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Executive Summary

This scoping review examines online and blended learning from schools (rather than in schools).
It is particularly relevant at a time when schools have been forced by the covid-19 pandemic to
implement some of these measures as pupils have been unable to attend school. In addition,
the review investigates Educational Games, Computer Supported Cooperative Learning (CSCL)
and Computer Assisted Instruction (CAl), which all have the potential to be used outside school.
Web-based learning in school was included in CAI.

Eight different research databases were searched. Studies not relating to schools, studies dating
before 2000 and duplicates were excluded. Remaining were 1540 studies from all over the
world: Online 160 studies (10%), Blended 256 (16%), Games 530 (32%), CSCL 159 (10%) and CAl
520 (32%). There was a very large number of reviews and meta-analyses — 225. Of the 1540
studies, 946 studies (61%) found digital technology better than traditional instruction, while 115
(7%) found it the same. Only 2% (29) found digital technology worse than traditional instruction,
although publication bias has to be considered.

CAl performed the best (although a very miscellaneous category), Blended Learning and Games
were next equal, with Online and CSCL joint bottom (with fewer papers than the other
categories). Overall, 72% of studies gave positive outcomes, with 28% being unclear. In terms
of school sectors, Primary performed best; next came Secondary. Early Years and Kindergarten
was very similar to Secondary, a very interesting outcome for this group, who might not have
been expected to be highly responsive to digital technology. Blended Learning seems more
frequent at Secondary than Primary, especially in Science and Maths, although Reading
disappears at Secondary level, but a wide range of subjects are studied. Health subjects do
particularly well. Online seems to focus more on Maths at Primary level and more on Science at
Secondary level, although reading is present at both levels. English as a Foreign Language is also
widely pursued through Online and Blended Learning.

Girls did better than boys at digital learning, although often girls and boys were equal. Low
ability children were found in several studies to respond to digital technology more positively
than “average” children (as they would normally be perceived by the teacher). Generally,
Disadvantaged children were mentioned in the context of investigating whether digital
technology worked with such children, which it usually did, once it was made reliably available.
There were a number of positive studies of digital technology for children with very various
special needs: Learning Difficulties, Autistic Spectrum Disorder (ASD), Attention Deficit and
Hyperactivity Disorder (ADHD), Deaf and Hard of Hearing, Emotional and Behavioural Disorder
(EBD), Downs Syndrome, Visual Impairment and Dyslexia/Specific Learning Difficulties.
Generally, studies of Ethnic Minorities reported improvement. Twelve studies found that
innovations in Rural schools were effective. Countries Not Speaking English as a first language
numbered 59 (357 papers) - it seems very likely that local cultural features need taking into
account when implementing digital technology.

Improvement in Socio-Emotional Functioning from engagement with digital technology was
reported by 247 studies (16%) (although this was mostly improvement in self-efficacy), while
only 18 (1%) reported a deterioration. A large number of studies were noted as having
implications for the Design of interventions or for the Digital Pedagogy which they entailed —



410 (27%). We broke them down by intervention and readers will find these details in the
Appendix. Implications for practice, policy and future research were discussed, particularly how
schools can capitalise on their ventures into online and (particularly) blended learning as they
move forward.

For clarity, we now give the Conclusions in a bulleted list:

1. Do online and blended learning from schools have positive/negative/similar effects
compared to traditional classroom teaching or digital learning in school? The answer is
Positive for both online and blended learning.

2. Do educational games and computer-supported collaborative learning have
positive/negative/similar effects compared to traditional classroom teaching or digital
learning in school? The answer is Positive for both, although the evidence for Games is
more persuasive than the evidence for CSCL.

3. Are the effects different between primary/elementary schools, middle schools and
secondary/high schools? There are similar Positive effects in primary and secondary
schools, although with less focus on reading in secondary. Science and Maths are the
most popular subjects, but many other subjects are learned in this way. There is less
research on middle schools. In addition, web-based learning which was carried out in
schools was categorised under Computer Assisted Instruction (CAl), which was also
found to be effective, and clearly has the potential to be used outside of school.

4. Are the effects different in different subjects? A wide range of subjects shows positive
results, not only Reading, Maths and Science/STEM, but also English, Writing, English
as Foreign Language, Critical Thinking, Humanities, Art and Music, and Health.

5. Are the effects different by gender? They are, and girls generally do better than boys.
So, the idea that boys are more competent at information technology is an urban
myth.

6. Are the effects different for different sub-groups of students? Positive effects are more
marked for students of low ability. Disadvantaged and rural students show positive
results where access to digital technology is arranged. A wide range of students with
special educational needs or disabilities and those from ethnic minorities show positive
results. Students in Non-English-Speaking Educational Contexts show positive results
even though the 59 countries they live in are likely to have cultural issues particular to
digital learning.

7. Are the effects on socio-emotional functioning and psychological wellbeing
positive/negative/similar compared to being in school full-time? The effects on Socio-
Emotional Functioning are largely positive although many studies focused only on self-
efficacy. Psychological Wellbeing had too few studies to generate any conclusion.

8. What is the evidence for design principles or underlying digital pedagogies in any of
these studies? There is a great deal of evidence on these areas which is summarised
and given in more detail in the Appendix.

9. What teaching points for effective online/blended learning can be drawn from
evidence-based studies? This research question will be answered after we have read
the full papers.

The report can be downloaded from:
https://www.dundee.ac.uk/media/dundeewebsite/eswce/documents/research/scoping-
review-2.docx
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The Effectiveness of Online and Blended Learning from Schools: A Scoping Review

This literature review starts with an Introduction which outlines the urgent need for the study,
in view of the heightened demand created by the corona-virus pandemic. It notes that many
of the studies on online and blended learning have been conducted in higher education.
However, the present review of online and blended learning from schools since 2000
encompasses 1540 studies, so clearly there is a good deal of research on this also. Definitions
of blended and online learning (and synonyms) are offered. Previous literature relevant to this
review is briefly surveyed, then Research Questions are given. Turning to Method, keywords,
databases and inclusion/exclusion criteria are outlined. The coding framework is explicated
and inter-rater reliability outlined. Results are then given, albeit in summary form. The paper
ends with a Discussion (which gives the opportunity to discuss limitations and speculate
beyond the research findings) and a Conclusion (which gives the answers to the Research
Questions).

Introduction
Aims

During the corona-virus pandemic, many schools turned to online and blended learning in
various forms to provide education for children who were not allowed in school. Papers have
begun to appear on managing online and blended learning in a pandemic (e.g., Doucet,
Netolicky, Timmers, & Tuscano, 2020), but these are typically just giving advice and listing
resources with no evidential basis. We do not know how well schools have been delivering
online learning, and probably there was great variation between schools (and possibly
between teachers). Undoubtedly the transition from classroom work to online work has been
extremely demanding for many teachers. Further, disadvantaged students may be less likely
to have computers and wifi connections at home (although they may be more able to access
material delivered to mobile phones), and so the gap between advantaged and disadvantaged
students seems likely to increase.

The aim of this review is to explore the research literature on the effects of online or blended
learning from schools to see whether it is better, worse or the same as traditional face-to-face
classroom learning, in order that teachers might be better informed. If online or blended
learning turns out to be as good as or similar to classroom learning, teachers may wish to
extend their involvement in it even after children are able to return to school. Of course, there
may be local lockdowns which require only a limited number of children to be in school, and
blended learning would be ideal in that instance. The developed skills in delivering online
learning should not be lost by simple reversion to “what we always did before”. Thus, this
project also aims to extract evidence-based teaching principles which teachers can actually
put into practice. Of course, online learning may be good for some sub-groups of students but
not others, and this needs to be made clear also.

Research studies are typically moderately well organised, so they may not be typical of what
has recently happened in schools, i.e., a scramble at short notice to deliver any kind of support
to pupils via online learning. Consequently, recently implementation might have been of
uncertain quality in some schools, which might make recent practice less related to the



research outcomes than would otherwise be the case. However, research studies are also
affected by publication bias, in that authors are more likely to submit for publication papers
reporting positive results, and journal editors are more likely to publish them. So, they may
give a somewhat unrealistically positive picture of the effectiveness of intervention methods.

Given the need to get reliable information into the hands of teachers at the earliest possible
date, once we had coded all the abstracts of the papers, we decided to produce a Scoping
Review based only on the abstracts and make that available to teachers, which would give a
rough approximation of what the final study was likely to offer. We intended to use feedback
on the Scoping Review to inform the development of the final Systematic Analysis report
based on reading the full papers.

Definitions

Online Learning is a style of education in which students learn complete programmes only via
electronic and online media, so that they can completely control the time, pace, and place of
their learning (Oxford English Dictionary). In other words, all the learning happens out of
school. However, many studies report what they call online learning when in fact they have
the pupils in school using the school wifi to access some form of web-based programme under
the supervision of the teacher. This is not what we consider to be online learning, and such
projects have been categorised as Computer Assisted Instruction (CAl).

Blended Learning is a style of education in which students learn via electronic and online
media as well as traditional face-to-face teaching in the classroom, so that they can, in part,
control the time, pace, and place of their learning (Oxford English Dictionary). In other words,
part of the learning happens out of schools and part of it happens in schools. Typically,
information-giving happens out of school and interactive elements such as teacher and peer
discussion happen in school.

In both online and blended learning, online interactive sessions between teacher and student
or between student and peers can be hosted through video conferencing, web chat, message
boards or other means. In this review, online or blended learning may have taken place for the
entire programme of learning, or it may only have taken place for the relatively brief project
which is reported.

In this report we not only consider online and blended learning, but also computerised
educational games and computer-supported collaborative learning, since these may mainly
currently be used in school but clearly have the potential to be used in locations outside of
school.

Computerised educational games are games that are designed to help people learn about
certain subjects, expand concepts, reinforce development, understand a historical event or
culture, or assist them in learning a skill as they play. They can be “serious” games designed
especially for their educational value, or commercial games which nonetheless have
educational value (and are often better produced). Games involve interactive play that
teaches goals, rules, structure, adaptation and problem solving, all often represented as a
story. They provide feedback and enable learning by giving enjoyment, passionate



involvement, structure, motivation, ego gratification, adrenaline, creativity, social interaction
and emotion. A “serious game” is a game designed to facilitate learning as well as
entertainment (although adults would be well advised not to refer to them as “serious” games
in front of the pupils). Games may be for single players, for two or several players, or be part
of a massively arranged system for multiple cooperative teams or adversaries, as in Massive
Multiplayer Online Games (MMOGs) (Wikipedia).

Computer Supported Collaborative Learning (CSCL) concerns how collaborative learning
supported by technology can enhance peer interaction and work in groups, and how
collaboration and technology facilitate sharing and distributing of knowledge and expertise
among community members (Lipponen, 2002). The participants use the Internet and Internet-
enabled software tools to support social and collaborative learning at a distance from one
another and from their instructor.

We did not include Computer Assisted Instruction (CAl) or any associated search terms in our
literature search. However, as noted above, we found that many studies which purported to
be of online or blended learning actually turned out to be school-based studies, where pupils
had interacted with digital materials or used web-based materials while under the direct
supervision of the teacher. Hence, we categorised these as CAl, a category which grew very
large. Clearly, schools are using many forms of technology in schools which could be exported
out of school, but to a considerable extent this is not yet occurring. Consequently, a definition
of CAl is given: CAl is an interactive instructional technique using a combination of text,
graphics, sound and video whereby a computer is used to present a programme of
instructional material, have the student interact with it, and monitor the learning that takes
place. CAl programmes can be simply drill and practice, or they can be much more complex,
e.g., involving simulations (WikiEducator).

Previous Literature

Many useful guides to blended learning appeared before the pandemic (e.g. Cleveland-Innes,
& Wilton, 2017). Since the pandemic started, the Education Endowment Foundation (EEF)
(2020) has produced a rapid research review of online and blended learning from schools
(https://educationendowmentfoundation.org.uk/public/files/Remote Learning Rapid Eviden
ce_Assessment.pdf). Although very valuable, this study only reviewed reviews and meta-
analyses (and then not all of them), whereas we intend to review individual studies.
Additionally, this study was wider than our focus. Further, the summary teaching points
emerging from it were rather difficult for teachers to operationalise. The EEF also focused
heavily on disadvantaged children, whereas we looked at other sub-groups. However, we used
the reviews in the EEF and also all the single studies cited in those reviews since 2000 in our
own review. This report also categorises these studies in the same way as the EEF report, i.e.
as Online, Blended, Games, CSCL, or CAI.

In the US, Studies of Distance Learning (https://ies.ed.gov/ncee/wwc/distancelearningstudy)
gives a list of studies relevant to online and blended learning across all sectors of education
which have partially stemmed from searching ERIC with regard to blended and online learning
and partially from crowd-sourced suggestions for relevant studies. We extracted the studies
concerned with schools and added them to our study.
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Beyond this, Evidence for Learning Australia (https://www.evidenceforlearning.org.au) have
been analysing single studies from the EEF Rapid Evidence Assessment. We also do this, but
add findings from several other databases. The Scottish Government has produced two
papers on Blended Learning (https://education.gov.scot/improvement/learning-
resources/education-recovery-group-blended-learning), but these add little to the EEF paper.

Research Questions

RQ1: Do online or blended learning from schools have positive/negative/similar effects
compared to traditional classroom teaching or digital learning in school?

RQ2: Do educational games and computer-supported collaborative learning have
positive/negative/similar effects compared to traditional classroom teaching or digital learning
in school?

RQ3: Are the effects different between primary/elementary schools, middle schools and
secondary/high schools?

RQ4: Are the effects different in different subjects?

RQ5: Are the effects different by gender?

RQ6: Are the effects different for different sub-groups of students, e.g. disadvantaged, “high”
and “low” ability, those with special educational needs or disabilities, ethnic minorities, rural
students, second language learners, the hospitalised and sick at home, gifted, and students in
non-English-speaking educational contexts?

RQ7: Are the effects on socio-emotional functioning and psychological wellbeing
positive/negative/similar compared to being in school full-time?

RQ8: What is the evidence for design principles or underlying digital pedagogies in any of
these studies?

RQ9: What teaching points for effective online/blended learning can be drawn from evidence-
based studies?


https://www.evidenceforlearning.org.au/
https://education.gov.scot/improvement/learning-resources/education-recovery-group-blended-learning
https://education.gov.scot/improvement/learning-resources/education-recovery-group-blended-learning

Method
Keywords
We used the following keywords in our search:

» school (including primary and secondary, middle, elementary and high) AND

» blended learning OR online learning OR e-learning OR elearning OR virtual learning OR
distance learning OR remote learning OR digital teaching OR flipped learning OR
flipped classroom OR computer supported collaborative learning OR computer
supported cooperative work OR online cooperative work OR online collaborative
learning OR educational games online OR educational video game OR serious games

We initially added a third term (AND effect OR impact OR outcome), but found that this
seriously restricted the number of hits in different databases. These words did not appear
frequently in titles, abstracts or keywords.

The whole search term was thus:

school AND “online learning” OR e-learning OR elearning OR “virtual learning” OR “distance
learning” OR “remote learning” OR “digital teaching” OR “blended learning” OR “flipped
learning” OR “flipped classroom” OR “Computer Supported Collaborative Learning” OR
“Computer Supported Cooperative Work” OR “Online Cooperative Work” OR “Online
Collaborative Learning” OR “Educational Games Online” OR “Educational Video Games” OR
“Serious Games”.

When we came to Google Scholar, we found that inserting the whole search term was not
efficient — it appeared to confuse its algorithms. By experimentation we found that inserting
the type of school first (primary/elementary/middle/secondary/high) and then the type of
intervention separately (“online learning” OR e-learning OR elearning OR “virtual learning” OR
“distance learning” OR “remote learning” OR “digital teaching”/ “blended learning” OR
“flipped learning” OR “flipped classroom”/ “Computer Supported Collaborative Learning” OR
“Computer Supported Cooperative Work” OR “Online Cooperative Work” OR “Online
Collaborative Learning”/“Educational Games Online” OR “Educational Video Games” OR
“Serious Games”) yielded a far larger and more focused set of hits.

Databases

We searched the following research databases:
» ERIC

JSTOR

Scopus

Web of Knowledge

Google Scholar

EEF Rapid Evidence Assessment: Reviews

EEF Rapid Evidence Assessment Single Studies

VV YV VYV VY

Studies of Distance Learning
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All papers dated before 2000 were removed. Then, all papers which appeared from their title
or abstract to be about learning other than in school education were removed. After that all
whole books and chapters and items which did not have an abstract were removed. After that
all items which we could not find an abstract for were removed. See the Prisma chart (Table 1
below) for an indication of the quantity of papers from different databases — there were very
different numbers. Also, the number of duplications were small, indicated each database was
effectively accessing a largely different range of items. While the EEF Rapid Review listed a
considerable number of reviews, systematic analyses and meta-analyses of online and
blended learning, games and CSCL, we found many more. However, many of these did not
give a clear indication of overall outcome in the abstract.

The Coding Framework

Abstracts were then coded according to the research questions on which they provided data.
Papers which were reviews or meta-analyses were coded as such. Papers were coded
according to whether they appeared to be in the Online, Blended, Games, CSCL or CAl
categories or unclear (irrespective of what they claimed to be). Studies were then coded
according to what sector of education they related to: Early Years or Kindergarten, Primary or
Elementary, Middle, Secondary or high, Primary and Secondary together, and unclear. Early
Years or Kindergarten was included as a category as many readers would not expect online or
blended learning to be applicable to such young children.

Studies were then coded according to subject area: Reading, English, Writing, Math, Science,
STEM (Science, Technology, Engineering and Mathematics), Thinking / English as a Foreign
Language (EFL), Humanities (including history, geography, social studies, economics), Health
(including physical education, nutrition, exercise, aggressive behaviour), and ArtsMusic
(including composing, sculpting).

Studies were coded according to gender if that was mentioned in the abstract, in relation to
whether Females were better, Males were better, or Females and Males were equal. Studies
were then coded according to sub-group: Socio-economically disadvantaged, of High or Low
ability (almost all of low ability), whether participants had any Special Educational Needs or
Disability, were of any Ethnic Minority within one country, were mainly in a Rural setting
(since online and blended learning are particularly relevant for those far from a school), were
Second Language Learners (although most of the findings here were related to those studying
English as a Foreign Language), Hospitalised or Sick at Home children, Gifted children, and
those in a Non-English-Speaking Educational Context (since we wished to see how many
different countries apart from English-speaking countries participants came from in order to
consider whether their host educational culture had any differences from the West).

Then Outcomes were considered: was the intervention better, worse or the same compared
to whatever it was being compared to? In many cases the comparison was to traditional
teacher-led education, but sometimes it was in comparison to another computer-led
intervention.

Then Socio-Emotional Functioning was considered — was there evidence that the
implementation of online or blended learning has improved social functioning, worsened it, or



] [Identification

] [Screening

] [Eligibility

PRISMA 2009 Flow Diagram

11

Abstracts from Abstracts from Abstracts from Abstracts from Abstracts from
SCOPUS ERIC JSTOR Google Scholar Web of Science
(n=269) (n = 189) (n = 147) (n=227) (n=100)

Abstracts from
Studies of Distance
Learning
(n=227)

Abstracts from single
studies from EEF Rapid
Research Review
(Single Studies n = 615)

Abstracts from EEF
Rapid Research
Review
(Reviews n = 31)

!

A l V}

} ‘

Total abstracts n = 1805
Abstracts after duplicates removed n = 1648

[Included

\

Abstracts meeting criteria n = 1540

'

First Coding
Scoping Review at this point
Full papers obtained and screened n = 1540

!

Second Coding
Studies included in
systematic analysis (n = )

Abstracts not meeting

| criteria removed n = 107

Papers not meeting criteria

Papers meeting criteria (n = ) — removed (n= )




12

had it stayed the same? Obviously, online learning in particular removes the face-to-face
social interactions which pupils enjoy in school, so this category was apposite. Similarly,
Psychological Well-being was considered, although relatively few studies mentioned this.

Finally, coding considered whether the paper had implications for intervention design or
described any underlying digital pedagogies, whether this was claimed in the abstract or not.
It was anticipated that at the stage of Scoping Review it might be possible to assemble these
design points for teacher information, but that a full discussion of teaching points would have
to wait until the final systematic analysis.

Inter-Rater Reliability

Coding was undertaken by two senior researchers who were very familiar with this research
area. The central 100 studies were coded by both raters and the results compared. It was
agreed that only topics mentioned in the title or abstract would be coded. It was also agreed
that the raters would avoid creating new groups. Inter-rater reliability was 81%. While this was
at best modest, we noted that we were coding on a large number of moderator variables and
that we were doing so only on the abstract rather than the full paper, so we considered 81%
to be good enough bearing in mind the complexity of what we were attempting.

The subsequent discussion comparing IRR results for each coder led to some interesting
findings. Many studies which appeared to be of Online and Blended Learning did not in fact
conform to our definition of these — involving children studying in part or wholly at home or
otherwise outside of school, using the Internet or CDs or paper materials. These studies might
well have had pupils using web-based learning or digital packages, but these were only studied
in school (using the school’s own wifi), rather than in any way at home. It was agreed to code
such studies CAl rather than O or Bl. However, studies of Games and CSCL were less readily
divided in this way, and consequently all studies of Games and CSCL might be of these used in
school (with potential for use at home) or actually at home. Additionally, there was discussion
of the concept of Non-English-Speaking Educational Context (NESEC), indicating countries
where English was not the native language and where the educational context might be very
different from what would be expected in the UK. Ethnic Minority (EM) would be used for an
ethnic minority within a country, rather than between countries.

After this discussion the IRRs were cross-referred and any disputed cases were resolved by
discussion. We anticipate that this discussion would lead to an IRR percentage higher than the
81% found in this instance, but we do not propose to conduct another IRR until the second
stage of this research, after we have read all the papers.

We initially deliberately excluded Computer Aided Instruction (CAl) from our search terms as
such methods are mostly only found in the classroom. However, some CAl methods have
potential for use in blended learning, and where our search nonetheless discovered such
items, we have included them in our results here. Likewise, some of the Games and CSCL we
reported were used in a classroom environment, but clearly had potential to be used in a
blended learning environment. Only items which were clearly about online learning were
coded under online learning, and only items clearly about blended learning coded under
blended learning.
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One option we did not pursue was to code online/blended learning as synchronous or
asynchronous. It has been argued that web-based learning in school is more likely to be
synchronous, whereas online/blended learning outside of school is more likely to be
asynchronous, offering a higher level of flexibility concerning mode, place, pace and path. In
the event, few of the abstracts mentioned this variable, and most research finds no difference,
and so it was excluded.

Quality of Studies

We considered rating Quality of Evidence from 1 to 4 using the GRADE framework of Guyatt,
Oxman, Akl, Kunz, Vist, Brozek, et al. (2011), but the studies were so various and only the
abstracts were inspected in the first stage, so this was eventually considered too subjective
and unreliable for weighting purposes.
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Results

As noted earlier, 1540 studies were included in this review. Dividing these into area of
operation, we found: Online 160 studies (10%), Blended 256 (16%), Games 530 (32%), CSCL
159 (10%) and CAI 520 (32%) (some studies encompassed more than one area of operation).
Other studies were unclear in the abstract about what they were investigating. Clearly, Games
and CAl were categories containing many studies, while Online and CSCL contained least, with
Blended Learning somewhere in the middle.

We also noted the very large number of reviews and meta-analyses — 225 in total, divided into
Online 28, Blended 40, Games 78, CSCL 26 and CAIl 42. There were an additional 11 reviews
where it was impossible to tell from the abstract what intervention they were reviewing.
Unfortunately for our purpose, many of these reviews covered primary, secondary and higher
education together. Where this was the case, the majority of the studies usually came from
higher education. It was rare for there to be any discrimination in the abstract about what
sector of education the studies came from. The number of reviews per area of operation was
in line with the number of studies, except CAl was under-represented. Consequently, the
number of individual studies excluding reviews were: Online 132, Blended 216, Games 452,
CSCL 133 and CAIl 478, with a total of 1411.

Considering the indications regarding outcomes, 946 studies (61%) found digital technology
better than traditional instruction, while 115 (7%) found it the same. In a further 376 studies
(24%) the outcome was unclear. Only 2% (29) found digital technology worse than traditional
instruction, while a further 93 studies (6%) were not coded as anything. This is clearly a major
finding, indicating that digital technology is almost always superior to traditional instruction,
although of course publication bias has to be taken into account.

Analysis by Intervention x Sector x Subject x Outcome

It was clearly of interest to investigate the extent to which these overall positive findings
remained when different interventions were analysed: Online, Blended, Games, CSCL and CAI.
It was also of interest to investigate the extent to which these overall positive findings
remained when different sectors of education were analysed: Early Years Kindergarten,
Primary, Middle, Secondary and Primary + High schools. We created a matrix which explored
the interactions between these factors. Within this matrix (in each cell) we also investigated
subjects: Reading, Maths, Science, STEM, Thinking, EFL, Humanities, English, Health, Art Music,
and Writing. Within each sub-cell, we also investigated Outcomes: Better than traditional
instruction, Same, Worse or Unclear. The Unclear category itself split into various sub-
categories: Unclear because Subject unclear, Unclear because Sector unclear and Unclear
because Intervention unclear. The resulting matrix was extremely complex and here we
merely try to summarise it. Table 1 gives summary data for Interventions, while Table 2 gives
summary data for School Sectors.
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Table 1
Summary Data for Interventions
Intervention Better Same Worse Total Unclear Total
(%)+ Better/
Same
(%)+
Online 50 6 55 78
(39%) (55%)
Blended 105 10 65 150
(30%) (70%)
CSCL 45 2 57 65
(46%) (53%)
Games 246 29 142 348
(29%) (70%)
CAl 287 39 96 379
(20%) (78%)
Unclear 31 9 7 40
(15%) (85%)
Overall Total 422 1060
(28%) (72%)
+ Percentages include Worse outcomes
Table 2
Summary Data for School Sectors
School Better Same Worse Total Unclear Total
Sector (%)+ Better/
Same
(%)+
Early Years/ 25 2 10 28
Kindergarten (25%) (70%)
Primary/ 363 32 67 437
Elementary (13%) (85%)
Middle 48 14 50 74
(38%) (56%)
Secondary/ 234 31 112 315
High (26%) (72%)
Primary + 63 7 75 106
Secondary (40%) (56%)
Unclear 31 9 7 40
(15%) (85%)
Overall Total 321 1000
(24%) (76%)

+ Percentages include Worse outcomes




16

Table 1 indicates that in terms of the ratio between Better + Same outcomes and Unclear
outcomes, CAl performed the best (78% vs. 20%) (even though it was a very miscellaneous
and make-weight category in this analysis, and might have caught more studies of less rigour).
Hopefully this issue can be resolved when we read the full papers. Blended Learning and
Games were next equal (both about 70% vs. 30%), with Online and CSCL coming joint bottom
(about 54% vs. 42%). However, many studies coded as CSCL did not set out to measure
learning improvement, but instead some variant of SEF such as communication, social
interaction or self-efficacy. With CAl, Blended Learning and Games we can be sure that the
numbers of Better + Same far outweigh the numbers of Unclear, so even if all the Unclear
were negative (which is highly unlikely given the very small numbers of Worse in this analysis),
Better + Same would still be the largest category. This is less clear with Online and CSCL.
Overall, 72% of studies gave positive outcomes, with 28% being unclear.

Table 2 indicates that Primary Elementary performed the best, with 85% in the Better or Same
category and only 13% in the Unclear category (although it should be noted that this was very
similar to the Overall Unclear category). Next came Secondary High, with 72% in the Better or
Same category and 26% in the Unclear category. Early Years and Kindergarten was very similar
to this, with 70% in Better/Same and 25% in Unclear, and this is a very interesting outcome for
this group, who might not have been expected to be highly responsive to digital technology.
As with the previous table, all of these would remain positive even if all the Unclear turned out
to be negative, which is highly unlikely. This is less true of Middle schools and the Primary +
Secondary combination. It is not clear why Middle schools should not do so well. Regarding
the Primary + Secondary combination, it seems more difficult for any digital technology to be
able to cover such a wide age range, so perhaps digital technology is better focused on either
Primary or Secondary.

Other more nuanced findings are evident from the whole matrix. Games and CAl obviously
dominate in terms of number of studies, particularly at Primary level, with Games much more
prevalent at Primary than Secondary. Games are also more common in Primary + Secondary
studies than CAIl. Maths and Science are the most common subject in Games and CAl in
Primary, joined by Reading especially in CAl. However, Games are also common in many other
subjects in Primary and similarly (although to a lesser extent) in Secondary. However, in
Secondary, Maths becomes less common and Science becomes more common in CAl, while
Reading disappears from Games.

Blended Learning is of interest as it seems more frequent at Secondary than Primary, although
again Reading disappears at Secondary level. Science seems to be the most popular subject.
With Maths following shortly behind. Again, a wide range of subjects are studied at both
Secondary and Primary. Health subjects seem to do particularly well. Online and CSCL seem to
be the weakest interventions among those studied, but this is only relative as they also have
substantial research evidence to support them. Online seems to focus more on Maths at
Primary level and more on Science at Secondary level, although reading is present at both
levels. English as a Foreign Language is also widely pursued through Online Learning (and
features in Blended Learning as well). CSCL is somewhat similar, with less emphasis on
Reading and Maths at Secondary and more on Science.
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Other Moderator Variables

Gender was coded according to whether Females did better, Males did better, Males and
Females were equal, some Other aspect of gender, or whether gender was mentioned but
Unclear. Females were better in 27 cases and Males better in only 4. Males and Females were
equal in 35 cases. Other was 6 cases and Unclear 21. Thus, somewhat contrary to
expectations, girls did better than boys at digital learning in many studies, although the
majority of studies had girls and boys doing equally well.

Special sub-groups were coded according to whether they were: Disadvantaged, of HiLo
Ability (almost all of “low ability”), had Special Educational Needs or Disabilities, were from an
Ethnic Minority, were from Rural areas (where remote learning might be more needed), were
Second Language Learners (almost all EFL studies), were Hospitalised or Sick at Home children,
were Gifted, and whether they came from a Non-English-Speaking Educational Context.
Studies coded as Disadvantaged numbered 52 (3%), HiLo 89 (6%), a variety of Disability 115
(7%), Ethnic Minority status 33 (2%), Rural 41 (3%), Second Language Learners 89 (6%),
Hospitalised or Sick at Home 8 (.5%), Gifted 10 (.6%) and Non-English Speaking Educational
Context 357 (23%).

Regarding Disadvantaged, we expected to encounter some direct discussion of the presumed
difficulties for socio-economically disadvantaged children of accessing computer and the
Internet at home, but there was very little of this, other than some comment on such children
possibly having less support from parents, who would need to work and in the case of blended
or online learning would be leaving the child at home unaccompanied, which of course would
be illegal in the case of young children. Perhaps deeper analysis of this issue will become
evident once we read the full papers. Given the attainment gap between advantaged and
disadvantaged students, there was a danger that digital technology would serve only to make
that gap wider. Generally, the mention of Disadvantaged was in the context of investigating
whether digital technology worked with such children, which it usually did once it was made
reliably available. Some schools had made iPads or laptop computers available to
Disadvantaged children to take home, with positive results. A few studies had tried using
mobile phones rather than computers and the Internet. There was also comment on the loss
of educational capability during the summer break for disadvantaged children.

The code HilLo almost exclusively related to “low ability” children (as they would be perceived
by the teacher), who were found in several studies to respond to digital technology more
positively than average children. This suggests that children operating in the digital space can
prove surprisingly competent when given the opportunity (although “weaker” students might
be expected to perform more poorly). Again, direct comparisons of low ability and average
ability students was rare. An early start with Kindergarten children was found effective.
However, there were relatively few direct comparisons of low ability and average ability
children.

The Special Educational Need or Disability code revealed use of digital technology in a number
of studies of children with very various needs, including: All unspecified SEN 15, Learning
Difficulties 23, Autistic Spectrum Disorder 13, Attention Deficit and Hyperactivity Disorder 9,
Deaf and Hard of Hearing 5, Emotional and Behavioural Disorder 4, Downs Syndrome 3,
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Writing Difficulty 3, Visual Impairment 3, Dyslexia/Specific Learning Difficulties 3, English as a
Second Language 2, Mental Health Disorders 2, Mathematical Learning Difficult/Dyscalculia 2,
Reading Difficulty 1 and Sensory Processing Disorder 1.

Ethnic Minority Status was often seen in US studies as Afro-American (7 studies) or Hispanic (8
studies). However, East Africans also featured (2 studies) as did Native Americans and Maori
(1 study each). Ten studies spoke of all ethnicities without specifying. Generally, studies
focusing on Ethnic Minorities reported improvements. More than one study noted that
Computer Science was dominated by White and Asian males.

Rural schools were widely seen as problematic, not just because of a lack of resources and
Internet connectivity, but also because in some countries school income could be less and the
teachers could be less qualified. However, three studies found that innovations were as
effective in rural schools as elsewhere. Nine studies focused on digital innovations within rural
schools, which were mostly found to work. Another nine studies discussed improving remote
rural schools more generally, through schemes like My Buddy School linking a rural and an
urban school and the wider use of mobile phones. One study distributed iPads while another
distributed the much cheaper Raspberry Pi. A third distributed unspecified tablets with games
on them. Online mentors were mentioned.

We hoped the coding for Second Language Learners would help us discover students who
were not speaking their native language in class. However, the bulk of this category was taken
up by English as a Foreign Language learners.

A few studies focused on children who were Hospitalised or Sick at Home, which was
acknowledged to be a very difficult situation. Some of these focused on children with chronic
conditions (e.g. leukaemia) who were hospitalised for a long time, but the value of educational
engagement was emphasised and these children were supported with digital technology,
including Virtual Reality. Other studies considered conditions which did not require long-term
hospitalisation, although results were mixed.

The Gifted coding revealed studies concerned with intervention with gifted students in
mathematics (2 studies), language, writing, neuroscience and metacognition. Two studies
compared gifted and non-gifted students and expressed surprise when the non-gifted did as
well as the gifted. This again suggests that “giftedness” is traditionally defined by the school
and pupils with digital competencies may achieve unexpected performance in that area.
Gifted students found virtual learning little different from traditional learning at school, apart
from the social side of life.

Non-English-Speaking Educational Context was coded whenever the title or abstract indicated
the study had taken place in a country which did not have English as its first language. This was
intended to show that different cultural factors may be operating which could influence the
success or otherwise of the digital technology. The following countries were so identified (in
order of frequency of studies and then alphabetically): Taiwan 73, Indonesia 35, Turkey 31,
China 21, Hong Kong 15, Spain 14, Malaysia 13, India 12, South Korea 11, Iran 10, Netherlands
9, Thailand 9, Greece 6, Singapore 6, Chile 5, Israel 5, Mexico 5, Brazil 4, Cyprus 4, Czech
Republic 4, Nigeria 4, Columbia 3, France 3, Italy 3, Philippines 3, Saudi Arabia 3, Sweden 3,
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Denmark 2, Ethiopia 2, Finland 2, Germany 2, Japan 2, Kenya 2, Kuwait 2, Norway 2, Oman 2,
Poland 2, Sudan 2, Austria 1, Belgium 1, Costa Rica 1, Ecuador 1, Ghana 1, Hungary 1, Iraq 1,
Jordan 1, Malawi 1, Morocco 1, Nepal 1, Palestine 1, Peru 1, Portugal 1, Slovakia 1, Slovenia 1,
South Africa 1, Sri Lanka 1, Switzerland 1, Ukraine 1, United Arab Emirates 1 (59 countries, 357
papers). Clearly, interest in this area occurs all over the world. It seems very likely that there
are cultural features that need taking into account when implementing any digital technology.
The size and population of a country (and to an extent its level of economic development)
bears no relationship to its productivity in this area.

Improvement in socio-emotional functioning as a result of engagement with digital technology
was reported by 247 studies (16%), while only 18 (1%) reported a deterioration. A further very
small number (8, .5%) found no difference, while in 120 cases (8%) this was unclear. However,
a large number of these 247 positive studies were reporting an improvement in self-efficacy,
rather than social functioning per se.

Psychological Well-Being was a rarely coded option, only 13 studies (.8%) noting an
improvement in this area. However, only one study (.001%) noted a decline in this area, while
only two (.001%) stayed the same. Just two studies were coded as Unclear (.001%). Thus,
insofar as these numbers are representative, Psychological Well-Being seems very likely to
improve with digital technology.

A large number of studies were coded (even from the abstract) as having implications for the
Design of interventions or for the Digital Pedagogy which they entailed — 410 (27%). As these
will be of interest to teachers, we have broken them down by intervention. However, a
number of studies did not specify which intervention they related to, and some studies had
implications for design which were too vague to articulate. Consequently, we had 367 pointers
regarding design and pedagogy to consider. There were 117 points concerning Games (32%),
96 concerning CAI (26%), 65 concerning Blended Learning (18%), 49 concerning CSCL (13%)
and 40 concerning Online learning (11%). These figures were very similar to the numbers in
which these categories occurred, except CAl was substantially lower — perhaps surprising as
CAl was such a various category. The Design and Pedagogy points for each intervention
category are too extensive to list here, but readers will find these in the Appendix. Readers
will find interesting similarities between some pointers in different intervention areas —and
possibly some contradictions.
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Discussion
Summary

This review included 1540 studies: Online 160 studies (10%), Blended 256 (16%), Games 530
(32%), CSCL 159 (10%) and CAI 520 (32%). Clearly, Games and CAl were categories containing
many studies, while Online and CSCL contained least. There was also a very large number of
reviews and meta-analyses — 225: Online 28, Blended 40, Games 78, CSCL 26 and CAl 42.
However, many covered primary, secondary and higher education together, with most studies
from higher education and no discrimination between school sectors.

