which the study may be published. In any reports of this
research, there will be no mention of your name or the name the school or after-school program.
All computerized records of their work, emails, or chat will be sanitized so that in the reporting
of the data you will not be identifiable. Confidentiality will be maintained in all reports of this
study. Further, all data will be kept in a locked place. All identifying marks will be removed
from the data and pseudonyms will be used in any and all reporting of the data. Any tapes or
materials will be destroyed at the end of the project, or within three years, whichever comes first.
Organizations that may inspect and/or copy your research records for quality assurance and data
analysis include groups such as the study investigator and his/her research associates, the ASU
Institutional Review Board or its designees, and (as allowed by law) state or federal agencies,
specifically the Office for Human Research Protections.
Costs:
Taking part in this study should not lead to added costs to you. Some participants have
computers at home or use library computers for additional access, but this is not a required
element of the program. Occasionally, additional project associated resources might be made
available for download or purchase but this is strictly voluntary and is not a required element of
participation.
Payment:
You will not receive payment for taking part in this study. We reserve the right to award an
honorarium if participation exceeds our expectations.
Contacts for Questions or Problems:
For questions about the study or a research-related injury, contact the researcher Dr. Sasha Barab
at 480-727-5674.
If you have any questions about your rights as a subject/ participant in this research or if you feel
you have been placed at risk, you can contact the Chair of the Human Subjects Institutional
Review Board, through the ASU office of Research Integrity and Assurance at (480) 965-6788.
Voluntary Nature of Study:
Taking part in this study is voluntary. You may choose not to take part or may leave the study at
any time. Leaving the study will not result in any penalty or loss of benefits to which you are
entitled. Your decision whether or not to participate in this study will not affect your current or
future relations with the investigator(s).
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Participant’s Consent:
In consideration of all of the above, I give my consent to participate in this research study.

Printed Name of Participant: ___________
Signature of
Participant:___________________________________________Date:___________________

Printed Name of Person Obtaining
Consent:_____________________________________________
Signature of Person Obtaining
Consent:__________________________Date:____________________
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APPENDIX J PRINCIPAL CONSENT FORM (ADAPTED FROM QA RESOURCES)

