
 

 

 

 

 
 
 

 
Assessing Game Based Learning
 

A popular point of discussion 

in today’s education is what 

mew (ehem, excuse me, I mean 

new…) and digital media has 

to offer schools, teachers, and 

students alike. While there are 

plenty of studies that attempt to 

answer this question, few, if 

any, fail to ask—as any good 

teacher would— if the tools 

they are using to assess their 

results are appropriate. In the study, Deep Assessment: 

An exploratory study of game-based, multimodal 

learning in Epidemic, Jenson and her associates argue 

that traditional assessment tools, which are often 

qualitative and standardized, are inept at measuring 

game-based learning.  

 

The Study  

The purpose of the study was to examine how and 

what students learn about contagious diseases via the 

interactive videogame Epidemic. The study included 

178 intermediate age students who were spilt into three 

groups: the standard group who was given a traditional 

lecture, the experimental group who was exposed to 

the same material through Epidemic, and the baseline 

group who did not receive any instruction. After each 

of their respective instructional sessions, the students 

from each group were asked to do two things: 1) 

complete a post test, which was compared to their 

pretest results, and 2) prepare either a comic or poster 

to demonstrate their knowledge. Comics and posters 

were assessed using Green’s 3D analytic model, which 

looks at three dimensions: operational (how accurately  

students reproduced factual knowledge), cultural (how 

well they understood the content in context), and 

critical (if they could apply that knowledge outside its 

original context, in other words if they engaged 

critically).  

 

Results and Conclusions  

While the standard group generally performed better 

on the post test than the other two groups, only comics 

from the experimental group scored within the critical 

category when using Green’s model of assessment. 

The important thing to note, then, is that traditional 

instruction only produces better results on standardized 

tests because it is suited to that method of assessment. 

When using Green’s model, it was clear that game 

based learning encouraged a critical engagement with 

the material in the experimental group, which the post 

test did not detect. If one is to change the way students 

are taught, it only makes sense to also change the way 

they are assessed accordingly. 
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