COMPUTER
GAMES FOR

LEARNING

AN EVIDENCE-BASED APPROACH

Computer Games for Learning: An Evidence-
Based Approach (MIT Press)

By Richard E. Mayer

Read Online ©

Computer Gamesfor Learning: An Evidence-Based Approach (MIT Press)
By Richard E. Mayer

Many strong claims are made for the educational value of computer games, but
thereis aneed for systematic examination of the research evidence that might
support such claims. This book fills that need by providing, a comprehensive and
up-to-date investigation of what research shows about learning with computer
games.

Computer Games for Learning describes three genres of game research: the
value-added approach, which compares the learning outcomes of students who
learn with a base version of a game to those of students who learn with the base
version plus an additional feature; the cognitive consegquences approach, which
compares learning outcomes of students who play an off-the-shelf computer
game for extended periods to those of students who do not; and the media
comparative approach, which compares the learning outcomes of students who
learn material by playing a game to those of students who learn the same material
using conventional media.

After introductory chapters that describe the rationale and goals of learning game
research as well as the relevance of cognitive science to learning with games, the
book offers examples of research in all three genres conducted by the author and
his colleagues at the University of California, Santa Barbara; meta-analyses of
published research; and suggestions for future research in the field. The book is
essential reading for researchers and students of educational games, instructional
designers, learning-game devel opers, and anyone who wants to know what the
research has to say about the educational effectiveness of computer games.
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Many strong claims are made for the educational value of computer games, but there is a need for systematic
examination of the research evidence that might support such claims. This book fills that need by providing,
a comprehensive and up-to-date investigation of what research shows about |earning with computer games.

Computer Games for Learning describes three genres of game research: the value-added approach, which
compares the learning outcomes of students who learn with a base version of a game to those of students
who learn with the base version plus an additional feature; the cognitive consequences approach, which
compares learning outcomes of students who play an off-the-shelf computer game for extended periodsto
those of students who do not; and the media comparative approach, which compares the learning outcomes
of students who learn material by playing a game to those of students who learn the same materia using
conventional media.

After introductory chapters that describe the rationale and goals of learning game research as well asthe
relevance of cognitive science to learning with games, the book offers examples of research in all three
genres conducted by the author and his colleagues at the University of California, Santa Barbara; meta-
analyses of published research; and suggestions for future research in the field. The book is essential reading
for researchers and students of educational games, instructional designers, |earning-game devel opers, and
anyone who wants to know what the research has to say about the educational effectiveness of computer
games.
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Editorial Review
Review

Mayer's research on computer gamesis exemplary in afield where there are many 'one shot' studies. His
research program is dynamic, theoretically guided, and builds carefully from one study to the next. It is
described in this book which should be read by anyone interested in using computer games for instruction.

(Sigmund Tobias, Eminent Research Professor, Division of Educational Psychology and Methodol ogy,
University at Albany, SUNY)

Among the enthusiastic calls for game-based learning, Richard Mayer has balanced the hype with areadable,
unbiased look at what research tells us about gamification. From training manager to course devel oper,
workforce learning practitioners should digest the guidelines in this book to inform their decisions about
when and how to best use games for learning.

(Ruth Calvin Clark, author of Evidence-Based Training Methods)

" Computer Games for Learning is an indispensable read for anyone interested in the field of games and
learning. Richard E. Mayer applied his thoughtful, systematic, and rigorous approach to the review of
empirical research to this areato produce what will become the standard work on thistopic.

(Jan L. Plass, Paulette Goddard Chair in Digital Media and Learning Sciences, New Y ork University; Co-
Director, Games for Learning Institute)

About the Author

Richard E. Mayer is Professor in the Department of Psychological and Brain Sciences at the University of
California, Santa Barbara. He is the author or editor of more than twenty-five books, including Applying the
Science of Learning and Multimedia Learning.

Users Review
From reader reviews:
Paul Norris;

This Computer Games for Learning: An Evidence-Based Approach (MIT Press) are usually reliable for you
who want to be described as a successful person, why. The main reason of this Computer Games for
Learning: An Evidence-Based Approach (MIT Press) can be one of several great books you must have is
definitely giving you more than just simple looking at food but feed a person with information that maybe
will shock your before knowledge. This book is usually handy, you can bring it everywhere you go and
whenever your conditions at e-book and printed ones. Beside that this Computer Games for Learning: An
Evidence-Based Approach (MIT Press) giving you an enormous of experience including rich vocabulary,
giving you trial run of critical thinking that we know it useful in your day task. So, let's have it and luxuriate



in reading.

Kim Deyoung:

The particular book Computer Games for Learning: An Evidence-Based Approach (MIT Press) will bring
you to definitely the new experience of reading abook. The author style to clarify the ideais very unique.
When you try to find new book to study, this book very suitable to you. The book Computer Games for
Learning: An Evidence-Based Approach (MIT Press) is much recommended to you to learn. Y ou can also
get the e-book from the official web site, so you can easier to read the book.

Carol Shull:

Many people spending their period by playing outside with friends, fun activity along with family or just
watching TV the whole day. Y ou can have new activity to pay your whole day by examining a book. Ugh,
do you think reading a book can definitely hard because you have to use the book everywhere? It ok you can
have the e-book, taking everywhere you want in your Cell phone. Like Computer Games for Learning: An
Evidence-Based Approach (MIT Press) which is getting the e-book version. So, try out this book? Let's
notice.

Keith Dunn:

Isit you who having spare time subsequently spend it whole day by simply watching television programs or
just telling lies on the bed? Do you need something new? This Computer Games for Learning: An Evidence-
Based Approach (MIT Press) can be the answer, oh how comes? A book you know. Y ou are therefore out of
date, spending your free time by reading in this new erais common not a nerd activity. So what these
textbooks have than the others?
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