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The Learn2Play4Future project is dedicated to assessing the influence
and efficacy of game-based learning (GBL) and gamification across
various educational settings. The project aspires to: 

boost students’ engagement, motivation,
and creativity by weaving educational
games and gamification techniques into
learning experiences. 

strengthen teacher training by embedding
digital games into the curriculum, equipping
future educators with the skills to effectively
implement GBL in their classrooms. 

generate research exploring the long-
term impact of GBL on students'
academic achievement and skill
progression. 

create the Edu Game Maker Toolbox, a
practical resource designed to help
educators develop and apply educational
games. 

R4.1.: A comprehensive methodological plan for the implementation of the research
activities in the project with clear objectives, research aims, timeline, division of tasks,
milestones. It will be published online and free to use.

R4.2.: Baseline comparative report presenting international best practices in
implementing university courses focused on game-based learning and educational
games development. This report will be a key resource for the project partners in
process of designing new courses brought by this project in WP2 and implemented
under WP3

WP 4 – AIMS, OBJECTIVES AND DELIVERABLES 

R4.3.: Needs analysis among educators and students at each of the participating
universities. Results of this analysis will also be a key resource for project partners in
designing the syllabi of the courses created and implemented in WPs 2 and 3.

R4.4.: Course effectiveness data reports which will highlight the satisfaction for students with
the implemented courses in their different implementation stages throughout the project.
Analysis of these data sets will enable project partners to improve the courses in between pilot,
main and sustainability stage. 

R4.5.: UX data analysis report, which will inform the production of Edu Game Maker
Toolbox in WP5.    

R4.6.: An extensive research study (broken down to a number of published academic
articles) showcasing the impact of educational games on student motivation, learning
outcomes, inclusive engagement, and skill development compared with traditional
learning methods among students especially in school education. 

9 partner university staff
members

EXPECTED NUMBER AND PROFILE OF PARTICIPANTS

50 external universities, individual
experts reached by the published
research  

250 students participating in either
focus groups, questionnaire data
gathering or courses themselves, 
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AIM: To conduct a baseline analysis in the project partners' countries to establish the
status quo in game-based learning and gamified learning experiences together with
educational games’ creation in the context of higher education.  
TASKS:  

Analyze current practices in the Game-Based Learning approach (GBL), gamification
technique (GT), and educational games; development programmes (EGD) in higher
education institutions; 
Analyze documents on game-based learning effectivity; 
Analyze institutional documents (e.g. study programs, subject syllabi Meaning syllabi
of the study programmes at UNIs which have GBL courses and policies related to
GBL, GT and EGD; 

OUTCOME: Preparing a baseline comparative report presenting best practices in
implementing university courses focused on game-based learning and educational
games development in the partner countries.  
DEADLINES:  

Research Timeframe
01.09.2024 – 30.11.2024: WP 4 PLAN DEVELOPMENT 

AIM: To create a plan with a timeframe aligned with the project outcomes concerning
the research package (WP4)  
TASKS:  

Draft a document with guidelines for project activities 
Create a timeline for data collection across different stages of course
implementation.  
Propose methods (with research questions and tools for measuring engagement and
learning outcomes e.g., questionnaires, and analytical categories for game use).  

OUTCOME: Comprehensive research plan regarding research aims, objectives and
prospective outcomes.  
DEADLINES:

01.12.2024 – 28.02.2025: BASELINE ANALYSIS 

PAGE 3

Additional documents regarding this stage:  
Baseline analysis detailed plan 1.

https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/EYLL8D51Tc5LmAdDG-56iFkBqj8BZm4Tr3sGJK4arInrCQ?e=EO7VAC
https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/EfVsQPe-C49BtFoQizS2XswBqn-yzaagiaKBa82qZxl7qA?e=X3H48S


AIM: To gauge students’ perception of GBL, GT & EDG; to assess their motivation level
in relation to the possibility of applying GBL, GT & EDG.   
 
TASKS:  

Administer pre- and post-tests (120 questionnaires) to evaluate students'
perceptions of Game-Based Learning (GBL), Gamification Techniques (GT), and
Educational Digital Games (EDG) development, as well as their motivation and other
affective components (e.g., anxiety levels, engagement, or attitude). These tests will
be conducted before and after the course to measure changes and assess the
impact of these methodologies on student attitudes and emotional responses. 
To conduct observation logs and reflective diaries documenting the classroom
experience for students, practical challenges, and strategies for overcoming them in
relation to conducting courses on GBL, GT and EDG (for teachers).  
UX research:
https://docs.google.com/document/d/1A6gPDdfLnU15lc6iQFDlUldsRPI6vsoJgza6yG
cLTy8/edit?tab=t.0 

OUTCOME: Report presenting the results of qualitative and quantitative analyses

DEADLINES:   

Additional documents regarding this stage:  

1. Research for the pilot phase- a detailed plan 
2. UX methodology document 

Research Timeframe

01.09.2025-31. 01.2026 - COURSE I – PILOT STAGE 
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1.02.2026 – 28.02.2026: FIRST COLLOQUIUM & FOCUS GROUP
SESSIONS 

AIM: To gather students, teachers and experts’ perceptions on the effectiveness of GBT and
EGD courses and to review the impact of the game-based learning syllabus after its initial
implementation. 