Of the 1540 studies, 946 studies (61%) found digital technology better than traditional
instruction, while 115 (7%) found it the same. Only 2% (29) found digital technology worse
than traditional instruction, although publication bias has to be considered.

Concerning the interventions, and specifically the ratio of Better + Same outcomes versus
Unclear outcomes, CAl performed the best (78% vs. 20%) (but note our previous caveats).
Blended Learning and Games were next equal (both about 70% vs. 30%), with Online and CSCL
coming joint bottom (about 54% vs. 42%) (but note our previous caveats). Even if all the
Unclear turned out to be negative (which is extremely unlikely given the very small numbers of
Worse), all intervention categories would still be positive. Overall, 72% of studies gave positive
outcomes, with 28% being unclear.

In terms of school sectors, Primary performed best (85% Better or Same; 13% Unclear). Next
came Secondary (72% Better or Same; 26% Unclear). Early Years and Kindergarten was very
similar to this (70% in Better or Same; 25% Unclear), and this is a very interesting outcome for
this group, who might not have been expected to be highly responsive to digital technology.

Games were much more prevalent at Primary than Secondary. Maths and Science were the
most common subject in Games and CAl in Primary, joined by Reading especially in CAlI.
However, Games were also common in many other subjects in Primary and also (although to a
lesser extent) in Secondary.

Blended Learning seems more frequent at Secondary than Primary, especially in Science and
Maths, although Reading disappears at Secondary level. Again, a wide range of subjects are
studied. Health subjects do particularly well. Online seems to focus more on Maths at Primary
level and more on Science at Secondary level, although reading is present at both levels.
English as a Foreign Language is also widely pursued through Online and Blended Learning.

Girls did better than boys at digital learning in a substantial number of studies, although the
majority of studies had girls equal to boys. This finding was somewhat unexpected given the
popular assumption of male superiority with computers.

We expected some discussion of the presumed difficulties for socio-economically
disadvantaged children of accessing computer and the Internet at home, but there was very
little of this. Given the attainment gap between advantaged and disadvantaged students,
there was a danger that digital technology would serve only to make that gap wider.
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Generally, Disadvantaged was mentioned in the context of investigating whether digital
technology worked with such children, which it usually did, once it was made reliably
available.

HiLo almost exclusively related to “low ability” children, who were found in several studies to
respond to digital technology more positively than “average” children (as perceived by the
school).

There were a number of studies of children with very various special needs, especially
Learning Difficulties, Autistic Spectrum Disorder (ASD), Attention Deficit and Hyperactivity
Disorder (ADHD), Deaf and Hard of Hearing, Emotional and Behavioural Disorder (EBD), Down
Syndrome, Visual Impairment and Dyslexia/Specific Learning Difficulties.

Generally, studies of Ethnic Minorities reported improvement. Several studies noted that
Computer Science was dominated by White and Asian males.

Rural schools were widely seen as problematic, partly because of insufficient resources and
Internet connectivity, but also because school income could be less and teachers could be less
qualified. However, 12 studies found that innovations in rural schools were effective.

Whenever the title or abstract indicated the study had taken place in a country which did not
have English as its first language was noted in the case of 59 countries. Clearly, interest in this
area occurs all over the world and it seems very likely that local cultural features need taking

into account when implementing digital technology.

Improvement in Socio-Emotional Functioning from engagement with digital technology was
reported by 247 studies (16%), while only 18 (1%) reported a deterioration, although this was
mostly improvement in self-efficacy.

A large number of studies were noted as having implications for the Design of interventions or
for the Digital Pedagogy which they entailed — 410 (27%). We broke them down by
intervention and, although too extensive to list here, readers will find these in the Appendix.

Limitations

This Scoping Review was only of titles and abstracts rather than full papers, which is clearly a
major limitation. The length and quality of abstracts varied greatly — however, a short abstract
could include all the information we sought. This limitation will be addressed at a later stage
when we read all full papers and proceed to a systematic analysis. The exclusion of books and
book chapters without an abstract perhaps led to the omission of some useful material, but
given the number of papers included this is perhaps a minor issue.

However, we think that the broad terms of the search and the variety of databases used are
positive features of this study. As the PRISMA chart shows, different databases tended to yield
very different studies, and so we have a wide range of studies. However, the issue of
publication bias must be considered. Authors tend to submit and editors tend to publish
papers that report positive results, so the published papers here might not be a representative
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sample of all research that was done. However, we have included doctoral theses, which were
not peer reviewed or published in the normal way and more often gave weaker or negative
results, perhaps because the doctoral student did not have the resources to mount a thorough
study. When we read the full papers at the next stage, we can also investigate the correlation
between study sample size and mean Effect Size (ES) where available to see whether small
studies were more likely to produce small ESs, i.e. that publication bias was not militating
against small studies. We can also employ measures such as Orwin’s (1983) failsafe N to
investigate how many missing studies would be needed to bring the ESs to the p=0.05 level.

There is also a question of interpretation of results here. For Online and Blended Learning
which are intended as substitutes for traditional classroom instruction, a “Same” outcome is
positive (although not as positive as a “Better” outcome). However, this is not true of Games,
CAl or CSCL, which are usually and addition to the normal classroom curriculum. In these
cases, “Same” would mean the outcome was just the same as normal classroom instruction
but the teacher would have incurred expense in purchasing the technology and time in
learning how to use and manage it (although this would also be true of any other digital
innovation).

Interpretation and Relation to Previous Literature

One might assume that online and blended learning would have adverse social effects, since
separating children from their friends as well as opportunities for direct cognitive interaction
with the teacher and other students seems intuitively likely to be damaging. However, this
was not posed as a research question in many studies and consequently we found ourselves
unable to comment.

Worryingly, some studies of virtual schools in the USA (schools teaching only online which
children can opt to “attend” rather than traditional schools) reported that achievement in
such schools was below that in traditional schools (Miron, et al., 2016; Ahn et al., 2017; Miron,
et al., 2018; Poelmans, et al., 2018; Mislevy, et al., 2020). This could be related to the fact that
disadvantaged Caucasian students were over-represented in such schools.

While we have found that online and blended learning are effective, and often more effective
than traditional instruction, both of them beg the question of degree of parental or other
carer supervision at home. In countries where nuclear extended families are not common, and
especially in a situation where both parents need to work and therefore be absent from the
house, the child-minding function of school becomes much more significant. Obviously with
young children there are also legal issues to consider, but even with older children the
guestion of how on-task they would remain when in the house on their own is another issue.
When the online or blended work done at home is assessed quite quickly, the school can see
which students are failing to keep on task (or procrastinating), and can perhaps require that
they attend school in order to complete their online or blended tasks in an environment
where there is a degree of supervision. This might be particularly relevant for disadvantaged
pupils who might also have difficult accessing computers and the internet at home. Once the
student is performing more satisfactorily, they might be allowed to resume studies at home.
Thus, the student can see that working at home is a privilege that can be withdrawn if
performance does not keep up to standard.
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Ideally, online and blended learning should be available on a variety of devices to improve
access, including smart phones and games consoles as well as desktop/laptop computers and
tablets requiring an internet connection. One of the advantages of games is that they often do
not require an internet connection. However, multiple device platforms should be considered
when constructing online learning, as for example a spreadsheet task presents particular
issues when viewed on a smartphone.

While we had anticipated a high number of studies in CAl, as many studies of web-based
learning within schools had been so coded, we were surprised by the very large number of
studies on Games. This is clearly an area of great productivity. However, schools might be
using Games in class, but using them out of class is another step which is perhaps less
common.

Regarding Games, we anticipate that teachers might wish to ask us to give examples of or
recommend suitable serious games for education. One Game did stand out as being widely
used and also subject to several positive evaluations - Quest Atlantis
(https://en.wikipedia.org/wiki/Quest Atlantis - also see Amazon and YouTube). However, this
Game is quite complicated and requires teacher time to get used to seeing how the game
works. This highlights a tension — simple Games might be discarded by teachers as being
insufficiently educational, while complex Games might be discarded if teachers cannot find
the time to learn them. However, this analysis is perhaps too naive — if teachers can recognise
the inherent educational value in either serious or commercial games of any complexity, they
should be motivated to innovate. They also need to recognise that often children are more
expert in digital technology than teachers.

Regarding the sub-group analysis, this nevertheless shows that digital technology is widely
applicable, not just to ordinary children, but also to those with socio-economic disadvantage,
low ability, disabilities, ethnic minority status, in rural schools, hospitalised or sick, and gifted.
For teachers, the message is that digital technology is not just for the average or above-
average student in a normal educational situation.

Further, 357 studies (23%) were evidenced by the title or abstract as taking place outside the
native English-speaking world, in 59 separate countries. The authors of these papers are to be
congratulated on successfully writing a paper in their second or subsequent language, but the
numbers also indicate that digital technology is widely used outside the native English-
speaking world, including in situations which seem deeply unpromising.

Even though this paper is merely a scoping review, we believe it is wider and more thorough
and has uncovered some issues not evident from the previous literature.

Implications for Future Practice, Policy and Research

Practice: This paper has been written primarily for teachers (many of whom will doubtless be
content with the Executive Summary, perhaps accompanied by dipping into other sections as
they feel the need). The return to school risks losing the innovations in online and blended
learning deployed by schools during the pandemic. Even though marshalled at high speed
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without the benefit of much planning time, these innovations do indicate a new way of
working for schools. While wholly online learning is probably not relevant for most pupils
except those in remote areas, blended learning certainly offers promise. A system of accessing
learning at home or in the public library during the morning with activities and discussion
relating to that learning at school in the afternoon is certainly one schools might wish to
experiment with. Dealing with disadvantaged or procrastinating pupils has been discussed
under Interpretation above.

Policy: Local and national government needs to develop local and national policies for online
and blended learning from schools. At present governmental thinking is not sufficiently
informed by the evidence base. It may be that teacher unions will be concerned by the
suggested shift in teacher practice, but there is no suggestion that fewer teachers will be
needed; if anything, more (but better trained) teachers will be needed.

Research: We will now proceed to complete a systematic analysis of these 1540 studies based
on reading the full paper. This may result in some additions or changes to the coding, so we
propose to undertake a second coding, together with a second inter-rater reliability
assessment. Obviously, this will take some time.

Conclusions

1. Do online and blended learning from schools have positive/negative/similar effects
compared to traditional classroom teaching or digital learning in school? The answer is
Positive for both online and blended learning.

2. Do educational games and computer-supported collaborative learning have
positive/negative/similar effects compared to traditional classroom teaching or digital
learning in school? The answer is Positive for both, although the evidence for Games is
more persuasive than the evidence for CSCL.

3. Are the effects different between primary/elementary schools, middle schools and
secondary/high schools? There are similar Positive effects in primary and secondary
schools, although with less focus on reading in secondary. Science and Maths are the
most popular subjects, but many other subjects are learned in this way. There is less
research on middle schools. In addition, web-based learning which was carried out in
schools was categorised under Computer Assisted Instruction (CAl), which was also
found to be effective, and clearly has the potential to be used outside of school.

4. Are the effects different in different subjects? A wide range of subjects shows positive
results, not only Reading, Maths and Science/STEM, but also English, Writing, English
as Foreign Language, Critical Thinking, Humanities, Art and Music, and Health.

5. Are the effects different by gender? They are, and girls generally do better than boys.
So, the idea that boys are more competent at information technology is an urban
myth.

6. Are the effects different for different sub-groups of students? Positive effects are more
marked for students of low ability. Disadvantaged and rural students show positive
results where access to digital technology is arranged. A wide range of students with
special educational needs or disabilities and those from ethnic minorities show positive
results. Students in Non-English-Speaking Educational Contexts show positive results
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even though the 59 countries they live in are likely to have cultural issues particular to
digital learning.

Are the effects on socio-emotional functioning and psychological wellbeing
positive/negative/similar compared to being in school full-time? The effects on Socio-
Emotional Functioning are largely positive although many studies focused only on self-
efficacy. Psychological Wellbeing had too few studies to generate any conclusion.
What is the evidence for design principles or underlying digital pedagogies in any of
these studies? There is a great deal of evidence on these areas which is summarised
and given in more detail in the Appendix.

What teaching points for effective online/blended learning can be drawn from
evidence-based studies? This research question will be answered after we have read
the full papers.
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Appendix — Design and Pedagogy Pointers from the Research Literature
Online Learning

» Disasters lead to more online learning (e.g. hurricanes in the US) (c.f. covid-19)

» The 2003 SARS outbreak in China led to the government encouraging online learning
Inter-school tutoring/mentoring in disasters — safe high to unsafe elementary school
Lack of social information/connectedness (esp. non-verbal behaviour) is a problem
If no computer at home, kids can come to school to use

Lack of social presence and cultural inclusion lowers effectiveness

In US, completely virtual schools operated in 26 states in 2013

Four states had online graduation requirements in 2013

Online learning can be presentational or interactive

Interactive = bulletin board, chat room, collaborative writing - balance needed

» Embed metacognitive guidance/prompts

» Match newer students with more experienced students (classes not relevant online)
» Allow a proportion of working alone if requested by students

» Synchronous is better than asynchronous, or...

» Asynchronous is better than synchronous ...

» (Probably both good but not for same purpose)

» Self-regulation and motivation are very important

» A teachable agent not found to raise effectiveness

» Navigability, ease of use and interactivity are important

» Differentiated learning options should be available for a degree of student choice

» Volunteer tutors can include undergraduates

» Volunteer tutors can include preservice teachers — cybermentoring

» Using videoconferencing software raises effectiveness

» Videoconferencing enables tutor to see level of concentration of students

» Small groups of students can meet online with an experienced tutor

» Virtual reality can be incorporated — with virtual manipulatives and peer interaction
» A personalised recording system is effective in raising performance

» A self-assessment tool raises effectiveness

» Procrastination can be a big problem — a failure in self-regulation

» Procrastination — cognitive behaviour therapy best of 4 interventions

» Drop-out can be a problem — have algorithm to predict

» Attention monitoring and Alarm Mechanism is effective

» Inattention and fatigue measuring system can alert student if concentration wanders
» Wording in math problems — little evidence different types effective

» Problem-example vs. example-problem makes no difference

» An annotation-based system creates effective sharing

» Online learning can deliver safety and security education

» Online learning very useful for school refusers (because of bullying and other reasons)
» Online Tournaments can create a sense of challenge (but different levels needed)

» Small rural schools can act as base for online students to give a sense of connection
» Do not apply principles relevant to adults to children

» “Big data” can synthesize outcomes leading to better conclusions

» Longitudinal/follow-up research very much needed.

VVVVVVVY
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Computer Supported Collaborative Learning (CSCL)

» Communication and collaboration skills need to be taught

» Off-task behaviour is common even in pairs — it needs scaffolding

» Social challenges can and do occur in CSCL

» Social Network Analysis can identify introverts who need more careful managing

» GAGFS software uses social network analysis to suggest matching

» Group formation — homogenous or heterogeneous better than random or self-selected
» Group size — 3 struggle to reach consensus, 5 encourages social loafing, 4 probably best
» Adding scaffolds in collaborative environments raises performance, but...

» Attempts to scaffold collaboration can lead to worse collaboration — take care

» Collaboration scripts can scaffold CSCL very effectively

» There are also tools to scaffold involving contributor ratings and feedback

» Graphical tools for scaffolding argumentation work better than text

» Assignation of roles does not work so well

» Moderation by an expert improves quality of discussion, but...

» A 2-step flow of communication through opinion leaders may be better than teachers
» Distributed leadership and mutual engagement are very important

» Help-seeking in peer learning is important

» Peer feedback is very important

» There is a Peer Education Diagnostic Learning Environment (PEDALE)

» Self-regulation important but there are different kinds

» Some kinds of self-regulation more important at certain times

» Individuals also need to develop awareness of the learning processes of others, leading to...
» Groups need to develop social shared regulation (not just self-regulation)

» There are tools which enable visualization of individual contributions to group process
» Cultural background can be extremely important — need to be aware

» Synchronous and asynchronous equally effective but different advantages/disadvantages
» Reciprocal synchronous peer tutoring is effective

» The development of argumentation is important but must be based on evidence

» Scaffolding should be provided for argumentation

» Teacher guidance for argumentation (epistemic and interactive) improves performance
» Assessing argumentation quality — tricky but effective

» Effects of argumentation on domain knowledge very small

» Cooperative learning better for writing development

» Video conferencing very effective with shared online workspaces, but...

» Structured interaction better than just discussing video

» Concept maps can be useful in CSCL in pairs

Wikis are useful for CSCL

In Wikis, teacher intervention should be dialogic, not directive

Digital storytelling can be very effective

Collaborative drawing can use shared canvases and scripted discourse

Animated graphics more effective than static graphics

Robots for dialogic discussion can be incorporated in CSCL...

Including a robot helper for preschoolers to learn words

Multi-touch tabletops more effective than individual computers for CSCL

Larger effects noted in science and engineering courses

YVVVVVVVVYY



» CSCL in reading more effective that face-to-face

» With CSCL in class, physical layout is a problem

» Social and Emotional Learning can be supported at home via CSCL

» More interactivity between teachers from different countries needed

» Facebook and Twitter used by students to obtain “information” — “facts” need checking.
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Blended Learning
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Template available for organization of a flipped class

Lo et al. (2017) reviews design principles

Alonso et al. (2005) has a psycho-pedagogical instructional model

Blended learning has many different forms

Firewalls and security restrictions in schools may hamper online learning
There will be a significant start-up effort

FCTS software measures readiness of teacher/students for blended learning
Training improves outcomes

Digital work before class leading to discussion in class works best

Incorporate questions to promote student discussion

Interaction is fundamental — but varies greatly in quality

Require reflection on student understanding

Engineered flipped works better than just video + discussion (3 studies)
Mobile learning on field trips — enquiry into environment outside is effective
Mobile learning on field trips - need worksheets to scaffold

Mobile learning on field trips — need guides, scaffolds, supplementary materials
Mobile learning outside — have butterfly watching app

Mobile learning for EFL — listening, speaking practice effective — also at home
Mobile learning for EFL — can take mobile home

Mobile learning for EFL — more fun, maintains interest

Mobile learning — rural students benefit more

Mobile Learning — delivers extra information, enables student sharing, more effective
Mobile learning — need adapt to individual and gender

Pre-learning prior to flipping increases effectiveness

Digital learning leads to more active learners and less passivity

Concept mapping useful in mobile learning

Scaffolded problem-posing can lead to improved achievement and self-efficacy
Meta-cognitive scaffolding for web search is effective

Blended better than traditional methods for low ability math students
Simulation in science both visual and interactive heightens learning outcomes
Interactive video lectures at home are effective, but...

Video activities are better than video alone

Virtual peer models can demonstrate effectiveness at questioning in reading
Dialogue with teacher and peers — students can be facilitators

Need improve argumentative reasoning — more effective

Need improve diagrammatic argumentation — more effective

E-books successful in maths, esp. for low ability

Station rotation model — mixed results in effectiveness

Virtual laboratories in science can be effective

Very high cognitive load will reduce effectiveness

Low achieving pupils gain most

Liking not same as effectiveness — some time liking low but effectiveness high
Self-regulation prompts increase effectiveness

Self-efficacy leads to increased effectiveness

Adaptive e-learning responding to the needs of each student is most effective
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Intelligent tutors can be effective but not well linked to curriculum

60% of blended learning more effective than 20%

Anonymous peer assessment more effective

Online homework more effective than traditional homework

Online homework more effective than traditional homework esp. for at-risk students
Children sick at home can get short-term interventions which are effective
Blended learning for sexual health leads to increased knowledge, but ? behaviour
First Aid can be taught through blended learning

Blended learning works for students with learning difficulties

Twitter can be used and is effective but ? management of it

A coherent record-keeping system is needed

Kinaesthetic methods have no evidence to support them

Can link rural and urban schools — effective for rural schools

Parents often not on board, not invited or engaged

Blended learning can work for the most under-privileged in developing countries
Blended learning enables international collaboration

Need consistent leadership to heighten teacher confidence

An iterative phased roll-out of implementation should be planned.
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Computer Assisted Instruction (CAl)
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Laptops to Ethiopia led to children improving in reasoning

Use of technology makes classroom more child-centred, not teacher-centred
Web-based instruction in classroom more effective than teacher-based instruction, but...
Comparing Face-to-Face and Internet collaboration, FtF is best

Teachers with poor skills, little experience and advanced age least likely to participate
Implementation by teachers has Entry, Adoption, and Adaptation phases — later is better
Systematic instructional design pays off

Pedagogically Meaningful Learning Questionnaire explores extent of learner control
Goal orientation, perceived added value, motivation, flexibility and feedback important
Increased engagement esp. of multiple modalities important

Individualised instruction is more effective than standard instruction

Social interaction outperforms presentation and students more satisfied

Concept mapping in organising web searches reduces cognitive load

Concept maps support reading comprehension effectiveness

Aim for flexibility as well as fluency

Spread out steps in learning to lower cognitive load and make diagnosis of error easier
Asynchronous discussion more effective than synchronous

Can have whole class contributing notes on interactive whiteboard

Interactive whiteboards useful for small group activity

Purported “salience” has little effect on achievement

Automatic personalisation has no effect

CSCL can be done in class with scripts

Improving motivation is crucial for effectiveness

High levels of engagement lead to better performance

Text-based and image-based feedback show no difference in effectiveness, but...
Words + graphics are always more effective than just words

Framework for creative writing increased creativity

Life-like multimedia materials increase effectiveness

Dynamic visualisations more effective than static visualisations

Metacognitive scaffolding very important

Scaffolds should be visual, spoken and text for higher effectiveness

Self-regulation very important

Problem-based learning requires more self-regulation

Thinking skills relevant to curriculum can be improved

Discourse can involve questions, explanations and social acknowledgement
Self-efficacy increases as metacognitive awareness increases

Procrastination increases as metacognitive ability declines

Poor general time-use habits lead to procrastination

Heighten awareness of attention to video lectures by measuring brainwaves
Matching pedagogical agent to gender of learner yields better effects

Spatial contiguity enhances effectiveness, esp. in low ability students

Use cognitive conflict to diagnose misconceptions

Greater student control heightens effectiveness

Fuzzy expert system can recommend options for learning

Digital notepad with prompts had no effect
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Haptic software (haptic joystick) was effective

3-D pens were effective

Podcasts are effective for vocabulary instruction

Digital story-telling is effective in raising performance

An Online Transition Curriculum in reading is effective

Computerised Elaborated Feedback is effective

E-readers make no significant difference to reading skills

Paper books more effective than e-readers (? habituation to e-readers)

Virtual reading coach focusing on basic skills increases fluency

Focus on Word Automatization led to transfer to more complex word types
Reading annotation system leads to discussion and raises effectiveness
E-portfolios improve writing skills and metacognition

E-portfolios improve writing with peer feedback

Multi-media simulation leads to higher cognitive load but better learning

Use Virtual Reality esp. in astronomy

Caricature animation increases effectiveness

Schema development strategies improve critical thinking

Multi-media perception tasks can improve attention

Matching to Learning Styles makes no difference

Wearable Technologies may be useful in CAl in classrooms and outside

Intelligent Tutor systems give metacognitive feedback on errors with lasting effects
Scaffolding in the design of experiments heightens effectiveness

Using Question Stems to scaffold response can be effective

Student question generation improves effectiveness

Developing productive questioning heightens effectiveness

Matching groups needs care — consider selection and rotation

Augmentation of curriculum with mobile devices better than substitution

Virtual Reality and Augmented Reality not the same — check definitions

Virtual Reality can be beneficial, but only with prior familiarisation

Elaborated feedback is more effective than simple feedback

Manage help-seeking behaviour in relation to challenge — too much is not effective
Scaffold students to develop assessment criteria for Art & Design — effective
Mobile tool for problem-based estimation in classroom heightens metacognition
Link to existing games, e.g. Monopoly — incorrect answer leads to remedial instruction
Dynamic Assessment possible (with GPAM-WATA) possible and effective

Dynamic Assessment by computer as good as that by teacher

Learning Assessment Tool gives feedback and reinforcement

Interactive Assessment (e.g. drag & drop) — different methods for different purposes?
Females might have different game preferences to males (teachers and students)
Caring for a virtual pet increases empathy, esp. for females

Anti-bullying software exists but no evidence

CAl for children with learning disabilities is effective and heightens social inclusion
SEN students show higher gains

There is CAl for children with Attention Deficit and Hyperactivity Disorder, but no evidence
Have rural and urban schools linked — My Buddy School scheme

Need to bridge school-society gap

External support needed to increase teacher confidence



» Need teacher continuing professional development which is effective — could be online
» Data-Driven Learning is effective — but what is it?
» More parental support needed, not less —a problem in some homes
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Games show big effects for cognition, but almost as big for affect

Games do not have much effect on behaviour, however

Games can be used outdoors as well as indoors

Games need connecting to the school curriculum (2 studies)

Games offer experience-based learning

Boredom and confusion are signs games not working (true of other instruction)
Games improve attention skills - but does this generalise?

Cognitive, motivational, affective and sociocultural issues all need addressing
Games can be played individually or collectively, but...

Peers outperform individuals, whether competitively or collaboratively (2 studies)
Both collaborative and competitive games lead to improved performance, but...
Collaborative games more effective than competitive games

Simulation in games very effective, esp. with active engagement

Even very disadvantaged children with no previous experience can use games
Very different cultural contexts mean some games don’t fit

Teacher experience and style makes a difference (2 studies)

A Taxonomy of Games has been developed (de Lope et al., 2017)

Guide for Teachers on Selecting Games (Southgate et al., 2017)

Ease of use is important in effectiveness

Challenge is important in effectiveness (in relation to ZPD) (2 studies)

Degree of student control is important to effectiveness (5 studies)

Interactivity is important in effectiveness

Peer interactions need to be goal-oriented and purposeful

Goal-orientation is important in effectiveness

Goal-setting lowers cognitive load and yields more fun

Engagement is important in effectiveness

Scaffolding is important in effectiveness

Scaffolding reduces “stuckness”

Metacognition is important in effectiveness

Feedback is important in effectiveness

Intrinsic motivation more powerful than game rewards

Self-explanation can be effective if children respond to prompts

Self-efficacy very important at start (2 studies), then importance declines
Games with a Teachable Agent (avatar) no more effective than those without, but...
Games with a Teachable Agent more effective than those without (3 studies)
Concept Maps effective in raising performance

Role playing not effective

Concept Maps can be used effectively in EFL — grammar concept mapping (2 studies), but...
Not found effective elsewhere, whether student’s or teacher’s

Give background information rather than short-term advice for long-term effects
Learning Styles (sequential or global) - fitting game to LS increases effectiveness, but...
Matching game to Learning Styles made no difference (2 studies)
Field-Independent students achieve better than Field-Dependent students

Low ability students make bigger gains

Game before instruction better than instruction before game
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More experience in game leads to more socialisation

Context needs to be set before game in social studies - active students learn more
Thinking Aloud and Modelling more effective than writing

3-D games are more effective than 2-D games (2 studies)

Popularity of a game is not necessarily equal to its effectiveness, and...

Highly motivating games do not necessarily teach anything useful

Augmented Reality (AR) can increase enjoyment and curiosity, improve socialisation
Collaborative versions of AR work best

AR can help link game to real world

Some learning anxiety need with AR

More student control with AR better

Virtual Reality can lead to higher motivation

Non-competition group did better than competition group

Anonymous vs. non-anonymous competition both same and both effective

With competitive games, need same-ability matching, or less able students do worse
“Racing” game for argumentation increased speed but not quality

Badges and leader-board ranking improved effectiveness (but desirable?)
Computer maths drill game had no effect

Drill and practice in Writing game had weak effect

A grid-based “MindTool” available to structure sharing

Games in groups of 12 as effective as in pairs

EFL vocabulary learners — Watchers gained as much as Players

Games played in presence of an audience more effective than otherwise
Background music increases effectiveness (even though it appears distracting)
“Maths Snacks” are example of very short game, can do several in one session
Different narrative elements are likely to be relevant to different genders, ages
Beware of games that are repetitive with no innovation

There are games for Mental Health (anxiety, depression)

Games can cultivate student well-being in a dynamic, enjoyable and playful way
There are games for Autism (but need to program for generalisation) (4 studies)
There are games for children with Learning Difficulties (2 studies)

There are games for children with ADHD (2 studies)

There are games to learn Sign Language

There are Motion-Sensing games for disabled children

There is a Privacy Literacy game which is effective

There are games in Relationships and Sex Education

Social games are helpful for hospitalised children, esp. those in isolation

The commercial game Minecraft can be useful

Difficult to extricate what transferable skills are learned from games

There are scoring systems in games that track and display progress

Overall evaluation is difficult as games very different

Game and learning analytics could lead to the development of algorithms
Experience with games and e.g. Facebook leads to higher computer knowledge, or...
Is it just higher confidence?

Playing more games at home associated with worse outcomes — but what games?
More exposure to violent games can lead to aggression (2 studies)

Competitive game play may lead to aggression



VVVVVVVVVYVYVYYVY

36

But prosocial games improve prosocial behaviour (2 studies)

Parental acceptance of games - 60% in favour

Game designers may be predominantly male — biasing effect?
Females like instructive games; males like entertaining, competitive games
Have girls design games — heightens effectiveness (5 studies)

Girl game designers might encourage STEM careers (2 studies)
Making games can be outside of school

Designing games can be more enjoyable than playing them (2 studies)
Involve end-users in design

Involve people with disability in design

There are few policies on the incorporation of games in schools



37

References in this Report

Cleveland-Innes, M., & Wilton. D. (2017). Guide to blended learning. Burnaby, British
Columbia: Canada Commonwealth of Learning. Retrieved from
http://oasis.col.org/handle/11599/3095.

Doucet, A., Netolicky, D., Timmers, K., & Tuscano, F. J. (2020). Thinking about pedagogy in an
unfolding pandemic: An independent report on approaches to distance learning during
covid 19 school closures. Retrieved from
https://issuu.com/educationinternational/docs/2020 research covid-19 eng.

Educational Endowment Foundation (2020). Remote learning: Rapid evidence assessment.
London: Education Endowment Foundation. Retrieved from
https://educationendowmentfoundation.org.uk/public/files/Remote Learning Rapid E
vidence Assessment.pdf.

Guyatt, G., Oxman, A. D., Akl, E. A., Kunz, R., Vist, G., Brozek, J., et al. (2011). GRADE
guidelines: 1. Introduction - GRADE evidence profiles and summary of findings tables.
Journal of Clinical Epidemiology, 64(4), 383-94.

Lipponen, L. (2002). Exploring foundations for computer-supported collaborative learning.
Computer Support for Collaborative Learning. Proceedings of CSCL 2002, January 7-12,
Boulder, Colorado, pp. 72-81.

Retrieved from
http://www.helsinki.fi/science/networkedlearning/texts/lipponen2002.pdf

Orwin, R. G. (1983). A fail-safe N for effect size in meta-analysis. Journal of Educational
Statistics, 8(2), 157-159. https://www.jstor.org/stable/1164923.



http://oasis.col.org/handle/11599/3095
https://issuu.com/educationinternational/docs/2020_research_covid-19_eng
https://educationendowmentfoundation.org.uk/public/files/Remote_Learning_Rapid_Evidence_Assessment.pdf
https://educationendowmentfoundation.org.uk/public/files/Remote_Learning_Rapid_Evidence_Assessment.pdf
http://www.helsinki.fi/science/networkedlearning/texts/lipponen2002.pdf
https://www.jstor.org/stable/1164923

38

Refences in the Scoping Review and Systematic Analysis

Abdelaziz, H.A., & Al Zehmi, 0. (2020). E-cognitive scaffolding: does it have an impact on the
English grammar competencies of middle school underachieving students? Open
Learning: DOI: 10.1080/02680513.2020.1774356

Abersek, B., & Abersek, M. (2010). Information communication technology and e-learning
contra teacher. In: Problems of Education in the 21st Century, 24, 8-18.
http://journals.indexcopernicus.com/abstract.php?icid=922883

Aberson, C. L., D. E. Berger, M. R. Healy, and V. L. Romero. 2003. Evaluation of an interactive
tutorial for teaching hypothesis testing concepts. Teaching of Psychology 30 (1):75-78.

Abraham, L.B. (2008). Computer-mediated glosses in second language reading comprehension
and vocabulary learning: A meta-analysis. Computer Assisted Language Learning, 21(3),
199-226. http://dx.doi.org/10.1080/09588220802090246.

Abrami, P., Bernard, R., Wade, A., Schmid, R., Borokhovski, E., Tamin, R., Surkes, M.,
Lowerison, G., Zhang, D., Nicolaidou, I., Newman, S., Wozney, L., Peretiatkowicz, A. &
Peretiatkowicz, A. (2006). A review of e-Learning in Canada: A rough sketch of the
evidence, gaps and promising directions. Canadian Journal of Learning and Technology,
32(3).

Abrams, Z. I. (2003). The effect of synchronous and asynchronous CMC on oral performance in
German, Modern Language Journal, 87(2), 157-167.

Abubakar, R.R., Amirrudin, K., & Aniza, A.N. (2020). Challenges in the online component of
blended learning: A systematic review. Computers & Education, 144, 103701.

Ackerman, L.K. (2017). What "World of Warcraft" is teaching us about learning. ProQuest LLC,
Ph.D. Dissertation, University of Hawai'i at Manoa. ERIC Number: ED579346

Acquah, E.O., & Katz, H.T. (2020). Digital game-based L2 learning outcomes for primary
through high-school students: A systematic literature review. Computers & Education,
143, 103667. https://doi.org/10.1016/j.compedu.2019.103667

Adachi, P. J., & Willoughby, T. (2013). Demolishing the competition: The longitudinal link
between competitive video games, competitive gambling, and aggression. Journal of
Youth and Adolescence, 42(7), 1090e1104.

Adams, C.T., & Hemingway, C.A. (2014). What does online mentorship of secondary science
students look like? BioScience, 64(11), 1042-1051.
http://www.jstor.org/stable/90006983

Adams, D. M., & Clark, D. B. (2014). Integrating self-explanation functionality into a complex
game environment: keeping gaming in motion. Computers & Education, 73, 149e159.

Addy, T.M., Dube, D., Croft, C., (...), Honsberger, M.J., & Reeves, P.M. (2018). Integrating a
serious game into case-based learning. Simulation and Gaming, 49(4), 378-400.

Adigun, O.T. (2020). Computer-assisted instruction, project-based learning and achievement
of deaf learners in biology. Journal of E-Learning and Knowledge Society, 16(1), 23-32

Adlof, S.M., Baron, L.S., Scoggins, J., Kapelner, A., McKeown, M.G., Perfetti, C.A., Miller, E.,
Soterwood, J., & Petscher, Y. (2019) Accelerating adolescent vocabulary growth:
Development of an individualized, web-based, vocabulary instruction program.
Language, Speech, and Hearing Services in Schools, 50(4), 579-595.

Agbatogun, A.O. (2012). Exploring the efficacy of student response system in a sub-saharan
African country: A sociocultural perspective. Journal of In-formation Technology
Education, 11, 249e267.


https://pubs.asha.org/journal/lshss
https://pubs.asha.org/toc/lshss/50/4

39

Aghlara, L., & Tamjid, N. H. (2011). The effect of digital games on Iranian children's vocabulary
retention in foreign language acquisition. Procedia - Social and Behavioral Sciences, 29.
http://doi.org/10.1016/j.sbspro.2011.11.275.

Ahmadi, F., Mulyono, S.E., Al-Ghamdi, B.A.A.-R., & Harjunowibowo, D. (2020). Comparative
study of the development of Android-based flipped classroom model between Jeddah
and Indonesia. International Journal on Advanced Science, Engineering and Information
Technology, 10(2),11447, 542-547

Ahn, H. (2006). The impact of individual learner characteristics and synchronous computer-
mediated communication on language production in learners of English. (Unpublished
PhD dissertation), University of Arizona.

Ahn, J., & McEachin, A. (2017). Student enrollment patterns and achievement in Ohio's online
charter schools. Educational Researcher, 46(1), 44-57. Retrieved from:
https://eric.ed.gov/?id=EJ1132550

Ahn, J., Beck, A., Rice, J., & Foster, M. (2016). Exploring issues of implementation, equity, and
student achievement with educational software in the DC public schools. AERA Open,
2(4). Retrieved from: https://eric.ed.gov/?id=EJ1194390

Ai, F.Z., Chen, Y.S,, Guo, Y.C,, Zhao, Y.X., Wang, Z.Z., Fu, G.W., & Wang, G.Y. (2019). Concept-
aware deep knowledge tracing and exercise recommendation in an online learning
system. Paper presented at the International Conference on Educational Data Mining
(EDM) (12th, Montreal, Canada, Jul 2-5, 2019)

Aillerie, K., & McNicol, S. (2016). Are social networking sites information sources?
Informational purposes of high-school students in using SNSs. Journal of Librarianship
and Information Science, 50(1), 103-114. https://doi.org/10.1177/0961000616631612

Aji, S.H., Jumadi, Saputra, A.T., & Tuada, R.N. (2020). Development of physics mobile learning
media in optical instruments for senior high school student using android studio. Journal
of Physics: Conference Series, 1440(1),012032

Akamca, G.O., Ellez, A. M., & Hamurcu, H. (2009). Effects of computer aided concept cartoons
on learning outcomes. Procedia-Social and Behavioral Sciences, 1(1), 296e301.

Akbar, Y.F., Rizal, A., Tiara, Islami, N.N., Hartanto, W. (2020). The urgency of using online-
based learning media to enhance students' self-directed learning and result study on
accounting chapter of economics subjects. IOP Conference Series: Earth and
Environmental Science, 485(1),012137

Akcayir, G., & Akgayir, M.(2018). The flipped classroom: A review of its advantages and
challenges. Computers & Education, 126, 334-345.

