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Abstract

The present article mainly focused on how digital or computer games act as a fruitful learning tool
for slow learners through game based learning. Also, it describes that among many learning
methods, game based learning is a suitable way using digital games for slow learners especially
for digital natives. In addition, the present article highlighted the educational benefits and
effectiveness of digital games. Further, it explores some digital games that can be used in the
educational context. Finally the present article suggested that the digital games can be used as a
tool in teaching and learning process for slow learners.
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1. Introduction

In the field of education, most of the researchers and educationists focused to a particular problem.
It is a topic which has been discussed over the decades, i.e ‘Slow Learners’. Who are slow learners?
There is some misconception with learning disability. Many researchers tried to state clear idea
about slow learners. Borah (2013), described that students who are below average in intellectual
capacities whom we cannot term as disabled are called slow learners. In addition, Malik (2009),
pointed out the slow learners are children who are doing poor performance in schools, yet are not
eligible for special education. They are lacked in concentration, retention and abstract thinking
with their age group. Further, Qian (2008), define the term slow learner is the group of students
who learn more slowly than their peers, yet do not have a disability requiring special education. In
short, slow learners are normal students but the problem is that they are simply not interested in
studying under traditional system of education.

In general playing games are most intentional, pleasurable and interesting activities to children
particularly to develop physical health as well as mental health. Games can be defined as a form
of play with goals and structure (Maroney, 2001). Games seem to put the learner in order to meet
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harder challenges and this kind of learning is accomplished through trial and error (Gee, 2003). In
addition, games are supporting to active learning, experiential learning and problem based learning
(Oblinger, 2004). Additionally, games can promote motivation, engagement and learning (Gillern,
and Alaswad, 2016). Further, games can increase the students’ interest and confidence level
(Paraskeva, Mysirlaki, and Papagianni, 2010). Most importantly, Bruner, (1960) said that the pace
of the game activities can be adjusted for faster or slower learners, novices or experts (as sited in
Paraskeva, Mysirlaki, and Papagianni, (2010). Hence the present article tried to examine the
potential of digital games as educational tools for slow learners.

2. Game Based Learning: A New Trend in Education

Nowadays technological developments provide new and more enriching gaming experiences to
the people. Especially digital games or computer games are more popular among younger
generations which can be termed as ‘digital natives’ by Prensky, (2001) (as sited in Simoes,
Redondo, and Vilas, 2012), ‘gamer generation’ (Beck, and Wade, 2006) or the ‘net generation’
(Tapscott, 1998). Digital games are just software applications running on a personal computer or
mobile devices. Digital games also took advantage of augmented reality technologies to become
more enjoyable and enhanced user interfaces with new ways of interacting with the players.
Similarly digital games are making the users to be addicted to play instantly. For instance, mobile
games in smart phones or tablets like Angry birds, Temple run, Candy Crush Soda etc., have an
increasingly a large number of users in all ages in which they involve in a great amount of time to
play these games (Simoes, Redondo, and Vilas, 2012). Thus digital games have been proposed as
a potential tool in teaching and learning by researchers (Barab, et.al. 2005: Gee, 2003).

The use of digital games as learning tool is called game based learning that has been gaining
prominence in recent decades. Game based learning is thought to be an effective tool for learning
(Kebritchi, and Hirumi, 2008; Saridaki, M., Gouscos, D., and Meimaris, M., 2008; Papastergiou,
2009; Furio, et.al. 2013; Dominguez, et.al. 2013). Game based learning can be defined as the use
of a computer game based approach to deliver, support, and enhance teaching, learning,
assessment, and evaluation (Connolly, Stansfield, and Hainey, 2007). Computer games could
develop number of skills such as decision making, cooperation, cognitive skills and problem
solving (Robertson, and Howells, 2008; Ebner, and Holzinger, 2007). In addition digital games
could produce a superior learning experience to the students (Carenys, Moya, and Perramon,
2016). Also, a study indicated that not only playing games but also creating educational computer
games and development activities enabled active experiencing of subject content for middle school
students and engaged them in thinking (Ke, 2014).