https://docs.google.com/document/d/1A6gPDdfLnU15lc6iQFDlUldsRPI6vsoJgza6yGcLTy8/edit?tab=t.0
https://docs.google.com/document/d/1A6gPDdfLnU15lc6iQFDlUldsRPI6vsoJgza6yGcLTy8/edit?tab=t.0
https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/EWRJaDgJhnpJrLsrlh1g__MBw1KVJaMAaVDO0-iHMygRFw?e=u3EMGe
https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/Efk8h6Wn10FOiGtewigQpWMBx29bKKA8GSxetadzlQIUJw?e=F6aegW
https://docs.google.com/document/d/1A6gPDdfLnU15lc6iQFDlUldsRPI6vsoJgza6yGcLTy8/edit?tab=t.0


Research Timeframe
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TASKS: 

Organize and conduct the colloquium to present preliminary results of the
consortium’s work 
Gather feedback and insights from participants regarding their experiences with
the syllabi and the courses through focus groups to refine the syllabi 
Discuss potential challenges and strategies for syllabus development (to provide
supplementary knowledge to the data gathered in the pilot phase) 

OUTCOME: Feedback report to be used in the syllabi refinement stage 

DEADLINES:

01.09.2026 - 30.01.2027 - COURSE II  - MAIN STAGE 

Additional documents regarding this stage:  

1. Colloquium & Focus Groups preparation plan 

AIM: To gauge students’ perception of GBL, GT & EDG; to assess their motivation
level in relation to the possibility of applying GBL, GT & EDG in the main stage.
  
TASKS:  

Administer pre- and post-tests (120 questionnaires) to evaluate students'
perceptions of Game-Based Learning (GBL), Gamification Techniques (GT), and
Educational Digital Games (EDG) development, as well as their motivation and
other affective components (e.g., anxiety levels, engagement, or attitude). These
tests will be conducted before and after the course to measure changes and
assess the impact of these methodologies on student attitudes and emotional
responses during the main stage of the research. 
To conduct observation logs and reflective diaries documenting the classroom
experience for students, practical challenges, and strategies for overcoming them
in relation to conducting courses on GBL, GT and EDG (for teachers).  

OUTCOME: Report presenting the results of qualitative and quantitative analyses 

https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/ETDvGOn6ve1Oi8AqFQo5DRsBlhUeGOo1Is9X8zbHTimGXw?e=xqGfjX
https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/EfWdelfbAjdLsLm-dnWtE9IBSIYdGkjEONTLJQ4tYxT-Sw?e=uKhQg4
https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/EdbnQF7uoo9GtLQ0Gg164ygBYRxOZWz3qlvWtneqL83Trg?e=McGyV5


AIM: To gather students, teachers and experts’ perceptions on the effectiveness of
GBT and EGD courses and to review the impact of the game-based learning syllabus
after its initial implementation. 

TASKS:  
Organize and conduct the second colloquium to present research progress and
the consortium’s work 
Gather feedback and insights from participants regarding their experiences with
the syllabi and the courses through focus groups to refine the syllabi 
Discuss potential challenges and strategies for syllabus development (to provide
supplementary knowledge to the data gathered in the pilot phase) 

OUTCOME: Feedback report used in the syllabi refinement stage after the main stage 

DEADLINES:  

Research Timeframe
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 01.02.2027 – 28.02.2027: SECOND COLLOQUIUM & FOCUS GROUPS 

Additional documents regarding this stage:  

1. Research for the main phase- a detailed plan 

https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/EWy8iHuxPjNOuEB7QSYUlfUBYJvFhVXWyj2hzedqFRnmyg?e=1HunLj
https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/EYrgM4K44oZEiFe78e14BQsBvg__yiqyNQybdlvHGeVu1Q?e=ge8874


AIM: To gauge students’ perception of GBL, GT & EDG; to assess their motivation
level in relation to the possibility of applying GBL, GT & EDG.  

TASKS:  

Administer pre- and post-tests (120 questionnaires) to evaluate students'
perceptions of Game-Based Learning (GBL), Gamification Techniques (GT), and
Educational Digital Games (EDG) development, as well as their motivation and
other affective components (e.g., anxiety levels, engagement, or attitude). These
tests will be conducted before and after the course to measure changes and
assess the impact of these methodologies on student attitudes and emotional
responses during the main stage of the research. 
To conduct observation logs and reflective diaries documenting the classroom
experience for students, practical challenges, and strategies for overcoming them
in relation to conducting courses on GBL, GT and EDG (for teachers).  
To conduct a detailed analysis on the usability of the courses. 

OUTCOME: Report presenting the results of qualitative and quantitative analyses 

DEADLINES:  

Research Timeframe
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 01.05.2027 - 31.07.2027 - COURSE III – SUSTAINABILITY PHASE 

Additional documents regarding this stage:  

1. Research for the sustainability phase- a detailed plan 

https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/EdbnQF7uoo9GtLQ0Gg164ygBYRxOZWz3qlvWtneqL83Trg?e=McGyV5
https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/EdfxwGqqd1FNty7HBnq73mgBq_AxkojbYsVA1K_kFRSgtQ?e=1AR2d9


WP 4 – BASELINE ANALYSIS  
Effectiveness and Impact of Games in Diverse Learning Environments 

1. Introduction 

A baseline analysis provides a data-driven understanding of the current state of a
specific domain or subject before implementing interventions or changes (Chen, 2005;
Rossi et al., 2004). It establishes a reference point, identifies gaps and opportunities,
and serves as a benchmark for evaluating the effectiveness of subsequent
interventions. Additionally, it supports evidence-based decision-making by providing
foundational insights into existing practices and challenges. 