Akpan, J. P. (2002). Which comes first: Computer simulation of dissection or a traditional
laboratory practical method of dissection? Electronic Journal of Science Education, 6(4).

Aksoy, G. (2012). The effects of animation technique on the 7th grade science and technology
course. Creative Education, 3(03), 304e308.

Aktas, M., Bulut, M., & Yuksel, T. (2011). The effect of using computer animations and
activities about teaching patterns in primary mathematics. The Turkish Online Journal of
Educational Technology, 10(3), 273e277.

Al-Amri, A., Osman, M., & Musawi, A.A. (2020). The effectiveness of a 3D-virtual reality
learning environment (3D-VRLE) on the Omani eighth grade students' achievement and
motivation towards physics learning. International Journal of Emerging Technologies in
Learning, 15(5), 4-16


https://scholar.google.com/citations?user=2BDCloYAAAAJ&hl=en&oi=sra
https://scholar.google.com/citations?user=u-bhCWoAAAAJ&hl=en&oi=sra

40

Alastuey, M. C. B. (2011). Perceived benefits and drawbacks of synchronous voice-based
computer-mediated communication in the foreign language classroom, Computer
Assisted Language Learning, 24(5), 419-432.

Al-Balushi, Sulaiman M., Al-Musawi, Ali S., Ambusaidi, Abdullah K., Al-Hajri, & Fatemah H.
(2017). The effectiveness of interacting with scientific animations in chemistry using
mobile devices on grade 12 students' spatial ability and scientific reasoning skills. Journal
of Science Education and Technology, 26, 70—-81.

Alexander, J. T., Sear, J., & Oikonomou, A. (2013). An investigation of the effects of game
difficulty on player enjoyment. Entertainment Computing, 4(1), 53e62.

Alghasab, M., Hardman, J., & Handley, Z. (2019). Teacher-student interaction on wikis:
Fostering collaborative learning and writing. Learning, Culture and Social Interaction, 21,
10-20. https://doi.org/10.1016/].Icsi.2018.12.002

Aljaser, A.M. (2019). The effectiveness of e-learning environment in developing academic
achievement and the attitude to learn English among primary students. Turkish Online
Journal of Distance Education, 20(2), 176-194. Retrieved from:
https://eric.ed.gov/?id=EJ1213105

Aljraiwi, S. (2019). Effectiveness of gamification of web-based learning in improving academic
achievement and creative thinking among primary school students. International Journal
of Education and Practice, 7(3), 242-257. Retrieved from:
https://eric.ed.gov/?id=EJ1239163

All, A, Castellar, E. P. N., & Van Looy, J. (2014). Measuring effectiveness in digital game-based
learning: A methodological review. International Journal of Serious Games, 1(2).

Almasseri, M., & AlHojailan, M.1. (2019). How flipped learning based on the cognitive theory of
multimedia learning affects students' academic achievements. Journal of Computer
Assisted Learning, 35(6), 769-781.

Almekhlafi, A.G., & Almeqdadi, F.A. (2010). Teachers' perceptions of technology integration in
the United Arab Emirates school classrooms. Journal of Educational Technology &
Society, 13(1), 165-175. http://www.jstor.org/stable/jeductechsoci.13.1.165

Alonso, F., Lépez, G., Manrique, D., & Vifes, J.M. (2005). An instructional model for web-based
e-learning education with a blended learning process approach. British Journal of
Educational Technology, 36(2), 217-235. https://doi.org/10.1111/j.1467-
8535.2005.00454.x

Alonso-Fernandez, C., Calvo-Morata, A., Freire, M., Martinez-Ortiz, |., & Fernandez-Manjon, B.
(2019). Applications of data science to game learning analytics data: A systematic
literature review. Computers & Education, 141, 103612.
https://doi.org/10.1016/j.compedu.2019.103612

Algurashi, E. (2016). Self-efficacy in online learning environments: A literature review.
Contemporary Issues in Education Research (CIER), 9(1), 45-52.

AlSaud, A.J.F (2017). Educational video games enrich underprivileged children's social skills in
Saudi Arabia. European Journal of Educational Sciences, 4(2), 32-47. ERIC Number:
EJ1236141

Alserri, S.A., Zin, N.A.M., & Wook, T.S.M.T. (2017). Gender-based engagement model for
designing serious games. 2017 6th International Conference on Electrical Engineering
and Informatics (ICEEI), 25-27 Nov. 2017, Langkawi, Malaysia. DOI:
10.1109/ICEEI.2017.8312443

AlShaiji, O. A. (2015). Video games promote Saudi children's English vocabulary retention.
Education, 136(2), 123-132.


https://link.springer.com/journal/10956
https://bera-journals.onlinelibrary.wiley.com/action/doSearch?ContribAuthorStored=Vi%C3%B1es%2C+Jos%C3%A9+M
https://www.sciencedirect.com/science/article/abs/pii/S0360131519301654#!
https://www.sciencedirect.com/science/article/abs/pii/S0360131519301654#!

41

Alshammari, M.T. (2020). Evaluation of gamification in e-learning systems for elementary
school students. TEM Journal 9(2), 806-813.

Alshammari, M.T., & Qtaish, A. (2019). Effective adaptive e-learning systems according to
learning style and knowledge level. Journal of Information Technology Education:
Research, 18, 529-547. Retrieved from: https://eric.ed.gov/?id=EJ1235195

Al-Shemary, T.A.K.S., & Al-Joboury, F.S.H. (2020). The effects of e-learning on the achievement
of the first intermediate class in the subject of Arabic language and enhancing their
logical thinking. International Journal of Innovation, Creativity and Change,

Al-Siyabi, M.A., Dimitriadi, Y. (2020). Opportunities and challenges of mobile learning
implementation in schools in Oman. International Journal of Mobile and Blended
Learning, 12(3), pp. 32-48

Altemueller, L., & Lindquist, C. (2017). Flipped classroom instruction for inclusive learning.
British Journal of Special Education, 44(3), 341-358.

Alvarado-Alcantar, R., Keeley, R.G., & Sherrow, B.L. (2018). Accessibility and usability of
preferences in blended learning for students with and without disabilities in high school.
Journal of Online Learning Research, 4(2), 173-198.

Alvarez, D., Moreno, D., Orduna, P., Pascual, V., & San Vicente, F.J. (2015). Maths: From
distance to e-learning. International Journal of Interactive Multimedia and Artificial
Intelligence, 3(4), 5-12. DOI: 10.9781/ijimai.2015.341

Amaka, I.H., & Goeman, K. (2017). Selecting media for effective learning in online and blended
courses: A review study. Journal of Educational Multimedia and Hypermedia, 26(1), 29-
59. Retrieved from: https://eric.ed.gov/?id=EJ1133594

Amalia, S., & Pilendia, D. (2020). The validity of M-Learning based physics teaching materials
to improve student learning access in the digital age. Journal of Physics: Conference
Series, 1481(1),012092

Amorim, A.N., Jeon, L., Abel, Y., Felisberto, E.F., Barbosa, L.N.F., & Dias, N.M. (2020). Using
Escribo play video games to improve phonological awareness, early reading, and writing
in preschool. Educational Researcher, 49(3), 188-197. ERIC Number: EJ1250596

Amrita, P.D., Haroky, F., & Kuswanto, H. (2020). Developing local wisdom-based mobile
science learning in manufacturing Sasirangan fabric to improve ICT literacy facility of
junior high school students. AIP Conference Proceedings, 2215,040002

Amry, A. (2018). The effect of Twitter activities in a blended learning classroom guided by
activity theory on students' achievement and attitudes. Turkish Online Journal of
Educational Technology - TOJET, 17(2), 143-157.

Anastasiadis, T., Lampropoulos, G., & Siakas, K. (2018). Digital game-based learning and
serious games in education. International Journal of Advances in Scientific Research and
Engineering (IJASRE), 4(12), 139. DOI: http://doi.org/10.31695/

Andersen, H. V., & Jensen, R. H. S. Assistive learning technologies for learners with ADHD and
ASD. Tidsskriftet Luring og Medier (LOM), 11(19).

Andersen, H. V., & Sorensen, E. K. (2015). Technology as a vehicle for inclusion of learners with
attention deficits in mainstream schools. Best of Eden. European Distance and E-
Learning Network (EDEN) Conference Proceedings, 1, 720-730.

Andersen, M.F., Levinsen, H., & Mgller, H.H., Thomsen, A.V. (2020). Building bridges between
school and a science center using a flipped learning framework. Journal of Museum
Education, 45(2), 200-209,

Anderson, J. L., & Barnett, M. (2013). Learning physics with digital game simulations in middle
school science. J Sci Educ Technol, 22(6), 914-926.



42

Annalakshmi, N., & Jayanthy, A.C. (2019). Blended learning: Augmenting academic
performance of high school students. International Journal of Advanced Science and
Technology, 28(18), 677-683

Annetta, L., Mangrum, J., Holmes, S., Collazo, K., & Cheng, M. T. (2009). Bridging realty to
virtual reality: Investigating gender effect and student engagement on learning through
video game play in an elementary school classroom. International Journal of Science
Education, 31, 1091e1113.

Annetta, L.A., Minogue, J., Holmes, S.Y., & Cheng, M.T. (2009). Investigating the impact of
video games on high school students’ engagement and learning about genetics.
Computers & Education, 53, 74-85. doi:10.1016/j.compedu.2008.12.020.

Antle, A.N., Chesick, L., Sridharan, S. K., & Cramer, E. (2018). East meets west: A mobile brain-
computer system that helps children living in poverty learn to self-regulate. Personal and
Ubiquitous Computing, 22, 839-866.

Aparicio, M., Bacao, F., & Oliveira, T. (2016). An e-Learning theoretical framework. Journal of
Educational Technology & Society, 19(1), 292-307.

Appel, M. (2012). Are heavy users of computer games and social media more computer
literate? Computers & Education, 59(4), 1339e1349.

Araya, R. (2020). Mobile performance support system for teachers and parents teaching first
graders to read. Proceedings of the 16th International Conference Mobile Learning
2020, ML 2020, 47-54

Ardianti, S., Sulisworo, D., Pramudya, Y., & Raharjo, W. (2020). The impact of the use of STEM
education approach on the blended learning to improve student's critical thinking skills.
Universal Journal of Educational Research, 8(3 B), 24-32.

Arguedas, M., Daradoumis, T., & Xhafa, F. (2016). Analyzing how emotion awareness
influences students' motivation, engagement, self-regulation and learning outcome.
Educational Technology & Society, 19(2), 87-103.

Arici, A.D. (2008). Meeting kids at their own game: A comparison of learning and engagement
in traditional and 3D MUVE educational-gaming contexts (Doctoral dissertation, Indiana
University, Indiana, USA). Retrieved from
https://search.proquest.com/docview/287987558?pg-origsite=gscholar

Arnab, S., Brown, K., Clarke, S., Dunwell, 1., Lim, T., Suttie, N., et al. (2013). The development
approach of a pedagogically-driven serious game to support Relationship and Sex
Education (RSE) within a classroom setting. Computers & Education, 69, 15e30.

Arnesen, K.T., Hveem, J., Short, C.R., West, R.E., & Barbour, M.K. (2019). K-12 online learning
journal articles: Trends from two decades of scholarship, Distance Education, 40(1), 32-
53, DOI: 10.1080/01587919.2018.1553566

Arnseth, H. C., & Ludvigsen, S. (2006). Approaching institutional contexts: Systemic versus
dialogic research in CSCL. International Journal of Computer-Supported Collaborative
Learning, 1, 167-185.

Arota, A.S., & Mursalin, Odja, A.H. (2020). The effectiveness of e-learning based on SETS to
improve students' critical thinking skills in optical instrument material. Journal of
Physics: Conference Series, 1521(2),022061

Arrastia-Chisholm, M. C., & Tackett, S. (2020). Apps for behavior management,
communication, and learning: Using sociocultural theory to understand mobile
technology in PK-12 Settings. Peabody Journal of Education, 95(2), 148-159.



43

Asino, T.l., & Pulay, A. (2019). Student perceptions on the role of the classroom environment
on computer supported collaborative learning. Techtrends, 63(2), 179-187. DOI:
10.1007/s11528-018-0353-y

Askew, K., Stevenson, O., Byrd-Porter, G., Auman, W., Lancaster, B., & LeGrand, T. (2019).
Impact evaluation of "ACCESS": A culture creating effective systems for success. Grantee
Submission. Retrieved from: https://eric.ed.gov/?id=ED595219

Aslanabadi, H. & Rasouli, G. (2013). The effect games on improvement of Iranian EFL
vocabulary knowledge in kindergartens. International Review of Social Sciences and
Humanities, 6, 186-195.

Asterhan, C.S.C., Schwarz, B.B., & Gil, J. (2012). Small-group, computer-mediated
argumentation in middle-school classrooms: The effects of gender and different types of
online teacher guidance. British Journal of Educational Psychology, 82(3), 375-397. ERIC
Number: EJ975131

Ault, M., Craig-Hare, J., & Frey, B. (2016). The impact of a racing feature on middle school
science students' performance in an educational game: The effect of content-free game-
actions. International Journal of Game-Based Learning, 6(3), 18-33. ERIC Number:
EJ1108616

Avila-Pesantez, D., Rivera, L.A., Vaca-Cardenas, L.., Aguayo, S., & Lourdes, Z. (2018). Towards
the improvement of ADHD children through augmented reality serious games:
Preliminary results. 2018 IEEE Global Engineering Education Conference (EDUCON), 17-
20 April 2018, Tenerife, Spain. DOI: 10.1109/EDUCON.2018.8363318

Avila-Pesantez, D.F., & Rivera, L.A. (2016). Augmented reality serious games design to improve
attention of children with ADHD. IEEE 11CCC 2016.

Avila-Pesantez, D.F., Vaca-Cardenas, L.A., Delgadillo Avila, R., Padilla Padilla, N., & Rivera, L.A.
(2019). Design of an augmented reality serious game for children with dyscalculia: A case
study. Communications in Computer and Information Science, 895, 65-175

Avraamidou, A., Monaghan, J., & Walker, A. (2012). Abstraction through game play.
Technology, Knowledge and Learning, 17(1-2), 1-21. https://doi.org/10.1007/s10758-
012-9189-2

Awada, G.M., & Faour, K.H. (2018). Effect of Glogster and cooperative learning differentiated
instruction on teachers' perceptions. Teaching English with Technology, 18(2), 93-114.
Retrieved from: https://eric.ed.gov/?id=EJ1177753

Azevedo, R., Rosdrio, P., Martins, J., (...), Nufiez, J.C., & Magalhdes, P. (2019). From the
hospital bed to the laptop at home: Effects of a blended self-regulated learning
intervention. International Journal of Environmental Research and Public Health, 16,
4802.

Bachen, C. M., Hernandez-Ramos, P. F., & Raphael, C. (2012). Simulating REAL LIVES:
Promoting global empathy and interest in learning through simulation games. Simulation
& Gaming, 43(4), 437e460.

Baciu-Ureche, 0.-G., Sleeman, C., Moody, W.C., & Matthews, S.J. (2019). The adventures of
ScriptKitty: Using the Raspberry Pi to teach adolescents about internet safety. SIGITE
2019 - Proceedings of the 20th Annual Conference on Information Technology
Education, 118-123.

Baek, S., Park, J.Y., & Han, J.H. (2016). Simulation-based serious games for science education
and teacher assessment. International Journal of Serious Games, 3(3). DOI:
https://doi.org/10.17083/ijsg.v3i3.123



44

Baek, Y.K., & Touati, A. (2020). Comparing collaborative and cooperative gameplay for
academic and gaming achievements. Journal of Educational Computing Research, 57(8),
2110-2140. ERIC Number: EJ1235362

Bai, H., Pan, W., Hirumi, A., & Kebritchi, M. (2012). Assessing the effectiveness of a 3?D
instructional game on improving mathematics achievement and motivation of middle
school students. British Journal of Educational Technology, 43(6), 993-1003.
https://doi.org/10.1111/j.1467?8535.2011.01269.x

Bailey, K., & West, R. (2013). The effects of an action video game on visual and affective
information processing. Brain Research, 1504, 35e46.

Baker, D.L., Basaraba, D.L., Smolkowski, K., Conry, J., Hautala, J., Richardson, U., English, S., &
Cole, R. (2017). Exploring the cross-linguistic transfer of reading skills in Spanish to
English in the context of a computer adaptive reading intervention. Bilingual Research
Journal, DOI: 10.1080/15235882.2017.1309719.

Baker, R., Wang, F., Ma, Z.J, Ma, W., & Zheng, S.Y. (2018). Studying the effectiveness of an
online language learning platform in China. Journal of Interactive Learning Research,
29(1), 5-24. Retrieved from: https://eric.ed.gov/?id=EJ1170961

Baker, R.S.J.D., D’Mello, S.K., Rodrigo, M.M.T., & Graesser, A.C. (2010). Better to be frustrated
than bored: The incidence, persistence, and impact of learners’ cognitive-affective states
during interactions with three different computer-based learning environments.
International Journal of Human-Computer Studies, 68, 223-241.

Bakirci, H., Bilgin, A. K., & Simsek, A. (2011). The effects of simulation technique and
worksheets on formal operational stage in science and technology lessons. Procedia-
Social and Behavioral Sciences, 15, 1462e1469.

Bakker, M., van den Heuvel-Panhuizen, M., & Robitzsch, A. (2015). Effects of mathematics
computer games on special education students' multiplicative reasoning ability. British
Journal of Educational Technology. http://dx.doi.org/10.1111/bjet.12249.

Bakker, M., van den Heuvel-Panhuizen, M., & Robitzsch, A. (2015). Effects of playing
mathematics computer games on primary school students’ multiplicative reasoning
ability. Contemporary Educational Psychology, 40, 55-71.

Baladoh, S. M., Elgamal, A. F., & Abas, H. A. (2017). Virtual lab to develop achievement in
electronic circuits for hearing-impaired students. Education and Information
Technologies, 22(5), 2071-2085. Retrieved from: https://eric.ed.gov/?id=EJ1152680),

Banister, S., & Reinhart, R.V. (2015). Examining digital innovation in K-12 schools: Variances
related to identified school typologies. International Journal of Technology in Teaching
and Learning, 11(2), 104-114.

Bano, M., Zowghi, D., Kearney, M., Schuck, S., & Aubusson, P. (2018). Mobile learning for
science and mathematics school education: A systematic review of empirical evidence.
Computers & Education, 121, 30-58.
https://doi.org/10.1016/j.compedu.2018.02.006Get rights and content

Banos, R. M., Cebolla, A., Oliver, E., Alcaiiiz, M., & Botella, C. (2013). Efficacy and acceptability
of an internet platform to improve the learning of nutritional knowledge in children: The
ETIOBE mates. Health Education Research, 28(2), 234e248.

Barab, S., Thomas, M., Dodge, T., Carteaux, R., & Tuzun, H. (2005). Making learning fun: Quest
Atlantis, a game without guns. Educational Technology Research and Development,
53(1), 86-107.



45

Barab, S.A., Arici, A., & Jackson, C. (2005). Eat your vegetables and do your homework: A
design-based investigation of enjoyment and meaning in learning. Educational
Technology, 45, 15-20.

Baranowski, T., Buday, R., Thompson, D.I. & Baranowski, J. (2008). Video games and stories for
health-related behavior change. American Journal of Preventive Medicine, 34, 74-82.

Barbour, M. K. & Reeves, T. C. (2009). The reality of virtual schools: A review of the literature.
Computers & Education, 52, 402-416.

Barnea, N. & Dori, Y. J. (1999). High-school chemistry students’ performance and gender
differences in a computerized molecular modeling learning environment. Journal of
Science Education and Technology, 8(4), 257-271.

Barnett, K.K. (2016). The at-risk student's journey with online course credit: Looking at
perceptions of care. Journal of Online Learning Research, 2(4), 367-398. ERIC Number:
EJ1148596

Barreto, D., Vasconcelos, L., & Orey, M. (2017). Motivation and learning engagement through
playing math video games. Malaysian Journal of Learning and Instruction, 14(2), 1-21.
ERIC Number: EJ1166723

Barros, C., Carvalho, A.A., & Salgueiro, A. (2020). The effect of the serious game "Tempoly" on
learning arithmetic polynomial operations. Education and Information Technologies,
25(3), 1497-1509. ERIC Number: EJ1253282

Bartholomew, S.R., & Reeve, E. (2018). Middle school student perceptions and actual use of
mobile devices: Highlighting disconnects in student planned and actual usage of mobile
devices in class. Journal of Educational Technology & Society, 21(1), 48-58.

Barzilai, S., & Blau, I. (2014). Scaffolding game-based learning: Impact on learning
achievements, perceived learning, and game experiences. Computers & Education, 70,
65-79.

Basarmak, U., & Mahiroglu, A. (2016). The effect of online learning environment based on
caricature animation used in science and technology course on the success and attitude
of the student for humor. Turkish Online Journal of Educational Technology - TOJET,
15(4), 107-

Basham, J. D., Smith, S. J., Greer, D. L., & Marino, M. T. (2013). The scaled arrival of K-12 online
education: Emerging realities and implications for the future of education. The Journal of
Education, 193(2), 51-59. http://www.jstor.org/stable/24636946

Basogain, X., Olabe, M.A,, Olabe, J.C., & Rico, M.J. (2018). Computational thinking in pre-
university blended learning classrooms. Computers in Human Behavior, 80, 412-419.
https://doi.org/10.1016/j.chb.2017.04.058

Basriyah, K., Sulisworo, D., Maruto, G., Toifur, M., & Abd Rahman, N.H. (2020). Effects of the
flipped classroom on understanding the thermodynamic concept at high school
students. Universal Journal of Educational Research, 8(3 B), 51-58

Baxter, J. H. & Preece, P.F.W. (1999). Interactive multimedia and concrete three-dimensional
modelling. Journal of Computer Assisted Learning, 15, 323-331.

Baytak, A., & Land, S. (2011). An investigation of the artifacts and process of constructing
computers games about environmental science in a fifth-grade classroom. Educational
Technology Research & Development, 59, 765-782

Beal R.B., Walles R., Arroyo |. & Woolf B.P. (2007) On-line tutoring for math achievement
testing: a controlled evaluation. Journal of Interactive Online Learning 6, 43-55. Available
at: http://www.ncolr.org/jiol/issues/pdf/6.1.4.pdf (last accessed December 2010).



46

Beal, C.R., Arroyo, I.M., Cohen, P.R., & Woolf, B.P. (2010). Evaluation of AnimalWatch: An
intelligent tutoring system for arithmetic and fractions. Journal of Interactive Online
Learning, 9(1), 64-77. Retrieved from: https://eric.ed.gov/?id=EJ938837

Beale, I.L., Kato, P.M., Marin-Bowling, V.M., Guthrie, N. & Cole, S.W. (2007). Improvement in
cancer-related knowledge following use of a psychoeducational video game for
adolescents and young adults with cancer. The Journal of Adolescent Health, 41, 263-
270.

Bela, M.B., Gabor, K., & Peter, E. (2014). Potentials of the blended learning teaching method in
computer science education. Informacios Tarsadalom, 14(), 66-+

Benavides-Varela, S., Zandonella Callegher, C., Fagiolini, B, (...), Altog, G., Lucangeli, D. (2020).
Effectiveness of digital-based interventions for children with mathematical learning
difficulties: A meta-analysis. Computers and Education, 157,103953

Benke, D.A. The relationship between teacher immediacy behaviors and student continued
enrollment and satisfaction in a compressed-video distance education classroom. Ph.D.
thesis, University of Northern Colorado. Retrieved July 22, 2020 from
https://www.learntechlib.org/p/118379/.

Bergdahl, N., Nouri, J., & Fors, U. (2020). Disengagement, engagement and digital skills in
technology-enhanced learning. Education and Information Technologies, 25(2), pp. 957-
983

Bernacki, M.L., Greene, J.A., & Crompton, H. (2020). Mobile technology, learning, and
achievement: Advances in understanding and measuring the role of mobile technology
in education. Contemporary Educational Psychology, 60, 101827.
https://doi.org/10.1016/j.cedpsych.2019.101827

Bernard, R.M., Abrami, P.C., Borokhovski, E, Wade, C.A., Tamim R.M., Surkes, M.A., &
Clement, B.E. (2009). A meta-analysis of three types of interaction treatments in
distance education. Review of Educational Research, 79(3), 1243-1289.

Berrett, A.N., & Carter, N.J. (2018). Imagine Math facts improves multiplication fact fluency in
third-grade students. Journal of Behavioral Education, 27(2), 223-239.

Beserra, V., Nussbaum, M., & Oteo, M. (2019). On-task and off-task behavior in the classroom:
A study on mathematics learning with educational video games. Journal of Educational
Computing Research, 56(8), 1361-1383. DOI: 10.1177/0735633117744346

Beserra, V., Nussbaum,M., Zeni, R., Rodriguez,W., & Wurman, G. (2014). Practicing arithmetic
using educational video games with an interpersonal computer. Educational Technology
and Society, 17(3), 343-358.

Bhagat, K.K., Chang, C.N., & Chang, C.Y. (2016). The impact of the flipped classroom on
mathematics concept learning in high school. Educational Technology & Society, 19(3),
134-142.

Bhattacharjee, J., & Muddgal, A. (2020). Teaching and learning scientific inquiry through
simulations using 5E model of lesson plan. Test Engineering and Management, 82, 9528-
9534

Bhattacharya, S., & Nath, S. (2016). Intelligent e-learning systems: An educational paradigm
shift. International Journal of Interactive Multimedia and Artificial Intelligence, 4(2), 83-
88. DOI: 10.9781/ijimai.2016.4212

Bhide, A., Luo, W.C., Vijay, N., Perfetti, C., Wang, J.T., Maries, A., & Nag, S. (2019). Improving
Hindi decoding skills via a mobile game. Reading and Writing: An Interdisciplinary
Journal, 32(9), 2149-2178. ERIC Number: EJ1231476



47

Bijvank, M.N., Konijn, E.A., & Bushman, B.J. (2012). "We don't need no education": Video
game preferences, video game motivations, and aggressiveness among adolescent boys
of different educational ability levels. Journal of Adolescence, 35(1), 153-162. ERIC
Number: EJ954019

Billingsley, G., Scheuermann, B., & Webber, J. (2009). A comparison of three instructional
methods for teaching math skills to secondary students with emotional/behavioral
disorders. Behavioral Disorders, 35(1), 4-18. ERIC Number: EJ877474

Bintas, J., & Camli, H. (2009). The effect of computer aided instruction on students' success in
solving LCM and GCF problems. Procedia-Social and Behavioral Sciences, 1(1), 277-280.

Blaine, A.M. (2019). Interaction and presence in the virtual classroom: An analysis of the
perceptions of students and teachers in online and blended Advanced Placement
courses. Computers & Education, 132, 31-43.
https://doi.org/10.1016/j.compedu.2019.01.004

Blake, C. (2009). Potential of text-based internet chats for improving oral fluency in a second
language, The Modern Language Journal, 93(2), 227-240.

Blas, N.D., & Paolini, P. (2013). Beyond the school's boundaries: PoliCultura, a large-scale
digital storytelling initiative. Journal of Educational Technology & Society, 16(1), 15-27.
http://www.jstor.org/stable/jeductechsoci.16.1.15

Blumberg, F. C. (2000). The effects of children’s goals for learning on video game performance.
Journal of Applied Developmental Psychology, 21, 641-653.

Blumberg, F. C., Altschuler, E. A., Almonte, D. E., & Mileaf, M. |. (2013). The impact of
recreational video game play on children's and adolescents' cognition. New Directions
for Child and Adolescent Development, 2013(139), 41-50.

Boelens, R., De Wever, B., & Voet, M. (2017b). Four key challenges to the design of blended
learning: A systematic literature review. Educational Research Review, 22, 1-18.
https://doi.org/10.1016/j.edurev.2017.06.001.

Boendermaker W.J., Peeters M., Prins P.J.M., & Wiers R.W. (2017). Using serious games to
(re)train cognition in adolescents. In: Ma M., Oikonomou A. (Eds.), Serious Games and
Edutainment Applications. Springer, Cham. pp 307-321. https://doi.org/10.1007/978-3-
319-51645-5_14

Boendermaker, W.J., Gladwin, T.E., Peeters, M., Prins, P.J.M., & Wiers, R.W. (2018). Training
working memory in adolescents using serious game elements: Pilot randomized
controlled trial. Journal of Medical Internet Research, 20(5),e10

Boling, E. C. and Beatty, J. 2010. Cognitive apprenticeship in computer-mediated feedback:
Creating a classroom environment to increase feedback and learning. Journal of
Educational Computing Research, 43(1): 47-65.

Bolyard, J., & Moyer-Packenham, P. (2012). Making sense of integer arithmetic: The effect of
using virtual manipulatives on students' representational fluency. Journal of Computers
in Mathematics and Science Teaching, 31(2), 93-113. Retrieved from:
https://eric.ed.gov/?id=EJ973332

Bond, M. (2019). Flipped learning and parent engagement in secondary schools: A South
Australian case study. British Journal of Educational Technology, 50(3), 1294-1319.

Bond, M. (2020). Facilitating student engagement through the flipped classroom approach in
K-12: A systematic review. Computers & Education, 151, 103819.

Bonk, C. J. (2010). For openers: How technology is changing school. Educational Leadership,
67(7), 60-65.



48

Boonsamuan, S., & Nobaew, B. (2016). Key factor to improve adversity quotient in children
through mobile game-based learning. In Proc. Int. Symp. Intell. Signal Process. Commun.
Syst. (ISPACS), 1-6.

Borup, J., Graham, C.R., & Velasquez, A. (2013). Technology-mediated caring: Building
relationships between students and instructors in online K-12 learning environments. In
Emotion and School: Understanding How the Hidden Curriculum Influences
Relationships, Leadership, Teaching, And Learning. (Ed.) Newberry, M., Gallant, A., &
Riley, P. Emerald Group Publishing: Somerville, MA.

Borup, J., Walters, S., & Call-Cummings, M. (2020). Student perceptions of their interactions
with peers at a cyber charter high school. Online Learning Journal, 24(2), pp. 207-224

Bossenbroek, R., Wols, A., Weerdmeester, J., (...), Granic, I., & Van Rooij, M.M.J.W. (2020).
Efficacy of a virtual reality biofeedback game. JMIR Ment Health, 7(3): e16066.

Bottge, B.A., Ma, X., Gassaway, L., Toland, M.D., Butler, M., & Cho, S.J. (2014). Effects of
blended instructional models on math performance. Exceptional Children, 80(4), 423-
437. ERIC Number: EJ1048512

Bottino, R.M., & Robotti, E. (2007). Transforming classroom teaching & learning through
technology: Analysis of a case study. Journal of Educational Technology & Society, 10(4),
174-186. http://www.jstor.org/stable/jeductechsoci.10.4.174

Botturi, L., Kappler, D., & Negrini, L. (2018). Digitally-supported language exchanges in primary
school: The AlpConnectar Project. Studies in Second Language Learning and Teaching,
8(4), 795-843. ERIC Number: EJ1202470

Boukhechba, H., & Bouhania, B. (2019). Adaptation of instructional design to promote learning
in traditional EFL classrooms: Adobe Captivate for e-learning content. International
Journal of Education and Development using Information and Communication
Technology, 15(4), 151-164. Retrieved from: https://eric.ed.gov/?id=EJ1239611

Bourgonjon, J., De Grove, F., De Smet, C., Van Looy, J., Soetaert, R., & Valcke, M. (2013).
Acceptance of game-based learning by secondary school teachers. Computers &
Education, 67, 21e35.

Bourgonjon, J., Valcke, M., Soetaert, R., & Schellens, T. (2010). Students' perceptions about
the use of video games in the classroom. Computers & Education, 54(4), 1145e1156.

Bourgonjon, J., Valcke, M., Soetaert, R., Wever, B. & Schellens, T. (2011). Parental acceptance
of digital game-based learning. Comput. Educ., 57(1), 1434-1444.
doi:10.1016/j.compedu.2010.12.012.

Bouzid, Y., Ali Khenissi, M., Essalmi, F., & Jemni, M. (2016). Using educational games for sign
language learning: A signwriting learning game: Case study. Journal of Educational
Technology & Society, 19(1), 129-141.
http://www.jstor.org/stable/jeductechsoci.19.1.129

Bower, M., & Sturman, D. (2015). What are the educational affordances of wearable
technologies? Computers & Education, 88, 343-353.

Bower, M., Lee, M.J.W., & Dalgarno, B. (2017). Collaborative learning across physical and
virtual worlds: Factors supporting and constraining learners in a blended reality
environment. British Journal of Educational Technology, 48(2), 407-430.
https://doi.org/10.1111/bjet.12435 PDF

Bowman, N. D., Weber, R., Tamborini, R., & Sherry, J. (2012). Facilitating game play: How
others affect performance at and enjoyment of video games. Media Psychology, 16(1),
39e64.



49

Bowyer, J., & Chambers, L. (2017). Evaluating blended learning: Bringing the elements
together. Research Matters, 23. http://www.cambridgeassessment.org.uk/research-
matters/

Boyle, E.A., Hainey, T., Connolly, T.M., Gray, G., Earp, J., Ott, M., Lim, T., Ninaus, M., Ribeiro,
C., & Pereira, J. (2016). An update to the systematic literature review of empirical
evidence of the impacts and outcomes of computer games and serious games.
Computers & Education, 94, 178-192.

Bressler, D.M., & Bodzin, A.M. (2016). Investigating flow experience and scientific practices
during a mobile serious educational game. Journal of Science Education and Technology,
25(5), 795-805.

Breuer, J., & Bente, G. (2010). Why so serious? On the relation of serious games and learning.
Journal for Computer Game Culture, 4(1), 7-24. https://hal.archives-ouvertes.fr/hal-
00692052/document

Brezovszky, B., McMullen, J., Veermans, K., Hannula-Sormunen, M.M., RodrYguez-Aflecht, G.,
Pongsakdi, N., ... & Lehtinen, E. (2019). Effects of a mathematics game-based learning
environment on primary school students' adaptive number knowledge. Computers &
Education, 128, 63-74.

Brodersen, R.M., & Melluzzo, D. (2017). Summary of research on online and blended learning
programs that offer differentiated learning options. REL 2017-228. Regional Educational
Laboratory Central. Retrieved from: https://eric.ed.gov/?id=ED572935

Brom, C., Buchtova, M., Sisler, V., Déchtérenko, F., Palme, R., & Glenk, L. M. (2014). Flow,
social interaction anxiety and salivary cortisol responses in serious games: A quasi-
experimental study. Computers & Education, 79, 69 — 100.

Brom, C., Levcik, D., Buchtova, M., Klement, D. (2015). Playing educational micro-games at
high schools: Individually or collectively? Computers in Human Behavior, 48, 682-694.

Brom, C., Preuss, M., & Klement, D. (2011). Are educational computer micro-games engaging
and effective for knowledge acquisition at high-schools? A quasi-experimental study.
Computers & Education, 57(3), 1971e1988.

Buder, J., & Bodemer, D. (2008). Supporting controversial CSCL discussions with augmented
group awareness tools. International Journal of Computer-Supported Collaborative
Learning, 3, 123-139. d0i:10.1007/s11412-008-9037-5

Bull, P.H., & Adams, S. (2012). Learning technologies: Tweeting in a high school social studies
class. Journal of Educational Technology, 8(4), 26-33. ERIC Number: EJ1102160

Burch, P., Good, A., & Heinrich, C. (2016). Improving access to, quality, and the effectiveness
of digital tutoring in K-12 education. Educational Evaluation and Policy Analysis, 38(1),
65-87. http://www.jstor.org/stable/44984528

Burden, K., Kearney, M., Schuck, S., & Hall, T. (2019). Investigating the use of innovative
mobile pedagogies for school-aged students: A systematic literature review. Computers
and Education, 138, 83-100.

Burnett, C. (2009). Research into literacy and technology in primary classrooms: An
exploration of understandings generated by recent studies. Journal of Research in
Reading, 32, 22-37.

Butar-Butar, D.F., Napitupulu, E., & Ampera, D. (2020). Development of e - Learning based
"smile" learning model to improve economic learning outcomes of class x students of
senior high school. Journal of Physics: Conference Series, 1485(1),012059

Buteau, C., & Muller, E. (2018). Case study of an epistemic mathematics computer game.
International Journal of Game-Based Learning, 8(3), 34-55. ERIC Number: EJ1180617



50

Butler, Y. G., Someya, Y., & Fukuhara, E. (2014). Online games for young learners' foreign
language learning. English Language Teaching Journal, 68(3), 265-275.
https://doi.org/10.1093/elt/ccu008.

Byun, J.H., & Joung E.M. (2018). Digital game-based learning for K-12 mathematics education:
A meta-analysis. School Science and Mathematics, 118(3-4), 113-126. ERIC Number:
EJ1175390

Caceres, M., Nussbaum, M.,Marroquin, M., Gleisner, S., & Marquinez, J.T. ( 2018). Building
arguments: Key to collaborative scaffolding. Interactive Learning Environments, 26(3),
355-371. DOI: 10.1080/10494820.2017.1333010

Cadieux B.D., Hurt, J.W., & Richardson, M.K. (2017). Implementing digital tools to support
student questioning abilities: A collaborative action research report. Inquiry in
Education, 9(1), Article 2. Retrieved from: https://eric.ed.gov/?id=EJ1171738

Cahya, R.N., Suprapto, E., & Lusiana, R. (2020). development of mobile learning media-based
android to support students understanding. Journal of Physics: Conference Series,
1464(1),12010

Cahyana, U., Paristiowati, M., Pratiwi, W.E., & Zahari, P.A. (2019). Development of mobile
game base learning on buffer solution to improve student performance. Journal of
Physics: Conference Series, 1402(5),055063

Cahyana, U., Rachmawati, Y., Paristiowati, M., (...), Ferdianto, J., Dudung, A. (2020).
Ethnopedagogy integration to mobile learning for improving student learning
achievement in remote areas. Universal Journal of Educational Research, 8(5), 1687-
1697.