ARIZONA STATE UNIVERSITY
INFORMED CONSENT STATEMENT
Atlantis Remixed
Your teachers and students are invited to participate in a research study of learning and teaching
project that uses an online, computer-based environment to engage children in educational tasks.
Your teachers were selected as a possible subject because you have requested use of the program
or a member of your school or center's administration suggested that you use the program. We
ask that you read this form and ask any questions you may have before agreeing to allow your
teachers and students to be in the study.
Dr. Sasha Barab, a professor of Education at Arizona State University is conducting this study.
This work has been funded by the John D. and Catherine T. MacArthur Foundation, the Bill and
Melinda Gates Foundation, the National Science Foundation, NASA, the National Parks Service
and other sponsors.
Study Purpose:
The purpose of this study is to learn about the program’s effectiveness for supporting academic
learning and understanding how engaging children in a narratively-rich game-based environment
can affect a child’s enjoyment of and participation in the learning process.
Number of People Taking Part in the Study:
If you agree to allow your teachers and students to participate, you will be one of up to 150,000
participants worldwide who will be involved in this research.
Procedures for the Study:
If you agree to allow your teachers and students to be in the study, you will be trained to use the
Atlantis Remixed Project program. The Atlantis Remixed Project strives to use technology to
involve children in meaningful learning experiences – experiences where they solve educational
challenges called Quests. Completing Quests requires that you and your students participate in
real-world, socially and academically meaningful activities, such as conducting environmental
studies, researching other cultures, calculating frequency distributions, analyzing newspaper
articles, interviewing community members, and developing action plans. Our experience is that
through these activities, children will not only learn to use technology, but will also develop
academic and 21st century new media literacy and communication skills as well.
As a part of our project development, we will be observing children interacting at their school or
in an after-school program and in the online Atlantis Remixed Project space. All interactions in
the online space are recorded by the computer and saved as part of our database. Our team may
also be taking notes on how children and adults use the technology, and possibly interviewing
students or teachers about their experiences in the program. Interviews will last from 15 to 30
minutes. Information from these observations and interviews, as well as the computerized
records of their participation in the online space will be entered into a password- protected
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database. Observations and interviews may be audio or video taped so that researchers can
analyze data more closely. We also may make copies of materials that your teachers or students
produce in the Atlantis Remixed Project space.
You, your teachers and students are free to participate in this study as much or as little as you
choose. You may withdraw this consent at any time without any penalty. Typically, your
students might spend 40 minutes a session interacting with the program, with the number of
sessions being determined by you, the teacher or staff member. Your school may participate in
this study for one year or for several years, depending on your willingness to participate. If you
choose to allow your teachers to participate, we will need your consent for observing and
videotaping their activities. Participation in this program is strictly voluntary. If you choose not
to participate or to withdraw from this study, your teachers and students will not be audio or
video taped, and your data will not be analyzed.
Risks of Taking Part in the Study:
Although we do not anticipate any risks associated with your participation in the study, it is
possible that, despite our best efforts, confidentiality might be lost. In addition, since children
may chat with other students using the program, some of your students may be exposed to
inappropriate language which may result in additional intervention time with parents or students.
In addition, there may be other side effects we cannot predict.
To reduce these risks, we take a variety of precautions to prevent the loss of confidentiality. All
records are kept either in a password-protected database or in locked drawers. (see the
Confidentiality section below for more details).
All interactions in the game are captured and diligently monitored by our staff to document and
act upon any potentially problematic situations. Children and teachers can also easily report any
problems they encounter easily within the game. Students are also provided with a series of
guidelines about appropriate behaviour in the game which may reduce the number of
inappropriate exchanges teachers might need to mediate.
Benefits of Taking Part in the Study:
We expect that your teachers will benefit by participating in this study by being given an
innovative curriculum which couples disciplinary learning with real-world applications, thus
creating a project-based learning context for your teachers and students to explore. Both your
use of this curriculum, and the support we provide to your teachers and students while using it,
are subsidized by grant funding. In addition, educators will be invited to join a community of
teachers who are using Atlantis Remixed Project in their own classrooms, thus creating a novel
source of professional development and support, should they choose to use it.
Alternatives to Taking Part in the Study:
You have the option to evaluate the program and determine if you wish to participate. You are
not obligated to participate in Atlantis Remixed and you can withdraw your participation at any
time. Interested teachers, students or parents may request a separate version of the consent form
which does not allow audio or video taping but does allow us to analyze data gained through the
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study. If your teachers have students with this modified consent in your classroom, we will not
be audio or video taping those students during any research implementation.
Confidentiality:
Protecting your confidentiality is extremely important to us. The online space is password
protected so that only registered users with a password are in the online space. Every effort will
be made to keep your personal information confidential. We cannot guarantee absolute
confidentiality. Your personal information may be disclosed if required by law. Your identity
will be held in confidence in reports in which the study may be published. In any reports of this
research, there will be no mention of your name or the name the school or after-school program.
All computerized records of your work, emails, or chat will be sanitized so that in the reporting
of the data you will not be identifiable. Confidentiality will be maintained in all reports of this
study. Further, all data will be kept in a locked place. All identifying marks will be removed
from the data and pseudonyms will be used in any and all reporting of the data. Any tapes or
materials will be destroyed at the end of the project, or within three years, whichever comes first.
Organizations that may inspect and/or copy your research records for quality assurance and data
analysis include groups such as the study investigator and his/her research associates, the ASU
Institutional Review Board or its designees, and (as allowed by law) state or federal agencies,
specifically the Office for Human Research Protections.
Costs:
Taking part in this study should not lead to added costs to you. Some participants have
computers at home or use library computers for additional access, but this is not a required
element of the program. Occasionally, additional project associated resources might be made
available for download or purchase but this is strictly voluntary and not a required element of
participation.
Payment:
Neither you nor your teachers will receive payment for taking part in this study. We reserve the
right to award an honorarium if participation exceeds our expectations.
Contacts for Questions or Problems:
For questions about the study or a research-related injury, contact the researcher Dr. Sasha Barab
at 480-727-5674.
If you have any questions about your rights as a subject/ participant in this research or if you feel
you have been placed at risk, you can contact the Chair of the Human Subjects Institutional
Review Board, through the ASU office of Research Integrity and Assurance at (480) 965-6788.
Voluntary Nature of Study:
Taking part in this study is voluntary. You may choose not to take part or may leave the study at
any time. Leaving the study will not result in any penalty or loss of benefits to which you are
entitled. Your decision whether or not to participate in this study will not affect your current or
future relations with the investigator(s).
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Participant’s Consent:
In consideration of all of the above, I give my consent to teachers and their students at my school
to participate in this research study.