In the context of the Learn2Play4Future project, the baseline analysis will assess: 
the current implementation of Game-Based Learning (GBL) courses, 
Game-Based Teaching and Gamification methodologies’ implementation in higher
education institutions and their perceived effectiveness;  
Educational Games Development (EGD) programs in higher education institutions 
game design books (textbooks); 
papers assessing design, impact and effectiveness of educational games; 
cards, software or other tools which are used for designing games (we have the
Game Design cards, UNITY, Minecraft); 

This analysis will also include the review of institutional documents (e.g., study
programs, subject syllabi). The findings will form the foundation for designing future
project activities, such as the needs analysis and ultimately the syllabi to be used in
GBL and EGD courses. 

2. Aims and Objectives 

Aims: To assess the status quo of GBL, GT, and EGD implementation and effectiveness
in higher education institutions to guide the design and evaluation of subsequent
project activities. 
Objectives: 

Analyze current practices in the Game-Based Learning approach (GBL),
gamification technique (GT), and educational games development programs (EGD)
in higher education institutions.  

1.

Analyze institutional documents (e.g. study programs, subject syllabi Meaning
syllabi of the study programs at UNIs which have GBL or EDG courses and policies
related to GBL, GT and EGD and other relevant papers/documents. 

2.

Analyze research papers on game-based learning effectiveness.3.

3. Research Questions 

This section concerns the research questions that will guide the baseline analysis.
First, the main research questions are provided, with a detailed explanation of each,
and in the further part, a distinction is made for the partners representing various
backgrounds (pedagogy and game development) to make the analysis more targeted
and less generic.  
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RQ 1. What is the current state of GBL, GT, and EGD integration into higher education
curricula in the partner countries, and what institutional policies and frameworks
currently support their implementation?  

This question aims to assess both the practical application of Game-Based Learning

(GBL), Gamification Techniques (GT), and Educational Game Design (EGD) in higher

education curricula and the institutional structures that facilitate or hinder their

integration. It provides a holistic view of the educational and administrative landscape

regarding GBL, GT and EDG. 

Importance in Research Context: 

Understanding Adoption and Support: By linking curriculum integration with
institutional policies, this question evaluates whether there is alignment between
pedagogical practices and the strategic frameworks that support them.

1.

Identifying Gaps and Opportunities: It highlights disparities between the existence
of innovative teaching strategies in curricula and the institutional readiness to
sustain them, identifying areas for improvement in both teaching and policy. 

1.

Informing Interventions: A comprehensive understanding of both implementation
and support systems will allow for targeted recommendations to enhance the
adoption, scalability, and sustainability of GBL, GT, and EGD syllabi.  

1.

 
 RQ 2. What are the common characteristics of courses and syllabi that incorporate GBL
and GT practices, as perceived by educators and stakeholders, and what challenges are
faced by educators in designing and implementing these elements? 
 
This question seeks to identify shared features in courses and syllabi that leverage
game-based learning (GBL) and gamification techniques (GT). By focusing on the
perceptions of educators and stakeholders (e.g., administrators, policymakers, students),
it provides insights into the practical design and implementation of these practices,
highlighting both their effectiveness and associated challenges. 

Importance in Research Context: 

Effectiveness Assessment: Exploring stakeholders' perceptions of these shared
characteristics helps evaluate how well these elements align with educational
objectives. This includes assessing their impact on student engagement, motivation, skill
development, and overall learning outcomes. 
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Stakeholder Insights: 

Educators: Offer firsthand accounts of the pedagogical reasoning behind incorporating
GBL and GT, their effectiveness in meeting course objectives, and the practicalities of
application. 

Administrators and Policymakers: Provide insights into institutional support, curriculum
alignment, and scalability. 

Students (Indirectly): Stakeholders’ reflections often capture implicit feedback on
student experiences and outcomes. 

Gap Identification: 

Examining shared characteristics reveals discrepancies between the theoretical
frameworks of GBL/GT and their practical implementation. 

It also highlights challenges such as: limited access to resources or technology; difficulty
in balancing innovative methods with standardized curriculum goals; and insufficient
professional development for educators. 
 
RQ 3. What best practices can be identified to inform future course and syllabus
development? 

This question aims to extract actionable insights and successful strategies from existing
practices in course and syllabus design, particularly those incorporating GBL, GT, and
EGD. By identifying best practices, the research provides a framework for enhancing
future course development, ensuring alignment with innovative pedagogical goals and
institutional objectives. 

Importance in Research Context: 

Extracting Proven Strategies: Best practices highlight effective methods and
approaches that have been shown to achieve desired learning outcomes, such as
improving student engagement, retention, and critical thinking skills. These
practices can guide curriculum designers and educators in integrating GBL, GT, and
EGD more effectively. 

1.

Scalability and Adaptability: By identifying practices that work across different
contexts and disciplines, the research supports the scalability of these strategies in
diverse educational settings. Adaptable practices can address the varying needs of
institutions, educators, and learners. 

1.

Enhancing Instructional Design: Incorporating best practices into course and
syllabus development ensures that the design process is evidence-based and
informed by practical successes. This contributes to a structured and intentional
integration of innovative methodologies like GBL and GT. 

1.
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4. Instruments and Methodology

RQ 1 - Research Focus

DELIVERABLE  - The document in which the findings are to be delivered is attached
to the report (APPENDIX 1)

RQ 1 - Responsibility

RQ 1 - Procedure

RQ 1 - Actions

Document and analyze how GBL, GT and EDG are currently implemented in higher
institutions across respective countries. 

Focus your attention on establishing what the core components of successful university

courses that focus on game-based learning and educational game development are; how

is the curriculum structured to balance theoretical knowledge and practical skills in

game-based learning courses or what are the most commonly taught skills and

competencies in educational game development courses at leading universities; how do

universities integrate interdisciplinary approaches (e.g., combining education,

psychology, computer science, and design) in their game-based learning programs; what

pedagogical methods are used for teaching game-based learning and educational game

development at the university level? 