Cahyana, U., Supatmi, S., Erdawati, & Rahmawati, Y. (2019). The influence of web-based
learning and learning independence toward student's scientific literacy in chemistry
course. International Journal of Instruction, 12(4), 655-668. Retrieved from:
https://eric.ed.gov/?id=EJ1230055

Cahyana, U., Yusmaniar, Y., & Zahari, P.A. (2019). Development of mobile learning on acid and
base to improve student performance. Journal of Physics: Conference Series,
1402(5),055062

Cakir, H., Delialioglu, O., Dennis, A., & Duffy, T. (2009). Technology enhanced learning
environments for closing the gap in student achievement between regions: Does it
work? AACE Journal, 17(4),301-315. ERIC Number: EJ871540

Cakir, O., & Simsek, N. (2010). A comparative analysis of the effects of computer and paper-
based personalization on student achievement. Computers & Education, 55(4),
1524e1531.

Cameron, B., & Dwyer, F. (2005). The effect of online gaming, cognition and feedback type in
facilitating delayed achievement of different learning objectives. Journal of Interactive
Learning Research, 16, 243-258.

Camilleri, A.C., & Camilleri, M.A. (2019). Mobile learning via educational apps: An
interpretative study. ICETT 2019: Proceedings of the 2019 5th International Conference
on Education and Training Technologies, 88-92.
https://doi.org/10.1145/3337682.3337687

Campe, S., Denner, J., Green, E., & Torres, D. (2020). Pair programming in middle school:
Variations in interactions and behaviors. Computer Science Education, 30(1), 22-46, DOI:
10.1080/08993408.2019.1648119



51

Campello de Souza, B., de Lima e Silva, L. X., & Roazzi, A. (2010). MMORPGS and cognitive
performance: A study with 1280 Brazilian high school students. Computers in Human
Behaviour, 26(6), 1564e1573.

Cangas, A.J., Navarro, N., Parra, J.M.A,, Ojeda, J.J., Cangas, D., Piedra, J.A., & Gallego, J. (2017).
Stigma-Stop: A serious game against the stigma toward mental health in educational
settings. Frontiers in Psychology, 8, 1385. DOI: 10.3389/fpsyg.2017.01385

Cannon, J.E., Hubley, A.M., O'Loughlin, J.I., (...), Norman, N., & Finley, A. (2019). A technology-
based intervention to increase reading comprehension of morphosyntax structures. The
Journal of Deaf Studies and Deaf Education, 25(1), 126—139.

Cano, S., Alghazzawi, D.M., Arteaga, J.M. Fardoun, H.M., Collazos C.A., & Amador, V.B. (2017).
Applying the information search process model to analyze aspects in the design of
serious games for children with hearing impairment. Universal Access in the Information
Society, 17, 83-95.

Carbonaro, M., Szafron, D., Cutumisu, M., & Schaeffer, J. (2010). Computer-game
construction: A gender-neutral attractor to computing science. Computers & Education,
55(3), 1098e1111.

Cargile Cook, K. (2000). Online technical communication: Pedagogy, instructional design, and
student satisfaction in Internet-based distance education. Unpublished doctoral
dissertation, Texas Tech University. https://ttu-ir.tdl.org/handle/2346/10988.

Carhill-Poza, A. (2019). Defining flipped learning for English learners in an urban secondary
school. Bilingual Research Journal, 42(1), 90-104.

Carpenter, D., Kafer, K., Reeser, K., & Shafer, S. (2015). Evaluating the performance of online
K-12 schools. International Journal on E-Learning, 14(4), 423-441. Retrieved from:
https://eric.ed.gov/?id=EJ1084303

Carr, J. M. (2012). Does math achievement h’APP’en when iPads and Game-based learning are
incorporated into fifth-grade mathematics instruction? Journal of Information
Technology Education: Research, 11, 269-286.

Castro-Calvifio, L., Rodriguez-Medina, J., Gémez-Carrasco, C.J., & Lépez-Facal, R. (2020).
Patrimonializarte: A heritage education program based on new technologies and local
heritage. Education Sciences, 10(7),176, 1-19

Cavanaugh, C,, Gillan, K. J., Kromrey, J., Hess, M. & Blomeyer, R. (2004). The effects of distance
education on K-12 student outcomes: A meta-analysis. Naperville, IL: Learning Point
Associates.

Cerqueira, J.M., Moura, J.M,, Sylla, C., & Ferreira, L. (2020). An augmented reality mathematics
serious game. Open Access Series in Informatics, 81,6

Cetinkaya, L. (2017). The impact of WhatsApp use on success in education process.
International Review of Research in Open and Distributed Learning, 18(7), 59-74.
Retrieved from: https://eric.ed.gov/?id=EJ1163183

Cetinkaya, M. (2017). Designing and applying web assisted activities to be used in flipped
classroom model. International Journal of Evaluation and Research in Education, 6(2),
128-137. Retrieved from: https://eric.ed.gov/?id=EJ1145236

Ch, D.R., & Saha, S.K. (2019). RemedialTutor: A blended learning platform for weak students
and study its efficiency in social science learning of middle school students in India.
Education and Information Technologies, 24(3), 1925-1941

Cha, J., Baek, Y., & Xu, Y. (2008). Exploring learner's variables affecting gaming achievement in
digital game-based learning? In Proceedings of the 5th European conference on games-
based learning, 20-21 October, Athens, Greece.



https://eric.ed.gov/?id=EJ1145236

52

Chai, J.X., & Fan, K.K. (2016). Mobile inverted constructivism: Education of interaction
technology in social media. EURASIA Journal of Mathematics, Science & Technology
Education, 12(5), 1425-1442. Retrieved from: https://eric.ed.gov/?id=EJ1094811

Chan, C.K.K., Xu, G., & Lin, F. (2018). Knowledge building inquiry and reflection in developing
children’s epistemology of science. Proceedings of International Conference of the
Learning Sciences, ICLS, 2(2018-June), 895-902

Chandra V. & Lloyd M. (2008) The methodological nettle: ICT and student achievement. British
Journal of Educational Technology 39, 1087-1098.

Chandra, V., & Watters, J.J. (2012). Re-thinking physics teaching with web-based learning.
Computers & Education, 58(1), 631-640.

Chang C. C. Shu K. M. Liang C. Tseng J. S. & Hsu Y. S. (2014). Is blended e-learning as measured
by an achievement test and self-assessment better than traditional classroom learning
for vocational high school students? The International Review of Research in Open and
Distributed Learning, 15(2). 10.19173/irrodl.v15i2.1708

Chang, B., Chen, S. Y., & Jhan, S. N. (2015). The influences of an interactive group-based
videogame: Cognitive styles vs. prior ability. Computers & Education, 88, 399e407.

Chang, C.S,, Chen, T. Sh., & Hsu, W.H. (2011). The study on integrating WebQuest with mobile
learning for environmental education. Computers & Education, 57(1), 1228-1239.
Retrieved from: https://eric.ed.gov/?id=EJ918758

Chang, K. E., Sung, Y. T., & Lin, S. F. (2006). Computer-assisted learning for mathematical
problem solving. Computers & Education, 46(2), 140-151.
https://doi.org/10.1016/j.compedu.2004.08.002

Chang, K. E., Sung, Y. T., & Lin, S. Y. (2007). Developing geometry thinking through multimedia
learning activities. Computers in Human Behavior, 23(5), 2212e2229.

Chang, K. E., Sung, Y. T., Chen, Y. L., & Huang, L. H. (2008). Learning multiplication through
computer-assisted learning activities. Computers in Human Behavior, 24(6), 2904e2916.

Chang, K. E., Wu, L. J.,, Weng, S. E., & Sung, Y. T. (2012). Embedding game-based problem-
solving phase into problem-posing system for mathematics learning. Computers &
Education, 58(2), 775-786.

Chang, L., Chen, Q.Q., Yang, Y.Q., & Qian, X. (2019). Developing a productive knowledge-
building discourse through judgments of promising ideas and epistemic reflection. Paper
presented at the International Association for Development of the Information Society
(IADIS) International Conference on Educational Technologies (6th, Hong Kong, Feb 8-10,
2019). ERIC Number: ED601194

Chang, M. G., Wang, C. Y., & Chen, G. D. (2009). National program for e-learning in Taiwan.
Journal of Educational Technology & Society, 12(1), 5-17.
https://www.jstor.org/stable/jeductechsoci.12.1.5

Chang, M., Evans, M. A., Kim, S., Norton, A., & Samur, Y. (2015). Differential effects of learning
games on mathematics proficiency. Educational Media International, 52(1), 47-57.

Chang, M., Evans, M.A,, Kim, S.H., Norton, A., Deater-Deckard, Ki., & Samur, Y. (2016). The
effects of an educational video game on mathematical engagement. Education and
Information Technologies, 21(5), 1283-1297. ERIC Number: EJ1109582

Chang, S.C., & Hwang, G.J. (2018). Impacts of an augmented reality-based flipped learning
guiding approach on students’ scientific project performance and perceptions.
Computers & Education, 125, 226-239. https://doi.org/10.1016/j.compedu.2018.06.007



53

Chang, W.L., & Yuan, Y., Lee, C.Y., Chen, M.H., & Huang, W.G. (2013). Using Magic Board as a
teaching aid in third grader learning of area concepts. Journal of Educational Technology
& Society,16(2), 163-173. http://www.jstor.org/stable/jeductechsoci.16.2.163

Chang, Y. S. (2013). Student technological creativity using online problem-solving activities.
International Journal of Technology and Design Education, 23(3), 23, pages803-816

Chappell, S., Arnold, P., Nunnery, J., & Grant, M. (2015). An examination of an online tutoring
program's impact on low-achieving middle school students' mathematics achievement.
Online Learning, 19(5), 37-53. Retrieved from: https://eric.ed.gov/?id=EJ1085790

Chard, S.M. (2006). Evaluating the virtual learning environment. In Contemporary Approaches
to Research on Learning Environments: Worldviews. (Eds.) Fisher, D.L., & Khine, M.S.
Pages: 603-620. World Scientific Publishing: Hackensack, NJ. DOI:
10.1142/9789812774651_0025

Charsky, D., & Ressler, W. (2011). “Games are made for fun”: Lessons on the effects of
concept maps in the classroom use of computer games. Computers & Education, 56(3),
604e615.

Chatterjee, S., Majumdar, D., Misra, S., & Damasevicius, R. (2020). Adoption of mobile
applications for teaching-learning process in rural girls’ schools in India: An empirical
study. Education and Information Technologies https://doi.org/10.1007/s10639-020-
10168-6

Chatterjee, S., Mohanty, A., & Bhattacharya, B. (2011). Peer collaboration, facilitator
intervention, and learning styles in computer game-based learning: Initial findings from
and empirical study. In Proceedings of the 5th European conference on games-based
learning.

Chauhan, S. (2017). A meta-analysis of the impact of technology on learning effectiveness of
elementary students. Computers & Education, 105, 4-30.

Chee, K. N., Yahaya, N., Ibrahim, N. H., & Noor Hassan, M. (2017). Review of mobile learning
trends 2010-2015: A meta-analysis. Educational Technology & Society, 20(2), 113-126.

Chen, B.D. (2015). Exploring the digital divide: the use of digital technologies in Ontario Public
Schools. The Canadian Journal of Learning and Technology, 41(3). DOI:
https://doi.org/10.21432/T2KP6F

Chen, C. H. (2019). The impacts of peer competition-based science gameplay on conceptual
knowledge, intrinsic motivation, and learning behavioral patterns. Educational
Technology Research and Development, 67(1), 179-198.

Chen, C. H., & Law, V. (2016). Scaffolding individual and collaborative game-based learning in
learning performance and intrinsic motivation. Computers in Human Behavior, 55, 1201-
1212.

Chen, C. H., Yang, J. C., Shen, S., & Jeng, M. C. (2007). A desktop virtual reality earth motion
system in astronomy education. Educational Technology & Society, 10(3), 289-304.

Chen, C. M., & Chen, F. Y. (2014). Enhancing digital reading performance with a collaborative
reading annotation system. Computers & Education, 77, 67-81.
doi:10.1016/j.compedu.2014.04.010

Chen, C.H. (2014). An adaptive scaffolding e-learning system for middle school students'
physics learning. Australasian Journal of Educational Technology, 30(3), 342-355.
Retrieved from: https://eric.ed.gov/?id=EJ1034999

Chen, C.H., & Howard, B. (2010). Effect of live simulation on middle school students' attitudes
and learning toward science. Journal of Educational Technology & Society, 13(1), 133-
139. http://www.jstor.org/stable/jeductechsoci.13.1.133



54

Chen, C.H., & Hwang, G.J. (2017). Effects of the team competition-based ubiquitous gaming
approach on students' interactive patterns, collective efficacy and awareness of
collaboration and communication. Educational Technology & Society, 20(1), 87-98.
Retrieved from: https://eric.ed.gov/?id=EJ1125871

Chen, C.H., Huang, C.Y., & Chou, Y.Y. (2019). Effects of augmented reality-based
multidimensional concept maps on students’ learning achievement, motivation and
acceptance. Universal Access in the Information Society, 18(2), pp. 257-268.

Chen, C.H., Law, V., & Chen, W.Y. (2018). The effects of peer competition-based science
learning game on secondary students’ performance, achievement goals, and perceived
ability. Interactive Learning Environments, 26(2), 235-244. DOI:
10.1080/10494820.2017.1300776

Chen, C.H., Liu, J.H., & Shou, W.C. (2018). How competition in a game-based science learning
environment influences students' learning achievement, flow experience, and learning
behavioral patterns. Journal of Educational Technology & Society, 21(2), 164-176.

Chen, C.M., & Kuo, C.H. (2019). An optimized group formation scheme to promote
collaborative problem-based learning. Computers & Education, 133, 94-115.
https://doi.org/10.1016/j.compedu.2019.01.011

Chen, C.M., & Wang, J.Y. (2018). Effects of online synchronous instruction with an attention
monitoring and alarm mechanism on sustained attention and learning performance.
Interactive Learning Environments, 26(4), 427-443. Retrieved from:
https://eric.ed.gov/?id=EJ1175226

Chen, C.M., & You, Z.L. (2019). Community detection with opinion leaders' identification for
promoting collaborative problem-based learning performance. British Journal of
Educational Technology, 50(4), 1846-1864. Retrieved from:
https://eric.ed.gov/?id=EJ1223373

Chen, G.D., & Chao, P.Y. (2008). Augmenting traditional books with context-aware learning
supports from online learning communities. Journal of Educational Technology &
Society, 11(2), 27-40. http://www.jstor.org/stable/jeductechsoci.11.2.27

Chen, H.P., Lien, C.J., Annetta, L., & Lu, Y.L. (2010). The influence of an educational computer
game on children's cultural identities. Educational Technology and Society, 13(1),
94e105.

Chen, J.C.W. (2020). Mobile composing: Professional practices and impact on students’
motivation in popular music. International Journal of Music Education, 38(1), 147-158

Chen, J.J., Wang M.H., Kirschner, P.A., & Tsai C.C. (2019). A meta-analysis examining the
moderating effects of educational level and subject area on CSCL effectiveness.
Knowledge Management & E-Learning-An International Journal, 11(4), 409-427.

Chen, J.J., Wang, M.H,, Kirschner, P.A, & Tsai C.C. (2018). The role of collaboration, computer
use, learning environments, and supporting strategies in CSCL: A meta-analysis. Review
of Educational Research, 88(6), 799-843.

Chen, M.H., Tseng, W.T., & Hsiao T.Y. (2018). The effectiveness of digital game-based
vocabulary learning: A framework-based view of meta-analysis. British Journal of
Educational Technology, 49(1), 69-77.

Chen, M.H.M., Tsai, S.T., & Chang, C.C. (2019). Effects of game-based instruction on the
results of primary school children taking a natural science course. Education Sciences, 9,
Article 79. Retrieved from: https://eric.ed.gov/?id=EJ1220393



55

Chen, M.-P., Wang, L.-C., Zou, D., Lin, S.-Y., & Xie, H. (2019). Effects of caption and gender on
junior high students’ EFL learning from iMap-enhanced contextualized learning.
Computers and Education, 140,103602

Chen, P.C., Lan, T.S., Chiu, S.C., & Lan, Y.H. (2014). A study of investigating the learning
effectiveness of applying the MOODLE e-learning in Taiwan's elementary school. Journal
of Internet Technology, 15(7), 1191-1194. DOI: 10.6138/JI1T.2014.15.7.13

Chen, S. C., Yang, S. J., & Hsiao, C. C. (2016). Exploring student perceptions, learning outcome
and gender differences in a flipped mathematics course. British Journal of Educational
Technology, 47(6), 1096-1112.

Chen, T., Wanberg, R.C., Gouioa, E.T,, (...), Chen, J.C.-Y., & Kraiger, J.J.K. (2019). Engaging
parents’ involvement in K - 12 online learning settings: Are we meeting the needs of
underserved students? Journal of E-Learning and Knowledge Society, 15(2), 113-120

Chen, Y.S., Kao, T. C., & Sheu, J. P. (2005). Realizing outdoor independent learning with a
butterfly-watching mobile learning system. Journal of Educational Computing Research,
33(4), 395-417.

Chen, Z. H., Liao, C. C., Cheng, H. N,, Yeh, C. Y., & Chan, T. W. (2012). Influence of game quests
on pupils’ enjoyment and goal-pursuing in mathematics learning. Educational
Technology and Society, 15(2), 317-327.

Cheng, H. N. H., Wu, W. M. C,, Liao, C. Y., & Chan, T.-W. (2009). Equal opportunity tactic:
Redesigning and applying competition games in classrooms. Computers and Education,
53, 866e876.

Cheng, M.T., Chen, J.H., Chu, S.J., & Chen, S.Y. (2015). The use of serious games in science
education: A review of selected empirical research from 2002 to 2013. J. Comput. Educ.,
2(3), 353-375.

Cheng, M.T., Su, T., Huang, W.Y., & Chen, J.H. (2014). An educational game for learning human
immunology: What do students learn and how do they perceive? Brit. J. Educ. Technol.,
45(5), 820-833.

Cheng, S.C., Hwang, G.J., & Chen, C.H. (2019). From reflective observation to active learning: A
mobile experiential learning approach for environmental science education. British
Journal of Educational Technology, 50(5), 2251-2270. Retrieved from:
https://eric.ed.gov/?id=EJ1225724

Cheok, M.L., & Wong, S.L. (2015). Predictors of e-learning satisfaction in teaching and learning
for school teachers: A literature review. International Journal of Instruction, 8(1), 75-90.
DOI: 10.12973/iji.2015.816a

Cheung, A. C. K., & Slavin, R. E. (2012). How features of educational technology applications
affect student reading outcomes: A meta-analysis. Educational Research Review, 7(3),
198-215.

Cheung, A., Mak, B., Abrami, P., Wade, A., & Lysenko, L. (2016). The effectiveness of the
ABRACADABRA (ABRA) web-based literacy program on primary school students in Hong
Kong. Journal of Interactive Learning Research, 27(3), 219-245. Retrieved from:
https://eric.ed.gov/?id=EJ1108048

Cheung, A.C.K., & Slavin, R.E. (2011). The effectiveness of educational technology applications
for enhancing mathematics achievement in K-12 classrooms: A meta-analysis. Center for
Research and Reform in Education, 9, 88-113. Retrieved from:
https://eric.ed.gov/?id=ED527573



56

Chiang, T. H. C,, Yang, S. J. H., & Hwang, G. J. (2014). An augmented reality-based mobile
learning system to improve students' learning achievements and motivations in natural
science inquiry activities. Educational Technology & Society, 17(4), 352-365.

Chien, S.Y., Hwang, G.J., & Jong, M.S.Y. (2020). Effects of peer assessment within the context
of spherical video-based virtual reality on EFL students’ English-Speaking performance
and learning perceptions. Computers and Education, 146,103751

Childers, G. & Jones, M.G. (2015). Students as virtual scientists: An exploration of students'
and teachers' perceived realness of a remote electron microscopy investigation.
International Journal of Science Education, 37(15), 2433-2452.

Chin, J.C., & Tsuei, M.P. (2014). A multi-modal digital game-based learning environment for
hospitalized children with chronic ilinesses. Journal of Educational Technology & Society,
17(4), 366-378. http://www.jstor.org/stable/jeductechsoci.17.4.366

Chiu, C. H., & Hsiao, H. F. (2010). Group differences in computer supported collaborative
learning: Evidence from patterns of Taiwanese students’ online communication.
Computers & Education, 54(2), 427-435.

Chiu, C. H.,, Wu, C. Y., Hsieh, S. J., Cheng, H. W., & Huang, C. K. (2013). Employing a structured
interface to advance primary students' communicative competence in a text-based
computer mediated environment. Computers & Education, 60(1), 347-356.

Chiu, Y. H. (2013). Computer-assisted second language vocabulary instruction: A meta-
analysis. British Journal of Educational Technology, 44, 52-56. d0i:10.1111/j.1467-
8535.2012.01342.x

Chiu, Y., Kao, C., & Reynolds, B. L. (2012). The relative effectiveness of digital game-based
learning types in English as a foreign language setting: A meta-analysis. British Journal of
Educational Technology, 43(4), E104-E107. https://doi.org/10.1111/j.1467-8535.
2012.01295.x.

Chong, S. X., & Lee, C. S. (2012). Developing a pedagogical-technical framework to improve
creative writing. Educational Technology Research and Development, 60(4), 639-657.

Chou, C.-L., Hung, M.-L,, Tsai, C.-W., Chang, Y.-C. (2020). Developing and validating a scale for
measuring teachers’ readiness for flipped classrooms in junior high schools. British
Journal of Educational Technology, 51(4), 1420-1435

Chou, P. N., Chang, C. C., & Lu, P. F. (2015). Prezi versus PowerPoint: The effects of varied
digital presentation tools on students' learning performance. Computers & Education,
91, 73-82.

Christian, V. F. (2012). Evaluating the effectiveness of the USA TestPrep intervention to
increase high school test scores. ProQuest LLC. Doctoral dissertation, Walden University.

Chu H.C,, & Chang, S.C. (2014). Developing an educational computer game for migratory bird
identification based on a two-tier test approach. Educ. Technol. Res. Develop., 62(2),
147-161.

Chu, H. C., Hwang, G. J., & Tsai, C. C. (2010). A knowledge engineering approach to developing
mindtools for context-aware ubiquitous learning. Computers & Education, 54(1), 289-
297.

Chu, H.C.,, Chen, J.M., & Tsai, C.L. (2017). Effects of an online formative peer-tutoring approach
on students' learning behaviors, performance and cognitive load in mathematics.
Interactive Learning Environments, 25(2), 203-219.

Chu, H.C., Wang, C.C., & Wang, L. (2019). Impacts of concept map-based collaborative mobile
gaming on English grammar learning performance and behaviors. Educational
Technology & Society, 22(2), 86-100.



57

Chuang, H. H., Weng, C. Y., & Chen, C. H. (2018). Which students benefit most from a flipped
classroom approach to language learning? British Journal of Educational Technology,
49(1), 56-68.

Chuang, M.H., & She, H.C. (2013). Fostering 5th grade students' understanding of science via
salience analogical reasoning in on-line and classroom learning environments. Journal of
Educational Technology & Society, 16(3), 102-118.
http://www.jstor.org/stable/jeductechsoci.16.3.102

Chuang, T. Y., & Chen, W. F. (2009). Effect of computer-based video games on children: An
experimental study. Educational Technology and Society, 12, 1e10.

Chuang, T.Y., & Kuo, M.S. (2016). A motion-sensing game-based therapy to foster the learning
of children with sensory integration dysfunction. Educational Technology & Society,
19(1), 4-16.

Chung, L.Y., & Chang, R.C. (2017). The effect of gender on motivation and student
achievement in digital game-based learning: A case study of a contented-based
classroom. Eurasia J. Math. Sci. Technol. Educ., 13(6), 2309-2327.

Ciavarro, C., Dobson M., & Goodman D. (2008). Implicit learning as a design strategy for
learning games: Alert Hockey. Computers in Human Behavior, 24, 2862-2872.

Cifuentes, L., & Hughey, J. (2003). The interactive effects of computer conferencing and
multiple intelligences on expository writing. The Quarterly Review of Distance Education,
4(1), 15-30.

Cigrk, E., & Ergil, R. (2010). The investion effect of using WebQuest on logical thinking ability
in science education. Procedia-Social and Behavioral Sciences, 2(2), 4918-4922.

Cinquin, P. A., Guitton, P., & SauzUon, H. (2019). Online e-learning and cognitive disabilities: A
systematic review. Computers & Education, 130, 152-167.

Civelek, T., Ucar, E., Ustunel, H., & Aydin, M.K. (2014). Effects of a haptic augmented
simulation on K-12 students’ achievement and their attitudes towards physics. Eurasia
Journal of Mathematics, Science & Technology Education, 10(6), 565-574.

Clark K. R. (2015). The effects of the flipped model of instruction on student engagement and
performance in the secondary mathematics classroom. Journal of Educators Online,
12(1),91-115. 10.9743/JE0.2015.1.5

Clark, D. B., D’Angelo, C. M., & Menekse, M. (2009). Initial structuring of online discussions to
improve learning and argumentation: Incorporating students’ own explanations as seed
comments versus an augmented-preset approach to seeding discussions. Journal of
Science Education and Technology, 18, 321-333.

Clark, D.B., Tanner-Smith, E., Hostetler, A., Fradkin, A., & Polikov, V. (2018). Substantial
integration of typical educational games into extended curricula. Journal of the Learning
Sciences, 27(2), 265-318. ERIC Number: EJ1175624

Clark, D.B., Tanner-Smith, E.E., & Killingsworth, S.S. (2016). Digital games, design, and learning:
A systematic review and meta-analysis. Rev. Educ. Res., 86(1), 79-122.

Clark, K., Jamison, T., & Sprague, D. (2005). Digital study groups: Online learning environments
in middle school. Journal of Interactive Online Learning, 3(4).

Coban, S., & Tuncer, I. (2008). An experimental study of game-based music education of
primary school children. In Proceedings of the 2nd European conference on games-
based learning, 16e17 October, Barcelona, Spain.

Cobb, T., & Horst, M. (2011). Does word coach coach words? CALICO Journal, 28(3), 639-661.

Cohen, V.L. (2001). Learning styles and technology in a ninth-grade high school population.
Journal of Research on Computing in Education, 33(4), 355-366.


https://www.sciencedirect.com/science/article/pii/S1877042810008359#!
https://link.springer.com/journal/10956

58

Cole, J.1. (2003). UCLA Internet Report: Surveying the digital future, year three. UCLA Center
for Communication Policy.

Colwell, J., Woodward, L., & Hutchison, A. (2018). Out-of-school reading and literature
discussion: An exploration of adolescents' participation in digital book clubs. Online
Learning, 22(2), 221-247. ERIC Number: EJ1181437

Conati, C., & Zhao, X. (2004). Building and evaluating intelligent pedagogical agent to improve
the effectiveness of an educational game. In Proceedings of the 9th international
conference on intelligent user interfaces (Ul ‘04) (pp. 6-13). New York, NY, USA: ACM,

Condie R., & Livingston K. (2007) Blending online learning with traditional approaches:
Changing practices. British Journal of Educational Technology 38, 337-348.

Coniam, D., & Wong, R. (2004). Internet relay chat as a tool in the autonomous development
of ESL learners’ English language ability: An exploratory study, System, 32, 321-335.

Connell, M.W., Johnston, S.C., Hall, T.E., & Stahl, W. (2017). Disconnected data: The challenge
of matching activities to outcomes for students with disabilities in online learning.
Journal of Online Learning Research, 3(1), 31-54.

Connolly, T. M., Boyle, E. A., MacArthur, E., Hainey, T., & Boyle, J. M. (2012). A systematic
literature review of empirical evidence on computer games and serious games.
Computers & Education, 59(2), 661-686.
https://doi.org/10.1016/j.compedu.2012.03.004.

Connolly, T. M., Stansfield, M., & Hainey, T. (2011). An alternate reality game for language
learning: ARGuing for multilingual motivation. Computers & Education, 57(1),
1389e1415.

Coppens, L.C., Hoogerheide, V., Snippe, E.M., Flunger, B., & van Gog, T. (2019). Effects of
problem-example and example-problem pairs on gifted and nongifted primary school
students' learning. Instructional Science: An International Journal of the Learning
Sciences, 47(3), 279-297.

Cordova, D. L., & Lepper, M. R. (1996). Intrinsic motivation and the process of learning:
beneficial effects of contextualization, personalization, and choice. Journal of
Educational Psychology, 88, 715-730.

Coyle, K.K., Chambers, B.D., Anderson, P.M., Firpo-Triplett, R., & Waterman, E.A. (2019).
Blended learning for sexual health education: Evidence base, promising practices, and
potential challenges. Journal of School Health, 89(10), 847-859.

Coyne, S. M., Padilla-Walker, L. M., Stockdale, L., & Day, R. D. (2011). Game on... girls:
Associations between co-playing video games and adolescent behavioural and family
outcomes. Journal of Adolescent Health, 49(2), 160-165.

Cranmer, S. (2020). Disabled children's evolving digital use practices to support formal
learning. A missed opportunity for inclusion. British Journal of Educational Technology,
51(2), 315-330

Crepaldi M., Colombo V., Baldassini D., Mottura S., & Antonietti A. (2017). Supporting
rehabilitation of ADHD children with serious games and enhancement of inhibition
mechanisms. In: Barbic J., D'Cruz M., Latoschik M., Slater M., Bourdot P. (Eds.), Virtual
Reality and Augmented Reality. pp 167-181. EuroVR 2017. Lecture Notes in Computer
Science, vol 10700. Springer, Cham. https://doi.org/10.1007/978-3-319-72323-5 11

Crompton, H., & Burke, D. (2015). Research trends in the use of mobile learning in
mathematics. International Journal of Mobile and Blended Learning, 7(4), 1-15. ERIC
Number: EJ1108603.



59

Cui, P., & Zheng, L. (2018) A meta-analysis of the peer evaluation effects on learning
achievements in blended learning environment. In: Cheung, S., Kwok, L., Kubota, K., Lee,
L.K., & Tokito, J. (Eds.) Blended learning: Enhancing learning success. pp.227-237.

Cukurbasi, B., & Kiyici, M. (2018). High school students' views on the PBL activities supported
via flipped classroom and LEGO practices. Journal of Educational Technology & Society,
21(2), 46-61. http://www.jstor.org/stable/26388378

Cullen, K.W., Thompson, D., & Chen, T.A. (2017). Outcome evaluation of "Family Eats": An
eight-session web-based program promoting healthy home food environments and
dietary behaviors for African American families. Health Education & Behavior, 44(1), 32-
40.

Cyr, S., Charland, P., Riopel, M., & Bruyére, M. (2019). Integrating a game design model in a
serious video game for learning fractions in mathematics. Journal of Computers in
Mathematics and Science Teaching, 38(1), 5-29. EJ1204176

Dahdouh, K., Dakkak, A., Oughdir, L., & Messaoudi, F. (2018). Big data for online learning
systems. Education and Information Technologies, 23, 2783-2800.

Daher, W. (2017). Student voice in the mobile phone environment: A grounded theory
approach. International Journal of Mobile and Blended Learning, 9(3), 12-23.

Daher, W., & Shahbari, J.A. (2020). Secondary students' identities in the virtual classroom.
Sustainability (Switzerland), 12(11),4407

Dalacosta, K., Kamariotaki-Paparrigopoulou, M., Palyvos, J. A., & Spyrellis, N. (2009).
Multimedia application with animated cartoons for teaching science in elementary
education. Computers & Education, 52(4), 741-748.

Daley, S.G., Hillaire, G, & Sutherland, L.M. (2016). Beyond performance data: Improving
student help seeking by collecting and displaying influential data in an online middle-
school science curriculum. British Journal of Educational Technology, 47(1), 121-134.

Dalton, G., & Devitt, A. (2016). Action research Irish in a 3D world: Engaging primary school
children. Language, Learning and Technology, 20(1), 21-33.
https://scholarspace.manoa.hawaii.edu/bitstream/10125/44440/1/20_01_action.pdf.

Damopolii, I., & Kurniadi, B. (2019). Training students’ metacognitive skill using mobile
learning. Journal of Physics: Conference Series, 1317(1),012185

Dangwal, R., Sharma, K., & Hazarika, S. (2014). Hole-in-the-wall learning stations and academic
performance among rural children in India. Journal for Multicultural Education, 8(1), 31-
53.

Darabi A., Liang, X., Suryavanshi, R., & Yurekli, H. (2013). Effectiveness of online discussion
strategies: A meta-analysis. American Journal of Distance Education, 27(4), 228-241.

Darling-Hammond, L., Zielezinski, M.B., & Goldman, S. (2014). Using technology to support at-
risk students' learning. Stanford Center For Opportunity Policy in Education (SCOPE):
Stanford University: Stanford, CA.
https://edpolicy.stanford.edu/sites/default/files/scope-

Davis, K., & Fullerton, S. (2016). Connected learning in and after school: Exploring technology's
role in the learning experiences of diverse high school students. The Information Society,
32(2), 98-116.

de Aldama, C., & Pozo, J.I. (2020). Do you want to learn physics? Please play Angry Birds (but
with epistemic goals). Journal of Educational Computing Research, 58(1), 3-28. DOI:
10.1177/0735633118823160

de Freitas, S. (2006). Using games and simulations for supporting learning. Learning, Media
and Technology, 31, 343-358.


https://www.learntechlib.org/author/Marie+H%C3%A9l%C3%A8ne+Bruy%C3%A8re

60

de Freitas, S. (2018). Are games effective learning tools? A review of educational games.
Journal of Educational Technology & Society, 21(2), 74-84.

De Grove, F., Bourgonjon, J., & Van Looy, J. (2012). Digital games in the classroom? A
contextual approach to teachers' adoption intention of digital games in formal
education. Computers in Human Behaviour, 28(6), 2023e2033.

de Kock, W. D. (2016). Speech versus text supported hints in learning to solve word problems.
Computers in Human Behavior, 57, 300-311.

de Koning-Veenstra, B., Steenbeek, H. W., van Dijk, M. W., & van Geert, P. L. (2014). Learning
through movement: A comparison of learning fraction skills on a digital playful learning

environment with a sedentary computer-task. Learning and Individual Differences, 36,
101-109.

de la Varre, C,, Keane, J., & Irvin, M.J. (2011). Enhancing online distance education in small
rural US schools: A hybrid, learner-centred model. Journal of Asynchronous Learning
Networks, 15(4), 35-46. ERIC Number: EJ951828

De Lope, R. P., & Medina-Medina, N. (2017). A comprehensive taxonomy for serious games.
Journal of Educational Computing Research, 55(5), 629-672.

de Mooij, S.M.M,, Kirkham, N.Z., Raijmakers, M.E.J., van der Maas, H.L.J., & Dumontheil, I.
(2020). Should online math learning environments be tailored to individuals’ cognitive
profiles? Journal of Experimental Child Psychology, 191, 104730

Dede, C., Clarke, J., Ketelhut, D. J., Nelson, B., & Bowman, C. (2005). Students’ motivation and
learning of science in a multi-user virtual environment. Paper presented at the meeting
of the American Educational Research Association, Montreal, Quebec, Canada.

Dekhinet R., Topping K., Duran D., & Blanch S. (2008) Let me learn with my peers online!:
Foreign language learning through reciprocal peer tutoring. Innovate: Journal of Online
Education 4, 3.

Dekker, M.R., & Williams. A.D. (2017). The use of user-centered participatory design in serious
games for anxiety and depression. Games for Health Journal, 6(6),
https://doi.org/10.1089/g4h.2017.0058. View article

del Valle, R., & Duffy, T.M. (2009). Online learning: Learner characteristics and their
approaches to managing learning. Instructional Science, 37(2), 129-149. DOI:
10.1007/s11251-007-9039-0

Delgado, A.J., Wardlow, L., McKnight, K., & O'Malley, K. (2015). Educational technology: A
review of the integration, resources, and effectiveness of technology in K-12 classrooms.
Journal of Information Technology Education: Research, 14, 397-416. ERIC

deMarcos, L., Hilera, J.R., Barchino, R., Jimenez, L., Martinez, J.J., Gutierrez, J.A., Gutierrez,
J.M., & Oton, S. (2010). An experiment for improving students’ performance in
secondary and tertiary education by means of m-learning auto-assessment. Computers
& Education, 55

Denham, A.R. (2018). Using a digital game as an advance organizer. Educational Technology
Research and Development, 66(1), 1-24. ERIC Number: EJ1170589

Dennen, V. P. and Wieland, K. 2007. From interaction to intersubjectivity: Facilitating online
group discourse processes. Distance Education, 28(3): 281-297.

Dennen, V.P., Choi, H. & Word, K. (2020). Social media, teenagers, and the school context: A
scoping review of research in education and related fields. Educational Technology
Research and Development. https://doi.org/10.1007/s11423-020-09796-z

Denner, J., & Werner, L. (2007). Computer programming in middle school: How pairs respond
to challenges. Journal of Educational Computing Research, 37, 131-150.


https://www.sciencedirect.com/science/journal/00220965
https://www.sciencedirect.com/science/journal/00220965/191/supp/C

61

Denner, J., Werner, L., & Ortiz, E. (2012). Computer games created by middle school girls: Can
they be used to measure understanding of computer science concepts? Computers &
Education, 58, 240-249.

