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executive Summary

,Q�)DOO�������WKH�-RDQ�*DQ]�&RRQH\�&HQWHU��RQ�EHKDOI�
of the Games and Learning Publishing Council, sur-
veyed 694 K-8 teachers from across the United States 
RQ�ZKHWKHU�DQG�KRZ�WKH\�DUH�XVLQJ�GLJLWDO�JDPHV�ZLWK�
WKHLU�VWXGHQWV��+HUH�DUH�VRPH�NH\�ȴQGLQJV�DQG�UHFRP-
mendations from this research: 

findingS
�+ digitaL gameS have Landed in K-8 cLaSSroomS. 
1HDUO\�WKUHH�TXDUWHUV�������RI�.���WHDFKHUV�UHSRUW�
XVLQJ�GLJLWDO�JDPHV�IRU�LQVWUXFWLRQ��)RXU�RXW�RI�ȴYH�RI�
these teachers say their students play at least monthly, 
DQG�����VD\�WKH\�GR�VR�DW�OHDVW�ZHHNO\��'LJLWDO�JDPH�
XVLQJ�WHDFKHUV�DOVR�VD\�WKH\ȇUH�XVLQJ�JDPHV�WR�GHOLYHU�
FRQWHQW�PDQGDWHG�E\�ORFDO�������DQG�VWDWH�QDWLRQDO�
FXUULFXOXP�VWDQGDUGV��������DQG�WR�DVVHVV�VWXGHQWV�RQ�
VXSSOHPHQWDO�������DQG�FRUH�NQRZOHGJH�������

�+ Who’S uSing gameS With their StudentS? Gender 
does not predict digital game use in instruction, but 
\RXQJHU�WHDFKHUV��WKRVH�ZKR�WHDFK�DW�VFKRROV�VHUY-
LQJ�ORZ�LQFRPH�VWXGHQWV��DQG�WHDFKHUV�ZKR�SOD\�
GLJLWDO�JDPHV�IRU�WKHLU�RZQ�SOHDVXUH�DUH�PRUH�OLNHO\�
WR�XVH�JDPHV�ZLWK�WKHLU�VWXGHQWV��<RXQJHU�WHDFKHUV�
DQG�WKRVH�ZKR�SOD\�GLJLWDO�JDPHV�IUHTXHQWO\�OHW�WKHLU�
students play more often, too. In turn…

�+ teacherS Who uSe gameS more often report 
greater improvement in their StudentS’ core and 
SuppLementaL SKiLLS. Coincidentally, the teachers 
that use games more regularly also use games to hit a 
ZLGHU�UDQJH�RI�REMHFWLYHV��WHDFK�FRUH�DQG�VXSSOHPHQ-
tal content, assess students) and expose students to a 
ZLGHU�YDULHW\�RI�JDPH�JHQUHV�DQG�GHYLFHV�

�+ educationaL gameS ruLe in K-8 cLaSSroomS. Four 
RXW�RI�ȴYH�JDPH�XVLQJ�WHDFKHUV�VD\�WKHLU�VWXGHQWV�
primarily play games created for an educational 
DXGLHQFH��FRPSDUHG�WR�MXVW����ZKRVH�VWXGHQWV�
most often play commercial games. Eight percent of 
game-using teachers say their students mostly play 
D�K\EULG�RI�WKH�ȴUVW�WZR�RSWLRQVȃHQWHUWDLQPHQW�
games that have been adapted for educational use.

�+ feW teacherS are uSing Learning gameS of the 
immerSive variety, the kind that lend themselves 
to deep exploration and participation in the types 
of activities that set digital games apart from more 
didactic forms of instruction. Most teachers instead 
UHSRUW�XVLQJ�VKRUW�IRUP�JDPHV�WKDW�VWXGHQWV�FDQ�ȴQ-
LVK�ZLWKLQ�D�VLQJOH�FODVV�SHULRG��:KLOH�ODFN�RI�WLPH�LV�
D�OLNHO\�H[SODQDWLRQ��WHDFKHUV�PD\�DOVR�ȴQG�VKRUWHU�
form games to be easier to map to curriculum stan-
dards.

�+ digitaL game integration iS hard.�(GXFDWRUV�ZKR�
GR�QRW�WHDFK�ZLWK�GLJLWDO�JDPHV�DUH�PRUH�OLNHO\�WKDQ�
JDPH�XVLQJ�WHDFKHUV�WR�UHSRUW�WKDW�WKH\�DUH�ȊQRW�
VXUH�KRZ�WR�LQWHJUDWH�JDPHVȋ�LQWR�WKHLU�WHDFKLQJ��
VXJJHVWLQJ�KRZ�FRQVHTXHQWLDO�WKLV�XQFHUWDLQW\�FDQ�
EH��7KDW�VDLG������RI�GLJLWDO�JDPH�XVLQJ�WHDFKHUV�
ZLVK�LW�ZHUH�HDVLHU�WR�ȴQG�FXUULFXOXP�DOLJQHG�
JDPHV��DQG�MXVW�����EHOLHYH�WKDW�D�VXɚFLHQW�YDULHW\�
of such games even exist. 