Printed Name of Participant: ___________
Signature of
Participant:___________________________________________Date:___________________
Name of School: ______________________________
City/State: ________________________________
Country: ____________________
Printed Name of Person Obtaining
Consent:_____________________________________________
Signature of Person Obtaining Consent:__________________________Date: ___________

201

APPENDIX K STUDENT ASSENT FORM

Over the next few weeks I will be conducting a study to determine whether digital game play
results in positive learning benefits, greater motivation, increased engagement and helps in the
assimilation of 21st century competencies by you. As a university student, I am interested to
study whether inquiry-based learning leverages your natural curiosity to make sense of a virtual
world environment. This virtual world environment also uses narratives, storylines, and brings
out 21st century skills necessary to accomplish the desired goal.

Below is a list of the different kinds of information I would like to collect. For each one, please
choose yes or no with a check mark beside your choice. You may choose to allow me to collect
all or none of these types of information:

1) You grant permission to be audio taped during a focus group interview
YES _____ NO____
2) You grant permission to collect your writing material when performing different
activities in this project.
YES _____ NO____
3) You grant permission to be observed in the classroom while working on this project.
YES _____ NO____
4) You grant permission for analyzing and using data after participating in the pre/post
surveys about using technology and learning.
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YES _____

NO_____

If you allow me to collect this information, I will not mention your name when I write my report
about this project. Your participation is voluntary. You may refuse to participate altogether, may
refuse to participate in parts of the study, or may withdraw from the study at any time without
penalty or lose. If you decide to withdraw prior to the project natural conclusion, the data
collected to the point of withdrawal will be retained and used. If you choose not to allow me to
use your information as part of my research, you will still receive my help and expertise in Quest
Atlantis to complete the tasks. Saying yes or no to being a part of the research will not excuse
you from completing any tasks related to this project that your teacher requires you to do.

If you agree to let me collect the types of information that you selected above, please print your
name and signature on the lines below.

Date:_________

Name: _______________________ Signature or initials:_____________
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APPENDIX L PRINCIPAL CONSENT FORM (UNIVERSITY OF CALGARY)

INFORMED CONSENT LETTER FOR PRINCIPAL
Name of Researcher, Faculty, Department, Telephone & Email:

Robert Louis, Master of Arts Student, Graduate Programs in Educational Research,
Phone: 403-719-1762

email: rlouis@ucalgary.ca

Supervisor: Dr. Michele Jacobsen, Associate Professor, Educational Technology
Title of Project:

A Descriptive Case Study of Students Meaningful Learning Experiences in Quest Atlantis
This consent form, a copy of which has been given to you, is only part of the process of informed consent.
If you want more details about something mentioned here, or information not included here, you should
feel free to ask. Please take the time to read this carefully and to understand any accompanying
information.
The University of Calgary Conjoint Faculties Research Ethics Board has approved this research study.
The Calgary Board of Education has approved this research study; however, this in no way obligates you
to give consent to participate in this study.
Dear Principal,
You are formally invited to participate in a study using a 3D multi-user virtual environment and digital
game called Quest Atlantis. Please read this letter for the details of the study and what will be involved.
Purpose of the Study:
The purpose of this study is to investigate whether digital game play results in positive learning benefits,
greater motivation, increased engagement and the assimilation of 21st century competencies by
students. This study also aims to determine if inquiry-based learning leverages students’ natural curiosity
to make sense of the virtual world environment by using narratives and storylines as well as display 21st
century competencies to accomplish the desired goal. The main use of collected data will be to inform a
Master’s Degree thesis project.
What Will I Be Asked To Do?
Over 8 - 12 class periods, your teacher and students will be will be going through a series of inquirybased activities in QA that are grounded in real-world issues within an immersive context, requiring the
application of principles, methods, and understandings associated with core disciplines. During this time,
the researcher will observe student work, observe discussions between the students’ and teacher about
the activities, and conduct surveys and interviews with the teacher and students’. Interactions between

204

your teacher and students may be observed during the project and noted in field notes. As well, there will
be a pre and post statistics test directly related to curriculum objectives that all students will be invited to
complete – only data from consenting students will be used in the research.
What Type of Personal Information Will Be Collected?
Should you agree to participate, you will be anonymous in the final report. No personal information about
you, or that could identify you to others will be reported. Absolute confidentiality cannot be guaranteed
due to the nature of recruitment and data collection, and it is probable that your participation in the study
will be widely recognized by your students, teachers, and colleagues.
All identifying information that is associated with anything collected in this project will be removed by the
researcher, prior to the data being analyzed. In the study you will only be referred to as “the principal.”
Disclosure: Arizona State University Research

Your students and you will be using Quest Atlantis in the classroom. Quest Atlantis is 3D learning and
teaching program that uses a 3D multi-user gaming environment to immerse children in educational
tasks.
As part of the preparation for this research project, I completed training with the research team at Arizona
State University. Dr. Sasha Barab and his research team, collects "in-world" data on all participants in
QA, which is all data collected by the educational game. This is a large-scale, multi-university project that
you and your students will be a part of. Interview and survey data from my study will NOT be shared with
the Arizona State University Research team; however, in-world data will be collected by the Arizona
Research Team from students as they play the game. Only me and my supervisor will have access to the
classroom data that I will collect, which consists of students' online work submissions, unit progress,
game interactions, online survey data, observations, audio recordings, and teacher work and feedback.
Finally, chat and telegram content from classes during my research will be made available by Arizona
State University (Quest Atlantis team). I will not have access to the large data sets that are gathered by
the Arizona State University Research team that comprises of all game data. All students will be required
to complete a consent form that informs them that online data will be collected by the Arizona State
University Research team, and gain access to Quest Atlantis and participate in the learning activities.
Also note the following points:
1. The Arizona State University (ASU) Team will have access to the signed letters of consent for the ASU
project.
2. Personal data will be stored on a server in the United States and subject to their laws.
3. While there is no intent in the ASU research protocol to link anonymous online data with the identities
of students from the consent forms, absolute confidentiality cannot be guaranteed, and personal
information may be disclosed if required by the laws of the United States.
Are there Risks or Benefits if I Participate?
There are no teaching, learning or social risks anticipated during this project.
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You will gain knowledge and experience with an innovative, online 3D multi-user virtual world that has
been studied and has been found to result in valued learning outcomes for students with the support of
the researcher.
What Happens to the Information I Provide?
Participation is completely voluntary. If you request to withdraw from the study, the researcher commits to
completing the classroom project (at your discretion) and you will be thanked. Data collected up to the
point of withdrawal will be used in the analysis.
Interview, Classroom Observations

