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Chapter  13

THE TIME FACTOR IN EDUCATION

Time is one of the most polysemic words in every 
language. From objective time to the subjective 
perception of time at individual and collaborative 
levels, the concept of time may be defined and 

perceived in many forms. In educational contexts, 
the time factor is an implicit transversal perspective 
that some approaches have tried to make explicit 
by defining different typologies of academic time. 
The time factor and time quality are important 
aspects in the understanding of learning activi-
ties (Gros, Barberà & Kirschner, 2010; Romero, 
2010). This is especially true in active learning 
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ABSTRACT

From primary and secondary educational levels to higher education and lifelong learning, the use of 
games for educational purposes has become a focus of increasing interest for instructional designers, 
teachers, and researchers. To ensure the achievement of learning objectives and competency in the use 
of games for educational purposes, the use of Game-Based Learning (GBL) in the curriculum should 
be considered in terms of its learner-centred characteristics, game dynamics, and interactional require-
ments. A dimension that involves all these characteristics is the time factor. Time is considered in this 
chapter from three different points of view: learner’s psychological time; temporal gameplay; and the 
“interaction tempo” required for successfully including games in the curriculum. This chapter describes 
four typologies of the time factor: time-on-task; temporal perspectives of learners; temporal gameplay; 
and interaction tempo. Finally, the chapter proposes practical ideas for game designers and teachers 
when using GBL in face-to-face and online contexts.
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methodologies such as Game Based Learning 
(GBL), where students have a central role – and 
time represents an important factor when includ-
ing games in the curriculum.

In this chapter, we aim to characterise the time 
factor from a variety of perspectives: the learner’s 
perspective; the game based learning task as pro-
posed to the learner; the tempo of the interaction 
of the learner with other learners; and the learner 
with the game. Figure 1 shows an overview of 
the typologies of time that will be addressed in 
this chapter and the relationships between these 
different concepts of time.

THE TIME FACTOR IN GAME BASED 
LEARNING

Learner Time in Game-
Based Learning

Learner time can be considered from a time use 
perspective to identify temporal resources and time 
management competencies; as time (self, co-, and 
socially shared) regulation of academic time; and 
also from the psychological perspective—such as 
a student’s temporal perspectives and orientation 
to multitasking.

The Time-on-Task Approach

In this approach, time is considered as a learner 
resource that can be allocated to GBL or other 
concurrent activities. The learner time-on-task 
allocation and regulation in the context of GBL is 
an important factor in understanding the learner’s 
level of achievement and temporal pressure during 
the game (Usart & Romero, 2012). To characterise 
the time-on-task in GBL, we analyse student time 
according to the ALT model. The ALT model has 
been designed to characterise the different typolo-
gies of time: including scheduled time (e.g., the 
academic semester in which the course using the 
game is scheduled); a teacher’s allocated time for 
starting and finishing the game (i.e., the game 
duration); engaged time or time-on-task (i.e., the 
time in which the learner is playing the game); and 
effective learning time (i.e., the specific moments 
when the student is learning through playing). 
The ALT model was designed for assessing new 
or beginning teachers. The model distinguishes 
different types of time in the process of teaching 
and learning and the relationships between them, 
including both hierarchical and interactional 
relationships. Firstly, effective learning time is 
considered, including the time in which the stu-
dent is ‘effectively’ learning. Effective learning 
time is found within the time devoted to the task 

Figure 1. The time factor in game based learning



 

 

17 more pages are available in the full version of this document, which may

be purchased using the "Add to Cart" button on the publisher's webpage:

www.igi-global.com/chapter/time-factor-curriculum-integration-game/75803

Related Content

Power Explorer: Is Indoctrination Right?
Paschalina Skamnioti (2014). Cases on the Societal Effects of Persuasive Games (pp. 116-144).

www.irma-international.org/chapter/power-explorer/113485

Experiencing Presence in a Gaming Activity Improves Mood After a Negative Mood Induction
Stefan Weber, Fred W. Mastand David Weibel (2020). International Journal of Gaming and Computer-

Mediated Simulations (pp. 1-22).

www.irma-international.org/article/experiencing-presence-in-a-gaming-activity-improves-mood-after-a-negative-mood-

induction/268880

Investigating Perceptions of Avatar Creation for Use in Educational MUVEs
Joseph DiPietro (2009). International Journal of Gaming and Computer-Mediated Simulations (pp. 50-62).

www.irma-international.org/article/investigating-perceptions-avatar-creation-use/37538

GaminScrum an Adaptive Gamification Approach Applied to Agile Processes
Maha Khemajaand Syrine Khelifi (2022). Handbook of Research on Gamification Dynamics and User

Experience Design (pp. 161-188).

www.irma-international.org/chapter/gaminscrum-an-adaptive-gamification-approach-applied-to-agile-processes/311135

Gaming Ethics, Rules, Etiquette, and Learning
Laurie N. Taylor (2009). Handbook of Research on Effective Electronic Gaming in Education (pp. 1057-

1067).

www.irma-international.org/chapter/gaming-ethics-rules-etiquette-learning/20136

http://www.igi-global.com/chapter/time-factor-curriculum-integration-game/75803
http://www.irma-international.org/chapter/power-explorer/113485
http://www.irma-international.org/article/experiencing-presence-in-a-gaming-activity-improves-mood-after-a-negative-mood-induction/268880
http://www.irma-international.org/article/experiencing-presence-in-a-gaming-activity-improves-mood-after-a-negative-mood-induction/268880
http://www.irma-international.org/article/investigating-perceptions-avatar-creation-use/37538
http://www.irma-international.org/chapter/gaminscrum-an-adaptive-gamification-approach-applied-to-agile-processes/311135
http://www.irma-international.org/chapter/gaming-ethics-rules-etiquette-learning/20136