�+ teacherS are Learning to teach With digitaL 
gameS via more informaL meanS��L�H���IURP�IHOORZ�
teachers and by self teaching) than formal train-
ing programs (i.e., pre-service and in-service). As a 
result, teachers may not be getting exposure to the 
broader range of pedagogical strategies, resources, 
and types of games that can enhance and facilitate 
digital game integration.

�+ mixed marKS on Stem Learning. 1HDUO\�WKUHH�
TXDUWHUV�������RI�GLJLWDO�JDPH�XVLQJ�WHDFKHUV�UHSRUW�
that games have been effective in improving their 
VWXGHQWVȇ�PDWKHPDWLFV�OHDUQLQJ��+RZHYHU��RQO\�����
UHSRUW�WKH�VDPH�DERXW�WKHLU�VWXGHQWVȇ�VFLHQFH�OHDUQ-
LQJ��GHVSLWH�UHVHDUFK�VXJJHVWLQJ�WKDW�JDPHV�DUH�ZHOO�
VXLWHG�IRU�WHDFKLQJ�FRPSOH[�VFLHQWLȴF�FRQFHSWV�

�+ Seeing the benefitS of co-pLay. 2QO\�����RI�
game-using teachers report digital games as being 
HIIHFWLYH�LQ�LPSURYLQJ�VWXGHQWVȇ�VRFLDO�VNLOOV��ZKLFK�
LV�ORZ�FRPSDUHG�WR�RWKHU�VNLOOV�TXHULHG��%XW�WHDFK-
HUV�ZKRVH�VWXGHQWV�SULPDULO\�SOD\�WRJHWKHU��LQ�SDLUV��
VPDOO�JURXSV��DV�D�ZKROH�FODVV��ZHUH�PRUH�OLNHO\�WR�
report improvements in student social skills than 
WHDFKHUV�ZKRVH�VWXGHQWV�SOD\�DORQH�
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recommendationS
�+ eStabLiSh an induStry-Wide frameWorK for 

deScribing and evaLuating educationaL gameS. 
:LWK�GHVLJQDWLRQV�DV�EURDG�DV�ȊHGXFDWLRQDO�
JDPHV�ȋ�ȊPDWK�JDPHV�ȋ�ȊOLWHUDF\�JDPHV�ȋ�DQG�VR�
RQ��KRZ�FDQ�WHDFKHUV�NQRZ��DV�WKH\�EURZVH�DQG�
VHDUFK��ZKLFK�WLWOHV�ZLOO�EHVW�ȴW�VWXGHQWVȇ�LQWHUHVWV��
DOLJQ�ZLWK�VWDQGDUGV��XQLWV��DQG�OHVVRQ�SODQV��ȴOO�
DYDLODEOH�FODVV�WLPH��DQG�ȴW�WKHLU�WLJKW�EXGJHWV"�
*DPH�GHYHORSHUV��GLVWULEXWRUV��UHYLHZ�VLWHV�VHU-
YLFHV��DQG�HGXFDWRUV�VKRXOG�WRJHWKHU�FRPH�XS�ZLWK�
common nomenclature around learning game sub-
categories, and then use this taxonomy to label, 
PDUNHW��DQG�UHYLHZ�WKHP��:H�UHFRPPHQG�JRLQJ�
beyond the simple adaptation of existing commer-
FLDO�JHQUH�QDPHV��H�J���SX]]OH��DFWLRQ�JDPHV�ȃDV�
PDQ\�ZKR�KDYH�DWWHPSWHG�WKLV�WDVN�EHIRUH�KDYH�
GRQHȃDQG�FUHDWLQJ�PHDQLQJIXO�QHZ�WHUPV��

�+ eLevate aWareneSS of aLternative meanS of inte-
grating gameS into inStruction. When scholars 
DQG�SUDFWLWLRQHUV�ȴUVW�EHJDQ�LQVSLULQJ�XV�ZLWK�WKHLU�
visions for digital game-based learning, they cer-
WDLQO\�ZHUHQȇW�ZULWLQJ�DERXW�GULOO�DQG�SUDFWLFH�JDPHV��
<HW�WKLV�LV�ZKDW�VR�PDQ\�.���WHDFKHUV�DUH�VWLOO�XVLQJ�
ZLWK�VWXGHQWV�WRGD\��8QWLO�WHDFKHUV�DQG�VWXGHQWV�
DUH�IUHHG�IURP�RUJDQL]DWLRQDO�FRQVWUDLQWV�WKDW�OLPLW�
ORQJHU�VWUHWFKHV�RI�VWXGHQW�JDPHSOD\��WKHUH�DUH�ZD\V�
of situating play sessions in relation to the broader 
OHVVRQ�SODQ�WKDW�FDQ�IUHH�WHDFKHUV�WR�XVH�D�ZLGHU�
YDULHW\�RI�JDPHV��WHDFKHUV�VLPSO\�QHHG�KHOS�ȴJXULQJ�
RXW�KRZ��$OWHUQDWLYHO\��WHDFKHUV�FDQ�DGRSW�D�ȵLSSHG�
PRGHO�RI�LQVWUXFWLRQ��ZKHUHE\�VWXGHQWV�SOD\�ORQJHU�
IRUP�JDPHV�IRU�KRPHZRUN�DQG�VSHQG�FODVV�WLPH�

discussing key lessons. Professional development 
programs and resources can help promote these 
strategies among teachers. 

