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ABSTRACT

Researchershavepositeddifferenttypesofengagement,distinguishingbetweenbehavioral,cognitive,
andaffectiveengagementandtheoreticalframeworkshavehelpedexplainthepsychologicalaspects
ofengagement.However,gameresearchersshouldexaminealltypesofengagementusingmultiple
methodologiesasameanstounderstandwhatstudentsarelearningfromeducationalgamesduring
game play. Conclusive results require psychological aspects and learning characteristics to be
considered,butalsorequireadeeperunderstandingoftheintricatelinksbetweenlearningandgame
mechanicsforengagement.Thisarticlepresentsthefindingsfromaqualitativestudywiththirty
participantsthatfocusesontheimportanceofaffectiveandcognitiveengagementduringgameplay
witheducationalgames.Todothis,theresearchersusedFerranAlsina,agamethatwouldhelpto
develop learningcompetencesofprimaryeducationskills.Researchersobtained theexperiences
ofstudentsthroughagameplaysession,basicgamemetrics,think-aloudprotocol,observationand
focusgroups.Resultsshowsthatthegameprovidedparticipantsanactiveparticipationassociated
withbothaffectiveandcognitiveengagement.Withoutattentiontocognitiontheatuhorsrisklosing
valuabledata that relate toastudent’s learning.Researchersshouldconsidermultiplequalitative
methodologiesandgameplayexperienceanalysisasstudentexperiencesarequalitative.
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INTRoDUCTIoN

Thestudyofeducationalgameshasbeenongoing.Gee(2003),McGonigal(2011),Boyle,Connolly,
Hainey,andBoyle(2012)andotherauthorshavediscussedthepotentialofgamesforlearning,andthe
multidisciplinarynatureofgamesiswhathelpsmotivateandengageusers.Gamesareinsomeway
engagingandthishigherlevelofengagementcanhelpimprovetheintendedoutcomes.Engagement
isacomplexconceptandafundamentalconstructinthepsychologyofmotivationanddigitalgame
play(Cairns,2016).Intheliteratureispossibletoseethebenefits(Poondej&Lerdpornkulrat,2016)
andtodifferentiatethetermintothreecomponents:BehaviouralEngagement,AffectiveEngagement
andCognitiveEngagement.Insimpleterms,engagementreferstoaperson’sinvolvementinaspecific
activity.Onedescriptionsuggests it isacomplexmeta-constructwithbehavioural,affectiveand
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cognitivecomponentsthatvarybothsituationallyanddispositionally(Millsetal.,2013).Engagement
encompassvaryingcomponentsandthemainintentionofthispaperistoreportonoutcomesfrom
studyexaminingengagementissueswithaneducationalgamecalledFerranAlsina.

Thispaperpresents thefindingsfromaqualitativestudythatfocussesonthe importanceof
affectiveandcognitiveengagementduringgameplaywitheducationalgames.

ResearcherswereabletoanalyzetheresultsfromthirtystudentsfromtheBarcelonametropolitan
area.TheGIEresearchteamcreatedagamethatwouldhelpalsotodeveloplearningskills.The
gameusedtheCatalaneducationcurriculumtoworkonprimaryeducationlearningcompetences.
Previouswork related to this studyandgamehasbeen reported elsewhere (Contreras-Espinosa,
Eguia-Gomez,&Solano,2017).

Inaddition,thisarticlediscussessomequalitativemethodologies,includingthink-aloudprotocol,
focusgroups andobservation, that canhelp to examine typesof engagementduringgameplay.
Combiningmultiplemethodologiescanoftenprovidebetterresultsthanasinglemethodologyand
willbebetteratproducingdifferentinformation.Inaddition,achangeinabodylanguage,unprompted
utterancesandfacialexpressionsareusuallygoodindicationthataplayerisexperiencingastrong
emotionalreactiontoagame(Schell,2008).Theseincidentsarethefocusfortheobservingresearcher,
andoncetheparticipanthasovercomethescenariocausingthisresponse,theparticipantcanprovide
anexcellentinsightintotheirexperience(Knoll,2018).Itisvitaltocreatinghigh-qualitygamesfor
learning.Inaddition,basicgamemetricswereused.

Researchquestionsofinterestinclude:

RQ1:Howcouldtheuseofgameelementshelpstudents’affectiveandcognitiveengagementduring
gameplay?

RQ2:Howcouldtheuseofmethodologiesasobservation,think-aloudprotocol,basicgamemetrics
andfocusgroupshelpustofocusoncognitiveandaffectiveengagement?

Thisarticleisdividedintofoursections.Theliteraturereviewsurveyssomeofthepertinent
related research on video games, learning competences and engagement; the following section
describesthemethodusedtodevelopthisexperience.Thenextsectiondiscussesthegame’stheme,
aswellasthelearningskillsthestudentsmaydevelopusingtheeducationalgame.Thesubsequent
sectionmentionstheanalysisandfindingsobtained.Finally,thelastsectiondrawsthediscussion
andreferences.Thethemesemergingfromthestudycanberelevantfordesignersandresearchers
ofeducationalgameswhomaywishtohaveanalternativelensonengagement.

THEoRETICAL FRAMEwoRK

Games and Learning
Fordecades,authorssuchasGee(2003)orMcGonigal(2011)havediscussedthepotentialofgames
forlearning,andthemultidisciplinarynatureofgamesiswhathelpsmotivateusers.Theconceptof
engagementhasbeenrelatedtothenotionsofimmersion,presence,flowandabsorption(Brockmyer
etal.,2009).Intermsofgaming,animmersiveexperiencerelatestothegame’scapacitytoinduce
thefeelingofactuallybeingapartofthegameenvironment(Wirth,2007).Engagementisadesirable
stateandoutcomeofdigitalgameplayofitsown,animportantconcerninpeople’sdecision-making
topurchaseorplayparticulargamesandanimportantmediatorofthepositivesocialandindividual
outcomesofdigitalgames,suchaslearningorproductiveoutputs(Sarkar,Williams,Deterding,&
Cooper,2017),andisrelatedfurthertoawiderangeofelementsinherentinthegames.Gameelements
areextremely important forabetterexperience (Fitz-Walter, Johnson,Wyeth,Tjondronegoro,&
Scott-Parker,2017).
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