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John Seely Brown

“I would rather hire 

a high-level World 

of Warcraft player 

than an MBA from 

Harvard.”



James Paul Gee

“Learning is a deep 

human need, like 

mating and eating, and 

like all such needs it is 

meant to be deeply 

pleasurable to human 

beings.”































Results Control Intervention Difference in means
p-

value

95% CI

Mean SD Mean SD Absolute

Cohen's 

d

Communication -2.8 5.65 4.94 8.41 7.74 1.1 0.004

12.79 

to 2.69

Adaptability -8.25 15.99 11.31 18.07 19.56 1.15 0.002

31.32 

to 7.8

Resourcefulness 0.25 9.71 9.69 11.42 9.44 0.9 0.013

16.77 

to 2.11



Group

Change Control Intervention Row Total 

negative (N) 15 5 20 (56%)

negative (N / row total) 0.75 0.25

negative (N / column total) 0.75 0.31

positive (N) 5 11 16 (44%)

positive (N / row total) 0.31 0.69

positive (N / column total) 0.25 0.69

Column Total 20 (56%) 16 (44%) 36 (100%)

The percentage of participants in the

intervention group (69%) with improved

communication scores was greater than

the percentage of participants in the

control group (25%) with improved

communication scores (p = 0.016,

Fisher’s exact test).



Results

Pre- and post-test results indicate significantly improved gains 

on the three measures for the game-playing intervention group 

versus the control, with differences of between 0.9 and 1.15 

standard deviations in test scores. 95% confidence intervals 

calculated for the difference between mean scores for the 

control and intervention groups did not cross zero, further 

supporting the idea that playing video games at university 

may help develop students’ employability skills.



Effective Communicators

“I think definitely kind of 

communication [...] And especially 

stuff like Minecraft and Warcraft

and things like that where you did 

actually have to properly 

communicate with people and ask, 

like, "are you going to go and get 

this, or should I do it?" Like, that 

was really, really good. 

– Participant M, female, age 17



Effective Communicators

“Definitely, yeah, because they all 

have like a multiplayer aspect to 

them, and you're having to work 

with other people and talk to each 

other. So it'd definitely help with 

that.” 

– Participant L, female, age 18



Effective Communicators

“Yeah, definitely. Especially, 

like, negotiating with people, 

trying to figure out where you 

were going to go, and stuff like 

that.” 

– Participant M, female, age 17



“But yeah, I don't know if I 

communicate very clearly or 

confidently. I communicated 

effectively because we got 

through it but, yeah, I don't 

know if I was very clear.”

– Participant A, male, age 32

Effective Communicators



• Buying and installing games

• Multiplayer

• Hardware limitations

• Student engagement

• Institutional buy-in

Challenges 
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