Desimpelaere, L., Hudders, L., & Van de Sompel, D. (2020). Knowledge as a strategy for privacy
protection: How a privacy literacy training affects children's online disclosure behavior.
Computers in Human Behavior, 110,106382

Dewi, S.M., Gunawan, G., Harjono, A., Susilawati, S., & Herayanti, L. (2020). Generative
learning models assisted by virtual laboratory to improve mastery of student physics
concept. Journal of Physics: Conference Series, 1521(2), 022013

DeWitt, D., Alias, N., Siraj, S., & Spector, J.M. (2017). Wikis for a Collaborative Problem-Solving
(CPS) module for secondary school science. Journal of Educational Technology & Society,
20(1), 144-155. http://www.jstor.org/stable/jeductechsoci.20.1.144

DeWitt, D., Siraj, S., & Alias, N. (2014). Collaborative mLearning: A module for learning
secondary school science. Journal of Educational Technology & Society, 17(1), 89-101.
http://www.jstor.org/stable/jeductechsoci.17.1.89

Dey, P., & Bandyopadhyay, S. (2019). Blended learning to improve quality of primary
education among underprivileged school children in India. Education and Information
Technologies, 24(3), 1995-2016.

Dias, J.D., dos Santos Tibes, C.M. Fonseca, L.M.M., & Zem-Mascarenhas, S.H. (2017). Use of
serious games for coping with childhood obesity: Integrative literature review. Texto
contexto enferm. 26(1). https://doi.org/10.1590/0104-07072017003010015

Dias, M., & Agante, L. (2011). Can advergames boost children's healthier eating habits? A
comparison between healthy and non-healthy food. Journal of Consumer Behaviour,
10(3), 152e160.

Dickes, A.C., Kamarainen, A., Metcalf, S. J., Glin-Yildiz, S., Brennan, K., Grotzer, T., & Dede, C.
(2019). Scaffolding ecosystems science practice by blending immersive environments
and computational modeling. British Journal of Educational Technology, 50(5), 2181-
2202.

Dillenbourg, P., Jarvela, S., & Fischer, F. (2009). The evolution of research on computer-
supported collaborative learning. In N. Balacheff, S. Ludvigsen, T. Jong, A. Lazonder, & S.
Barnes (Eds.). Technology-enhanced Learning (pp. 3-19). Springer Netherlands.

Din, F. S., & Calao, J. (2001). The effects of playing educational video games on kindergarten
achievement. Child Study Journal, 31(2), 95-103.

Din, F. S., & Caleo, J. (2000). Playing computer games versus better learning. Paper presented
at the Eastern Educational Research Association, Clearwater, FL. ERIC Number:
ED438905

Dishon, G., & Ben-Porath, S. (2018) Don’t @ me: Rethinking digital civility online and in school.
Learning, Media and Technology, 43(4), 434-450. DOI: 10.1080/17439884.2018.1498353

disposition=inline%3B+filename%3DProceedings_ICT-

D'Mello, S. (2013). A selective meta-analysis on the relative incidence of discrete affective
states during learning with technology. Journal of Educational Psychology, 105(4), 1082.

Dolan, R., Hall, T. E., Banerjee, M., Chun, E., & Strangman, N. (2005). Applying principles of
universal design to test delivery: The effect of computer-based read-aloud on test
performance of high school students with learning disabilities. The Journal of
Technology, Learning and Assessment, 3(7). Retrieved from
https://ejournals.bc.edu/index.php/jtla/article/view/1660



62

Donica, D.K., Giroux, P., & Faust, A., (2018). Keyboarding instruction: comparison of
techniques for improved keyboarding skills in elementary students. Journal of
Occupational Therapy, Schools & Early Intervention, 11(4), 396-410. Retrieved from:
https://eric.ed.gov/?id=EJ1202875

Doty, D.E., Popplewell, SR., & Byers, G.O. (2001). Interactive CD-ROM storybooks and young
readers' reading comprehension. Journal of Research on Computing in Education, 33(4),
374-384.

Doubova, S.V., Martinez-Vega, |.P., Infante-Castafieda, C., & Pérez-Cuevas, R. (2017). Effects of
an internet-based educational intervention to prevent high-risk sexual behavior in
Mexican adolescents. Health Education Research, 32 (6), 487-498. Retrieved from:
https://eric.ed.gov/?id=EJ1164831

Dourda, K., Bratitsis, T., Griva, E., & Papadopoulou, P. (2014). Content and language integrated
learning through an online game in primary school: A case study. Electronic Journal of e-
Learning, 12(3), 243-258. Retrieved from
www.ejel.org/issue/download.html?idArticle=285.

Dousay, T.A., & Weible, J.L. (2019) Build-a-Bug workshop: Designing a learning experience with
emerging technology to foster creativity. TechTrends: Linking Research and Practice to
Improve Learning, 63(1), 41-52. Retrieved from: https://eric.ed.gov/?id=EJ1202625

Drigas, A., Kokkalia, G., & Lytras, M. D. (2015). ICT and collaborative co-learning in preschool
children who face memory difficulties. Computers in Human Behavior, 51, 645-651.

Dukuzumuremyi, S., & Siklander, P. (2018). Interactions between pupils and their teacher in
collaborative and technology-enhanced learning settings in the inclusive classroom.
Teaching and Teacher Education, 76, 165-174.
https://doi.org/10.1016/j.tate.2018.08.010

Dvijak, B., & Tomi¢, D. (2011). The impact of game-based learning on the achievement of
learning goals and motivation for learning mathematics - Literature review. Journal of
Information and Organizational Sciences, 35(1), 15.

Dye, M. W., & Bavelier, D. (2010). Differential development of visual attention skills in school-
age children. Vision Research, 50(4), 452-459.

Eblen-Zayas, M., & Russell, J. (2019). Making an online summer bridge program high touch.
Journal of College Student Development, 60(1), 104-109.

Ebrahimzadeh, M. (2017). Readers, players, and watchers: EFL students' vocabulary
acquisition through digital video games. English Language Teaching, 10(2), 1-18.
https://doi.org/10.5539/elt.v10n2p1

Ebrahimzadeh, M., & Alavi, S. (2016). Motivating EFL students: E-Learning enjoyment as a
predictor of vocabulary learning through digital video games. Cogent Education, 3(1),
1255400. https://doi.org/10.1080/2331186X.2016.1255400.

Echeverria, A., Barrios, E., Nussbaum, M., Amestica, M., & Leclerc, S. (2012). The atomic
intrinsic integration approach: A structured methodology for the design of games for the
conceptual understanding of physics. Computers & Education, 59(2), 806-816.

Edward, C.N., Asirvatham, D., & Johar, M.G.M. (2019). The impact of teaching oriental music
using blended learning approach. Malaysian Journal of Learning and Instruction, 16(1),
81-103

Edwards, C.M., Rule, A.C., & Boody, R.M. (2017). Middle school students’ mathematics
knowledge retention: Online or face-to-face environments. Journal of Educational
Technology & Society, 20(4), 1-10. http://www.jstor.org/stable/26229200



63

Efstathiou, C., Hovardas, T., Xenofontos, N.A., Zacharia, Z.C., deJong, T., Anjewierden, A., &
van Riesen, S.A.N. (2018). Providing guidance in virtual lab experimentation: The case of
an experiment design tool. Educational Technology Research and Development, 66(3),
767-791.

Egenfeldt-Nielsen, S., & Buch, T. (2006). The learning effect of global conflicts: Palestine. In
Gaming Realities: A Challenge for Digital Culture. Athens.

Egenfeldt-Nielsen, S., Smith, J. H., & Tosca, S. P. (2008). Understanding video games: The
essential introduction. New York & London: Routledge.

Eifert, T. (2015). Pedagogical applications of smartphone integration in teaching: Lecturers,
pre-service teachers and pupils' perspectives. International Journal of Mobile and
Blended Learning, 7(2), 1-16. ERIC Number: EJ1108583

Ekstrand, M.D., Wright, K.L., & Pera, M.S. (2020). Enhancing classroom instruction with online
news. ASLIB Journal of Information Management. https://doi.org/10.1108/AJIM-11-
2019-03009.

El Azizi, L., & Arbai, A. (2017). Serious games for the development of learning. Transactions on
Machine Learning and Artificial intelligence, 5(4). DOI:
https://doi.org/10.14738/tmlai.54.3216

El Mawas, N., Tal, I., Moldovan, A.N,, (...), Muntean, G.-M., & Muntean, C.H. (2019). Improving
STEM learning experience in primary school by using NEWTON Project innovative
technologies. Communications in Computer and Information Science, 1022, 214-230

Elkin, M., Sullivan, A., & Bers, M.U. (2016). Programming with the KIBO robotics kit in
preschool classrooms. Computers in the Schools, 33(3), 169-186. Retrieved from:
https://eric.ed.gov/?id=EJ1114093

Elliot, S. (2018). An evaluation of the effectiveness of Imagine Learning for improving reading
skills. Online Submission. Retrieved from: https://eric.ed.gov/?id=ED595363

Elyakim, N., Reychav, I., Offir, B., & McHaney, R. (2019). Perceptions of transactional distance
in blended learning using location-based mobile devices. Journal of Educational
Computing Research, 57(1), 131-169. Retrieved from: https://eric.ed.gov/?id=EJ1204971

Englert, C. S., Manolo, M. & Zhao, Y. (2004). | can do it better on the computer: The effects of
technology-enabled scaffolding on young writers' composition. Journal of Special
Education Technology, 19(1), 5-21.

Englert, C. S., Wu, X. & Zhao, Y. (2005). Cognitive tools for writing: Scaffolding the
performance of students through technology. Learning Disabilities Research & Practice,
20, 184-198.

Englert, C. S., Zhao, Y., Dunsmore, K., Collings, K.Y., & Wolbers, K. 2007. Scaffolding the writing
of students with disabilities through procedural facilitation: Using an Internet-based
technology to improve performance. Learning Disability Quarterly 30 (1):9-29.

Ens, B., Lanir, J., Tang, A., Bateman, S., Lee, G., Piumsomboon, T., & Billinghurst, M. (2019).
Revisiting collaboration through mixed reality: The evolution of groupware. International
Journal of Human-Computer Studies, 131, 81-98. DOI: 10.1016/j.ijhcs.2019.05.011

Erbil, D. G. (2020). A review of flipped classroom and cooperative learning method within the
context of Vygotsky Theory. Frontiers in Psychology, 11, 1157.

Erbil, D.G., & Kocabas, A. (2020). Flipping the 4th grade social studies course in a cooperative
Way: Effects on academic achievement and motivation. Studies in Educational
Evaluation, 66,100878


https://doi.org/10.1108/AJIM-11-2019-0309
https://doi.org/10.1108/AJIM-11-2019-0309
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=26656822800&zone=

64

Ercan, O., Bilen, K., & Bulut, A. (2014). The effect of web-based instruction with educational
animation content at sensory organs subject on students' academic achievement and
attitudes. Procedia-Social and Behavioral Sciences, 116, 2430-2436.

Ercan, O., Bilen, K., & Ural, E. (2016). "Earth, Sun and Moon": Computer assisted instruction in
secondary school science - Achievement and attitudes. Issues in Educational Research,
26(2), 206-224. Retrieved from: https://eric.ed.gov/?id=EJ1102706

Ercan, O., Ural, E., & Kose, S. (2017). The effect of web assisted learning with emotional
intelligence content on students' information about energy saving, attitudes towards
environment and emotional intelligence. Science Education International, 28(1), 78-94.

Erickson, M.G., Erasmus, M.A,, Karcher, D.M., Knobloch, N.A., & Karcher, E.L. (2019). Poultry in
the classroom: Effectiveness of an online poultry-science-based education program for
high school STEM instruction. Poultry Science, 98(12), 6593-6601

Erkens, G., Jaspers, J., Prangsma, M., & Kanselaar, G. (2005). Coordination processes in
computer supported collaborative writing. Computers in Human Behavior, 21(3), 463-
486.

Eshuis, E.H., ter Vrugte, J., Anjewierden, A, (...), Sikken, J., & de Jong, T. (2019). Improving the
quality of vocational students’ collaboration and knowledge acquisition through
instruction and joint reflection. International Journal of Computer-Supported
Collaborative Learning, 14(1), 53-76. ERIC Number: EJ1214399

Evendi, S.K., & Nurulwati (2020). Effectiveness of a question web-based learning model to
improve students' science process skills. Journal of Physics: Conference Series,
1460(1),012110

Facer, K., Joiner, R., Stanton, D., Reid, J., Hull, R., & Kirk, D. (2004). Savannah: Mobile gaming
and learning? Journal of Computer-Assisted Learning, 20, 399-409.

Fahim, M., & Sabah, S. (2012). An ecological analysis of the role of role-play games as
affordances in Iranian EFL pre-university students' vocabulary learning. Theory and
Practice in Language Studies, 2(6), 1276-1284. http://dx.doi.org/10.4304/tpls.2.6.1276-
1284.

Fancovicova, J., Prokop, P., & Usak, M. (2010). Web-site as an educational tool in biology
education: A case of nutrition issue. Educational Sciences: Theory and Practice, 10(2),
907-921. Retrieved from: https://eric.ed.gov/?id=EJ889197

Fang, Y., Ren, Z., Hu, X.G., & Graesser, A.C. (2019). A meta-analysis of the effectiveness of
ALEKS on Learning. Educational Psychology, 39(10), 1278-1292. Retrieved from:
https://eric.ed.gov/?id=EJ1232632

Faour, M.A., & Ayoubi, Z. (2018). The effect of using virtual laboratory on grade 10 students'
conceptual understanding and their attitudes towards physics. Journal of Education in
Science, Environment and Health, 4(1), 54-68. Retrieved from:
https://eric.ed.gov/?id=EJ1170931

Farnsworth, B. J. (2002). Preparing tomorrow's teachers to use technology: Learning and
attitudinal impacts on elementary students. Journal of Instructional Psychology, 29(3),
121-138.

Fazal, M., & Bryant, M. (2019). Blended learning in middle school math: The question of
effectiveness. Journal of Online Learning Research, 5(1), 49-64.

Fazal, M., Panzano, B., & Luk, K. (2020). Evaluating the impact of blended learning: A mixed-
methods study with difference-in-difference analysis. TechTrends, 64(1), 70-78


https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57209484517&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57210990296&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57211004117&zone=
https://www.scopus.com/record/display.uri?eid=2-s2.0-85072205391&origin=resultslist&sort=plf-f&src=s&st1=school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22&nlo=&nlr=&nls=&sid=79727dd06a1113f3d1e2dfb3620f6cea&sot=b&sdt=b&sl=244&s=TITLE-ABS-KEY%28school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22%29+AND+PUBYEAR+%3e+1999&relpos=286&citeCnt=0&searchTerm=
https://www.scopus.com/record/display.uri?eid=2-s2.0-85072205391&origin=resultslist&sort=plf-f&src=s&st1=school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22&nlo=&nlr=&nls=&sid=79727dd06a1113f3d1e2dfb3620f6cea&sot=b&sdt=b&sl=244&s=TITLE-ABS-KEY%28school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22%29+AND+PUBYEAR+%3e+1999&relpos=286&citeCnt=0&searchTerm=
https://www.scopus.com/sourceid/4700152622?origin=resultslist

65

Felix, V. G., Mena, L. J., Ostos, R., & Maestre, G. E. (2017). A pilot study of the use of emerging
computer technologies to improve the effectiveness of reading and writing therapies in
children with Down syndrome. British Journal of Educational Technology, 48(2),

Feng, M.Y., Roschelle, J., Mason, C., & Bhanot, R. (2016). Investigating gender differences on
homework in middle school mathematics. Paper presented at the International
Conference on Educational Data Mining (EDM) (9th, Raleigh, NC, Jun 29-Jul 2, 2016).
Retrieved from:

Ferguson, S. (2020). Attrition in online and face-to-face calculus and precalculus courses: A
comparative analysis. Journal of Educators Online, 17(1)

Ferguson, T. (2014). Mathematics achievement with digital game?based learning in high
school algebra 1 classes. (PhD Dissertation), Liberty University.

Fernandez, H., Ferdig, R.E., Thompson, L.A., Schottke, K., & Black, E.W. (2016). Students with
special health care needs in K-12 virtual schools. Educational Technology & Society,
19(1), 67-75.

Filsecker, M., & Hickey, D.T. (2014). A multilevel analysis of the effects of external rewards on
elementary students’ motivation, engagement and learning in an educational game,”
Comput. Educ., 75, 136-148.

Finkenberg, F., & Trefzger, T. (2019). Flipped classroom in secondary school physics education.
Journal of Physics: Conference Series, 1286(1), 012015.

Fiorella, L., Kuhlmann, S., & Vogel-Walcutt, J.J. (2019). Effects of playing an educational math
game that incorporates learning by teaching. Journal of Educational Computing
Research, 57(6), 1495-1512. ERIC Number: EJ1225288

Fitri, S., Syahputra, E., & Syahputra, H. (2019). Blended learning rotation model of cognitive
conflict strategy to improve mathematical resilience in high school students.
International Journal of Scientific and Technology Research, 8(12), 80-87

Flogie, A., Abersek, B., Abersek, M.K., Lanyi, C.S., & Pesek, I. (2020). Development and
evaluation of intelligent serious games for children with learning difficulties:
Observational study. JMIR Serious Games 8(2): €13190. do0i:10.2196/13190

Flumerfelt, S., & Green, G. (2013). Using lean in the flipped classroom for at risk students.
Journal of Educational Technology & Society, 16(1), 356-366.
http://www.jstor.org/stable/jeductechsoci.16.1.356

Fokides, E., & Chachlaki, F. (2020). 3D Multiuser virtual environments and environmental
education: The virtual island of the Mediterranean Monk Seal. Technology, Knowledge
and Learning, 25(1)

Fong, C., & Slotta, J.D. (2018). Supporting communities of learners in the elementary
classroom: The common knowledge learning environment. Instructional Science, 46(4),
533-561. DOI: 10.1007/s11251-018-9463-3

FORI, T., Ebner, M., Schon, S., & Holzinger, A. (2016). A field study of a video supported
seamless-learning-setting with elementary learners. Journal of Educational Technology &
Society, 19(1), 321-336. http://www.jstor.org/stable/jeductechsoci.19.1.321

Foster, A., Shah, M., Barany, A., & Talafian, H. (2019). High school students’ role-playing for
identity exploration: Findings from virtual city planning. Information and Learning
Science, 120(9-10), 640-662

Frailich, M., Kesner, M., & Hofstein, A. (2009). Enhancing students’ understanding of the
concept of chemical bonding by using activities provided on an interactive website.
Journal of Research in Science Teaching, 46, 289-310. doi:10.1002/ tea.20278


https://games.jmir.org/search/searchResult?field%5B%5D=author&criteria%5B%5D=Andrej+Flogie
https://games.jmir.org/search/searchResult?field%5B%5D=author&criteria%5B%5D=Boris+Aber%C5%A1ek
https://games.jmir.org/search/searchResult?field%5B%5D=author&criteria%5B%5D=Metka+Kordigel%20Aber%C5%A1ek
https://games.jmir.org/search/searchResult?field%5B%5D=author&criteria%5B%5D=Cecilia+Sik%20Lanyi
https://games.jmir.org/search/searchResult?field%5B%5D=author&criteria%5B%5D=Igor+Pesek
https://orcid.org/0000-0002-0878-7480

66

Freeman, B., & Higgins, K., (2016). A randomised controlled trial of a digital learning game in
the context of a design-based research project. International Journal of Technology
Enhanced Learning, 8(3-4), 297-317. DOI: 10.1504/1JTEL.2016.082316

Freinal, L., & Bottino, R. (2018). Visuospatial abilities training with digital games in a primary
school. International Journal of Serious Games, 5(3), 23 - 35.
https://doi.org/10.17083/ijsg.v5i3.240

Fu, H.J,, Chu, S., & Kang, W.X. (2013). Affordances and constraints of a wiki for primary-school
students' group projects. Journal of Educational Technology & Society, 16(4), 85-96.
http://www.jstor.org/stable/jeductechsoci.16.4.85

Fu, Q.K., & Hwang, G.J. (2018). Trends in mobile technology-supported collaborative learning:
A systematic review of journal publications from 2007 to 2016. Computers & Education,
119, 129-143. https://doi.org/10.1016/j.compedu.2018.01.004

Fuente, M. J. (2003). Is SLA interactionist theory relevant to CALL? A study on the effects of
computer-mediated interaction in L2 vocabulary acquisition, Computer Assisted
Language Learning, 16(1), 47-81.

Fukawa-Connelly, T., & Silverman, J., (2015). The development of mathematical
argumentation in an unmoderated, asynchronous multi-user dynamic geometry
environment. Contemporary Issues in Technology and Teacher Education (CITE Journal),
15(4), 445-488. ERIC Number: EJ1091143

Fung, K.Y., Fung, K.C., & Wan, S.W.Y. (2019). Augmented reality and 3D model for children
Chinese character recognition - Hong Kong primary school education. ICCE 2019 - 27th
International Conference on Computers in Education, Proceedings, 1, 673-678

Funkhouser, C. (2002). The effects of computer-augmented geometry instruction on student
performance and attitude. Journal of Research on Technology in Education, 35(2), 163-
175.

Furio, D., Gonzalez-Gancedo, S., Juan, M. C., Segui, I., & Rando, N. (2013). Evaluation of
learning outcomes using an educational iPhone game vs. traditional game. Computers
and Education, 64, 1e23.

Furio, D., Juan, M. C,, Segui, |., & Vivo, R. (2015). Mobile learning vs. traditional classroom
lessons: A comparative study. Journal of Computer Assisted Learning, 31(3), 189-201.

Gadanidis, G., Hughes, J., & Cordy, M. (2011). Mathematics for gifted students in an arts- and
technology-rich setting. Journal for the Education of the Gifted, 34(3), 397-433. ERIC
Number: EJ919553

Gaggi, 0., Palazzi, C.E., Ciman, M., Galiazzo, G., Franceschini, S., Ruffino, M., Gori, S., &
Facoetti, A. (2017). Serious games for early identification of developmental dyslexia.
Computers in Entertainment, 15(2), 4. DOI: 10.1145/2629558

Gal, E., Weiss, P. T., & Zancanero, M. (2019). Using innovative technologies as therapeutic and
educational tools for children with autism spectrum disorder. In Virtual Reality for
Psychological and Neurocognitive Interventions. (Eds.) A. Rizzo & S. Bouchard, (pp. 227-
246). Springer, New York, NY.

Gambari, A.l., & Yusuf, M.O. (2017). Relative effectiveness of computer-supported Jigsaw I,
STAD and TAIl cooperative learning strategies on performance, attitude, and retention of
secondary school students in physics. Journal of Peer Learning, 10, 76-94. ERIC Number:
EJ1147965

Gao, F., Li, L., & Sun, Y. (2020). A systematic review of mobile game-based learning in STEM
education. Educational Technology Research and Development, 1-37.



67

Garcia-Redondo, P., Garcia, T., Arece, D., Nufiez, J.C., & Rodriguez, C. (2019). Serious games
and their effect improving attention in students with learning disabilities. Int. J. Environ.
Res. Public Health, 16(14), 2480. https://doi.org/10.3390/ijerph16142480

Garcia-Sanjuan, F., Jurdi, S., Jaen, J., & Nacher, V. (2018). Evaluating a tactile and a tangible
multi-tablet gamified quiz system for collaborative learning in primary education.
Computers & Education, 123, 65-84. DOI: 10.1016/j.compedu.2018.04.011

Gariou-Papalexiou, A., Papadakis, S., Manousou, E., & Georgiadu, I. (2017). Implementing a
flipped classroom: A case study of biology teaching in a Greek high school. Turkish
Online Journal of Distance Education, 18(3), Article 3.

Garneli, V., & Chorianopoulos, K. (2018). Programming video games and simulations in science
education: Exploring computational thinking through code analysis. Interactive Learning
Environments, 26(3), 386-401. ERIC Number: EJ1173073

Garneli, V., Giannakos, M., & Chorianopoulos, K. (2016). Serious games as a malleable learning
medium: The effects of narrative, gameplay, and making on students' performance and
attitudes. British Journal of Educational Technology. https://doi.org/10.1111/bjet.12455,
48, 842-859.

Garzotto, F. (2007). Was Vygotsky right? Evaluating learning effects of social interaction in
children internet games. In Proceedings of the 11th IFIP TC 13 international conference
on human-computer interaction - Volume Part Il. Rio de Janeiro, Brazil: Springer-Verlag.

Gauthier, A., & Jenkinson, J. (2016). Woes of an RCT for game-based learning research: Past
problems and potential solutions. In Proc. 8th Int. Conf. Games Virtual Worlds Serious
Appl. (VS-GAMES), Sep. 2016, 1-2.

Gecu-Parmaksiz, Z., & Delialioglu, O. (2019). Augmented reality-based virtual manipulatives
versus physical manipulatives for teaching geometric shapes to preschool children.
British Journal of Educational Technology, 50(6), 3376-3390

Gelgoot, E.S., Bulakowski, P.F., & Worrell, F.C. (2020). Flipping a classroom for academically
talented students. Journal of Advanced Academics,
https://doi.org/10.1177/1932202X20919357

Gelman, A. (2010). Mario math with millennials: The impact of playing the Nintendo DS on
student achievement. (PhD Dissertation), University of Denver.

Genlott, A. A., & Gronlund, A. (2016). Closing the gaps: Improving literacy and mathematics by
ICT-enhanced collaboration. Computers & Education, 99, 68-80.
doi:10.1016/j.compedu.2016.04.004

Gentile, D. A., Anderson, C. A, Yukawa, S., lhori, N., Saleem, M., Ming, L. K., et al. (2009). The
effects of prosocial video games on prosocial behaviours: International evidence from
correlational, longitudinal, and experimental studies. Personality and Social Psychology
Bulletin, 35(6), 752e763.

Gentile, D.A., Lynch, P.J,, Linder, J.R., & Walsh, D.A. (2004). The effects of violent video game
habits on adolescent hostility, aggressive behaviors, and school performance. J.
Adolescence, 27(1), 5-22.

Gentry, M.M., Chinn, K.M., & Moulton, R.D. (2005). Effectiveness of multimedia reading
materials when used with children who are deaf. American Annals of the Deaf, 149(5),
394-403.

Ghisio, S., Alborno, P., Volta, E., Gori, M., & Volpe, G. (2017). A multimodal serious-game to
teach fractions in primary school. In MIE 2017: Proceedings of the 1st ACM SIGCHI
International Workshop on Multimodal Interaction for Education (pp. 67-70).



68

Giannakos, M.N. (2013). Enjoy and learn with educational games: Examining factors affecting
learning performance. Computers & Education, 68, 429-439.
https://doi.org/10.1016/j.compedu.2013.06.005

Giannakos, M.N., & Vlamos, P. (2013). Using webcasts in education: Evaluation of its
effectiveness. British Journal of Educational Technology, 44(3), 432-441. Retrieved from:
https://eric.ed.gov/?id=EJ1010217

Gijlers, H., & de Jong, T. (2013). Using concept maps to facilitate collaborative simulation-
based inquiry learning. Journal of the Learning Sciences, 22, 340-374.
do0i:10.1080/10508406.2012.748664

Gijlers, H., Weinberger, A., van Dijk, A. M., Bollen, L., & van Joolingen, W. (2013). Collaborative
drawing on a shared digital canvas in elementary science education: The effects of script
and task awareness support. International Journal of Computer-Supported Collaborative
Learning, 8(4), 427-453.

Girard, C,, Ecalle, J., & Magnan, A. (2013). Serious games as new educational tools: how
effective are they? A meta-analysis of recent studies. Journal of Computer Assisted
Learning, 29(3), 207-219.

Gitter, S. A., Ewell, P. J., Guadagno, R. E., Stillman, T. F., & Baumeister, R. F. (2011). Virtually
justifiable homicide: The effects of prosocial contexts on the link between violent video
games, aggression, and prosocial and hostile cognition. Aggressive Behaviour, 39(5),

Global, 2014. (978-1-4666-5832-5 / 2326-8905).

Goksu, I. (2016). The evaluation of the cognitive learning process of the renewed Bloom
taxonomy using a web based expert system. Turkish Online Journal of Educational
Technology - TOJET, 15(4), 135-151. Retrieved from: https://eric.ed.gov/?id=EJ1117642

Gomez, F., Nussbaum, M., Weitz, J.F., Lopez, X., Mena, J., & Torres, A. (2013). Co-located
single display collaborative learning for early childhood education. International Journal
of Computer-Supported Collaborative Learning, 8(2), 225-244. ERIC Number: EJ1002900

Gbémez-Rey, P., Barbera, E., & Fernandez-Navarro, F. (2016). The impact of cultural dimensions
on online learning. Journal of Educational Technology & Society, 19(4), 225-238.
http://www.jstor.org/stable/jeductechsoci.19.4.225

Gonzalez-Bueno, M., & Perez, L. C. (2000). Electronic mail in foreign language writing: A study
of grammatical and lexical accuracy, and quantity of language, Foreign Language Annals,
33(2), 189-198.

Gonzalez-Gonzalez, C., Toledo-Delgado, P., Collazos-Orddnez, C., & Gonzalez-Sanchez, J. L.
(2014). Design and analysis of collaborative interactions in social educational
videogames. Computers in Human Behaviour, 31, 602e611.

Gould, D.L., & Parekh, P. (2018). Mentoring and argumentation in a game-infused science
curriculum. Journal of Science Education and Technology, 27(2), 188-203. ERIC Number:
EJ1171968

Granic, 1., Lobel, A., & Engels, R.C.M.E. (2014). The benefits of playing video games. American
Psychologist, 69(1), 66-78. https://doi.org/10.1037/a0034857

Graziano, K.J., & Hall, J.D. (2017). Flipping math in a secondary classroom. Journal of
Computers in Mathematics and Science Teaching, 36(1), 5-16.

Greene, J.A., Bolick, C.M., Caprino, A.M., Deekens, V.M., McVea, M., Yu, S., & Jackson, W.P.
(2015). Fostering high-school students' self-regulated learning online and across
academic domains. The High School Journal, 99(1), 88-106.
http://www.jstor.org/stable/44075334



69

Greenfield, P. M., Camaioni, L., Ercolani, P., Weiss, L., & Lauber, B. A. (1994). Cognitive
socialization by computer games in two cultures: Inductive discovery or mastery of an
iconic code. Journal of Applied Developmental Psychology, 15, 59-85.

Greenhow, C. (2013). Online social networking and learning: What are the interesting
research questions? In: Evolving Psychological and Educational Perspectives on Cyber
Behavior. (Ed.) Zheng, R. Pp. 15-31 Hershey, PA: IGI Global. DOI: 10.4018/978-1-4666-
1858-9.ch002

Greenhow, C., & Askari, E. (2017). Learning and teaching with social network sites: A decade of
research in K-12 related education. Education and Information Technologies, 22(2), 623-
645.

Greer, D., Rice, M., & Dykman, B. (2014). Reviewing a decade (2004-2014) of published, peer-
reviewed research on online learning and students with disabilities. In Handbook of
Research on K-12 Online and Blended Learning. (Eds.) R.E. Ferdig, & K. Kennedy. ETC
Press, Pittsburgh, PA.

Grindal, T., Silander, M., Gerard, S., Maxon, T., Garcia, E., Hupert, N., Vahey, P., & Pasnik, S.
(2019). Early science & engineering: The impact of "The Cat in the Hat Knows a Lot about
That!" on learning. Education Development Center, Inc. Retrieved from:
https://eric.ed.gov/?id=ED603162

Grindle, C,, Tyler, E., Murray, C., Hastings, R.P., & Lovell, Mi. (2019). Parent-mediated online
reading intervention for children with Down Syndrome. Support for Learning, 34(2), 211-
230. Retrieved from: https://eric.ed.gov/?id=EJ1219339

Grover, S., Pea, R., & Cooper, S. (2015). Designing for deeper learning in a blended computer
science course for middle school students. Computer Science Education, 25(2), 199-237.
ERIC Number: EJ1061758

Gu, P. (2017). Promoting students' motivation and use of SRL strategies in online mathematics
learning. ProQuest LLC, Ph.D. Dissertation, University of Kansas. Retrieved from:
https://eric.ed.gov/?id=ED577522

Gu, X.Q., Zhu, Y.K., & Guo, X.F. (2013). Meeting the “Digital Natives”: Understanding the
acceptance of technology in classrooms. Journal of Educational Technology & Society,
16(1), 392-402. http://www.jstor.org/stable/jeductechsoci.16.1.392

Guaqueta, C.A., & Castro-Garces, A.Y. (2018). The use of language learning apps as a didactic
tool for EFL vocabulary building. English Language Teaching, 11(2), 61-71.

Gulek, C. & Demirtas, H. (2005). Learning with technology: The impact of laptop use on
student achievement. Journal of Technology, Learning, and Assessment, 3(2), 1-39.

Gunawan, G., Susilawati, Dewi, S.M,, (...), Lestari, P.A.S., & Fathoroni, F. (2020). Gender
influence on students’ creativity in physics learning with virtual laboratory. Journal of
Physics: Conference Series, 1471(1),12036

Gurblz, H., Evlioglu, B., Erol, C.S., Glilsecen, H., & Glilsecen, S. (2017). "What's the weather
like today?": A computer game to develop algorithmic thinking and problem-solving
skills of primary school pupils. Education and Information Technologies, 22(3), 1133-
1147.

Gurbuz, R., & Birgin, 0. (2012). The effect of computer-assisted teaching on remedying
misconceptions: The case of the subject “probability”. Computers & Education, 58(3),
931-941.

Habgood, M. P. J., & Ainsworth, S. E. (2011). Motivating children to learn effectively: Exploring
the value of intrinsic integration in educational games. Journal of the Learning Sciences,
20, 169-206.


https://eric.ed.gov/?redir=http%3a%2f%2forcid.org%2f0000-0001-9321-8436

70

Hadisaputra, S., lhsan, M.S., & Gunawan, R.A. (2020). The development of chemistry learning
devices based blended learning model to promote students' critical thinking skills.
Journal of Physics: Conference Series, 1521(4),042083

Hadjarati, Y.A., Arota, A.S., Mursalin, & Odja, A.H. (2020). Effectiveness of Edmodo to improve
senior high school students’ creative thinking skills in momentum and impulse topics.
Journal of Physics: Conference Series, 1521(2), article id. 022065 (2020).

Hadwen-Bennett, A., & Economou, D. (2019). Adaptive hypermedia driven serious game
design and cognitive style in school settings: An exploratory study. Communications in
Computer and Information Science, 1044, 144-157

Hainey, T., Connolly, T.M., Boyle, E.A., Wilson, A., & Razak, A. (2016). A systematic literature
review of games-based learning empirical evidence in primary education. Computers &
Education, 102, 202-223.

Hall, M.M. (2015). Traditional vs. technology-based math fluency practice and its effect on
student achievement and motivation in mathematics. (PhD Dissertation), the University
of St. Francis.

Hamari, J., Shernoff, D. J., Rowe, E., Coller, B., Asbell-Clarke, J., & Edwards, T. (2016).
Challenging games help students learn: An empirical study on engagement, flow and
immersion in game-based learning. Computers in Human Behavior, 54, 170-179.
https://doi.org/10.1016/j.chb.2015.07.045.

Hamidzadeh, N., Kashani-Vahid, L., Moradi, H., Vakili, S., & Irani, A. (2019). Effectiveness of
Emogalaxy video game on social skills of children with oppositional defiant disorder.
Proceedings of the 2019 International Serious Games Symposium, ISGS 2019, 9047022,
18-24

Hamlen, K. R. (2012). Academic dishonesty and video game play: Is new media use changing
conceptions of cheating? Computers & Education, 59(4), 1145e1152.

Hammad, R. (2017). Game-enhanced and process-based e-learning framework. E-Learning and
Games, Edutainment 2017. (Eds.) Tian, F., Gatzidis, C., EIRhalibi, A., Tang, W., & Charles,
F. Volume: 10345 Pp. 279-284. DOI: 10.1007/978-3-319-65849-0_30. Cham, Switzerland:

Han, 1. (2020). Immersive virtual field trips in education: A mixed-methods study on
elementary students' presence and perceived learning. British Journal of Educational
Technology, 51(2), pp. 420-435

Hanghgj, T., Lieberoth, A., & Misfeldt, M. (2018). Can cooperative video games encourage
social and motivational inclusion of at-risk students? British Journal of Educational
Technology, 49(4), 775-799. ERIC Number: EJ1186232

Hansen, N., Koudenburg, N., Hiersemann, R., Tellegen, P. J., Kocsev, M., & Postmes, T. (2012).
Laptop usage affects abstract reasoning of children in the developing world. Computers
& Education, 59(3), 989-1000.

Harbusch, K., Itsova, G., Koch, U., & Kiihner, C. (2009). Computing accurate grammatical
feedback in a virtual writing conference for German-speaking elementary-school
children: An approach based on natural language generation. CALICO Journal, 26(3),
626-643. http://www.jstor.org/stable/calicojournal.26.3.626

Hardiansyah, H., Rusmono, R., & Winarsih, M. (2019). Teaching material development of
natural environment based on mobile learning on elementary school. Journal of Physics:
Conference Series, 1402(7),077075

Harisudin, L., & Susanto, H. 2019). The development of mathematics learning tools through
the bridge games based on lesson study for learning community and its relationship with


https://ui.adsabs.harvard.edu/#search/q=author:%22Hadjarati%2C+Y.+A.%22&sort=date%20desc,%20bibcode%20desc
https://ui.adsabs.harvard.edu/#search/q=author:%22Arota%2C+A.+S.%22&sort=date%20desc,%20bibcode%20desc
https://ui.adsabs.harvard.edu/#search/q=author:%22Mursalin%22&sort=date%20desc,%20bibcode%20desc
https://ui.adsabs.harvard.edu/#search/q=author:%22Odja%2C+A.+H.%22&sort=date%20desc,%20bibcode%20desc
https://eric.ed.gov/?redir=http%3a%2f%2forcid.org%2f0000-0003-0214-5791
https://eric.ed.gov/?redir=http%3a%2f%2forcid.org%2f0000-0002-6481-4121

71

the higher order thinking skills in probability theory. Journal of Physics: Conference
Series, 1211(1),012075

Harker-Schuch, I.E., Mills, F.P., Lade, S.J., & Colvin, R.M. (2020). CO2peration - Structuring a 3D
interactive digital game to improve climate literacy in the 12-13-year-old age group.
Computers and Education, 144,103705

Harris, C.A., Guerri, L., Mircic, S, (...), DeBoer, J., & Gage, G.J. (2020). Neurorobotics workshop
for high school students promotes competence and confidence in computational
neuroscience. Frontiers in Neurorobotics, 14,6

Harris, D. (2008). A comparative study of the effect of collaborative problem-solving in a
Massively Multiplayer Online Game (MMOG) on individual achievement. Doctor of
Education. The University of San Francisco.