 The survey data will be collected electronically and temporally stored on a private server in
Canada. The company hosting the survey complies with Canadian and Alberta privacy
standards. Once the survey is completed, the data will be removed from the server and stored
electronically. The survey is anonymous.
 Both physical and electronic means will be used to securely store records and data that result
from this study. Only the researcher and his supervisor will have access to physical and
electronic records that may contain confidential information.
 All electronic raw data will be kept on the researcher’s computer in a password protected
directory and backed up onto a password secured USB key. All text based raw data will be kept
in a locked filing cabinet in Robert Louis’ home. The data will be kept indefinitely.
 All physical transcripts and artifacts will be kept in a locked filing cabinet in the researcher’s home
office.
 The written key connecting the groups with the names of the individual students will be kept in a
separate secured location at the University of Calgary. This written key will be destroyed in June
2013.
 Only the researcher and his supervisor will have access to this data.
You and the school administration will be given a summary of the research, in the form of the defended
thesis, when it is completed.
Signatures (written consent)
Your signature on this form indicates that you give consent for this research to take place in your school.
Separate consent will be sought from each teacher and student at the school to participate in this
research study.
In no way does this waive your legal rights nor release the investigators, sponsors, or involved institutions
from their legal and professional responsibilities. You are free to withdraw from this research project at
any time. You should feel free to ask for clarification or new information throughout your participation.
Participant’s Name: (please print) _____________________________________________
Participant’s Signature __________________________________________

Date: _______________

Researcher’s Name: (please print) ________________________________________________
Researcher’s Signature: ________________________________________Date: ________________
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Questions/Concerns

If you have any further questions or want clarification regarding this research and/or your participation,
please contact:

Robert Louis
Master of Arts student, Faculty of Education
403.719.1762
rlouis@ucalgary.ca
and
Dr. Michele Jacobsen
403.220.4123
dmjacobs@ucalgary.ca
If you have any concerns about the way you’ve been treated as a participant, please contact the Senior
Ethics Resource Officer, Research Services Office, University of Calgary at (403) 220-3782; email
rburrows@ucalgary.ca.
A copy of this consent form has been given to you to keep for your records and reference. The
investigator has kept a copy of the consent form.
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APPENDIX M CLASS OBSERVATION PROTOCOL
Observation Fieldnotes: Use of Quest Atlantis in the classroom
Setting: Classroom: 7a and 7b
Role of Observer: Observing 1) Teacher Activities, 2) Teacher & Students Interaction, 3) Students
Activities, 4) Physical Setting, 5) On-Task Behavior, 6) Engagement, 7) Motivation
Time: During school day, 0820hrs and 1310hrs
Date: February 11 onwards
Length of Observation: 110 minutes (approx.)
Categories / Description of Observations
Physical Setting (classroom)
 Arrangement of desks, chairs
 Seating arrangement
On-Task Behavior (with relation to):

Problem-solving
 Shows multiple approaches to solving a problem
 Uses multiple resources to reach a solution

Critical Thinking
 Formulates clear/precise vital questions/ problems
 Gathers/ assesses relevant information to effectively
interpret and conclude a solution
 Open-mindedly thinks about alternate systems of
thought to reach a practical conclusion
 Communicates effectively with others to solve a
complex problem

Collaboration
 Works effectively and respectfully with other students
towards a common goal
 Exercise flexibility in making necessary compromises
to accomplish a common goal

Communication
 Articulates thoughts and ideas clearly and effectively
through speaking and writing
 Listen effectively to understand meaning, knowledge,
values, attitudes towards a common goal

Creativity
 Develops, implements and communicates new ideas
to others
 Finds patterns / relationships and make connections
among ideas.

Global Awareness
 Collaboratively working with students from diverse
cultures, religions, and lifestyles
 Mutual respect and open dialogue in personal, work
and community contexts
Engagement
 Exhibits concentration due to the challenge provided
in the game
Motivation
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Reflection

 Displays enjoyment from controlled learning as the
game provides a personalized learning environment
 Commitment and desire to accomplish the goal.
Teacher Activities

Instructions to students (in general, whole class)

Discussions between researcher and teacher
Teacher and Students Interaction

Instructions to students (personal or groups)

Guidance during game play (i.e., helping one-onone, working with groups, etc.)