�+ inveSt in the creation of innovative integra-
tion modeLS for cLaSSroom digitaL gamepLay. 
We encourage foundations, government agencies, 
DQJHO�IXQGHUV��DQG�YHQWXUH�FDSLWDO�ȴUPV�WR�LQYHVW�LQ�
R&D on solutions that can strike the optimal balance 
EHWZHHQ�FODVVURRP�FXUULFXOXP�LQWHJUDWLRQ��IXQ�
HQJDJHPHQW��DQG�OHDUQLQJ�HɚFDF\��DQG�HQFRXUDJH�
researcher-developer-educator teams to investi-
JDWH�DQG�LQYHQW�LQ�WKH�VSDFH�WKDW�OLHV�VRPHZKHUH�
LQ�EHWZHHQ�LPPHUVLYH��HQWHUWDLQPHQW�JDPHV�DQG�
educational drill-and-practice titles.

�+ provide univerSaL technoLogy training for  
pre-Service teacherS.�-XVW����RI�.���WHDFKHUV�
report receiving pre-service training on digital game 
LQWHJUDWLRQ��7HDFKHUV�ZLWKRXW�IRUPDO�WUDLQLQJ�DUHQȇW�
being exposed to the broader range of instructional 
strategies that can enhance and facilitate digital 
game integration. We therefore urge policymakers 
to allocate funds to states and school districts to set 
XS�SDUWQHUVKLSV�ZLWK�XQLYHUVLWLHV�DQG�RWKHU�WHDFKHU�
FHUWLȴFDWLRQ�SURJUDPV�WR�RIIHU�DGHTXDWH�WHFKQRORJ\�
and digital game training for the future teachers of 
young children. 

�+ create and promote onLine training reSourceS. 
According to the survey, in-service teachers rely on 
colleagues and mentors most for professional learn-
ing and advice on digital game based teaching. While 
D�QXPEHU�RI�H[FHOOHQW�WHDFKHU�IDFLQJ�ZHEVLWHV�WKDW�

serve these purposes already exist, a minority of K-8 
WHDFKHUV�VD\�WKH\ȇUH�XVLQJ�WKHP��7KLV�PHDQV�WKDW�ZH�
need to do more to promote these online resources, 
DQG�LGHQWLI\�KRZ�WKH\�FDQ�PRUH�HIIHFWLYHO\�DGGUHVV�
WHDFKHUVȇ�SHGDJRJLFDO�TXHVWLRQV�DV�ZHOO�DV�WKHLU�OLIH-
VW\OHV��OHDUQLQJ�VW\OHV��DQG�RUJDQL]DWLRQDO�FRQVWUDLQWV��

�+ conduct foLLoW-up reSearch and Share WideLy 
With StaKehoLderS. One issue surfaced in the 
UHSRUWȇV�SURȴOH�DQDO\VHV�LV�WKH�UHODWLRQVKLS�EHWZHHQ�
ORZHU�OHYHOV�RI�FRPPXQLW\�VXSSRUW�DQG�ORZHU�YDOX-
DWLRQV�RI�OHDUQLQJ�UHODWHG�WR�VWXGHQWVȇ�XVH�RI�GLJLWDO�
JDPHV�DPRQJ�FHUWDLQ�WHDFKHUV��,W�ZRXOG�WKHUHIRUH�EH�
XVHIXO�WR�FRQGXFW�D�VLPLODU�VXUYH\�ZLWK�SULQFLSDOV��
technology administrators, superintendents, and 
RWKHU�GLVWULFW�OHYHO�HPSOR\HHV�DV�D�ZD\�RI�VXUIDFLQJ�
their perspectives on digital game-based teaching 
and learning. Doing so could shed light on the sup-
port problem. Finally, teachers and administrators 
DOLNH�VKRXOG�EH�EHWWHU�LQIRUPHG�RI�WKH�ȴQGLQJV�IURP�
this and other digital game-based learning research. 
7KH�PRUH�DOO�VWDNHKROGHUV�NQRZ�DERXW�HDFK�RWKHUȇV�
SUDFWLFHV�DQG�SHUFHSWLRQV��WKH�HDVLHU�LW�ZLOO�EH�WR�
establish a shared vision and align decision-making 
across classroom, school, and district levels.
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