What is the value of
Game-Based Learning?
Playing and designing games have been of interest to K-12 educators as ways to support student learning. Parents are also increasingly
accepting of video and board games as their choice of family activity, based on a 2018 survey by the Entertainment Software
Association of Canada finding that 71% of Canadian parents play video games with their children. Game-Based Learning involves
learning situations where children play or design games – whether digital, physical, or table-top games – in which they solve problems
and gradually develop new knowledge and skills. Games have been found to improve students’ motivation and cognitive development,
such as memory and reasoning.
Key elements of Game-Based Learning include:
• Students working towards a goal, making decisions, and experiencing the consequences of those decisions. For example, the
		 primary objective of the game ‘Monopoly’ is to own as much property and to have the most money by the end of the game, make
		 financial-related decisions including managing money and deciding to sell/purchase property, and experience the consequences
		 of paying rent when landing on other player’s properties, paying loans/taxes to the bank, losing your property if unable to make
		payments;
• Different approaches such as playing games, modifying games, and designing games; and
• Games being easy to learn and interesting to the learner (e.g. ‘Inversé’ is a game with only a few rules and colourful wooden
		 pieces, yet can be highly interesting while supporting spatial thinking: volume, estimation, mental rotation).

HERE ARE 3 KEY TIPS FOR TEACHERS AND PARENTS LOOKING TO USE GAMES
TO SUPPORT LEARNING:
1. You don’t have to be an expert at playing games: Students may have better gaming skills. However, it’s important to
remember that as a teacher and/or parent, it’s not essential for you to master the game, but rather to play it for yourself (or
with your child) so that you can understand how it might align with targeted learning goals.
2. Make connections to other subjects: While students learn many things through playing games (i.e. rules, strategies), they
can also learn about a variety of subject areas through the social interactions involved (e.g. how shifting allies or enemies
changes political and economic relationships, in the videogame ‘Civilization’).
3. Facilitate a redesign project to encourage creativity and critical thinking by:
• Encouraging students to change specific game elements (e.g. game rules, number of players, the dimensions or shapes of
		 the game board or pieces)
• Reimagining the game by changing the storyline (e.g. creating new characters, changing setting, and creating new
		 challenges for players)
• Changing the game structure (e.g. changing the game goal, making the game based on strategy instead of chance)
• Making a new game by integrating two different existing games (e.g. combining the games ‘Inversé’ and ‘Connect 4’)
Research demonstrates that Game-Based Learning enhances essential life skills that are foundational to a child’s development. In
particular, Game-Based Learning provides students with an interactive learning experience where they have the opportunity to use and
develop many different cognitive, social, and physical skills. Problem solving, critical thinking, strategy development, decision making,
and teamwork are some of the many skills that games can provide.
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