Harris, L., Dargusch, J., Ames, K., & Bloomfield, C. (2020). Catering for ‘very different kids':
Distance education teachers’ understandings of and strategies for student engagement.
International Journal of Inclusive Education, DOI: 10.1080/13603116.2020.1735543

Harrison, J. R., Kwong, C., Evans, S. W., Peltier, C., Mathews, L., & Chatman, T. (2020) Game-
based self-management: Addressing inattention during independent reading and written
response. Journal of Applied School Psychology, 36(1), 38-61. Retrieved from:
https://eric.ed.gov/?id=EJ1238822

Harris-Packer, J.D., & Segol, G. (2015). An empirical evaluation of distance learning's
effectiveness in the K-12 Setting. American Journal of Distance Education, 29(1), 4-17.
Retrieved from: https://eric.ed.gov/?id=EJ1054622

Harter, C.A., & Ku, H. Y. (2008). The effects of spatial contiguity within computer-based
instruction of group personalized two-step mathematics word problems. Computers in
Human Behavior, 24(4), 1668-1685.

Hashim, S., Ismail, M.E., Ismail, A., Masek, A., Ismail, .M., Razali, N., & Samsudin, M.A. (2019).
The characteristics of the computer supported collaborative learning (CSCL) through
Moodle: A view on students’ knowledge construction process. International Journal of
Engineering & Technology, 8 (1.1), 117-122.

Hastie M., Chen N., & Kuo Y. (2007) Instructional design for best practice in the synchronous
cyber classroom. Educational Technology & Society 10, 281-294.

Hastie, M., Hung, I.C., Chen, N.S., & Kinshuk (2010). A blended synchronous learning model for
educational international collaboration. Innovations in Education and Teaching
International, 47(1), 9-24, DOI: 10.1080/14703290903525812

Hastings, E.C.T.L., Karas, A. Winsler, E., Way, E., Madigan, A., & Tyler, S. (2009). Young
children’s video/computer game use: Relations with school performance and behavior.
Issues Mental Health Nursing, 30(10), 638-649.

Hava, K., & Cakir, H. (2018). A systematic review of literature on students as educational
computer game designers. Journal of Educational Multimedia and Hypermedia, 27(3),
323-341. ERIC Number: EJ1185053

Hawkins, R.D., Ferreira, G.A.R.M., & Williams, J.M. (2019). The development and evaluation of
‘Farm Animal Welfare’: An educational computer game for children. Animals, 9(3),91

Haygood, A., & Bull, P.H. (2012). Let's face it: Integrating Facebook in a precalculus high school
course. Journal of Educational Technology, 8(4), 34-41. ERIC Number: EJ1102178.

Heap, B. (2018). The effect of a one to one laptop initiative on high school math achievement
in a suburban high school environment. ProQuest LLC, Ed.D. Dissertation, University of
St. Francis. Retrieved from: https://eric.ed.gov/?id=ED581070


https://doi.org/10.1080/13603116.2020.1735543

72

Heinrich, C.J., Darling-Aduana, J., Good, A., & Cheng, H.P.E. (2019). A look inside online
educational settings in high school: Promise and pitfalls for improving educational
opportunities and outcomes. American Educational Research Journal, 56(6), 2147-2188.
ERIC Number: EJ1234673

Helt, M. (2003). Writing the book on online literature circles: Raising reading achievement
through web-based mentoring. Learning & Leading with Technology, 30(7), 28-31.
Retrieved from: https://eric.ed.gov/?id=EJ668351

Henderson, L., Klemes, J., & Eshet, Y. (2000). Just playing a game? Educational simulation
software and cognitive outcomes. Journal of Educational Computing Research, 22, 105-
129.

Henry, L.A., Castek, J., O'Byrne, I.W., & Zawilinski, L. (2012). Using peer collaboration to
support online reading, writing, and communication: An empowerment model for
struggling readers. Reading & Writing Quarterly, 28(3), 279-306. Retrieved from:
https://eric.ed.gov/?id=EJ968008

Heppen, J.B., Sorensen, N., Allensworth, E., Walters, K., Rickles, J., Taylor, S.S., & Michelman,
V. (2017). The struggle to pass algebra: Online vs. face-to-face credit recovery for at-risk
urban students. Journal of Research on Educational Effectiveness, 10(2), 272-296.
Retrieved from: https://eric.ed.gov/?id=EJ1135796

Heppen, J.B., Walters, K., Clements, M., Faria, A., Tobey, C., Sorensen, N., & Culp, K. (2011).
Access to Algebra |: The effects of online mathematics for grade 8 students. NCEE 2012-
4021. National Center for Education Evaluation and Regional Assistance. Retrieved from:
https://eric.ed.gov/?id=ED527394

Herliana, F., Astra, |.M., Supriyati, Y., Mazlina, H., & Musdar (2020). The differences in physics
learning outcomes based on gender after using blended problem-based learning model.
Journal of Physics: Conference Series, 1460(1),012125

Hermans, R.C.J., Van Den Broek, N., Nederkoorn, C,, (...), Ruiter, E.L.M., & Johnson-Glenberg,
M.C. (2018). Feed the Alien! The effects of a nutrition instruction game on children's
nutritional knowledge and food intake. Games for Health Journal, 7(3), 164-174

Herring, E., Grindle, C., & Kovshoff, H. (2019). Teaching early reading skills to children with
severe intellectual disabilities using Headsprout Early Reading. Journal of Applied
Research in Intellectual Disabilities, 32(5), 1138-1148. Retrieved from:
https://eric.ed.gov/?id=EJ1223863

Hertz-Lazarowitz, R., & Bar-Natan, I. (2002). Writing development of Arab and Jewish students
using Cooperative Learning (CL) and Computer-Mediated Communication (CMC).
Computers & Education, 39(1), 19-36.

Hess, T., & Gunter, G. (2013). Serious game-based and nongame-based online courses:
Learning experiences and outcomes. British Journal of Educational Technology, 44(3),
372-385. EJ1010223

Hew, K., Cheung, W. and Ng, C. 2010. Student contribution in asynchronous online discussion:
A review of the research and empirical exploration. Instructional Science, 38(6), 571-606.

Hickey, D., Ingram-Goble, A., & Jameson, E. (2009). Designing assessments and assessing
designs in virtual educational environments. Journal of Science Education and
Technology, 18, 187-208.

Hidayat, W.N., Oktaviani, A.T., Sutikno, T.A., (...), EImunsyah, H., & Sandy, T.A. (2019).
CAMLEARN as photography mobile learning application and its effects on academic
achievement. ICEEIE 2019 - International Conference on Electrical, Electronics and



73

Information Engineering: Emerging Innovative Technology for Sustainable Future,
8981467, pp. 168-171

Hidayat, W.N., Ulfatin, N., Mukhadis, A., & Wakhidah, R. (2020). Development of virtual
learning community through my buddy school system. IOP Conference Series: Materials
Science and Engineering, 732(1),012112

Higgins, E.L. & Raskind, M.H. (2005). The compensatory effectiveness of the Quicktionary
Reading Pen Il on the reading comprehension of students with learning disabilities.
Journal of Special Education Technology, 20(1), 31-40.

Hill, D. V., & Lenard, M. A. (2016). The impact of Achieve3000 on elementary literacy
outcomes: Randomized control trial evidence, 2013-14 to 2014-15. Eye on Evaluation.
DRA Report No. 16.02. Wake County Public School System. Retrieved from:
https://eric.ed.gov/?id=ED581879

Hill, P.P. (2018). The effects of a web-based instructional program: Promoting student growth
in reading and mathematics achievement. ProQuest LLC, Ph.D. Dissertation, Mississippi
State University. Retrieved from: https://eric.ed.gov/?id=ED595484

Hillen, S.A., & Landis, M. (2014). Two perspectives on e-learning design: A synopsis of a U.S.
and a European analysis. International Review of Research in Open and Distributed
Learning, 15(4), 199-225.

Hillmayr, D., Ziernwald, L., Reinhold, F., Hofer, S.1., Reiss, K.M. (2020). The potential of digital
tools to enhance mathematics and science learning in secondary schools: A context-
specific meta-analysis. Computers and Education, 153, 103897

Hipol, A.l., Cabahug, R., & Bongon, R. (2020). Impact of blended learning instruction in
academic performance of grade 10 students in a selected private high school in San Juan
City, Philippines. Journal of Physics: Conference Series, 1470(1),012052

Ho, T. K. L., & Lin, H. S. (2015). A web-based painting tool for enhancing student attitudes
toward learning art creation. Computers & Education, 89, 32-41.

Hocine, N. (2019). Personalized serious games for self-regulated attention training. In
UMAP'19 Adjunct: Adjunct Publication of the 27th Conference on User Modeling,
Adaptation and Personalization (pp. 251-255).
https://doi.org/10.1145/3314183.3323458

Hod, Y., & Ornit Sagy, O. (2019). Conceptualizing the designs of authentic computer-supported
collaborative learning environments in schools. International Journal of Computer-
Supported Collaborative Learning, 14, 143-164.

Holbert, N., & Wilensky, U. (2012). Representational congruence: Connecting video game
experiences to the design and use of formal representations. In C. Kynigos, J. E. Clayson,
& Yiannoutsou (Eds.), Constructionism: Theory, Practice and Impact (pp. 370-739).
Presented at Constructionism 2012, Athens, Greece: National & Kapodistrian University
of Athens.

Holenko Dlab, M., Boticki, I., Hoic-Bozic, N., & Looi, C.K. (2020). Exploring group interactions in
synchronous mobile computer-supported learning activities. Computers and Education,
146,103735

Hollands, F.M., & Pan, Y.L. (2018). Evaluating digital math tools in the field. Middle Grades
Review, 4(1), Article 8. Retrieved from: https://eric.ed.gov/?id=EJ1175679

Holman, L. (2000). A comparison of computer-assisted instruction and classroom bibliographic
instruction. Reference & User Services Quarterly, 40(1), 53-60.

Holmes, V. (2012). New digital energy game, the use of games to influence attitudes, interests,
and student achievement in science (Online Submission). ERIC Number: ED536550



74

Holzmann, S.L., Schéfer, H., Groh, G., (...), Hauner, H., & Holzapfel, C. (2019). Short-term
effects of the serious game “fit, food, fun” on nutritional knowledge: A pilot study
among children and adolescents. Nutrients, 11(9), 2031

Homer, B. D., Plass, J. L., Raffaele, C., Ober, T. M., & Ali, A. (2018). Improving high school
students' executive functions through digital game play. Computers & Education, 117,
50-58.

Hong, H.Y., & Lin, P.Y. (2019). Elementary students enhancing their understanding of energy-
saving through idea-centered collaborative knowledge-building scaffolds and activities.
Educational Technology Research and Development, 67(1), 63-83. ERIC Number:
EJ1204514

Hong, J. S., Han, D. H., Kim, Y. I., Bae, S. J., Kim, S. M., & Renshaw, P. (2016). English language
education on-line game and brain connectivity. ReCALL, 29(1), 3-21.
http://doi.org/10.1017/5S0958344016000173.

Hong, J., Hwang, M., Tai, K., & Lin, P. (2017). Intrinsic motivation of Chinese learning in
predicting online learning self-efficacy and flow experience relevant to students' learning
progress. Computer Assisted Language Learning, 30(6), 552-574.
http://doi.org/10.1080/09588221.2017.1329215.

Hong, J.C., Hwang, M.Y., Wu, N.C,, Huang, Y.L, Lin, P.H., & Chen, Y.L. (2016). Integrating a
moral reasoning game in a blended learning setting: Effects on students' interest and
performance. Interactive Learning Environments, 24(3), 572-589.

Hookham, G., & Nesbitt, K. V. (2019). A systematic review of the definition and measurement
of engagement in serious games. ACSW 2019: Proceedings of the Australasian Computer
Science Week Multiconference, 42, 1-10. https://doi.org/10.1145/3290688.3290747

Hou, H.T., Yu, T.F., Chiang, F.D., Lin, Y.H., Chang, K.E., & Kuo, C.C. (2020). Development and
evaluation of mindtool-based blogs to promote learners' higher order cognitive thinking
in online discussions: An analysis of learning effects and cognitive process. Journal of
Educational Computing Research, 58(2), 343-363. Retrieved from:
https://eric.ed.gov/?id=EJ1244334

Hou, J.L., & Chiu, P.C. (2019). A study on applying digital peer teaching to improve high school
students’ learning achievement. Journal of Internet Technology, 20(6), 1937-1946.

Hover, A.B. (2018). Shuffle Lit!: Using ipod shuffles to encourage literacy experiences at home.
Networks: An Online Journal for Teacher Research, 20(2), Article 4. Retrieved from:
https://eric.ed.gov/?id=EJ1187540

Howard, B.J. (2017). Effects of a one-to-one iPad initiative program on 11th grade
standardized test scores. ProQuest LLC, Ed.D. Dissertation, Walden University. Retrieved
from: https://eric.ed.gov/?id=ED577790

Hsia, L.H., Huang, I., Hwang, G.J. (2016). A web-based peer-assessment approach to improving
junior high school students’ performance, self-efficacy and motivation in performing arts
courses. British Journal of Educational Technology, 47(4), 618-632.

Hsiao, H. S., Chang, C. S,, Lin, C. Y., & Hu, P. M. (2014). Development of children's creativity
and manual skills within digital game-based learning environment. Journal of Computer
Assisted Learning, 30(4), 377-395.

Hsiao, K.L., Huang, T.C., Chen, M.Y., & Chiang, N.T. (2018). Understanding the behavioral
intention to play Austronesian learning games: From the perspectives of learning
outcome, service quality, and hedonic value. Interactive Learning Environments, 26(3),
372-385.



https://doi.org/10.1145/3290688.3290747
https://eric.ed.gov/?id=EJ1244334
https://eric.ed.gov/?id=EJ1244334

75

Hsieh, Y. H., & Tsai, C. C. (2012). The effect of moderator’s facilitative strategies on online
synchronous discussions. Computers in Human Behavior, 28, 1708-1716.
doi:10.1016/j.chb.2012.04.010

Hsu, C.Y., & Tsai, C.C. (2011). Investigating the impact of integrating self-explanation into an
educational game: A pilot study. in Proc. Int. Conf. Technol. E-Learn. Digit.
Entertainment, in Lecture Notes in Computer Science. Berlin, Germany: Springer, 250-
254,

Hsu, C.Y., & Tsai, C.C. (2013). Examining the effects of combining self-explanation principles
with an educational game on learning science concepts. Interact. Learn. Environ., 21(2),
104-115. doi: 10.1080/10494820.2012.705850.

Hsu, C.Y., Chu, F.C,, & Wang, H.Y. (2013). Embedding collaboration into a game with a self-
explanation design for science learning. In Proc. 21st Int. Conf. Comput. Educ. Indonesia,
Asia-Pacific Soc. Comput. Educ., pp. 116-121.

Hsu, C.Y., Tsai, C.C., & Wang, H.Y. (2012). Facilitating third graders’ acquisition of scientific
concepts through digital game-based learning: The effects of self-explanation
principles,” Asia-Pacific Educ. Researcher, 21(1), 71-82.

Hsu, H.P., Wenting, Z., & Hughes, J.E. (2019). Developing elementary students’ digital literacy
through augmented reality creation: Insights from a longitudinal analysis of
guestionnaires, interviews, and projects. Journal of Educational Computing Research,
57(6), 1400-1435

Hsu, P.S., Van Dyke, M., Smith, T.J., & Looi, C.K. (2018). Argue like a scientist with technology:
The effect of within-gender versus cross-gender team argumentation on science
knowledge and argumentation skills among middle-level students. Educational
Technology Research and Development, 66 (3), 733-766. ERIC Number: EJ1178207

Hsu, T. (2016). Learning English with augmented reality: Do learning styles matter? Computers
& Education, 106, 137-149. http://doi.org/10.1016/j.compedu.2016.12.007.

Hsu, Y.C. (2020). Exploring the learning motivation and effectiveness of applying virtual reality
to high school mathematics. Universal Journal of Educational Research, 8(2), 438-444.

Hsu, Y.S., & Lin, S.S. (2017). Prompting students to make socioscientific decisions: Embedding
metacognitive guidance in an e-learning environment. International Journal of Science
Education, 39(7), 964-979. Retrieved from: https://eric.ed.gov/?id=EJ1142677

Hu, H.W., Chiu, C.H., & Chiou, G.F. (2019). Effects of question stem on pupils' online
guestioning, science learning, and critical thinking. Journal of Educational Research,
112(4), 564-573. Retrieved from: https://eric.ed.gov/?id=EJ1219012

Huang, B.Y., Hwang, G.J., Hew, K.F., & Warning, P. (2019) Effects of gamification on students'
online interactive patterns and peer-feedback. Distance Education, 40(3), 350-379.
Retrieved from: https://eric.ed.gov/?id=EJ1227567

Huang, C. F., Nien, W. P, & Yeh, Y. S. (2015). Learning effectiveness of applying automated
music composition software in the high grades of elementary school. Computers &
Education, 83, 74-89.

Huang, C.J,, Liu, M.C., Chang, K.E., Sung, Y.T., Huang, T.H., Chen, C.H., Shen, H.Y., Huang, K.L.,
Liao, J.J., Hu, K.W., Luo, Y.C., & Chang, T.Y. (2010). A learning assistance tool for
enhancing ICT literacy of elementary school students. Journal of Educational Technology
& Society, 13(3), 126—138. http://www.jstor.org/stable/jeductechsoci.13.3.126

Huang, C.J., Wang, Y.W., Huang, T.H., Chen, Y.C., Chen, H.M., & Chang, S.C. (2011).
Performance evaluation of an online argumentation learning assistance agent.
Computers & Education, 57(1), 1270-1280. ERIC Number: EJ918759



76

Huang, H. T. D., & Hung, S. T. A. (2008). Chatting to write: Synchronous computer-mediated
communication in an EFL writing classroom. In C. J. Bonk, M. M. Lee & T. Reynolds (Eds.),
Proceedings of World Conference on E-Learning in Corporate, Government, Healthcare,
and Higher Education (pp. 1638-1645). Chesapeake, VA: AACE.

Huang, H.L., Hwang, G.J., & Chang, C.Y. (2020). Learning to be a writer: A spherical video-
based virtual reality approach to supporting descriptive article writing in high school
Chinese courses. British Journal of Educational Technology, 51(4), pp. 1386-1405

Huang, K., Chen, C.H., Wu, W.S., & Chen, W.Y. (2015) Interactivity of question prompts and
feedback on secondary students' science knowledge acquisition and cognitive load.
Educational Technology & Society, 18(4), 159-171. Retrieved from:
https://eric.ed.gov/?id=EJ1078330

Huang, T. H., Liu, Y. C., & Shiu, C. Y. (2008). Construction of an online learning system for
decimal numbers through the use of cognitive conflict strategy. Computers & Education,
50(1), 61-76.

Huang, X. (2018). Improving communicative competence through synchronous
communication in Computer-Supported Collaborative Learning environments: A
systematic review. Educ. Sci., 8(1), 15. https://doi.org/10.3390/educsci8010015

Huang, Y. M., Liang, T. H., Su, Y. N., & Chen, N. S. (2012). Empowering personalized learning
with an interactive e-book learning system for elementary school students. Educational
Technology Research and Development, 60(4), 703-722.

Huang, Y. M., Lin, Y. T., & Cheng, S. C. (2010). Effectiveness of a mobile plant learning system
in a science curriculum in Taiwanese elementary education. Computers & Education,
54(1), 47-58.

Huang, Y. N., & Hong, Z. W. (2016). The effects of a flipped English classroom intervention on
students’ information and communication technology and English reading
comprehension. Educational Technology Research and Development, 64, 175-193.
http://www.jstor.org/stable/24761334

Huang, Y., Huang, S., & Wu, T. (2014). Embedding diagnostic mechanisms in a digital game for
learning mathematics. Educational Technology Research and Development, 62(2), 187-
207. https://doi.org/10.1007/s11423-013-9315-4

Huang, Y.M., & Huang, Y.M. (2015). A scaffolding strategy to develop handheld sensor-based
vocabulary games for improving students' learning motivation and performance.
Educational Technology Research and Development, 63(5), 691-708.
http://dx.doi.org/10.1007/s11423-015-9382-9.

Huang, Y.M., Liang, T.H., & Chiu, C.H. (2013). Gender differences in the reading of e-books:
Investigating children's attitudes, reading behaviors and outcomes. Journal of
Educational Technology & Society, 16(4), 97-110.
http://www.jstor.org/stable/jeductechsoci.16.4.97

Huang, Y.M,, Shadiev, R., Sun, A., Hwang, W.Y., & Liu, T. Y. (2017). A study of the cognitive
diffusion model: Facilitating students' high-level cognitive processes with authentic
support. Educational Technology Research and Development, 65(3), 505-531. Retrieved
from:

Hubalovska, M. (2015). Primary e-learning from the perspective of the Revised Bloom's
Taxonomy. International Journal of Education and Information Technologies, 9, 195-199.

Hubalovsky, S., Hubalovska, M., & Musilek, M. (2019). Assessment of the influence of adaptive
E-learning on learning effectiveness of primary school pupils. Computers in Human
Behavior, 92, 691-705. DOI: 10.1016/j.chb.2018.05.033


https://doi.org/10.3390/educsci8010015

77

Huertas-Bustos, A., Lopez-Vargas, O., & Sanabria-Rodriguez, L. (2018). Effect of a
metacognitive scaffolding on information web search. Electronic Journal of e-Learning,
16(2), 91-106.

Huizenga, J., Admiraal, W., Dam, G.T., & Voogt, J. (2019). Mobile game-based learning in
secondary education: Students’ immersion, game activities, team performance and
learning outcomes. Computers in Human Behavior, 99, 137-143

Hulusic, V., & Pistoljevic. N. (2017). A curriculum for developing serious games for children
with autism: A success story. 2017 9th International Conference on Virtual Worlds and
Games for Serious Applications (VS-Games), 6-8 Sept. 2017.

Hummel, H.G.K., Boyle, E.A., Einarsdottir, S., Petursdottir, A., & Graur, A. (2018). Game-based
career learning support for youth: Effects of playing the Youth@Work game on career
adaptability. Interactive Learning Environments, 26(6), 745-759. DOI:
10.1080/10494820.2017.1402062

Hung, C. M., Hwang, G. J., & Huang, |. (2012). A project-based digital storytelling approach for
improving students' learning motivation, problem-solving competence and learning
achievement. Educational Technology & Society, 15(4), 368-379.

Hung, C.M., Chiu, C.H., Chen, Y.T., SU, M.J,, & Chen, H.S. (2009). Effectiveness of game-based
learning of a national health e-learning network for nutrition education in elementary
school. In Proceedings of the 11th international conference on e-Health networking,
applications and services. Sydney, Australia. IEEE Press.

Hung, C.M., Huang, I., & Hwang, G.J. (2014). Effects of digital game-based learning on
students' self-efficacy, motivation, anxiety, and achievements in learning mathematics.
Journal of Computers in Education, 1(2,3), 151-166.
https://doi.org/10.1007/s40692?014?

Hung, H. C., & Young, S. C. (2015). An investigation of game-embedded handheld devices to
enhance English learning. Journal of Educational Computing Research, 52(4), 548-567.
doi:10.1177/0735633115571922

Hung, H. C., Young, S. S. C., & Lin, C. P. (2015). No student left behind: A collaborative and
competitive game-based learning environment to reduce the achievement gap of EFL
students in Taiwan. Technology, Pedagogy and Education, 24(1), 35-49.
doi:10.1080/1475939X.2013.822412

Hung, H., Yang, J. C., Hwang, G., Chu, H., & Wang, C. (2018). A scoping review of research on
digital game-based language learning. Computers & Education, 126, 89-104.
https://doi.org/10.1016/j. compedu.2018.07.001.

Hung, H.T., Yang, J.C., & Tsai, Y.C (2020). Student game design as a literacy practice: A 10-Year
review. Educational Technology & Society, 23(1), 50-63. ERIC Number: EJ1255781

Hung, P. H., Hwang, G. J., Lee, Y. H., & Su, I. H. (2012). A cognitive component analysis
approach for developing game-based spatial learning tools. Computers & Education,
59(2), 762-773.

Hung, P. H., Hwang, G. J., Lin, Y. F.,, Wu, T. H., & Su, I. H. (2013). Seamless connection between
learning and assessment-applying progressive learning tasks in mobile ecology inquiry.
Educational Technology & Society, 16(1), 194-205.

Hung, P.H., Hwang, G.J,, Lee, Y.H., Wu, T.H., Vogel, B., Milrad, M., & Johansson, E. (2014). A
problem-based ubiquitous learning approach to improving the questioning abilities of
elementary school students. Journal of Educational Technology & Society, 17(4), 316-
334.



78

Hussein, M.H., Ow, S.H., Cheong, L.S., Thong M.K., & Ebrahim, N.A. (2019). Effects of digital
game-based learning on elementary science learning: A systematic review. IEEE Access,
7,62465-62478.

Hwa, S.P. (2018). Pedagogical change in mathematics learning: Harnessing the power of digital
game-based learning. Journal of Educational Technology & Society, 21(4), 259-276.
http://www.jstor.org/stable/26511553

Hwang, G. J. & Wu, P. H. (2012). Advancements and trends in digital game-based learning
research: a review of publications in selected journals from 2001 to 2010. British Journal
of Educational Technology, 43, 6-10. doi:10.1111/j.1467-8535.2011.01242.x

Hwang, G. J., & Chang, H. F. (2011). A formative assessment-based mobile learning approach
to improving the learning attitudes and achievements of students. Computers &
Education, 56(4), 1023-1031.

Hwang, G. J., Chiu, L. Y., & Chen, C. H. (2015). A contextual game-based learning approach to
improving students' inquiry-based learning performance in social studies courses.
Computers & Education, 81, 13-25.

Hwang, G. J., Chu, H. C,, Lin, Y. S., & Tsai, C. C. (2011). A knowledge acquisition approach to
developing Mindtools for organizing and sharing differentiating knowledge in a
ubiquitous learning environment. Computers & Education, 57(1), 1368-1377.

Hwang, G. J.,, Kuo, F. R, Chen, N. S., & Ho, H. J. (2014). Effects of an integrated concept
mapping and web-based problem-solving approach on students' learning achievements,
perceptions and cognitive loads. Computers & Education, 71, 77-86.

Hwang, G. J., Kuo, F. R,, Yin, P. Y., & Chuang, K. H. (2010). A heuristic algorithm for planning
personalized learning paths for context-aware ubiquitous learning. Computers &
Education, 54(2), 404-415.

Hwang, G. J., Shi, Y. R., & Chu, H. C. (2011). A concept map approach to developing
collaborative Mindtools for context-aware ubiquitous learning. British Journal of
Educational Technology, 42(5), 778-789.

Hwang, G. J.,, Sung, H. Y., Hung, C. M., Huang, |., & Tsai, C. C. (2012). Development of a
personalized educational computer game based on students' learning styles. Educational
Technology Research and Development, 60(4), 623-638.

Hwang, G. J., Wu, P. H., & Chen, C. C. (2012). An online game approach for improving students'
learning performance in web-based problem-solving activities. Computers & Education,
59(4), 1246e1256.

Hwang, G. )., Wu, P. H., Zhuang, Y. Y., & Huang, Y. M. (2013). Effects of the inquiry-based
mobile learning model on the cognitive load and learning achievement of students.
Interactive Learning Environments, 21(4), 338-354.

Hwang, G., & Wang, S. (2016). Single loop or double loop learning: English vocabulary learning
performance and behavior of students in situated computer games with different
guiding strategies. Computers & Education, 102, 188-201.
http://doi.org/10.1016/j.compedu.2016. 07.005.

Hwang, G., Hsu, T., Lai, C., & Hsueh, C. (2017). Interaction of problem-based gaming and
learning anxiety in language students' English listening performance and progressive
behavioral patterns. Computers & Education, 106, 26-42.
https://doi.org/10.1016/j.compedu. 2016.11.010.

Hwang, G.J., & Lai, C.L. (2017). Facilitating and bridging out-of-class and in-class learning: An
interactive e-book-based flipped learning approach for math courses. Educational
Technology & Society, 20(1), 184-197.



79

Hwang, G.J., Hung, C.M., & Chen, N.S. (2014). Improving learning achievements, motivations
and problem-solving skills through a peer assessment-based game development
approach,” Educ. Technol. Res. Develop., 62(2), 129-145.

Hwang, G.J., Lai, C.L., Liang, J.C., Hui-Chun Chu, H.C. & Chin-Chung Tsai, C.C. (2018). A long-
term experiment to investigate the relationships between high school students’
perceptions of mobile learning and peer interaction and higher-order thinking
tendencies. Educational Technology Research and Development, 66, 75-93.

Hwang, G.J., Sung, H.Y., Hung, C.M., Yang, L.H., & Huang, I. (2013). A knowledge engineering
approach to developing educational computer games for improving students’
differentiating knowledge. Brit. J. Educ. Technol., 44(2), 183-196.

Hwang, G.J., Tu, N.T., & Wang, X.M. (2018). Creating interactive e-books through learning by
design: The impacts of guided peer-feedback on students' learning achievements and
project outcomes in science courses. Educational Technology & Society, 21(1), 25-36.
Retrieved from: https://eric.ed.gov/?id=EJ1165964

Hwang, G.J., Wu, P.H., Chen, C.C., & Tu, N.F. (2015). Effects of an augmented reality-based
educational game on students’ learning achievements and attitudes in real-world
observations. Interact. Learn. Environ., 24(8), 1895-1906.
do0i:10.1080/10494820.2015.1057747.

Hwang, G.J., Yang, L.H., & Wang, S.Y. (2013). A concept map-embedded educational computer
game for improving students’ learning performance in natural science courses. Comput.
Educ., 69, 121-130.

Hwang, K.A., & Yang, C.H. (2009). Automated inattention and fatigue detection system in
distance education for elementary school students. Journal of Educational Technology &
Society, 12(2), 22-35. http://www.jstor.org/stable/jeductechsoci.12.2.22

Hwang, W. Y., & Chen, H. S. (2013). Users' familiar situational contexts facilitate the practice of
EFL in elementary schools with mobile devices. Computer Assisted Language Learning,
26(2), 101-125.

Hwang, W.Y., & Hu, S. S. (2013). Analysis of peer learning behaviors using multiple
representations in virtual reality and their impacts on geometry problem solving.
Computers & Education, 62, 308-319. d0i:10.1016/j.compedu.2012.10.005

Hwang, W. Y., Chen, H. S., Shadiev, R., Huang, R. Y. M., & Chen, C. Y. (2014). Improving English
as a foreign language writing in elementary schools using mobile devices in familiar
situational contexts. Computer Assisted Language Learning, 27(5), 359-378.

Hwang, W., Shih, T. K., Ma, Z., Shadiev, R., & Chen, S. (2016). Evaluating listening and speaking
skills in a mobile game-based learning environment with situational contexts. Computer
Assisted Language Learning, 29(4), 639-657.
https://doi.org/10.1080/09588221.2015.1016438.

Hwang, W.Y., Liu, Y.F., Chen, H.R., Huang, J.W., & Li, J.Y. (2015). Role of parents and
annotation sharing in children's learning behavior and achievement using e-readers.
Journal of Educational Technology & Society, 18(1), 292-307.
http://www.jstor.org/stable/jeductechsoci.18.1.292

Hwang, W.Y., Shadiev, R., Tseng, C.W., & Huang Y.M. (2015). Exploring effects of multi-touch
tabletop on collaborative fraction learning and the relationship of learning behavior and
interaction with learning achievement. Journal of Educational Technology & Society,
18(4), 459-473. http://www.jstor.org/stable/jeductechsoci.18.4.459

Ibafiez, M.B., Uriarte Portillo, A., Zatarain Cabada, R., & Barrdn, M.L. (2020). Impact of
augmented reality technology on academic achievement and motivation of students


https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=36606107800&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57211410626&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=55989732200&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57214496119&zone=

80

from public and private Mexican schools. A case study in a middle-school geometry
course. Computers and Education, 145,103734.

Ibarra, J.B., Caya, M.V., & Paglinawan, A,, (...), Sabino, L., & Teogangco, M. (2019). Technology-
needs assessment data analysis using PCA for the design of a WLAN-based hybrid
classroom response and learning management system Android application. 2019 IEEE
11th International Conference on Humanoid, Nanotechnology, Information Technology,
Communication and Control, Environment, and Management, HNICEM 2019, 9072763

Ibrahim, G.G., El Khayat, G.A., & Ghaffar, Y.A. (2017). Serious games-based framework for
assessment and assignment of students to academic programs. The Seventh
International Conference on ICT In Our Lives, 16 -18 December. Retrieved from
https://d1wqtxts1xzle7.cloudfront.net/57563752/Proceedings_ICT-

Ichinose, C., & Bonsangue, M. (2016). Mathematics self-related beliefs and online learning.
Learning Assistance Review, 21(1), 55-70. Retrieved from:
https://eric.ed.gov/?id=EJ1095721

Iksan, H., & Halim, H.A. (2018). The effect of e-feedback via wikis on ESL students' L2 Writing
anxiety level. Malaysian Online Journal of Educational Sciences, 6(3), 30-48. Retrieved
from: https://eric.ed.gov/?id=EJ1185810

llomdki, L., & Lakkala, M. (2018). Digital technology and practices for school improvement:
Innovative digital school model. Research and Practice in Technology Enhanced
Learning, 13, 25. A correction to this article is available online at
https://doi.org/10.1186/s41039-019-

Imlig-lten, N., & Petko, D. (2018). Comparing serious games and educational simulations:
effects on enjoyment, deep thinking, interest and cognitive learning gains. Simulation
and Gaming, 49(4), 401-422. https://doi.org/10.1177/1046878118779088

Inal, M., & Korkmaz, I. (2019). The effect of web based blended learning on students’
academic achievement and attitudes towards English course. Education and Information
Technologies, 24(4), 2603-2619.

Inal, Y., & Cagiltay, K. (2007). Flow experiences of children in an interactive social game
environment. British Journal of Educational Technology, 38(3), 455-464.

Incikabi, L., Kepceoglu, |., & Murat Pektas, M. (2020). School mathematics and science: Game-
playing for learning. In Handbook of Research on Integrating Computer Science and
Computational Thinking in K-12 Education, (Eds.) J. Keengwe & P. Wachira. Hershey, PA:

Inec, Z.F., & Akpinar, E. (2018). Authentic social studies teaching: The effect of semantic geo-
media material on learning. Review of International Geographical Education Online, 8(2),
273-310. Retrieved from: https://eric.ed.gov/?id=EJ1190883

Ingulfsen, L., Furberg, A., & Stromme, T.A. (2018). Students' engagement with real-time graphs
in CSCL settings: Scrutinizing the role of teacher support. International Journal of
Computer-Supported Collaborative Learning, 13(4), 365-390. DOI: 10.1007/s11412-018-
9290-1

Innocenti, E.D., Geronazzo, M., Vescovi, D, (...), Ludovico, L.A., & Avanzini, F. (2019). Mobile
virtual reality for musical genre learning in primary education. Computers and
Education, 139, pp. 102-117

loannou, A., & Antoniou, C. (2016). Tabletops for peace: Technology enhanced peacemaking in
school contexts. Journal of Educational Technology & Society, 19(2), 164-176.
http://www.jstor.org/stable/jeductechsoci.19.2.164

lordanou, K., & Constantinou, C.P. (2015). Supporting use of evidence in argumentation
through practice in argumentation and reflection in the context of SOCRATES learning


https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57193649172&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57216812985&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=24172624800&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=56446826500&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57189092761&zone=
https://www.scopus.com/record/display.uri?eid=2-s2.0-85084742457&origin=resultslist&sort=plf-f&src=s&st1=school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22+&nlo=&nlr=&nls=&sid=08969ae59af673d60a458ba4181d04d5&sot=b&sdt=b&sl=245&s=TITLE-ABS-KEY%28school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22+%29+AND+PUBYEAR+%3e+1999&relpos=676&citeCnt=0&searchTerm=
https://www.scopus.com/record/display.uri?eid=2-s2.0-85084742457&origin=resultslist&sort=plf-f&src=s&st1=school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22+&nlo=&nlr=&nls=&sid=08969ae59af673d60a458ba4181d04d5&sot=b&sdt=b&sl=245&s=TITLE-ABS-KEY%28school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22+%29+AND+PUBYEAR+%3e+1999&relpos=676&citeCnt=0&searchTerm=
https://www.scopus.com/record/display.uri?eid=2-s2.0-85084742457&origin=resultslist&sort=plf-f&src=s&st1=school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22+&nlo=&nlr=&nls=&sid=08969ae59af673d60a458ba4181d04d5&sot=b&sdt=b&sl=245&s=TITLE-ABS-KEY%28school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22+%29+AND+PUBYEAR+%3e+1999&relpos=676&citeCnt=0&searchTerm=
https://www.scopus.com/record/display.uri?eid=2-s2.0-85048061140&origin=resultslist&sort=plf-f&src=s&st1=School+AND+%22Educational+Games+Online%22+OR+%22Educational+Video+Games%22+OR+%22Serious+Games%22&nlo=&nlr=&nls=&sid=42249a49fa88387dd5363eb860decc94&sot=b&sdt=b&sl=119&s=TITLE-ABS-KEY%28School+AND+%22Educational+Games+Online%22+OR+%22Educational+Video+Games%22+OR+%22Serious+Games%22%29+AND+PUBYEAR+%3e+2015&relpos=162&citeCnt=7&searchTerm=
https://www.scopus.com/sourceid/12188?origin=resultslist
https://www.scopus.com/sourceid/12188?origin=resultslist
https://doi.org/10.1177%2F1046878118779088

81

environment. Science Education, 99(2), 282-311. Retrieved from:
https://eric.ed.gov/?id=EJ1052448

Ip, H.H.S., Wong, S.W.L., Chan, D.F.Y., Byrne, J,, Li, C.,, Yuan, V.S.N., Kate S. Y. Lau, K.S.Y., &
Wong, J.Y.W. (2016). Virtual reality enabled training for social adaptation in inclusive
education settings for school-aged children with Autism Spectrum Disorder (ASD). In:
CheungS., Kwok L., Shang J., Wang A., Kwan R. (Eds.), Blended Learning: Aligning Theory
with Practices. ICBL 2016. Lecture Notes in Computer Science, vol 9757. Springer, Cham.
https://doi.org/10.1007/978-3-319-41165-1_9

Irausquin, R. S., Drent, J., & Verhoeven, L. (2005). Benefits of computer-presented speed
training for poor readers. Annals of Dyslexia, 55(2), 246-265.