Interaction with students
o
Chatting in the classroom
o
Chatting in Quest Atlantis
o
Collaboration between teachers and
students
Students Activities

Students interacting with other students
o
Chatting in the classroom
o
Chatting in Quest Atlantis
o
Collaboration between students

Seating arrangement (group dynamics)
o
Boys sitting next to boys, or mixed?
o
Girls sitting next to girls, or mixed?
o
Groups, Pairs or individuals?

Getting help
o
From teacher
o
From peers (boy from boy, girl from
girl, boy from girl, girl from boy?)
o
Online from the game
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APPENDIX N UNIVERSITY OF CALGARY ETHICS APPROVAL

Granted: Certificate on file.
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APPENDIX O OPEN CODES MOTIVATION
1.
2.
3.
4.
5.
6.
7.
8.
9.
10.
11.
12.
13.
14.
15.
16.
17.
18.
19.
20.
21.
22.
23.
24.
25.
26.
27.
28.
29.
30.
31.
32.
33.
34.
35.
36.
37.
38.
39.
40.
41.
42.
43.

Fun
Quest
Learn Math
Focus More
Missions
Enjoy
More Than Any Other Way
Math Equations
Information in One Place
Get Information Yourself
Solve Activities Yourself
Keep on Trying
Finish the Game
Maths in Answers
Easy to Solve
Eliminate Paper
Self-pacing
Software
Typing
Liked the Game
Computers
Automatic Learning
Not Boring
No Lecture
Figure it Out Yourself
Better Way of Learning
Video Game
Do My Best
Proof to Myself
Prevent Redoing
Do Not get Bored
Keep On Going
Finish the Quest
Lumins
Standings
Race
Good Acts
Experience
Social Responsibility
Score
Accomplish
Win
Do It

44.
45.
46.
47.
48.
49.
50.
51.
52.
53.
54.
55.
56.
57.
58.
59.
60.
61.
62.
63.
64.
65.
66.
67.
68.
69.
70.
71.
72.
73.
74.
75.
76.
77.
78.
79.
80.
81.
82.
83.
84.
85.
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Get More
Lumins
Quests
Avatars
Competition Between Students
Talk with People
View Peoples Perspectives
Judgement
See Friends
See Peers Doing
Walk Anywhere
Help the City
Work Together with Friends
Chat with Peers
Peoples Perspectives
Own Submissions
Own Opinions
Real World
No Right No Wrong
Houses a Story
Characters
Competition
Problems
Reading
Write in Quests
Learning Math
Help People
Talking to Real People
Personalities
Avatars
Different Worlds
Different Places in Worlds
Different Scenery
Help Different People In Game
Help Friends
Glitches
Fly
ID Tag
Dance
Secret Place
Find People
Tool Sorter

APPENDIX P OPEN CODES 21ST CENTURY COMPETENCIES
1. Help Each Other
2. Reach the Same Point
3. Spending Time
4. Work as One Unit
5. Ahead in Quest Atlantis
6. Ask Researcher
7. Ask Teacher
8. Comprehensive Response
9. Find Game Character
10. Quiet Collaboration
11. Reconfirmation
12. Verbal Talks
13. Visual Cues
14. Work Together
15. Formative Feedback
16. Make a Choice
17. Navigation
18. Speaking Skills
19. Writing Skills
20. Between Researcher and Students
21. Between Students
22. Between Teacher and Student
23. Navigation
24. Paper with Calculations
25. Visible Classmates
26. Location
27. Mission Screen
28. Non-playing Character
29. Applying Knowledge
30. Challenge
31. Opinion
32. Write Report
33. Digital Citizen
34. General Citizenship
35. Character to meet in Game
36. Check
37. Objectives in Mission List
38. Probe
39. Randomly Pick On Things

40. Reconfirm
41. Talk to All Characters in Game
42. Activities
43. Hints and Clues
44. Internet
45. Location
46. Paper with Calculations
47. Student asks Researcher
48. Student asks Students
49. Student asks Teacher
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APPENDIX Q EDUCATION BOARD APPROVAL

Granted: Certificate on file.
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APPENDIX R EDUCATION BOARD CONDITIONAL APPROVAL

Granted: Certificate on file.
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