3. Multiplayer Online Games

Recently online games that draw together players from all over the world to dominate the digital
entertainment and to become fanatic particularly for children and adolescents. It seems that
multiplayer games have noticeable learning potential and studies have also focused on the types
of learning which could be supported by these games (Herz, 2001). The important benefit of
multiplayer online games is that the interaction enables players to communicate and collaborate
with each other in the game sessions (Manninen, 2003). Further a study suggested that multiplayer
online games make the learners being interesting enough to engage by integrating elements that
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limit play sessions and oblige players to actively engage in an external educational task before
continuing play, ideally in collaboration with other players (Paraskeva, Mysirlaki, and Papagianni,
2010).

4. Effectiveness of Digital Games

Many research studies confirmed that games have positive effect on students’ performance. For
instance, a study reported that interactive games were more effective than traditional classroom
instruction on learners’ academic learning and cognitive skill development (Vogel, Greenwood-
Ericksen, Cannon-Bowers, and Bowers, 2006; VVogel, et.al. 2006). In addition, a study found that
elementary and middle school students gained learning through digital games. It was also found
that playing games contributed to science knowledge retention (Clark, Nelson, Sengupta, and
D’Angelo, 2009). A related investigation compared students with high in game performance to
students with low in game performance. It revealed that there is a significant difference in learning
gains, engagement and game play behaviours (Rowe, Shores, Mott, and Lester, 2010).

Other studies have reported that game playing resulted in improved academic achievement of the
students (Gillispie, Martin, and Parker, 2009; Hickey, Ingram-Goble, and Jameson, 2009;
Papastergiou, 2009). To support these results, one more study reported that significant learning is
gained from the serious game (Tuzun, et.al. 2009). Similar conclusion were found in another study,
which reported that playing 3-D digital games positively impact on students’ math learning and
achievement (Gillispie, Martin, and Parker, 2009). Likely, in other study it was proved that the
game based mobile learning improved the students’ math performance in India (Kim, et.al. 2012).
Further, the results of a study showed that the participants who used the gesture interactive game
based learning approach demonstrated better learning performance and motor skills (Hsiao, and
Chen, 2016).

5. Digital Games for Learning

Many researchers proposed and used a number of digital games in their research studies to engage
the students in learning. For instance, Rosas, et.al (2003) presented a software application that
contained five games with the objective of evaluating the effects of video-games on students’
language acquisition skills and mathematical operations. Likewise, Ebner and Holzinger (2007),
designed an online computer game for teaching civil engineering to university students.

In addition, ‘Astra Eagle’ is the web based game used in a study to reinforce academic standards
for mathematics. This game improves a variety of math skills, such as measurement, comparing
whole numbers, solving simple equations and mapping X and Y coordinates (Ke, 2014).

As emerging digital games, gesture interactive games have opened new opportunities for learning.
Gesture interactive game based learning helps the students to reinforce their memories,
comprehend learning materials, improve their learning performance and strengthen their motor
skills in a student centered context in which learners are actively engaged (Altanis, Boloudakis,
Retalis, and Nikou, 2013; Huang, Liu, Kao, and Huang, 2009; Li, Wang, Wu, and Chen, 2014).
For instance, ‘The Goalkeeper’ is a gesture interactive game which is used in a study to improve
students’ learning performance and motor skills (Hsiao, and Chen, 2016).
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6. Conclusion

Slow is not just a four letter word when used in conjunction with the word learner. It is a concept
related to time or speed. Cautiousness, thoroughness, meticulousness, reflectiveness, and an
emphasis on the concrete are often commendable assets of the slow learner (Humphrey, and
Sullivan, 1970). The fundamental task of education is to help the normal children achieve their
potential and desired growth (Mami, and Arayesh, 2010). Similarly, digital games are helping the
slow learners to achieve like normal one. In addition, Humphrey, and Sullivan, (1970), illustrated
that the slow learners can learn concepts and academic skills more quickly and with greater
retention by participating in pleasurable active games than by learning in traditional ways. To
support this, an experimental study proved that the fast and slow learners forgetting curves were
parallel i.e. they have same retention power (Gentile, et.al, 1982). Likewise, in another study, it
provided evidence that, when proper gaming procedures are used retarded individuals can be
equated with normal in learning, with the same retention results (Cappella, 1981). Therefore with
the points and evidences discussed in the present article it is anticipated that game based learning
i.e digital games can be act as a magical learning tool for slow learners.
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