Islaieh, A.1.S., Jailani, M.R.M., Zainuddin, N., Kamaruddin, W.A.Z.W., & Zakaria, Z. (2020).
lleinitiative: Interactive online platform in teaching and learning Arabic for gifted
students. International Journal of Advanced Science and Technology, 29(6 Special Issue),
1317-1328.

Israel, M., Wang, S., & Marino, M.T. (2016). A multilevel analysis of diverse learners playing life
science video games: Interactions between game content, learning disability status,
reading proficiency, and gender. Journal of Research in Science Teaching, 53(2), 324-345.
ERIC Number: EJ1086882

Isterlie, 0., & Kjelaas, I. (2019). The perception of adolescents’ encounter with a flipped
learning intervention in Norwegian physical education. Frontiers in Education, 4,114

Isterlie, 0., & Mehus, I. (2020). The impact of flipped learning on cognitive knowledge learning
and intrinsic motivation in Norwegian secondary physical education. Education Sciences,
10(4),110.

Iten, N., & Petko, D. (2016). Learning with serious games: Is fun playing the game a predictor
of learning success? British Journal of Educational Technology, 47(1), 151-163. ERIC
Number: EJ1086631

Izzo, M.V., Yurick, A., Nagaraja, H.N., & Novak, J.A. (2010). Effects of a 21st-century curriculum
on students' information technology and transition skills. Career Development for
Exceptional Individuals, 33(2), 95-105. Retrieved from:
https://eric.ed.gov/?id=EJ889963).

Jaakkola, T., & Nurmi, S. (2008). Fostering elementary school students’ understanding of
simple electricity by combining simulation and laboratory activities. Journal of Computer
Assisted Learning, 24(4), 271-283.

Jaakkola, T., Nurmi, S., & Veermans, K. (2011). A comparison of students' conceptual
understanding of electric circuits in simulation only and simulation-laboratory contexts.
Journal of Research in Science Teaching, 48(1), 71-93.

Jabbar, A.lLA., & Felicia, P. (2015). Gameplay engagement and learning in game-based
learning: A systematic review. Rev. Educ. Res., 85(4), 740-779.

Jackson, G.T., & McNamara, D.S. (2013). Motivation and performance in a game-based
intelligent tutoring system. Journal of Educational Psychology, 105(4), 1036-1049. DOI:
10.1037/a0032580

Jacome-Amores, L. (2019). Dynamic adaptation in the serious games for the development of
the learning of mathematics in children with learning problems | Dynamic adaptation in
the serious games for the development of the learning of mathematics in children with
learning problems | [Adaptacion dindamica en los juegos serios para el desarrollo de
destrezas cognitivas de la matematica en nifilos con problemas de aprendizaje]. RISTI -
Revista Iberica de Sistemas e Tecnologias de Informacao, 2019(E20), 217-228.


https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57210575509&zone=
https://www.scopus.com/record/display.uri?eid=2-s2.0-85070961962&origin=resultslist&sort=plf-f&src=s&st1=School+AND+%22Educational+Games+Online%22+OR+%22Educational+Video+Games%22+OR+%22Serious+Games%22&nlo=&nlr=&nls=&sid=42249a49fa88387dd5363eb860decc94&sot=b&sdt=b&sl=119&s=TITLE-ABS-KEY%28School+AND+%22Educational+Games+Online%22+OR+%22Educational+Video+Games%22+OR+%22Serious+Games%22%29+AND+PUBYEAR+%3e+2015&relpos=75&citeCnt=1&searchTerm=
https://www.scopus.com/record/display.uri?eid=2-s2.0-85070961962&origin=resultslist&sort=plf-f&src=s&st1=School+AND+%22Educational+Games+Online%22+OR+%22Educational+Video+Games%22+OR+%22Serious+Games%22&nlo=&nlr=&nls=&sid=42249a49fa88387dd5363eb860decc94&sot=b&sdt=b&sl=119&s=TITLE-ABS-KEY%28School+AND+%22Educational+Games+Online%22+OR+%22Educational+Video+Games%22+OR+%22Serious+Games%22%29+AND+PUBYEAR+%3e+2015&relpos=75&citeCnt=1&searchTerm=
https://www.scopus.com/record/display.uri?eid=2-s2.0-85070961962&origin=resultslist&sort=plf-f&src=s&st1=School+AND+%22Educational+Games+Online%22+OR+%22Educational+Video+Games%22+OR+%22Serious+Games%22&nlo=&nlr=&nls=&sid=42249a49fa88387dd5363eb860decc94&sot=b&sdt=b&sl=119&s=TITLE-ABS-KEY%28School+AND+%22Educational+Games+Online%22+OR+%22Educational+Video+Games%22+OR+%22Serious+Games%22%29+AND+PUBYEAR+%3e+2015&relpos=75&citeCnt=1&searchTerm=
https://www.scopus.com/record/display.uri?eid=2-s2.0-85070961962&origin=resultslist&sort=plf-f&src=s&st1=School+AND+%22Educational+Games+Online%22+OR+%22Educational+Video+Games%22+OR+%22Serious+Games%22&nlo=&nlr=&nls=&sid=42249a49fa88387dd5363eb860decc94&sot=b&sdt=b&sl=119&s=TITLE-ABS-KEY%28School+AND+%22Educational+Games+Online%22+OR+%22Educational+Video+Games%22+OR+%22Serious+Games%22%29+AND+PUBYEAR+%3e+2015&relpos=75&citeCnt=1&searchTerm=
https://www.scopus.com/sourceid/21100197714?origin=resultslist
https://www.scopus.com/sourceid/21100197714?origin=resultslist

82

Jalali, S. & Dousti, M. (2012). Vocabulary and grammar gain through computer educational
games. Journal of Language Studies, 12, 1077-1088.

Jalalian, F. (2018). Study on the role of video educational games with a linguistic approach in
English language education of the 2nd grade high school students. Advances in Language
and Literary Studies, 9(2), 59-64. ERIC Number: EJ1178263

Janssen, J., Erkens, G. and Kanselaar, G. 2007. Visualization of agreement and discussion
processes during computer-supported collaborative learning. Computers in Human
Behavior, 23(3): 1105-1125.

Janssen, J., Erkens, G., Kanselaar, G., & Jaspers, J. (2007). Visualization of participation: Does it
contribute to successful computer-supported collaborative learning? Computers &
Education, 49, 1037-1065. doi:10.1016/j.compedu.2006.01.004

Janssen, J., Erkens, G., Kirschner, P. A., & Kanselaar, G. (2010). Effects of representational
guidance during computer-supported collaborative learning. Instructional Science, 38(1),
59-88. d0i:10.1007/s11251-008-9078-1

Jawad, H.M. (2018). Exploring how integrating art & animation in teaching text-based
programming affects high school students' interest in computer science. ProQuest LLC,
Ph.D. Dissertation, Eastern Michigan University. Retrieved from:
https://eric.ed.gov/?id=ED590759

Jena, A.K., & Gupta, S. (2019). Effects of online technology-based scaffolding on asynchronous
learning performance of students. Think India Journal 22(14), 6919-6939. Retrieved
from: https://eric.ed.gov/?id=ED601221

Jeong H.S., Hmelo-Silver, C.E., & Jo, K.Y. (2019). Ten years of Computer-Supported
Collaborative Learning: A meta-analysis of CSCL in STEM education during 2005-2014.
Educational Research Review, 28, 100284.

Jeong, H. (2012). A comparison of the influence of electronic books and paper books on
reading comprehension, eye fatigue, and perception. The Electronic Library, 30(3), 390-
408.

Jeong, H., & Hmelo-Silver, C. E. (2016). Seven affordances of computer-supported
collaborative learning: How to support collaborative learning? How can technologies
help? Educational Psychologist, 51, 247-265.

Jeong, H., Hmelo-Silver, C. E., & Yu, Y. (2014). An examination of CSCL methodological
practices and the influence of theoretical frameworks 2005-2009. International Journal
of Computer-Supported Collaborative Learning, 9(3), 305-334.

Jeong, J. S., Gonzalez-Gémez, D., & Cafiada-Cafiada, F. (2016). Students' perceptions and
emotions toward learning in a flipped general science classroom. Journal of Science
Education and Technology, 25(5), 747-758. http://www.jstor.org/stable/45151170.

Jia, )., Chen Y., Ding, Z., & Ruan, M. (2012). Effects of a vocabulary acquisition and assessment
system on students’ performance in a blended learning class for English subject.
Computers & Education, 58(1), 63-76. 10.1016/j.compedu.2011.08.002

Johnson G.M. & Bratt S.E. (2009) Technology education students: e-tutors for school children.
British Journal of Educational Technology 40, 32-41.

Johnson, L., McHugh, S., Eagle, J.L., & Spires, H.A. (2019). Project-Based Inquiry (PBI) global in
kindergarten classroom: Inquiring about the world. Early Childhood Education Journal,
47(5), 607-613. Retrieved from: https://eric.ed.gov/?id=EJ1221383

Johnson-Glenberg, M. C. (2005). Web-based training of metacognitive strategies for text
comprehension: Focus on poor comprehenders. Reading and Writing, 18, 755-786.



83

Johnston, J., & Ksoll, C. (2017). Effectiveness of interactive satellite-transmitted instruction:
Experimental evidence from Ghanaian primary schools. CEPA Working Paper No. 17-08.
Stanford Center for Education Policy Analysis. Retrieved from:
https://eric.ed.gov/?id=ED579066

Jones, C., Scholes, L., Rolfe, B., & Stieler-Hunt, C. (2020). A serious-game for child sexual abuse
prevention: An evaluation of orbit. Child Abuse and Neglect, 107, 104569.

Jones, J.D., Staats, W.D., Bowling, N., Bickel, R.D., Cunningham, M.L., & Cadle, C. (2004). An
evaluation of the Merit Reading software program in the Calhoun County (WV)
middle/high school. Journal of Research on Technology in Education, 37(2), 177-195.

Jones, M. G., Minogue, J., Tretter, T., Negishi, A., & Taylor, R. (2006). Haptic augmentation of
science instruction: Does touch matter? Science Education, 90, 111-123.

Jones, V.C. (2011). The effects of computer gaming on student motivation and basic
multiplication fluency. (PhD Dissertation), Teachers College, Columbia University.

Jong, M. S. Y. (2017). Empowering students in the process of social inquiry learning through
flipping the classroom. Journal of Educational Technology & Society, 20(1), 306-322.

Jong, M.S. Y., Shang, J. J., Lee, F. L., Lee, J. H. M., & Law, H. Y. (2006). Learning online: A
comparative study of a situated game-based learning approach and a traditional web-
based approach. In Z. Pan., R. Aylett., H. Diener, X. Jin, S. Gobel, & L. Li (Eds.), Lecture
notes in computer science: Vol. 3942. Technologies for e-learning and digital
entertainment (pp. 541-551). Berlin, Germany: Springer.

Jong, M.S.Y,, Chan, T., Hue, M.T., & Tam, V.W.L. (2018). Gamifying and mobilising social
enquiry-based learning in authentic outdoor environments. Journal of Educational
Technology & Society, 21(4), 277-292.

Jong, M.S.Y,, Chen, G., Tam, V., & Chai, C.S. (2019). Adoption of flipped learning in social
humanities education: The FIBER experience in secondary schools. Interactive Learning
Environments, 27(8), 1222-1238

Jong, M.S.Y., Tsai, C.C., Xie, H., & Wong, F.K.K. (2020). Integrating interactive learner-
immersed video-based virtual reality into learning and teaching of physical geography.
British Journal of Educational Technology, https://doi.org/10.1111/bjet.12947.

Jopling M. (2012). 1:1 online tuition: A review of the literature from a pedagogical perspective.
Journal of Computer Assisted Learning, 28(4), 310-321.

Jorveld, S., Kirschner, P. A, Panadero, E., Malmberg, J., Phielix, C., Jaspers, J., ... & JOrvenoja,
H. (2015). Enhancing socially shared regulation in collaborative learning groups:
designing for CSCL regulation tools. Educational Technology Research and Development,
63(1), 125-142.

Jou, Y.A. E. (2008). The effect of email Keypal project on the enhancement of reading and
writing performance of elementary school-aged EFL students in Taiwan. (Unpublished
PhD dissertation), Alliant International University.

Jung, |, Choi, S., Lim, C., & Leem, J. (2002). Effects of different types of interaction on learning
achievement, satisfaction and participation in web-based instruction. Innovations in
Education and Teaching International, 39(2), 153-162.

Kafai, Y. B., Fields, D. A., & Burke, W. Q. (2010). Entering the clubhouse: Case studies of young
programmers joining the Scratch community. Journal of Organizational and End User
Computing, 22, 21-35.

Kafai, Y. B., Quintero, M., & Feldon, D. (2010). Investigating the ‘Why’ in Whypox: Casual and
systematic explorations of a virtual epidemic. Games and Culture, 5, 116-135.


https://doi.org/10.1111/bjet.12947

84

Kalelioglu, F. (2015). A new way of teaching programming skills to K-12 students: Code.org.
Computers in Human Behavior, 52, 200-210.

Kao, C. W. (2014). The effect of digital game-based learning task in English as a foreign
language context: A meta-analysis. Educational Journal, 42, 113-141.

Kapp, F., Spangenberger, P., Kruse, L., & Narciss, S. (2019). Investigating changes in self-
evaluation of technical competences in the serious game Serena Supergreen: Findings,
challenges and lessons learned. Metacognition and Learning, 14(3), pp. 387-411. ERIC
Number: EJ1236437.

Karaaslan, H., Kilic, N., Guven-Yalcin, G., & Gullu, A. (2018). Students' reflections on vocabulary
learning through synchronous and asynchronous games and activities. Turkish Online
Journal of Distance Education, 19(3), 53-70.

Karabatzaki, Z., Stathopoulou, A., Kokkalia, G., Dimitriou, E., Loukeri, P. I., Economou, A., &
Drigas, A. (2018). Mobile application tools for students in secondary education: An
evaluation study. International Journal of Interactive Mobile Technologies (iJIM), 12(2),
142-161.

Karahoca, D., Karahoca, A., Karaoglu, A., Gulluoglu, B., & Arifoglu, E. (2010). Evaluation of web-
based learning on student achievement in primary school computer courses. Procedia-
Social and Behavioral Sciences, 2(2), 5813-5819.

Karakus, T., Inal, Y., & Cagiltay, K. (2008). A descriptive study of Turkish high school students’
game-playing characteristics and their considerations concerning the effects of games.
Computers in Human Behavior, 24(6), 2520-2529.
https://doi.org/10.1016/j.chb.2008.03.011

Karam, R., Pane, J.F., Griffin, B.A,, Phillips, R.A. & Daugherty, L. (2016). Examining the
implementation of technology-based blended algebra | curriculum at scale. Educational
Technology Research and Development, 1-27.

Karp, G.G., & Woods, M.L. (2003). Wellness NutriFit online learning in physical education for
high school students. The Journal of Interactive Online Learning, 2(2).
http://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.535.3282&rep=repl&type=p
df

Karras, J.N. (2016). The effects of Data-Driven Learning upon vocabulary acquisition for
secondary international school students in Vietnam. ReCALL, 28(2), 166-186. Retrieved
from: https://eric.ed.gov/?id=EJ1100432

Kasemsap, K. (2017). Mastering educational computer games, educational video games, and
serious games in the digital age. In Gamification-Based E-Learning Strategies for
Computer Programming Education. R. A.P. de Queirds, & M.T. Pinto (Eds.). Information
Science Reference: Hershey, PA. DOI: 10.4018/978-1-5225-1034-5.ch003

Kavitha, V., & Lohani, R. (2019). A critical study on the use of artificial intelligence, e-Learning
technology and tools to enhance the learners experience. Cluster Computing - The
Journal of Networks Software Tools and Applications, 22, S6985-56989. Supplement: 3.
DOI: 10.1007/s10586-018-2017-2

Kawamura, R., & Murase, K. (2020). Concentration estimation in e-learning based on learner's
facial reaction to teacher's action. International Conference on Intelligent User
Interfaces, Proceedings 1Ul, 103-104.

Kay, R., & Knaack, L. (2007). Evaluating the use of learning objects for secondary school
science. Journal of Computers in Mathematics and Science Teaching, 26(4), 261-289.
Retrieved from https://www.learntechlib.org/primary/p/23577/.


https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=55503241000&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57205741039&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57202960712&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=7801637202&zone=
https://www.scopus.com/record/display.uri?eid=2-s2.0-85074815953&origin=resultslist&sort=plf-f&src=s&st1=School+AND+%22Educational+Games+Online%22+OR+%22Educational+Video+Games%22+OR+%22Serious+Games%22&nlo=&nlr=&nls=&sid=42249a49fa88387dd5363eb860decc94&sot=b&sdt=b&sl=119&s=TITLE-ABS-KEY%28School+AND+%22Educational+Games+Online%22+OR+%22Educational+Video+Games%22+OR+%22Serious+Games%22%29+AND+PUBYEAR+%3e+2015&relpos=36&citeCnt=2&searchTerm=
https://www.scopus.com/record/display.uri?eid=2-s2.0-85074815953&origin=resultslist&sort=plf-f&src=s&st1=School+AND+%22Educational+Games+Online%22+OR+%22Educational+Video+Games%22+OR+%22Serious+Games%22&nlo=&nlr=&nls=&sid=42249a49fa88387dd5363eb860decc94&sot=b&sdt=b&sl=119&s=TITLE-ABS-KEY%28School+AND+%22Educational+Games+Online%22+OR+%22Educational+Video+Games%22+OR+%22Serious+Games%22%29+AND+PUBYEAR+%3e+2015&relpos=36&citeCnt=2&searchTerm=
https://www.scopus.com/record/display.uri?eid=2-s2.0-85074815953&origin=resultslist&sort=plf-f&src=s&st1=School+AND+%22Educational+Games+Online%22+OR+%22Educational+Video+Games%22+OR+%22Serious+Games%22&nlo=&nlr=&nls=&sid=42249a49fa88387dd5363eb860decc94&sot=b&sdt=b&sl=119&s=TITLE-ABS-KEY%28School+AND+%22Educational+Games+Online%22+OR+%22Educational+Video+Games%22+OR+%22Serious+Games%22%29+AND+PUBYEAR+%3e+2015&relpos=36&citeCnt=2&searchTerm=
https://www.scopus.com/sourceid/4700152724?origin=resultslist

85

Kazu, I. Y., & Demirkol, M. (2014). Effect of blended learning environment model on high
school students' academic achievement. TOJET: The Turkish Online Journal of
Educational Technology - 13(1), 78-87.

Ke, F. (2008). A case study of computer gaming for math: Engaged learning from gameplay?
Computers & Education, 51(4), 1609-1620.

Ke, F. (2008). Alternative goal structures for computer game-based learning. International
Journal of Computer-Supported Collaborative Learning, 3, 429-445. doi:10.1007/s11412-
008-9048-2

Ke, F. (2008). Computer games application within alternative classroom goal structures:
Cognitive, metacognitive, and affective evaluation. Educational Technology Research &
Development, 56(5/6), 539-556.

Ke, F. (2011). A qualitative meta-analysis of computer games as learning tools. Gaming
Simulations, Concepts, Methodology. Tools Application. pp. 1619-1665. Hershey, PA,
USA: IGI Global.

Ke, F. (2013). Computer-game-based tutoring of mathematics. Computers & Education, 60(1),
448-457.

Ke, F. (2014). An implementation of design-based learning through creating educational
computer games: A case study on mathematics learning during design and computing.
Computers & Education, 73, 26-39. https://doi.org/10.1016/j.compedu.2013.12.010

Ke, F., & Abras, T. (2013). Games for engaged learning of middle school children with special
learning needs. British Journal of Educational Technology, 44(2), 225-242.

Ke, F., & Grabowski, B. (2007). Game playing for mathematics learning: Cooperative or not?
British Journal of Educational Technology, 38(2), 249-259.

Ke, F.F. (2016). Designing and integrating purposeful learning in game play: A systematic
review. Educational Technology Research and Development, 64(2), 219-244.

Ke, F.F. (2019). Mathematical problem solving and learning in an architecture-themed
epistemic game. Educational Technology Research and Development, 67(5), 1085-1104.
ERIC Number: EJ1227995

Kebritchi, M., Hirumi, A., & Bai, H. (2010). The effects of modern mathematics computer
games on mathematics achievement and class motivation. Computers & Education,
55(2), 427e443.

Keesbury, S. A. (2015). Student outcomes in a blended preschool program. Journal of the
American Academy of Special Education Professionals, 147-173.

Keller, T., Brucker-Kley, E., & Wyder, C. (2020). Virtual reality and its impact on learning
success. Proceedings of the 16th International Conference Mobile Learning 2020, ML
2020, 78-86

Kennedy, M.J., Deshler, D.D., & Lloyd, J.W. (2015) Effects of multimedia vocabulary
instruction on adolescents with learning disabilities. Journal of Learning Disabilities,
48(1), 22-38. Retrieved from: https://eric.ed.gov/?id=EJ1047703

Kennedy, M.J., Thomas, C.N., Meyer, J.P., Alves, K.D., & Lloyd, J.W. (2014). Using evidence-
based multimedia to improve vocabulary performance of adolescents with LD: A UDL
Approach. Learning Disability Quarterly, 37(2), 71-86. Retrieved from:
https://eric.ed.gov/?id=EJ1022857

Kerr, M.S., Rynearson, K., & Kerr, M.C. (2004). Innovative educational practice: Using virtual
labs in the secondary classroom. The Journal of Educators Online, 1(1), 1-9.

Kershner, R., Mercer, N., Warwick, P., & Staarman, J. K. (2010). Can the interactive whiteboard
support young children's collaborative communication and thinking in classroom science



86

activities? International Journal of Computer-Supported Collaborative Learning, 5, 359-
383.

Kesan, C., & Caliskan, S. (2013). The effect of learning geometry topics of 7th grade in primary
education with dynamic Geometer's Sketchpad geometry software to success and
retention. The Turkish Online Journal of Educational Technology, 12(1), 131-138.

Kesuma, G.C., Diani, R., Hasanah, N., & Fujiani, D. (2020). Blended learning model: Can it
reduce students' misconception in physics? Journal of Physics: Conference Series,
1467(1),012044

Ketamo, H. (2009). Semantic networks-based teachable agents in an educational game.
WSEAS Transactions on Computers, 4(8).

Ketelhut, D. J. (2007). The impact of student self-efficacy on scientific inquiry skills: An
exploratory investigation in River City, a multi-user virtual environment. The Journal of
Science Education and Technology, 16, 99-111.

Ketelhut, D. J., & Nelson, B. C. (2010). Designing for real-world scientific inquiry in virtual
environments. Educational Research, 52, 151-167.

Khalili, N., Sheridan, K., Williams, A., Clark, K., & Stegman, M. (2011). Students designing video
games about immunology: Insights for science learning. Computers in the Schools, 28,
228-240.

Khodabandeh, F. (2018). The impact of storytelling techniques through virtual instruction on
English students' speaking ability. Teaching English with Technology, 18(1), 24-36.
Retrieved from: https://eric.ed.gov/?id=EJ1170637

Khoo, K.Y., & Churchill, D. (2013). The framework of viewing and representing skills through
digital text. Journal of Educational Technology & Society, 16(3), 246-258.

Khowaja, K., Salim, S.S., & Al-Thani, D. (2018). Components to design serious games for
children with autism spectrum disorder (ASD) to learn vocabulary. 2018 IEEE 5th
International Conference on Engineering Technologies and Applied Sciences (ICETAS),
Bangkok, Thailand. DOI: 10.1109/ICETAS.2018.8629208

Khribi, M.R., Jemni, M., & Nasraoui, O. (2008). Automatic recommendations for e-learning
personalization based on web usage mining techniques and information retrieval, 2008
Eighth IEEE International Conference on Advanced Learning Technologies, Santander,
Cantabria, pp. 241-245. doi: 10.1109/ICALT.2008.198.

Kiboss, J.K., Ndirangu, M., & Wekesa, E.W. (2004). Effectiveness of a computer-mediated
simulations program in school biology on pupils’ learning outcomes in cell theory.
Journal of Science Education and Technology, 13(2), 207-213.

Kievik, M., Giebels, E., & Gutteling, J.M. (2020). The key to risk communication success. The
longitudinal effect of risk message repetition on actual self-protective behavior of
primary school children. Journal of Risk Research,

DOI: 10.1080/13669877.2020.1738527

Kim, B., Park, H., & Baek, Y. (2009). Not just fun, but serious strategies: Using meta-cognitive
strategies in game-based learning. Computers & Education, 52(4), 800e810.

Kim, D., Lee, Y., Leite, W.L., & Huggins-Manley, A.C. (2020). Exploring student and teacher
usage patterns associated with student attrition in an open educational resource-
supported online learning platform. Computers and Education, 156, 103961

Kim, H.S., Ke, F.F., & Paek, 1.S., (2017). Game-based learning in an OpenSim-supported virtual
environment on perceived motivational quality of learning. Technology, Pedagogy and
Education, 26(5), 617-631. Retrieved from: https://eric.ed.gov/?id=EJ1158816


https://doi.org/10.1080/13669877.2020.1738527

87

Kim, P. (2006). Effects of 3D virtual reality of plate tectonics on fifth grade students’
achievement and attitude toward science. Interactive Learning Environments, 14(1), 25 -
34.

Kim, P., Buckner, E., Kim, H., Makany, T., Taleja, N., & Parikh, V. (2012). A comparative analysis
of a game-based mobile learning model in low-socioeconomic communities of India.
International Journal of Educational Development, 32, 329-340.

Kim, P., Hagashi, T., Carillo, L., Gonzales, |., Makany, T., Lee, B., et al. (2011). Socioeconomic
strata, mobile technology, and education: A comparative analysis. Educational
Technology Research and Development, 59(4), 465-486.

Kim, S., & Chang, M. (2010). Computer games for the mathematics achievement of diverse
students. Educational Technology and Society, 13(3), 224-232.

Kim, Y. (2018). Analysis of research trends focusing on outcomes in language learning using
MMORPGs. Multimedia-Assisted Language Learning, 21(4), 111-142.

Kim, Y.H. (2013). Digital peers to help children's text comprehension and perceptions.
Educational Technology & Society, 16(4), 59-70. Retrieved from:
https://eric.ed.gov/?id=EJ1013602

King, A. (2011). Using interactive games to improve math achievement among middle school
students in need of remediation. (PhD Dissertation), George Washington University.

Kinzie, M. B., Strauss, R., & Foss, J. (1993). The effects of an interactive dissection simulation
on the performance and achievement of high school biology students. Journal of
Research in Science Teaching, 30(8), 989-1000.

Kirschner, P., & Erkens, G. (2006). Cognitive tools and mindtools for collaborative learning.
Journal of Educational Computing Research, 35(2), 199-209.

Klahr, D. (2003) Point and click or grab and heft: Comparing the influence of physical and
virtual instructional materials on elementary school students' ability to design
experiments. Cognition and Instruction, 21(2), 149-173.

Klahr, D., Triona, L.M., & Williams, C. (2007). Hands on what? The relative effectiveness of
physical versus virtual materials in an engineering design project by middle school
children. Journal of Research in Science Teaching, 44(1), 183- 203.

Klentien, U., & Wannasawade, W. (2016). Development of blended learning model with virtual
science laboratory for secondary students. Procedia - Social and Behavioral Sciences,
217, 706-711. https://doi.org/10.1016/j.sbspro.2016.02.126

Klimova, B., & Kacet, J. (2017). Efficacy of computer games on language learning. Turkish
Online Journal of Educational Technology, 16(4). https://eric.ed.gov/?idEJ1160637.

Klisch, Y., Miller, L. M., Beier, M. E., & Wang, S. (2012). Teaching the biological consequences
of alcohol abuse through an online game: impacts among secondary students. CBE-Life
Sciences Education, 11(1), 94e102.

Kloos, H., Sliemers, S., Cartwright, M., Mano, Q., & Stage, S. (2019). MindPlay virtual reading
coach: Does it affect reading fluency in elementary school? Frontiers in Education, 4(67).
Retrieved from: https://eric.ed.gov/?id=ED596283

Klopfer, E., Scheintaub, H., Huang, W., Wendal, D., & Roque, R. (2009). The simulation cycle:
Combining games, simulations, engineering and science using StarLogo TNG. E-Learning,
6, 71-96.

Ko, C.C., Chiang, C.H,, Lin, Y.L., & Chen, M.C. (2011). An individualized e-reading system
developed based on multi-representations approach. Journal of Educational Technology
& Society, 14(4), 88-98. http://www.jstor.org/stable/jeductechsoci.14.4.88



88

Kobsiripat, W. (2015). Effects of the media to promote the scratch programming capabilities
creativity of elementary school students. Procedia-Social and Behavioral Sciences, 174,
227-232.

Koderi, K., Latifah, S., Fakhri, J., Fauzan, A., S& ari, Y.P. (2020). Developing electronic student
worksheet using 3D Professional Pageflip based on scientific literacy on sound wave
material. Journal of Physics: Conference Series, 1467(1),012043

Kokkalia, G., Drigas, A., Economou, A., Roussos, P., & Choli, S. (2017). The use of serious games
in preschool education. International Journal of Emerging Technologies in Learning (iJET)
12(11).

Kolikant, Y.B. (2009). Digital students in a book-oriented school: students' perceptions of
school and the usability of digital technology in schools. Journal of Educational
Technology & Society, 12(2), 131-143.
http://www.jstor.org/stable/jeductechsoci.12.2.131}

Kollar, 1., Fischer, F., & Hesse, F. W. (2006). Collaboration scripts - a conceptual analysis.
Educational Psychology Review, 18, 159-185.

Kollar, 1., Fischer, F., & Slotta, J. D. (2007). Internal and external scripts in computer-supported
collaborative inquiry learning. Learning and Instruction, 17(6), 708-721.

Kolloffel, B. & de Jong, T. (2013). Conceptual understanding of electrical circuits in secondary
vocational engineering education: Combining traditional instruction with inquiry learning
in a virtual lab. Journal of Engineering Education, 102(3), 375-393.

Kolloffel, B., Eysink, T. H. S., & de Jong, T. (2011). Comparing the effects of representational
tools in collaborative and individual inquiry learning. International Journal of Computer-
Supported Collaborative Learning, 6, 223-251. d0i:10.1007/ s11412-011-9110-3

Kolovou, A., Van den Heuvel-Panhuizen, M., & Kooller, O. (2013). An intervention including an
online game to improve grade 6 students’ performance in early algebra. Journal for
Research in Mathematics Education, 44(3), 510-545.

Konert, J.J., Richter, K., Mehm, F., Gbbel, S., Brude, R., & Steinmetz, R. (2012). PEDALE - A Peer
Education Diagnostic and Learning Environment. Journal of Educational Technology &
Society, 15(4), 27-38. http://www.jstor.org/stable/jeductechsoci.15.4.27

Kong, S. C. (2019). Partnership among schools in e-learning implementation: Implications on
elements for sustainable development. Journal of Educational Technology & Society,
22(1), 28-43. https://www.jstor.org/stable/26558826

Kong, S. C., & Kwok, L. F. (2005). A cognitive tool for teaching the addition/subtraction of
common fractions: A model of affordances. Computers & Education, 45(2), 245-265.

Kong, S.C. (2018). Parents' perceptions of e-learning in school education: Implications for the
partnership between schools and parents. Technology Pedagogy and Education, 27(1),
15-31. DOI: 10.1080/1475939X.2017.1317659

Kong, S.C., Chan, T.W., Griffin, P., Hoppe, U., Huang, R.H., Kinshuk, Looi, C.K., Milrad. M.,
Norris, C., Nussbaum, M., Sharples, M., So, W.M.W., Soloway, E., & Yu, S.Q. (2014). E-
learning in school education in the coming 10 years for developing 21st century skills:
Critical research issues and policy implications. Journal of Educational Technology &
Society, 17(1), 70-78. http://www.jstor.org/stable/jeductechsoci.17.1.70

Konig, A., Kowala, N., Wegener, J., & Grippenkoven, J. (2019). Introducing a mobility on
demand system to prospective users with the help of a serious game. Transportation
Research Interdisciplinary Perspectives, 3,100079

Koong, C.S., & Wu, C. Y. (2011). The applicability of interactive item templates in varied
knowledge types. Computers & Education, 56(3), 781-801.


https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57204213249&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57214330563&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57214329852&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=55598490800&zone=

89

Korallo, L., Foreman, N., Boyd-Davis, S., Moar, M., & Coulson, M. (2012). Do challenge, task
experience or computer familiarity influence the learning of historical chronology from
virtual environments in 8-9-Year-old children? Computers and Education, 58, 1106-1116.

Kreskey, D.D., & Truscott, S.D. (2016). Is computer-aided instruction an effective tier-one
intervention for kindergarten students at risk for reading failure in an applied setting?

Contemporary School Psychology, 20(2), 142-151. Retrieved from:
https://eric.ed.gov/?id=EJ1099524

Ku, O., Chen, S. Y., Wu, D. H., Lao, A. C., & Chan, T. W. (2014). The effects of Game-Based
Learning on mathematical confidence and performance: High ability vs. low ability.

Journal of Educational Technology & Society, 17(3).

Ku, W.P., Yang, K.H., & Chang, W.L. (2019). The design and evaluation of interactive video-
based flipped classroom on mathematics learning. Proceedings - 2019 8th International
Congress on Advanced Applied Informatics, lIAI-AAl 2019, 8992600, 1041-1042

Kularbphettong, K., Vichivanives, R., & Roonrakwit, P. (2019). Student learning achievement
through augmented reality in science subjects. ACM International Conference
Proceeding Series, 228-232

Kumi-Yeboah, A., Dogbey, J., & Yuan, G.J. (2018). Exploring factors that promote online
learning experiences and academic self-concept of minority high school students.

Journal of Research on Technology in Education, 50(1), 1-17, DOI:
10.1080/15391523.2017.1365669

Kumnuansin, J., & Khlaisang, J. (2015). Development of a model of Thai literature hypermedia
electronic books with social media based on the reader response theory to enhance
reading comprehension of elementary school students. Procedia-Social and Behavioral
Sciences, 174, 1700-1706.

Kuo, M.J. (2007). How does an online game-based learning environment promote students’
intrinsic motivation for learning natural science and how does it affect their learning
outcomes? The First IEEE International Workshop on Digital Game and Intelligent Toy
Enhanced Learning (DIGITEL'07), 135e142.

Kwon, S. Y., & Cifuentes, L. (2009). The comparative effect of individually-constructed vs.
collaboratively-constructed computer-based concept maps. Computers & Education, 52,

365-375. d0i:10.1016/j.compedu.2008.09.012

Laffey, J.M., Espinosa, L., Moore, J., & Lodree, A. (2003). Supporting learning and behavior of at-risk young ct
in urban education. Journal of Research on Technology in Education, 35(4), 423-440.

Lai, C. H., Yang, J. C., Chen, F. C., Ho, C.W., & Chan, T.W. (2007). Affordances of mobile technologies for expe
The interplay of technology and pedagogical practices. Journal of Computer Assisted Learning, 23(4), 3

Lai, C. L., & Hwang, G. J. (2015). An interactive peer-assessment criteria development approach to improving
design performance using handheld devices. Computers & Education, 85, 149-159.

Lai, C.-L., & Hwang, G.-J. (2016). A self-regulated flipped classroom approach to improving students' learning
mathematics course. Computers & Education, 100, 126-140.

Lai, C.L., Hwang, G.J,, Liang, J.C., & Tsai, C.C. (2016). Differences between mobile learning environmental pre
school teachers and students in Taiwan: A structural equation model analysis. Educational Technology
Development, 64(3), 533-554. http://www.jstor.org/stable/24761383

Lai, T.-L., Lin, F.T., & Yueh, H.-P. (2020). The effectiveness of team-based flipped learning on a vocational higl
classroom. Interactive Learning Environments, 28(1), 130-141. ERIC Number: EJ1242522.

