
Research Question: 
How can the academic engagement of elementary school students increase by using video games?  
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Conclusion:Hypothesis:
If the educational game is visually appealing, engaging,
and fun to interact with, students will participate more
than they would in a typical lecture.

Introduction:
Educational video games help players learn and
develop their academic skills. The current school
system has a problem: teachers often give boring
lectures, especially to younger students. This makes
students unengaged and uninterested in learning,
which can lead to poor performance and negative
outcomes. My solution is to create an educational quiz
game using the Unity engine. By gamifying academics,
student participation will increase, and most
importantly, their academic performance will improve.

Method:
For this research project, I utilized the design thinking
method to develop my educational game. The Unity Engine
was instrumental in designing and structuring the game.
Initially, I researched the type of game I wanted to create.
Next, I investigated the subjects that elementary-aged
students struggle with the most, as they are my target
audience. Throughout the design thinking process, I
continuously reevaluated and restructured my game to
ensure the final product is user-friendly, easy to
understand, and enjoyable for young students.

Results:
The final product of the game includes quizzes on addition,
subtraction, multiplication, and division, each with ten
questions. Each quiz features a unique color scheme and
background music. The quizzes have colorful multiple-
choice options and amusing screens for correct, incorrect,
and completion responses. They also include sound effects
for correct and incorrect answers. After completing a quiz,
players are rewarded with a game to play.

Conclusion:
Overall, my research found that making education
colorful, fun, and easy increases participation and
engagement among younger students. I discovered
methods for creating effective educational games and
identified their pros and cons. The pros of educational
video games include improving younger students'
academic skills by making learning more enjoyable.
However, the cons are that these games can be very
addictive if children play them for too long, just like any
other game. My research also showed that gamifying
academics can increase student participation more
than typical lectures. This project not only taught me
how to create an educational video game but also
helped me practice and improve my game design skills.

Citations:
Ferlazzo, Larry. “Response: Ways to Use Games Effectively in the Classroom (Opinion).” ,
12 May 2019, www.edweek.org/teaching-learning/opinion-response-ways-to-use-games-
effectively-in-the-classroom/2019/05.
Nguyen, Hoa. “How to Use Gameplay to Enhance Classroom Learning.” , 26 Mar. 2021,
www.edutopia.org/article/how-use-gameplay-enhance-classroom-learning.
 Long, Cindy. “Want to up Your Teaching Game? Let the Students Play | NEA.” ,
www.nea.org/professional-excellence/student-engagement/tools-tips/want-your-teaching-
game-let-students-play.
Ovalle, Ignacio. “The Future of Education Games.” , 11 Feb. 2024, naavik.co/digest/edu-
games-future/.
Torchia, Rebecca. “Game-Based Learning Prepares K–12 Students for a Digital Future.” ,
11 May 2022, edtechmagazine.com/k12/article/2022/05/game-based-learning-prepares-k-
12-students-digital-future.
Diaz, Anthony. “Education from Games: Games as an Educational Device.” , 3 Feb. 2019,
medium.com/@diazanthony32/education-from-games-games-as-an-educational-device-
331202c5d21a. Accessed 10 Mar. 2025.
Nisbet, Jordan. “Understanding Game-Based Learning: Benefits, Potential Drawbacks and
Where to Begin.” , 21 June 2021, www.prodigygame.com/main-en/blog/game-based-
learning/.
Johan Jeuring, et al. “The 5/10 Method: A Method for Designing Educational Games.” , 26
Oct. 2014, pp. 364–369,
www.researchgate.net/publication/290892338_The_510_Method_A_Method_for_Designin
g_Educational_Games, https://doi.org/10.1007/978-3-319-12157-4_30.
Staff, A. L. I. “Exploring the Benefits of Video Games in Education.” , 5 Jan. 2024,
blog.acceleratelearning.com/exploring-the-benefits-of-video-games-in-education.‌


