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Improving is more
important than...  

... earning 
a reward 

vs.vs.



"The positive cognitive effect on learners
adopting mastery goals has been verified."

Pintrich, 1996, p. 241, as cited in Schunk, 2012



" D I G I T A L  G A M E S  H A V E  B E E N

S H O W N  T O  P R O M O T E

G E N E R A L  E D U C A T I O N A L

S K I L L S . . .  



 . . . D O M A I N - S P E C I F I C

L E A R N I N G  O U T C O M E S . . .   



 . . A N D  A  W I D E  R A N G E  O F

C O G N I T I V E  A B I L I T I E S . "

V a n ( 2 0 1 5 )



USESUSESUSES
GAMES. . .GAMES. . .GAMES. . .

   AND. . .AND . . .AND . . .



. . .MICROCAPSULES. . .MICROCAPSULES. . .MICROCAPSULES



Reading
Writing
Speaking
Recall

Math



MAIN 
FEATURES



WOW!WOW!

WOW!
WOW!

WOW!WOW!

GAME-BASED
LEARNING



WOW!WOW!

REWARDS



LEVELS

WOW!WOW!



Moving into
a new level!



WOW!WOW!

FEEDBACK



WOW!WOW!

ANALYTICS



WOW!WOW! STUDY PLAN



MAIN 
ISSUES



NOT
RESPONSIVE



NOT FREE



"we need to understand how players make
sense of their experiences with digital games."

Van, E., 2015



It is difficult to
assess the player's

experience.



 P R O B L E M - S O L V I N G  I S  O N E

O F  T H E  M O S T  D I F F I C U L T

S K I L L S  T O  T E A C H . "

V a n ( 2 0 1 5 )



ELEVATE

POWERFUL TOOL
TO TRAIN SKILLS



ALL OUTOCOMES

ALL LEARNERS

ALL THE TIME

IS NOT APPROPRIATE



ThankThankThank
you!you!you!
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