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Many strong claims are made for the educational value of computer games, but
thereis aneed for systematic examination of the research evidence that might
support such claims. This book fills that need by providing, a comprehensive and
up-to-date investigation of what research shows about learning with computer
games.

Computer Games for Learning describes three genres of game research: the
value-added approach, which compares the learning outcomes of students who
learn with a base version of a game to those of students who learn with the base
version plus an additional feature; the cognitive consegquences approach, which
compares learning outcomes of students who play an off-the-shelf computer
game for extended periods to those of students who do not; and the media
comparative approach, which compares the learning outcomes of students who
learn material by playing a game to those of students who learn the same material
using conventional media.

After introductory chapters that describe the rationale and goals of learning game
research as well as the relevance of cognitive science to learning with games, the
book offers examples of research in all three genres conducted by the author and
his colleagues at the University of California, Santa Barbara; meta-analyses of
published research; and suggestions for future research in the field. The book is
essential reading for researchers and students of educational games, instructional
designers, learning-game devel opers, and anyone who wants to know what the
research has to say about the educational effectiveness of computer games.
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Many strong claims are made for the educational value of computer games, but there is a need for systematic
examination of the research evidence that might support such claims. This book fills that need by providing,
a comprehensive and up-to-date investigation of what research shows about |earning with computer games.

Computer Games for Learning describes three genres of game research: the value-added approach, which
compares the learning outcomes of students who learn with a base version of a game to those of students
who learn with the base version plus an additional feature; the cognitive consequences approach, which
compares learning outcomes of students who play an off-the-shelf computer game for extended periodsto
those of students who do not; and the media comparative approach, which compares the learning outcomes
of students who learn material by playing a game to those of students who learn the same materia using
conventional media.

After introductory chapters that describe the rationale and goals of learning game research as well asthe
relevance of cognitive science to learning with games, the book offers examples of research in all three
genres conducted by the author and his colleagues at the University of California, Santa Barbara; meta-
analyses of published research; and suggestions for future research in the field. The book is essential reading
for researchers and students of educational games, instructional designers, |earning-game devel opers, and
anyone who wants to know what the research has to say about the educational effectiveness of computer
games.
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Editorial Review
Review

Mayer's research on computer gamesis exemplary in afield where there are many 'one shot' studies. His
research program is dynamic, theoretically guided, and builds carefully from one study to the next. It is
described in this book which should be read by anyone interested in using computer games for instruction.

(Sigmund Tobias, Eminent Research Professor, Division of Educational Psychology and Methodol ogy,
University at Albany, SUNY)

Among the enthusiastic calls for game-based learning, Richard Mayer has balanced the hype with areadable,
unbiased look at what research tells us about gamification. From training manager to course devel oper,
workforce learning practitioners should digest the guidelines in this book to inform their decisions about
when and how to best use games for learning.

(Ruth Calvin Clark, author of Evidence-Based Training Methods)

" Computer Games for Learning is an indispensable read for anyone interested in the field of games and
learning. Richard E. Mayer applied his thoughtful, systematic, and rigorous approach to the review of
empirical research to this areato produce what will become the standard work on thistopic.

(Jan L. Plass, Paulette Goddard Chair in Digital Media and Learning Sciences, New Y ork University; Co-
Director, Games for Learning Institute)

About the Author

Richard E. Mayer is Professor in the Department of Psychological and Brain Sciences at the University of
California, Santa Barbara. He is the author or editor of more than twenty-five books, including Applying the
Science of Learning and Multimedia Learning.

Users Review
From reader reviews:
Thomas Abrams:

Now aday people that Living in the erawhere everything reachable by interact with the internet and the
resources within it can be true or not demand people to be aware of each facts they get. How many people to
be smart in receiving any information nowadays? Of course the reply is reading a book. Reading a book can
help folks out of this uncertainty Information especially this Computer Games for Learning: An Evidence-
Based Approach (MIT Press) book because book offers you rich details and knowledge. Of coursetheinfoin
this book hundred per-cent guarantees there is no doubt in it you probably know this.



Evelyn Blow:

Information is provisions for individuals to get better life, information today can get by anyone at
everywhere. The information can be a expertise or any news even a concern. What people must be consider
if those information which is from the former life are challenging be find than now's taking seriously which
one is acceptabl e to believe or which one the actual resource are convinced. If you find the unstable resource
then you get it as your main information it will have huge disadvantage for you. All of those possibilities will
not happen in you if you take Computer Games for Learning: An Evidence-Based Approach (MIT Press) as
the daily resource information.

Susan Williams;

Spent afree time for you to be fun activity to try and do! A lot of people spent their leisure time with their
family, or al their friends. Usually they accomplishing activity like watching television, about to beach, or
picnic in the park. They actually doing same thing every week. Do you fedl it? Do you want to something
different to fill your free time/ holiday? Might be reading a book may be option to fill your totally free time/
holiday. The first thing that you will ask may be what kinds of reserve that you should read. If you want to
attempt look for book, may be the guide untitled Computer Games for Learning: An Evidence-Based
Approach (MIT Press) can be great book to read. May be it can be best activity to you.

Houston Estes:

Often the book Computer Games for Learning: An Evidence-Based Approach (MIT Press) hasalot info on
it. So when you make sure to read this book you can get alot of benefit. The book was published by the very
famous author. The writer makes some research before write this book. That book very easy to read you will
get the point easily after reading this book.
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