All partners are responsible for investigating the application of GBL, Gt and EDG in their
educational institutions by analyzing available research results. 

Literature Review – Collect and review existing academic and policy-related research on
the use of GBL and gamification in educational institutions. 

Identify relevant government reports, policy documents, and guidelines from the Ministry
of Education or equivalent in each country. 
 - Review national and regional education strategies that promote or discourage GBL and
gamification, focusing on tertiary education. 
 - Identify universities, or programs known for innovative use of GBL or gamification. 
 - Ensure case studies include examples from tertiary levels. 
 - Obtain syllabi, curriculum outlines, and pedagogical frameworks from selected
institutions. 
 - Review available reports or evaluations on the effectiveness of GBL and gamification. 
 - Analyze policies, guidelines, or initiatives that promote GBL and gamification in these
institutions. 
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4. Instruments and Methodology
RQ 2 & 3 - Research Focus

DELIVERABLE  - The document in which the findings are to be delivered is attached
to the report (APPENDIX 2)

RQ 2 & 3 - Responsibility

RQ 2 & 3 - Procedure

RQ 2 & 3 - Actions

Review research papers related to GBL, GT and EGD. Focus on identifying the results
pertaining to the effectiveness of and challenges with GBL, GT and EGD implementation. 

Focus your attention on establishing how widely are game-based learning (GBL) and
gamification techniques being implemented in educational settings, and how well do
they align with curriculum goals and learning objectives; how are educational games
designed to meet the specific objectives of classroom learning, and how do they ensure
alignment with school curricula and integration into existing educational systems; how
effective are GBL and gamification techniques in enhancing student engagement,
motivation, and learning outcomes, and how are they evaluated in terms of success?;
what metrics, frameworks, or processes are used to evaluate the effectiveness of
educational games in improving student engagement, learning outcomes, and teacher
satisfaction?   

All partners are responsible for analyzing available research results. 

Literature Review – Collect and review up to date and relevant research papers. 

- Define Scope and Search Criteria - Use combinations of keywords such as "Game-Based
Learning," "Gamification Techniques," "Educational Game Design," "Effectiveness," and
"Challenges." 
- Look for papers published within the last 5–10 years, peer-reviewed articles, and studies
focused on higher education. Exclude non-educational settings, outdated research, and articles
with unclear methodologies. 
-use reliable databases, such as: Google Scholar; ERIC (Education Resources Information Center);
JSTOR; PubMed (for cognitive and neuroscience aspects); SpringerLink and Elsevier for
multidisciplinary studies. Record bibliographic details (author, year, title, journal, DOI) for future
citation. 
- Skim each paper's abstract and introduction to assess relevance. Focus on results and
discussions to extract evidence of: a) Effectiveness: Measured outcomes (e.g., student
performance, engagement, retention rates). b) Challenges: Barriers such as technological
limitations, teacher adoption, or pedagogical design flaws. Evaluate the quality of evidence based
on: Sample size. Methodological rigor (qualitative vs. quantitative). Context of implementation
(e.g., classroom, online learning). 
- Categorize findings under: a) Effectiveness of GBL, GT, and EGD: What worked, for whom, and
why? B) Challenges: Identify common themes such as lack of teacher training, scalability, or cost-
effectiveness. 
Highlight gaps in research for future studies or analysis. 
 
Tools and Instruments you might find helpful:  Citation Tools: Zotero, Mendeley, or
EndNote for organizing references.
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DELIVERABLES

Baseline Analysis Report: 

Comparative analysis of GBL, GT, and EGD practices across partner institutions. 1.
Identification of best practices, challenges, and gaps. 2.
Recommendations for designing needs analysis and syllabus developments. 3.

Supporting Documents: 

 a. Reporting matrix for RQ 1 is available here 
 b. Reporting matrix for RQ 2 & RQ 3 is available here 

Reporting of the findings: 

Here you can find your folder for the data you gather. The are two folders there, one
for institutional documents, and one for research. Please try to add sub-folders in the
research folder in case your reporting documents concern different things e.g.
challenges in implementation or success stories in implementation – that will help
with the analysis and reporting.  
 
This baseline analysis ensures a robust foundation for the Learn2Play4Future project,
enabling evidence-based planning and decision-making for impactful interventions in
GBL and EGD education. 

15.12.2024 – 30.04.2025: NEEDS ANALYSIS 

AIM: To conduct a needs analysis to identify the specific educational needs and gaps
that both, the game-based learning syllabus and educational gamed syllabus will
address.  

TASKS:  

Administer surveys to students and teachers to assess their learning needs,

expectations, and readiness for GBL, GT and EGD (min. 200 respondents) 

Analyze curriculum documents to align learning outcomes with institutional goals  

Hold interviews or focus groups with educators, administrators and students to

gather in-depth qualitative data.  

OUTCOME: Needs analysis report to guide syllabus development.  

https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/Ee2zjhC9CxRDlvlw6olOahsB0WOy6LcksJnVh7WsnR1Mig?e=bde0vB
https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/EYlbwTZH2OhKiw5B0lBY_3wBR_18LrRZY-gxd5ci71uJjQ?e=Xgyjkj
https://drive.google.com/drive/folders/1ObJPCccEUYemzuKyqkNqSAxGwn1EPFSI?usp=drive_link
https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/EVxtMuhBgEZKkVfbJE1r8IwBtoh9zVaX0QiMVKGDS0CYqA?e=BJKyao


Additional documents regarding this stage:  
1. Needs analysis - a detailed plan.
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WP 4 – NEEDS ANALYSIS
Effectiveness and Impact of Games in Diverse Learning Environments  

The purpose of a needs analysis, particularly before syllabus creation, is to ensure that the
curriculum or educational content is closely aligned with the actual requirements, abilities,
and interests of the target audience, as well as institutional and broader educational goals.
Conducting a needs analysis helps to make the syllabus relevant, effective, and learner-
centred (Nation & Macalister, 2010).   

