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In an effort to increase engagement and student success, while incorporating new media
literacies, the use of video games can have a significant impact on:
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images in a crucial story moment. (Baghadoust, L. (Producer). (2015). Life is Strange. Tokyo,

collaborative, non-linear i
THEORETICAL FRAMEWORK B &)

* Supports visual, auditory,
and kinesthetic learning

Sample observation analysis of the introductory cut-scene from Uncharted 2:
Among Thieves (part of Uncharted: The Nathan Drake Collection):
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* Students are more actively engaged in learning tasks when in the Interactive mode. From the cut-scene discussed

Stud hen in the i ; d b dinferri d land b above, Nathan Drake, the main
tudents, when In the interactive mode, go beyond interring and recall and become character in the third person action

active participants in co-creation. adventure game Uncharted 2:

* Invideo games, players are co-creators of the story, as each action and choice alters AUUETE ETER, DG e
the narrative outcome adventure with a thrilling escape.

(Hennig, A. (Director). (2015).

REFERENCES

1. Chi, M. T. H. and Wylie, R. (2014). The ICAP Framework: Linking Cognitive Engagement to Active
Learning Outcomes. Educational Psychologist, 49(4), 219-243. DOI:
10.1080/00461520.2014.965823

* Curricular materials will be designed with the intent of engaging students and Uncharted: The Nathan Drake 2. Collins, A. and Halverson, R. (2009). Rethinking Education in the Age of Technology: The Digital
encouraging interactive mode behaviors. Collection. Austin, TX: Bluepoint Revolution and Schooling in America. New York, NY: Teachers College Press.
Games.) 3. Eseryel, D,, Law V., Ifenthaler, D., Ge X., & Miller R. (2014). An Investigation of the

* Constructivist teaching will allow student-directed learning opportunities that

: : Interrelationships between Motivation, Engagement, and Complex Problem Solving in Game-
encourage collaboration and student-based projects. P 598 P g

based Learning. Educational Technology & Society, 17 (1), 42-53.