In particular, needs analysis helps in identifying learner needs and expectations, so that the
content of the course is neither too advanced nor too simplistic, and as such is more likely
to engage students and facilitate effective learning outcomes by, eg. increasing their
motivation to learn. Moreover, it helps to ensure that the learning objectives of the course
are aligned with the desired learning outcomes. A needs analysis helps in determining the
specific competencies, skills, and knowledge that learners need to acquire by the end of the
course. Finally, it can help in establishing whether the syllabus not only meets individual
learner needs but also complies with broader institutional or educational policy goals; it
also aims to determine the appropriate structure and sequence of topics based on learners’
existing knowledge, so that a logical progression of topics and tasks is retained (Brown,
1995; Nation & Macalister, 2005). In the context of the project, the purpose of a needs
analysis before syllabus creation is to ensure that the educational content is designed to
meet the learners' actual needs, align with institutional goals, and be delivered in the most
effective and engaging way. This process leads to a more targeted, relevant, and successful
educational experience for both learners and educators. 

In the context of the Learn2Play4Future project, the needs analysis will assess: 
the specific educational needs and gaps that both, the game-based learning syllabus
and educational gamed syllabus will address. 

The findings will form the foundation for designing the syllabi to be used in GBL and EGD
courses. 

DEADLINES:  

https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/EeXAWpv9J71PqAgLfGRt-w4Bh_mPuxKiUAlLt0K9UCL4ig?e=DDhaSv
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WP 4 – NEEDS ANALYSIS

Effectiveness and Impact of Games in Diverse Learning Environments  

Numerous studies (e.g. Deterding et al., 2011; Plass et al., 2015), have validated the
positive effects of gamification on student motivation, engagement, and academic
performance. Gamification introduces elements like rewards, progress tracking, and
competition, which enhance student involvement and make learning experiences more
interactive. Yet, the success of GBL initiatives depends heavily on teacher training.
Kebritchi et al. (2010) found that teachers who receive specialized training in GBL are
more effective at integrating it into their classrooms and achieving better learning
outcomes for students. Conversely, a lack of training can lead to ineffective
implementation and resistance from educators. While GBL has the potential to transform
education, its adoption is often hindered by a lack of institutional readiness, insufficient
teacher training, and the absence of robust evaluation frameworks. Identifying these
gaps early through baseline research can help shape more effective interventions.  

This phase moves into testing and evaluating the impact of GBL,GT and EGD training. 

2. Aims  

To identify students learning needs, expectations, and readiness for GBL, GT and EGD
(min. 200 respondents in mixed research) 

To identify teachers and educations perceptions of GBL, GT and EDG courses
implementation.  

Objectives: 

Conduct survey (mixed) research with min. 200 respondents from partner countries
aimed at identifying students & teachers’ needs, expectations, and readiness for GBL,
GT and EGD (min. 200 respondents in mixed research) 

1.

To hold interviews or focus groups with educators and administrators to gather
qualitative data on GBL, GT and EDG courses implementation (to gather in-depth
understanding of their perceptions regarding GBL, GT and EDG.  

1.

3. Research Questions 

This section concerns the research questions that will guide the needs analysis. The
questions provided in this part are divided into those regarding GBL and GT
methodologies and the ones concerning EDG courses, and they aim to harness towards
educators and developers’ opinions, and those regarding students’ perceptions.  
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MIXED –RESEARCH ANALYSIS REGARDING EDUCATORS AND DEVELOPERS 

RQ 1 - Challenges and Barriers in GBL and Gamification 

For Educators (UBB & CUBA): 

In teachers' opinions, what challenges and barriers exist in integrating GBL and
gamification into educational practices (e.g., time, technical limitations), and what
gaps in content, usability, or accessibility are evident in current tools? 
Description: This question explores educators' perspectives on the practical difficulties
they face when adopting GBL and gamification methods in their teaching. It also
investigates gaps in the tools and resources currently available. 
Importance in Research Context: 

Identifies specific hurdles, such as lack of time, training, or institutional support,
that prevent effective adoption. 
Provides insights into the usability and inclusivity of current GBL tools, ensuring
future developments address these shortcomings. 

For Developers (XAMK, UCM, & IG): 

What challenges do developers face in ensuring their educational games are user-
friendly, easily integrated into school systems, and compatible with existing
technological infrastructures? 

Description: This question examines the technical and design challenges
developers encounter when creating educational games suitable for diverse
educational settings. 

Importance in Research Context: 
Highlights issues of compatibility with school infrastructure and the need for
seamless integration. 

Emphasizes the importance of user-centered design to enhance teacher and student
experiences with educational games. 
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RQ 2: Educator Training and Feedback Integration 

For Educators (UBB & CUBA): 

To what extent do educators feel trained and supported in implementing GBL, and how do the
pedagogical strategies used align with recognized best practices? 
Description: This question focuses on the level of training and institutional support
provided to educators for GBL implementation. It also assesses whether their teaching
strategies align with established pedagogical frameworks. 
Importance in Research Context: 

Identifies gaps in professional development and training that could hinder effective
adoption of GBL. 
Evaluates the extent to which educators' approaches align with best practices,
ensuring educational effectiveness and consistency. 

For Developers (XAMK, UCM, & IG): 

How do developers gather and incorporate feedback from educators regarding gaps in content,
usability, and functionality, and how is this feedback used to improve game design? 
Description: This question explores the mechanisms developers use to solicit feedback
from educators and how this input informs the iterative design process. 
Importance in Research Context: 

Strengthens collaboration between educators and developers to create more effective
tools. 
Ensures that the games address real-world teaching challenges and provide practical
value. 

RQ 3: Feedback Mechanisms and Sustainability 

For Educators (UBB & CUBA): 

What feedback mechanisms exist between educators and developers to improve educational
games, and how sustainable are GBL and gamification techniques in long-term teaching
strategies? 
Description: This question investigates the existing communication channels between
educators and developers and evaluates the long-term viability of GBL and gamification in
education. 
Importance in Research Context: 

Encourages the establishment of effective feedback loops to refine educational tools. 
Examines the potential for sustainable adoption of GBL methods, ensuring they remain
relevant and impactful over time. 

For Developers (XAMK, UCM, & IG): 

What training and support are provided to educators using educational games, and what
strategies are in place to ensure the long-term relevance and sustainability of educational
games in changing educational environments? 
Description: This question looks at how developers assist educators in using their tools
effectively and plans for keeping educational games adaptable to evolving educational
needs. 
Importance in Research Context: 

Highlights the importance of post-development support to maximize the tools'
usability and effectiveness. 
Focuses on strategies to future-proof educational games, maintaining their relevance
in a dynamic educational landscape. 



RQ 1: What are students’ learning needs, expectations, and readiness for Game-Based
Learning (GBL), Gamification Techniques (GT), and Educational Game Design (EGD)? 

Description: 

This question explores the extent to which students are prepared for and open to using
GBL, GT, and EGD in their educational experiences. It also examines their expectations
regarding these innovative teaching methodologies and how they perceive their
potential benefits. 
Importance in Research Context: 

Tailoring Educational Tools: Helps ensure that GBL and EGD tools align with
students' actual needs and readiness, improving engagement and effectiveness. 
Identifying Gaps in Readiness: Pinpoints areas where students may lack exposure
or preparedness, guiding the development of introductory resources or training. 
Enhancing Motivation and Engagement: Informs syllabus design to align with
students’ expectations, fostering enthusiasm and participation in learning
activities. 

RQ 2: What types of games or game mechanics are students most familiar with, and
how do these preferences influence their engagement with the learning content? 
Description: 
This question examines the gaming experiences and preferences of students, focusing
on specific mechanics such as rewards, challenges, or collaboration. It seeks to
understand how these familiar elements affect their engagement in gamified learning
environments. 
Importance in Research Context: 

Enhancing Design Relevance: Helps integrate preferred game mechanics into
educational content, creating a sense of familiarity and enjoyment. 
Improving Engagement: Identifies the elements that students find most motivating,
informing the design of more captivating educational games. 

Customizing Content: Allows for the alignment of learning tools with students’
preferences to foster deeper engagement and improved learning outcomes. 
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QUANTITATIVE ANALYSIS REGARDING STUDENTS’ PERCEPTIONS 

For Students 
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RQ 3: How confident are students in their ability to use technology effectively for GBL, GT,
and EGD? 
Description: 
This question assesses students’ digital literacy and confidence in navigating technological
platforms required for GBL, GT, and EGD. It identifies potential barriers, such as lack of skills
or comfort with technology, that could hinder successful engagement. 

Importance in Research Context: 
Addressing Digital Gaps: Highlights areas where students need support to effectively use
gamified or game-based tools. 
Maximizing Accessibility: Ensures that tools are designed to be intuitive and accessible
for users with varying levels of technological proficiency. 
Enhancing Implementation: Facilitates a smoother integration of GBL and EGD by
addressing student concerns about their technological readiness. 

 
RQ 4: What are students’ preferred modes of interaction (individual vs. collaborative) in
game-based or gamified learning environments? 
Description: 
This question explores whether students prefer individual, competitive, or collaborative
interactions when engaging with GBL or gamified activities. It aims to align game design
with their preferred modes of participation. 
Importance in Research Context: 

Optimizing Engagement: Ensures that game mechanics are designed to reflect students’
preferred interaction styles, boosting motivation and involvement. 
Supporting Diverse Needs: Accounts for varied preferences among students, allowing for
the development of adaptable and inclusive learning tools. 
Enhancing Learning Outcomes: Aligns interaction modes with pedagogical objectives,
maximizing the effectiveness of gamified learning environments. 

For Pedagogy Students (UBB & CUBA) 

RQ 5: How do students perceive the effectiveness of GBL and GT in enhancing their learning
experience? 
Description: 
This question seeks to understand students' opinions on how well GBL and GT improve their
learning outcomes, including engagement, comprehension, and retention. It also probes for
limitations or areas where students feel these methods fall short. 
Importance in Research Context: 

Validating Impact: Provides evidence of the perceived educational value of GBL and GT,
reinforcing their adoption in syllabi. 
Informing Improvements: Identifies specific aspects of GBL and GT that resonate with
students or need refinement to maximize learning effectiveness. 
Promoting Engagement: Highlights strategies that students believe make learning more
interactive and enjoyable, leading to better outcomes. 
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RQ 5: What competencies and skills do game development students believe are
necessary for creating effective educational games? 

Description: 
This question investigates the technical, creative, and pedagogical skills that game
development students perceive as critical for designing educational games that
balance engagement and learning effectiveness. 

Importance in Research Context: 
Aligning Curriculum: Ensures the syllabus addresses any gaps in skills or
knowledge, preparing students for the specific demands of educational game
design. 
Fostering Multidisciplinary Skills: Highlights the balance between technical
proficiency and an understanding of educational principles. 
Preparing for Industry Needs: Provides insights into the skills students believe are
most relevant, ensuring alignment with real-world expectations. 

 
By addressing these questions, the analysis provides actionable insights into student
needs, preferences, and competencies, ensuring that educational tools and syllabi are
both relevant and impactful. 
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4. Instruments and supplementary documents 

Qualitative survey and procedure of its application is to be found here - attached to
the report (APPENDIX 3) 

Quantitative survey and procedure of its application is to be found here - attached to
the report (APPENDIX 4)

Needs analysis report to guide syllabus development. 

https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/EZ_xj9Mke-FOhxSNZiDRbBoBMWMTU_q8K6QuS4RLfN9o3w?e=XlGsGb
https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/EWYFwY-FDUhOnuaoB0qyYFEBYu9pFYvAaHJjfqDY01bJpQ?e=WlD89t
https://athedu-my.sharepoint.com/:w:/g/personal/elewandowska_m365_ubb_edu_pl/EVxtMuhBgEZKkVfbJE1r8IwBtoh9zVaX0QiMVKGDS0CYqA?e=BJKyao
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A. In your research, try to verify data concerning a variety of educational institutions
(e.g., public, private, urban, rural) to ensure that the effectiveness of the GBL and
EGD syllabi is evaluated across different learning environments and contexts.  
B. Include students from diverse socio-economic, cultural, and linguistic
backgrounds to ensure that the syllabi and educational games are accessible and
effective for all.  
C. Make specific efforts to include students with different learning needs, including
those with disabilities, to assess how well the syllabi support inclusive education
practices.  
D. Involve educators from various teaching backgrounds (e.g., years of experience,
subject matter expertise, familiarity with GBL) to understand how different levels of
experience impact the implementation of the GBL and EGD syllabi.  
E. If possible, ensure gender diversity among educators participating in the study to
provide balanced insights into the challenges and successes in implementing the
syllabi.  
F. Include game developers with varied experience levels in educational game
design, from novices to experts, to understand how different approaches to
development influence the educational impact of the games.  
G. Ensure that developers are involved throughout the research process, from design
to post-intervention feedback, to guarantee that their insights contribute to
improving the final product.  
H. Ensure that educational games and tools are accessible on a wide range of
technological devices, including low-resource settings, to accommodate schools with
varying levels of technological infrastructure.  
I. Include students with special educational needs and disabilities to assess the
accessibility features of the games and how well they integrate into inclusive
classroom environments.  
J. Obtain informed consent from all participants (students and developers) and
ensure that participation is voluntary and that participants understand their rights,
including the right to withdraw from the study at any time.  
K. Ensure that all collected data are anonymized and stored securely to protect the
privacy and confidentiality of participants, in compliance with ethical research
standards.  
L. Ensure that diverse perspectives are incorporated into the iterative refinement
process for the syllabi and games, with attention given to underrepresented groups.  

These inclusion guidelines ensure that the research is both comprehensive and
representative of a broad range of participants, providing a richer and more valid
assessment of the project’s interventions.  

 INCLUSION GUIDELINES 
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REPORTING AND DISSEMINATION 

Regular interim reports will be produced throughout the project to monitor and track

progress, ensuring that key milestones are met on time and adjustments can be made

when necessary. At the end of the project, a final comprehensive evaluation report will

be published, summarising the outcomes, key findings, and long-term impacts of the

Edu Game Maker Toolbox and gamification-based learning methods. 

The project's dissemination efforts will focus on sharing these findings through various

channels, including academic publishing in peer-reviewed journals and presenting the

results at relevant conferences. These efforts aim to reach both the educational

research community and practitioners, ensuring that the knowledge gained is widely

accessible and can be applied in different educational contexts. 

VISUALISATION OF THE WP 4 ACTIVITIES   

DATA COLLECTION TOOLS 

A variety of tools will be used to gather valuable insights throughout the project.
Engagement surveys will help us understand how motivated and involved students are,
while teacher feedback questionnaires will give us a sense of how educators feel about
the Edu Game Maker Toolbox and how well it works in practice. 

At different stages, we’ll also run focus group interviews to gather more personal and
detailed feedback from participants. In addition, document analysis and a literature
review framework will allow us to explore existing research and identify gaps in
current teaching methods, helping to shape our approach. 

To track progress, pre- and post-tests will be used to measure students' learning and
skill development, and classroom observation grids will let us monitor things like
interaction, collaboration, and problem-solving in the classroom environment 

DATA ANALYSIS 

- Document Analysis: Systematic Research Review 
- Statistical Analysis: ANOVA, T-tests, and regression models to analyze survey and test
data. 
- Thematic Analysis: Identify key themes from interview and focus group transcripts. 
- UX Analysis: Assess how teachers and students interact with the Edu Game Maker
Toolbox. 
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Semi-Structured Interview Scheme 

The semi-structured interviews are designed to explore the experiences, perceptions,
and insights of two key groups: educators (teachers) and developers. These interviews
will use a mix of predefined questions to guide the discussion, while allowing
flexibility to explore emergent themes. 

The aim is to identify: 
For educators: The challenges, gaps, and support systems related to implementing
Game-Based Learning (GBL) and gamification in their teaching practices. 
For developers: The challenges, feedback integration mechanisms, and
sustainability strategies in creating educational games. 

Procedure 
Participant Recruitment: 
Identify participants: 
Educators: Teachers and administrators involved in GBL, gamification, or educational
game use. 
Developers: Game designers, project managers, and developers working on
educational games. 

Ensure a diverse sample based on geography, experience levels, and institutional
contexts.
 
Interview Preparation: 
Develop interview guidelines based on the research questions. 
Train interviewers to maintain consistency and follow-up on emerging themes. 
Obtain informed consent, ensuring participants understand the purpose,
confidentiality, and voluntary nature of their participation. 
Conducting the Interviews: 
Duration: 15-30 minutes per interview. 
Mode: Online or in-person, depending on participant availability. 
Tools: Audio recording (with permission) and note-taking to ensure accurate data
capture. 
Post-Interview Processing: 
Transcribe recordings verbatim. 
Perform a thematic analysis to identify key themes, patterns, and relationships. 
Reporting Findings: 
Use thematic coding to organize data into categories aligned with the research
questions. 
Present findings in a narrative format, supported by illustrative quotes. 
Highlight actionable insights and implications for syllabus design and implementation. 
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Interview Scheme for Educators 
Introduction:, 

Brief overview of the research purpose. 
Reassure confidentiality and voluntary participation. 

Warm-Up Questions: 
Can you share your current teaching role and experience with GBL or gamification? 1.
What kinds of tools or methods do you use to integrate technology into your teaching? 2.

Core Questions: 
Challenges and Barriers (RQ 1): 

What challenges have you faced in implementing GBL or gamification in your teaching
practices? 

1.

Are there specific tools or resources that you find difficult to use or adapt to your needs? 2.
How do time constraints or technical limitations impact your ability to use these methods
effectively? 

3.

Training and Support (RQ 2): 
4. Do you feel adequately trained and supported to use GBL and gamification? If not, what
support would be helpful? 
5. How do the pedagogical strategies you use align with best practices for GBL or gamification? 
Feedback Mechanisms and Sustainability (RQ 3): 
6. How do you provide feedback to developers or administrators about the tools or games you
use? 
7. Do you feel these methods (GBL, gamification) are sustainable long-term? Why or why not? 
Closing Questions: 
8. What improvements or changes would make GBL and gamification more effective in your
teaching? 
9. Is there anything else you’d like to share about your experiences with these methods? 
Other comments:  
 

Interview Scheme for Developers 

Introduction: 
Overview of the research and goals of the interview. 
Emphasize the importance of their expertise in improving educational game design. 

Warm-Up Questions: 
Can you describe your role and experience in educational game development? 1.
What types of educational games have you worked on, and who is your primary audience? 2.

Core Questions: 
Challenges and Barriers (RQ 1): 

What are the biggest challenges you face in creating games that are user-friendly and
easily integrated into educational environments? 

1.

How do you ensure compatibility with the existing technological infrastructure of schools? 2.
Are there particular aspects of usability, accessibility, or content design that are especially
difficult to address? 

3.

Feedback Integration (RQ 2): 
4. How do you gather feedback from educators regarding your tools or games? 
5. Can you describe how you incorporate this feedback into your development process? 
Sustainability and Long-Term Relevance (RQ 3): 
6. What strategies do you use to ensure the long-term relevance and adaptability of your
games in changing educational environments? 
7. How do you train or support educators in using the games you develop? 

Closing Questions: 
8. What do you see as the most critical factor in making educational games successful in
schools? 
9. Is there anything else you’d like to share about your experiences with educational game
design? 
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1. Data Organization: 
Transcribe interviews and segment data into themes using qualitative analysis tools (e.g., NVivo,
ATLAS.ti). 

2. Thematic Analysis: 
Code the data according to themes aligned with the research questions: 

Challenges and barriers. 
Training and support. 
Feedback mechanisms. 
Sustainability. 

3. Narrative Reporting: 
Provide a detailed report with: 

Summaries of key findings for each group. 
Comparative analysis between educators’ and developers’ perspectives. 
Direct quotes to illustrate insights and support conclusions. 

4. Project orientated goal: 
Synthesize findings into practical recommendations for creating effective and targeted syllabi on
GBL, gamification, and educational game design. 
 
Highlight strategies for collaboration between educators and developers. 

Consent Form for Participation in the Interview 

You are being invited to participate in an interview as part of a research Learn2Play4Future
project conducted by [Institution/Organization Name]. This interview aims to understand your
perspectives and experiences related to GBL, GT, and EGD. Your participation is entirely voluntary. 

The purpose of this study is to explore the challenges, opportunities, and feedback mechanisms
associated with the use and development of game-based and gamified learning methods. The
findings will contribute to the design and implementation of effective educational tools and
syllabi. 

Your Participation involves taking part in an interview that will last app. 20-30 minutes that can
be conducted in person or online.  You will be asked questions about your experiences,
perceptions, and challenges related to GBL, GT, or EGD. With your permission, the interview will
be audio-recorded to ensure accurate data collection. 

Your responses will remain confidential and anonymous and your participation is entirely
voluntary throughout the whole interview. Any identifying information will be removed or
anonymized in the final analysis and reporting. Only the research team will have access to the raw
data. Results will be presented in aggregated form to protect individual identities. 
Please read the following statements and indicate your agreement by signing below: 

I have read and understood the information provided in this form. 1.
I understand that my participation is voluntary and that I may withdraw at any time without
penalty. 

2.

I agree to the audio recording of the interview for research purposes. 3.
I consent to participate in this study. 4.

Participant’s Name: ________________________________ 
Participant’s Signature: _____________________________ 
Date: ___________________________________________ 
Researcher’s Declaration: 
I confirm that I have explained the nature and purpose of the study to the participant and have
answered any questions to the best of my ability.  
Researcher’s Name: _________________________________ 
Researcher’s Signature: ______________________________ 
Date: _____________________________________________ 
Thank you for your participation! Your contribution is invaluable to this research. 
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