Laine, T.H., Nygren, E., Dirin, A., & Suk, H.J. (2016). Science Spots AR: A platform for science learning games v
reality. Educational Technology Research and Development, 64(3), 507-531. http://www.jstor.org/stak



90

Lalley, J.P., Piotrowski, P.S., Battaglia, B., Brophy, K., & Chugh, K. (2010). A comparison of V-Frog® to physical
International Journal of Environmental & Science Education, 5(2), 189-200.

Lamb, H. (2015). Social development theory, social identity theory and computer supported collaborative lez
examination of peer group influences, factors and behaviors. In D. Rutledge & D. Slykhuis (Eds.), Proce
2015--Society for Information Technology & Teacher Education International Conference (pp. 108-113’
United

Lamb, R. L., Annetta, L., Vallett, D. B., & Sadler, T. D. (2014). Cognitive diagnostic-like approaches using neur:
of serious educational videogames. Computers & Education, 70, 92e104.

Lamb, R.L. (2016). Examination of the effects of dimensionality on cognitive processing in science: A comput:
experiment comparing online laboratory simulations and serious educational games. Journal of Science
Technology, 25(1), 1-15.

Lamb, R.R., Annetta, L., Firestone, J., & Etopio, E. (2018). A meta-analysis with examination of moderators of
affect, and learning outcomes while using serious educational games, serious games, and simulations.
Human Behavior, 80, 158-167. https://doi.org/10.1016/j.chb.2017.10.040

Lan, Y. J. (2015). Contextual EFL learning in a 3D virtual environment. Language, Learning and Technology, 19
Retrieved from

Lan, Y. J, Sung, Y. T., & Chang, K. E. (2009). Let us read together: Development and evaluation of a computer
reciprocal early English reading system. Computers & Education, 53(4), 1188-1198.

Lan, Y. J,, Sung, Y. T., Tan, N. C,, Lin, C. P., & Chang, K. E. (2010). Mobile-device-supported problem-based cor
estimation instruction for elementary school students. Educational Technology & Society, 13(3), 55-69

Lan, Y.J., Sung, Y.T., Cheng, C.C., & Chang, K.E. (2015). Computer-supported cooperative prewriting for enhar
learners' writing performance. Language Learning & Technology, 19(2), 134-155. ERIC Number: EJ1063

Lau, H.M., Smit, J.H., Fleming, T.M., & Riper, H. (2017). Serious games for mental health: Are they accessible,
effective? A systematic review and meta-analysis. Frontiers in Psychiatry, https://doi.org/10.3389/fpsy

Lee, C.C., Hao, Y., Lee, K.S., Sim, S.C., & Huang, C.C. (2019). Investigation of the effects of an
online instant response system on students in a middle school of a rural area. Computers in
Human Behavior, 95, 217-223. https://doi.org/10.1016/j.chb.2018.11.034

Lee, C.I,, Yang, Y.F., Mai, S.Y. (2016). The impact of a scaffolded assessment intervention on
students’ academic achievement in web-based peer assessment activities. Int. J.

Distance Educ. Technol. (IJDET), 14(4), 41-54.

Lee, J.S., & Lee, K. (2020). The role of informal digital learning of English and L2 motivational
self-system in foreign language enjoyment. British Journal of Educational Technology,
https://doi.org/10.1111/bjet.12955

Lee, M. K. (2018). Flipped classroom as an alternative future class model? Implications of
South Korea’s social experiment. Educational Technology Research and Development,

66(3),

Lee, M.H. (2019). Online and offline contributions to motor learning change with practice, but
are similar across development. Experimental Brain Research, 237(11), 2865-2873

Lee, T.H., Shen, P.D., & Tsai, C.W. (2008). Applying web-enabled problem-based learning and
self-regulated learning to add value to computing education in Taiwan's vocational
schools. Journal of Educational Technology & Society, 11(3), 13-25.
http://www.jstor.org/stable/jeductechsoci.11.3.13

Lee, Y. H., Heeter, C., Magerko, B., & Medler, B. (2012). Gaming mindsets: Implicit theories in
serious game learning. Cyberpsychology, Behavior, and Social Networking, 15(4), 190-

194.



https://doi.org/10.1111/bjet.12955

91

Lee, Y.L. (2019). Promoting students' motivation and use of SRL strategies in the web-based
mathematics learning environment. Journal of Educational Technology Systems, 47(3),
391-410. Retrieved from: https://eric.ed.gov/?id=EJ1204517

Leelamma, S., & Indira, U.D. (2017). My pocket technology: Introducing a Mobile Assisted
Inquiry Learning Environment (MAILE) to promote inquiries among secondary students.
Journal of Education and Learning, 6(3), 107-117. Retrieved from:
https://eric.ed.gov/?id=EJ1139220

Legutko R.S. (2007) Back to the future: The practicality of using Microsoft NetMeeting for
effective distance tutoring. Paper presented at the Association for the Advancement of
Computing in Education (AACE), ED-MEDIA World Conference on Educational
Multimedia, Hypermedia & Telecommunications, Vancouver, BC, Canada. ERIC Number:
ED497424

Lenhart, A,, Kahne, J., Middaugh, E., Macgill, A., Evans, C., & Vitak, J. (2008). Teens, video
games, and civics (p. 64). Pew Internet & American Life Project. Retrieved from
http://www.pewinternet.org/Reports/2008/Teens-Video-Games-and-Civics.aspx ERIC
ED525058

Leo, J., & Puzio, K. (2016). Flipped instruction in a high school science classroom. Journal of
Science Education and Technology, 25(5), 775-781.

Leppisaari, I., & Lee, O.H. (2012). Modelling digital natives' international collaboration: Finnish-
Korean experiences of environmental education. Journal of Educational Technology &
Society, 15(2), 244-256. http://www.jstor.org/stable/jeductechsoci.15.2.244

Lesser, A.J. (2019). Video game technology and learning in the music classroom. ProQuest LLC,
Ed.D. Dissertation, Teachers College, Columbia University. ERIC Number: ED600271

Letchumanan, K., Tan, B. H., Paramasivam, S., Sabariah, M. R., & Muthusamy, P. (2015).
Incidental learning of vocabulary through computer-based and paper-based games by
secondary school ESL learners. Pertanika Journal of Social Science and Humanities, 23(3),
725-740.

Leutner, D. (1993). Guided discovery learning with computer-based simulation games: Effects
of adaptive and non-adaptive instructional support. Learning & Instruction, 3, 113-132.

Li, J.-W., Huang, |., & Jiang, H.-Y. (2019). Integration of cloud-based mobile learning to improve
students' creative thinking in a visual arts course. ICCE 2019 - 27th International
Conference on Computers in Education, Proceedings, 1, 490-492

Li, M., & Tsai, C. (2013). Game-based learning in science education: A review of relevant
research. Journal of Science Education and Technology, 22(6), 877-898.
https://doi.org/10.1007/s10956-013-9436-x.

Li, Q. (2010). Digital game building: Learning in a participatory culture. Educational Research,
52,427-443.

Li, Q., & Ma, X. (2010). A meta-analysis of the effects of computer technology on school
students’ mathematics learning. Educational Psychology Review, 22(3), 215-243.

Li, X.X., & Chu, S.K.W. (2018). Using design-based research methodology to develop a
pedagogy for teaching and learning of Chinese writing with wiki among Chinese upper
primary school students. Computers & Education, 126, 359-375.
https://doi.org/10.1016/j.compedu.2018.06.009

Liang, T.H., & Huang, Y.M. (2014). An investigation of reading rate patterns and retrieval
outcomes of elementary school students with e-books. Journal of Educational
Technology & Society, 17(1), 218-230.
http://www.jstor.org/stable/jeductechsoci.17.1.218



92

Liao, C.C.Y., Chang, W.C., & Chan, T.W. (2018). The effects of participation, performance, and
interest in a game-based writing environment. Journal of Computer Assisted Learning,
34(3), 211-222. ERIC Number: EJ1177955

Liao, Y.-C., Lin, H.-C.K., Kuo, P.-C., & Lin, K.-Y. (2019). The effects of virtual reality system
applied to shooting training course for senior high school students. ICCE 2019 - 27th
International Conference on Computers in Education, Proceedings, 1, 531-536

Liliarti, N., & Kuswanto, H. (2018). Improving the competence of diagrammatic and
argumentative representation in physics through Android-based mobile learning
application. International Journal of Instruction, 11(3), 107-122. Retrieved from:
https://eric.ed.gov/?id=EJ1183417

Lim, C., Tay, L., & Hedberg, J. (2011). Employing an activity-theoretical perspective to localize
an educational innovation in an elementary school. Journal of Educational Computing
Research, 44, 319-344.

Lim, C.P. (2008). Global citizenship education, school curriculum and games: Learning
mathematics, english and science as a global citizen. Computers & Education, 51, 1073-
1093.

Lin, C. H., & Chen, C. M. (2016). Developing spatial visualization and mental rotation with a
digital puzzle game at primary school level. Computers in Human Behavior, 57, 23-30.

Lin, C. H,, Liu, E. Z. F,, Chen, Y. L,, Liou, P. Y., Chang, M.,Wu, C. H., et al. (2013). Game-based
remedial instruction in mastery learning for upper-primary school students. Educational
Technology & Society, 16(2), 271-281.

Lin, C.C., Guo, K.H., & Lin, Y.C. (2016). A simple and effective remedial learning system with a
fuzzy expert system. Journal of Computer Assisted Learning, 32(6), 647-662. Retrieved
from: https://eric.ed.gov/?id=EJ1119381

Lin, C.C., Hsiao, H.S., Tseng, S.P., & Chan, H.J. (2014). Learning English vocabulary
collaboratively in a technology-supported classroom. Turkish Online Journal of
Educational Technology - TOJET, 13(1), 162-173. ERIC Number: EJ1018187

Lin, C.P., Chen, W., Yang, S.J., Xie, W., & Lin, C.C. (2014). Exploring students' learning
effectiveness and attitude in Group Scribbles-supported collaborative reading activities:
A study in the primary classroom. Journal of Computer Assisted Learning, 30(1), 68-81.
ERIC

Lin, C.P., Shao, Y.J., Wong, L.H., Li, Y.J., & Niramitranon, J. (2011). The impact of using
synchronous Collaborative Virtual Tangram in children's geometric. Turkish Online
Journal of Educational Technology - TOJET, 10(2), 250-258. ERIC Number: EJ932243

Lin, F., & Chan, C.K.K. (2018). Examining the role of computer-supported knowledge-building
discourse in epistemic and conceptual understanding. Journal of Computer Assisted
Learning, 34(5), 567-579. ERIC Number: EJ1190350

Lin, F., & Chan, C.K.K. (2018). Promoting elementary students' epistemology of science
through computer-supported knowledge-building discourse and epistemic reflection.
International Journal of Science Education, 40(6), 668-687. ERIC Number: EJ1174829

Lin, H.F. (2014). Establishing an empirical link between Computer-Mediated Communication
(CMC) and SLA: A meta-analysis of the research. Language Learning and Technology, 18,
120-147.

Lin, K.Y., Yu, K.C., Hsiao, H.S., Chang, Y.S., & Chien, Y.H. (2020). Effects of web-based versus
classroom-based STEM learning environments on the development of collaborative
problem-solving skills in junior high school students. International Journal of Technology
and Design Education, 30(1), 21-34.



93

Lin, M.H., Chen, H.C., & Liu, K.S. (2017). A study of the effects of digital learning on learning
motivation and learning outcome. EURASIA Journal of Mathematics, Science &
Technology Education, 13(7), 3553-3564. Retrieved from:
https://eric.ed.gov/?id=EJ1144436

Lin, X.F., Tang, D.D., Lin, X.J., Liang, Z.M., & Tsai, C.C. (2019). An exploration of primary school
students’ perceived learning practices and associated self-efficacies regarding mobile-
assisted seamless science learning. International Journal of Science Education, 41(18),
2675-2695. https://doi.org/10.1080/09500693.2019.1693081

Lin, Y. T., Chang, C. H., Hou, H. T., & Wu, K. C. (2016). Exploring the effects of employing
Google Docs in collaborative concept mapping on achievement, concept representation,
and attitudes. Interactive Learning Environments, 24, 1552-1573.
do0i:10.1080/10494820.2015.1041398

Lin, Y.T., & Chen, C.M. (2019). Improving effectiveness of learners' review of video lectures by
using an attention-based video lecture review mechanism based on brainwave signals.
Interactive Learning Environments, 27(1), 86-102. Retrieved from:
https://eric.ed.gov/?id=EJ1199428

Lin, Y.T., Wu, C.C., & Chiu, C.F. (2018). The use of wiki in teaching programming: Effects upon
achievement, attitudes, and collaborative programming behaviors. International Journal
of Distance Education Technologies, 16(3), 18-45. ERIC Number: EJ1178615

Lindstr+m, P., Gulz, A., Haake, M. & Sj+dUn, B. (2011). Matching and mismatching between
the pedagogical design principles of a math game and the actual practices of play.
Journal of Computer Assisted Learning, 27, 90-102.

Linek, S.B., Marte, B., & Albert, D. (2013). Background music in educational games:
Motivational appeal and cognitive impact. In P. Felicia (Ed.), Developments in current
game-based learning design and deployment. Hershey, PA: |Gl Global.

Liou, W.K., & Chang, C.Y. (2014). Utilizing a low-cost, Laser-Driven Interactive System (LaDIS)
to improve learning in developing rural regions. Journal of Educational Technology &
Society, 17(3), 93-107. http://www.jstor.org/stable/jeductechsoci.17.3.93

Lissaman R., de Pomerai S., & Tripconey S. (2009) Using live, online tutoring to inspire post-16
students to engage with higher level mathematics. Teaching Mathematics and Its
Applications 28, 216-221.

Liu T.Y., & Chu Y.L. (2010). Using ubiquitous games in an English listening and speaking course:
impact on learning outcomes and motivation. Computers & Education, 55, 630-643.

Liu, C., Sands-Meyer, S., & Audran, J. (2019). The effectiveness of the student response system
(SRS) in English grammar learning in a flipped English as a foreign language (EFL) class.
Interactive Learning Environments, 27(8), 1178-1191

Liu, H. C., & Su, 1. (2011). Learning residential electrical wiring through computer simulation:
The impact of computer-based learning environments on student achievement and
cognitive load. British Journal of Educational Technology, 42(4), 598-607.

Liu, K.., Tai, S.J.D., & Liu, C.C. (2018). Enhancing language learning through creation: The effect
of digital storytelling on student learning motivation and performance in a school English
course. Educational Technology Research and Development, 66(4), 913-935. Retrieved
from: https://eric.ed.gov/?id=EJ1184738

Liu, M. (2004). Examining the performance and attitudes of sixth graders during their use of a
problem-based hypermedia learning environment. Computers in Human Behavior, 20,
357-379.



94

Liu, Q.T., Liu, B.W., & Lin, Y.R. (2019). The influence of prior knowledge and collaborative
online learning environment on students' argumentation in descriptive and theoretical
scientific concept. International Journal of Science Education, 41(2), 165-187.

Liu, R.-L., & Li, Y.-C. (2020). Action research to enrich learning in e-tutoring for remote schools.
Systemic Practice and Action Research, 33(1), 95-110.

Liu, T.-Y., Tan, T.-H., & Chu, Y.-L. (2009). Outdoor natural science learning with an RFID-
supported immersive ubiquitous learning environment. Educational Technology &
Society, 12(4), 161-175.

Lo, C. K., & Hew, K. F. (2017). A critical review of flipped classroom challenges in K-12
education: Possible solutions and recommendations for future research. Research and
Practice in Technology Enhanced Learning, 12(1), 4.

Lo, C.K., & Hew, K.F. (2017). Using "First Principles of Instruction" to design secondary school
mathematics flipped classroom: The findings of two exploratory studies. Educational
Technology & Society, 20(1), 222-236.

Lo, C.K., & Hew, K.F. (2020). A comparison of flipped learning with gamification, traditional
learning, and online independent study: The effects on students’ mathematics
achievement and cognitive engagement. Interactive Learning Environments, 28(4), 464-
481.

Lo, C.K., Hew, K.F., & Chen, G. (2017). Toward a set of design principles for mathematics
flipped classrooms: A synthesis of research in mathematics education. Educational
Research Review, 22(1), 50-73. Retrieved from https://www.learntechlib.org/p/204415/.

Lombardi, A.R., Izzo, M.V,, Rifenbark, G.G., Murray, A., Buck, A., Monahan, J., & Gelbar, N.
(2017). The impact of an online transition curriculum on secondary student reading.
Career Development and Transition for Exceptional Individuals, 40(1), 15-24.

Long, D., & Szabo, S. (2016). E-readers and the effects on students' reading motivation,
attitude and comprehension during guided Reading. Cogent Education, 3(1), Article
1197818. Retrieved from: https://eric.ed.gov/?id=EJ1138318

Long, J. D., & Stevens, K, R. (2004). Using technology to promote self-efficacy for healthy
eating in adolescents. Journal of Nursing Scholarship, 36(2), 134-39.

Looi, C. K., Zhang, B., Chen, W., Seow, P., Chia, G., Norris, C., et al. (2011). 1: 1 mobile inquiry
learning experience for primary science students: A study of learning effectiveness.
Journal of Computer Assisted Learning, 27(3), 269-287.

Loparev, A. (2016). The impact of collaborative scaffolding in educational video games on the
collaborative support skills of middle school students. Submitted in Partial Fulfillment of
the Requirements for the Degree Doctor of Philosophy, University of Rochester,
Rochester,

Lépez-Faican, L., & Jaen, J.(2020). EmoFindAR: Evaluation of a mobile multiplayer augmented
reality game for primary school children. Computers & Education, 149, 103814.
https://doi.org/10.1016/j.compedu.2020.103814

Lépez-Vargas, O., Ibafiez-Ibafiez, J., & Racines-Prada, O. (2017). Students’ metacognition and
cognitive style and their effect on cognitive load and learning achievement. Educational
Technology & Society, 20(3), 145-157.

Lorant-Royer, S., Munch, C., Mesclé, H. & Lieury, A. (2010). Kawashima vs. ‘Super Mario’!
Should a game be serious in order to stimulate cognitive aptitudes? European Review of
Applied Psychology, 60, 221-232.


https://www.sciencedirect.com/science/article/abs/pii/S0360131520300166#!
https://www.sciencedirect.com/science/article/abs/pii/S0360131520300166#!

95

Lou, Y., Abrami, P.C., & d’Apollonia, S. (2001). Small group and individual learning with
technology: A meta-analysis. Review of Educational Research, 71(3), 449-521.
10.3102/00346543071003449

Lowrie, T. (2005). Problem solving in technology rich contexts: Mathematics sense making in
out-of-school environments. The Journal of Mathematical Behavior, 24(3-4), 275-286.

Lu, A., Chan, S., Cai, Y.Y., Huang, L.H., Nay, Z.T., & Goei, S.L. (2018). Learning through VR
gaming with virtual pink dolphins for children with ASD. Interactive Learning
Environments, 26(6), 718-729. DOI: 10.1080/10494820.2017.1399149

Lu, C., Tsai, C.C., & Wu. D. (2015). The role of ICT infrastructure in its application to
classrooms: A large scale survey for middle and primary schools in China. Journal of
Educational Technology & Society, 18(2), 249-261.
http://www.jstor.org/stable/jeductechsoci.18.2.249

Lunn, J., Khalaf, M., Hussain, A.J., Al-Jumeily, D., Pich, A., & McCarthy, S. (2016). The use of
serious gaming for open learning environments. Knowledge Management & E-Learning-
An International Journal, 8(1), 39-54.

Luppicini, R. (2007). Review of computer mediated communication research for education.
Instructional Science, 35(2), 141-185. DOI: 10.1007/s11251-006-9001-6

Lye, S.Y., Wee, L.K., Kwek, Y.C., Abas, S., & Tay, L.Y. (2014). Design, customization and
implementation of energy simulation with 5E Model in elementary classroom. Journal of
Educational Technology & Society, 17(3), 121-137.
http://www.jstor.org/stable/jeductechsoci.17.3.121

Lynch, K. & Kim, J.S. (2017). Effects of a summer mathematics intervention for low-income
children: A randomized experiment. Educational Evaluation and Policy Analysis, 39(1),
31-53. Retrieved from: https://eric.ed.gov/?id=EJ1129002

Lysenko, L. V., & Abrami, P. C. (2014). Promoting reading comprehension with the use of
technology. Computers & Education, 75, 162-172.

Maass, A., Kollhorster, K., Riediger, A., MacDonald, V., & Lohaus, A. (2011). Effects of violent
and non-violent computer game content on memory performance in adolescents.
European Journal of Psychology of Education, 26(3), 339-353.

MacArthur, C. A. (2009). Using technology to teach composing to struggling writers. In G. A.
Troia (Ed.), Instruction and assessment for struggling writers: Evidence based practices
(pp. 243-265). New York, NY: Guilford.

Macaruso, P., Wilkes, S., & Prescott, J.E. (2020). An investigation of blended learning to
support reading instruction in elementary schools. Educational Technology Research and
Development, https://doi.org/10.1007/s11423-020-09785-2

Macaruso, P., Wilkes, S., Franzén, S., & Schechter, R. (2019). Three-year longitudinal study:
Impact of a blended learning program--Lexia Core5 Reading--on reading gains in low-SES
kindergarteners. Computers in the Schools, 36(1), 2-18.

MacDonald, T., & Bean, A. (2011). Adventures in the subatomic universe: An exploratory study
of a scientist-museum physics education project. Public Understanding of Science, 20,
846-862.

Machmud, K., & Malik, H. (2020). Learning English as a foreign language in the disruptive
digital era: The smartphone use in EFL instructions. Asian EFL Journal, 27(1), 4-13.
Mack, I., Reiband, N., Etges, C,, (...), Junne, F., & Zipfel, S. (2020). the kids obesity prevention

program: Cluster randomized controlled trial to evaluate a serious game for the
prevention and treatment of childhood obesity. Journal of Medical Internet Research,
22(4), e15725



96

Magalhaes, P., Ferreira, D., Cunha, J., Rosdrio, P. (2020). Online vs traditional homework: A
systematic review on the benefits to students’ performance. Computers and Education,
152,103869

Magnan, A. & Ecalle, J. (2006). Audio-visual training in children with reading disabilities.
Computers & Education, 4 6 ,407-425.

Mahmoodi, F., Kashani-Vahid, L., Moradi, H., & Yekta-Parast, A. (2019). A cognitive-sensory-
motor gamepad for therapy of children with ADHD. Proceedings of the 2019
International Serious Games Symposium, ISGS 2019, 9047013, 25-29

Makitalo-Siegl, K., Kohnle, C., & Fischer, F. (2011). Computer-supported collaborative inquiry
learning and classroom scripts: Effects on help-seeking processes and learning
outcomes. Learning and Instruction, 21(2), 257-266.

Makransky, G., Wismer, P., & Mayer, R.E. (2019). A gender matching effect in learning with
pedagogical agents in an immersive virtual reality science simulation. Journal of
Computer Assisted Learning, 35(3), 349-358

Malewitz, T., & Pacheco, B. (2016) Living solidarity: Helping students with learning differences
develop dignity for all humanity. Journal of Catholic Education, 20(1). Retrieved from:
https://eric.ed.gov/?id=EJ1118362

Mallernee, N. (2017). Exploring the use of iPads for literacy instruction in the 1:1 K-6
classroom. ProQuest LLC, Ed.D. Dissertation, Northcentral University. Retrieved from:
https://eric.ed.gov/?id=ED580664

Mafdez, |., Vidal-Abarca, E., & Martinez, T. (2019). Does computer-based elaborated feedback
influence the students' question-answering process? Electronic Journal of Research in
Educational Psychology, 17(47), 81-106. Retrieved from:
https://eric.ed.gov/?id=EJ1211714

Manoharan, C., & Birundha (2019). Attitude of higher secondary students to flipped
classroom. Shanlax International Journal of Education, 8(1), 43-47. Retrieved from:
https://eric.ed.gov/?id=EJ1245080

Marceloda, D.B., & Hounsell, S. (2018). Guidelines for designing and using collaborative-
competitive serious games. Computers & Education, 118, 133-149.
https://doi.org/10.1016/j.compedu.2017.11.007

Margolis, J. L., Nussbaum, M., Rodriguez, P., & Rosas, R. (2006). Methodology for evaluating a
novel education technology: A case study of handheld video games in Chile. Computers
& Education, 46(2), 174-191.

Margottini, M., & Rossi, F. (2020). Self-regulation processes and feedback in online learning.
Journal of Educational Cultural and Psychological Studies, 21, 193-209.

Maring G.H., Levy E.W. & Schmid J.A. (2002) Variations on a cybermentoring theme: Six
literacy projects involving preservice teachers and students across grade levels. Reading
Online, 6, 4. EJ671163.

Marino, M. T., & Beecher, C. C. (2010). Conceptualizing RTI in 21st-century secondary science
classrooms: Video games' potential to provide tiered support and progress monitoring
for students with learning disabilities. Learning Disability Quarterly, 33(4), 299-311.

Marsteller, R.B., & Bodzin, A.M. (2015). The effectiveness of an online curriculum on high
school students' understanding of biological evolution. Journal of Science Education and
Technology, 24(6), 803-817. http://www.jstor.org/stable/43867746

Martindale, T., Pearson, C., Curda, L.K., & Pilcher, J. (2005). Effects of an online instructional
application on reading mid mathematics standardized test scores. Journal of Research
on Technology in Education 37(4), 349-360.



97

Martinez-Garza, M., Clark, D.B., & Nelson, B.C. (2013). Digital games and the US National
Research Council's science proficiency goals. Studies in Science Education, 49(2), 170-
208.

Martinez-Gonzdlez, C.L., Camargo-Fajardo, M.C.C., Segura-Medina, P., & Quezada-Bolafos, P.
(2020). Therapeutic patient education with learning objects improves asthma control in
Mexican children. Journal of Medical Systems, 44(4),79

Martins, E.R., & Gouveia, L.M.B. (2020). Flipped classroom applied to high school with
Whatsapp Aid. International Journal of Humanities and Social Science, 8(10).
d0i:10.30845/ijhss.v8n10p15

Martin-SanJose, J. F., Juan, M. C., Segui, |., & Garcia-Garcia, |. (2015). The effects of computer-
based games and collaboration in large groups vs. collaboration in pairs or traditional
methods. Computers & Education, 87, 42-54.

Marzouki, O.F., Idrissi, M.K., & Bennani, S. (2017). Effects of social constructivist mobile
learning environments on knowledge acquisition: A meta-analysis. International Journal
of Interactive Mobile Technologies, 11(1). https://doi.org/10.3991/ijim.v11i1.5982

Masek, M., Boston, J., Lam, C. P., & Corcoran, S. (2017). Improving mastery of fractions by
blending video games into the math classroom. Journal of Computer Assisted Learning,
33(5), 486-499. ERIC Number: EJ1153514

Masson, M. E. J., Bub, D. N., & Lalonde, C. E. (2011). Video-game training and naive reasoning
about object motion. Applied Cognitive Psychology, 25, 166-173.

Matchacheep, S., Chookaew, S., & Nilsuk, P. (2019). A gamification digital storytelling learning
based on cooperative social cloud to promote students' teamwork skill in primary
school. ACM International Conference Proceeding Series, 132-135

Mateu, J., & Alaman, X. (2013). CUBICA: An example of mixed reality. Journal of Universal
Computer Science, 19(17), 2598-2616.

Mathes, P.G. (2001). The effects of peer-assisted literacy strategies for first-grade readers with
and without additional computer-assisted instruction in phonological awareness.
American Educational Research Journal 38(2), 371-410.

Matousek, J., Kriioul, Z., Campr, M., (...), Graber, M., & Kocurova, M. (2020). Speech and web-
based technology to enhance education for pupils with visual impairment. Journal on
Multimodal User Interfaces, 14(2), pp. 219-230

Matsuda, N., Weng, W., & Wall, N. (2020). The effect of metacognitive scaffolding for learning
by teaching a teachable agent. International Journal of Artificial Intelligence in
Education, 30(1)

Mavrou, K. (2012). Examining peer acceptance in verbal and non-verbal interaction during
computer-supported collaborative learning: Implications for inclusion. International
Journal of Inclusive Education, 16(2), 119-138.

Mawas, N.E., Truchly, P., Podhradsk, P., & Muntean, C.H. (2019). The effect of educational
game on children learning experience in a Slovakian school. CSEDU 2019 - Proceedings of
the 11th International Conference on Computer Supported Education, 1, 465-472

Mayer, G., Lingle, J., & Usselman, M. (2017). Experiences of advanced high school students in
synchronous online recitations. Journal of Educational Technology & Society, 20(2), 15-
26. http://www.jstor.org/stable/90002160

Mayer, R. E. (2017). Using multimedia for e-learning. Journal of Computer Assisted Learning,
33(5), 403-423. Retrieved from: https://eric.ed.gov/?id=EJ1153516


https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=35520036000&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57215413331&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57215422129&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57215435132&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=8698330200&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=8533765500&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=50261184400&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=36602658800&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57216611040&zone=

98

Mazzoni, E., & Benvenuti, M. (2015). A robot-partner for preschool children learning English
using socio-cognitive conflict. Journal of Educational Technology & Society, 18(4), 474-
485. http://www.jstor.org/stable/jeductechsoci.18.4.474

McColgan, M.W., Colesante, R.J., & Andrade, A.G. (2018). Pre-service teachers learn to teach
with serious games. Journal of STEM Education: Innovations and Research, 19(2), 19-25.
EJ1182356

McCombs, K. M. (2019). The effects of gender pairings on performance and attitudes during
serious gaming. Doctoral dissertation, Kent State University.

McDonald, K.K., & Hannafin, R.D. (2003). Using web-based computer games to meet the
demands of today's high-stakes testing: A mixed-method inquiry. Journal of Research on
Technology in Education, 35(4), 459-472.

McGuire, P., Tu, S.F., Logue, M.E., Mason, C.A., & Ostrow, K. (2017). Counterintuitive effects of
online feedback in middle school math: Results from a randomized controlled trial in
ASSISTments. Educational Media International, 54(3), 231-244.

McHugh, M., McCauley, V., Davison, K., Raine, R., & Grehan, A. (2020). Anchoring ocean
literacy: Participatory iBook design within secondary science classrooms. Technology,
Pedagogy and Education, 29(1), 89-107

McKeown, J. M., Hartley, K. A,, Faulkner, R. T., Hmelo-Silver, C. E., Jeong, H., & Emmanuel, N.
(2017). A meta-synthesis of CSCL literature in STEM education. In B. K. Smith, M. Borge,
E. Mercier, & K. Y. Lim (Vol. Eds.), Proceedings of Computer-Supported Collaborative
Learning (CSCL) 2017: Vol. 1, (pp. 439-486). Philadelphia, United States: International
Society of the Learning Sciences.

McQuiggan, S., Rowe, J., Lee, S., & Lester, J. (2008). Story-based learning: The impact of
narrative on learning experiences and outcomes. In Intelligent tutoring systems, lecture
notes in computer science, Vol. 5091. Berlin, Heidelberg: Springer Berlin, (pp. 530-539).

MCcREL International (2019). The impact of the "Education Galaxy" online assessment, practice,
and instruction programs on fourth grade mathematics and reading achievement.
Retrieved from: https://eric.ed.gov/?id=ED603673

McTigue, E.M., & Uppstad. P. H. (2019). Getting serious about serious games: Best practices
for computer games in reading classrooms. The Reading Teacher, 72(4), 453-461.
https://doi.org/10.1002/trtr.1737 PDF

Means, B., Toyama, Y., Murphy, R., & Baki, M. (2013). The effectiveness of online and blended
learning: A meta-analysis of the empirical literature. Teachers College Record, 115(3),
030303. Retrieved from: https://eric.ed.gov/?id=EJ1018090

Means, B., Toyama, Y., Murphy, R., Bakia, M., & Jones, K. (2009). Evaluation of evidence-based
practices in online learning: A meta-analysis and review of online learning studies.
Center for Technology in Learning. U.S. Department of Education, Office of Planning,

Mehar, R., & Jassar, R.K. (2020). Effect of blended learning strategy on achievement in
economics in relation to motivation to learn. International Journal of Scientific and
Technology Research, 9(4), 779-789

Mehar, R., & Kaur, P. (2020). Effect of online collaborative learning strategy on achievement in
economics in relation to self-efficacy. International Journal of Scientific and Technology
Research, 9(2), 6544-6554

Melo, M. (2018). The 4C/ID-model in physics education: Instructional design of a digital
learning environment to teach electrical circuits. International Journal of Instruction,
11(1), 103-122. Retrieved from: https://eric.ed.gov/?id=EJ1165223



99

Meluso, A., Zheng, M., Spires, H. A., & Lester, J. (2012). Enhancing 5th graders’ science content
knowledge and self-efficacy through game-based learning. Computers and Education,
59, 497e504.

Méndez, L., & del Moral, M.E. (2015). Presenting: Research and educational innovation with
video games. Electronic Journal of Research in Educational Psychology, 13(2), 211-218.
ERIC Number: EJ1074095

Mercier, E. M., & Higgins, S. E. (2013). Collaborative learning with multi-touch technology:
Developing adaptive expertise. Learning and Instruction, 25, 13-23.

Mesfin, G., Ghinea, G., Grgnli, T.M., & Hwang, W.Y. (2018). Enhanced agility of e-learning
adoption in high schools. Journal of Educational Technology & Society, 21(4), 157-170.
http://www.jstor.org/stable/26511546

Meyer, B.J. F., Wijekumar, K., Middlemiss, W., Higley, K., Lei, P.W., Meier, C., & Spielvogel, J.
(2010). Web-based tutoring of the structure strategy with or without elaborated
feedback or choice for fifth- and seventh-grade readers. Reading Research Quarterly,
45(1), 62-92.

Meyer, B.J.F., Wijekumar, K.K., & Lin, Y.C. (2011). Individualizing a web-based structure
strategy intervention for fifth graders' comprehension of nonfiction. Journal of
Educational Psychology, 103(1), 140-168. Retrieved from:
https://eric.ed.gov/?id=EJ914858

Meyer, E., Abrami, P. C., Wade, C. A,, Aslan, O., & Deault, L. (2010). Improving literacy and
metacognition with electronic portfolios: Teaching and learning with ePEARL. Computers
& Education, 55(1), 84-91.

Michailidis, N., Kapravelos, E., & Tsiatsos, T. (2018). Interaction analysis for supporting
students’ self-regulation during blog-based CSCL activities. Educational Technology &
Society, 21(1), 37-47.

Mikropoulos, T., & Natsis, A. (2010). Educational virtual environments: A ten-year review of
empirical research (1999-2009). Computers & Education 56, 769-780.

Mikulik, R., Vondrackova, L., Pokorna, H., (...), Neumann, J., & Suchy, O. (2019). Feasibility and
efficacy of an educational programme to increase awareness of stroke and heart attack
in children. Health Education Journal, 78(7), 812-823

Milis, K., Wessa, P., Poelmans, S., Doom, C., & Bloemen, E. (2008). The impact of gender on the
acceptance of virtual learning environments. Retrieved from
https://www.researchgate.net/profile/Patrick_Wessa/publication/228641817_The_imp
act_of gender_on_the_acceptance_of virtual_learning_environments/links/00b495227
866c2f4e1000000.pdf

Miller, D.J., & Robertson, D.P. (2010). Using a games console in the primary classroom: Effects
of brain training programme on computation and self-esteem. British Journal of
Educational Technology, 41, 242-255. doi:10.1111/j.1467-8535.2008.00918.x

Miller, D.J., & Robertson, D.P. (2011). Educational benefits from using games consoles in a
primary classroom: A randomised controlled trial. British Journal of Educational
Technology, 42(5), 850e864.

Miller, L.M., Chang, C.I., Wang, S., Beier, M.E., & Klisch, Y. (2011). Learning and motivational
impacts of a multimedia science game. Computers & Education, 57, 1425-1433.

Miller, L.M., Moreno, J., Estrera, V., & Lane, D. (2004). Efficacy of MedMyst: An internet
teaching tool for middle school microbiology. Microbiology Education, 5, 13-20.

Miron, G., & Gulosino, C. (2016). Virtual schools report 2016: Directory and performance
review. National Education Policy Center. ERIC Number: ED574701


https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=55882681500&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57200609470&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57118037400&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57196823344&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57208051875&zone=

100

Miron, G., Shank, C., & Davidson, C. (2018) Full-time virtual and blended schools: Enroliment,
student characteristics, and performance. National Education Policy Centre. ERIC
Number: ED591990.

Mislewvy, J., Schmidt, R., Puma, M., Ezekoye, A., & Saucedo, D. (2020). Comparing the
achievement of students in Virtual Virginia and face-to-face courses. Regional
Educational Laboratory Appalachia. Retrieved from: https://eric.ed.gov/?id=ED602892

Molnar, A., & Kostkova, P. (2013). On effective integration of educational content in serious
games: Text vs. game mechanics. In Proc. IEEE 13th Int. Conf. Adv. Learn. Technol., 299-
303.

Monem, R., Bennett, K.D., & Barbetta, P.M. (2018). The effects of low-tech and high-tech
active student responding strategies during history instruction for students with SLD.
Learning Disabilities: A Contemporary Journal, 16(1), 87-106. Retrieved from:
https://eric.ed.gov/?id=EJ1179954

Monita, F.A., & Ikhsan, J. (2020). Development Virtual Reality IPA (VR-IPA) learning media for
science learning. Journal of Physics: Conference Series, 1440(1),012103

Montaner-Villalba, S. (2019). The use of Quizlet to enhance vocabulary in the English language
classroom. Paper presented at the EUROCALL 2019 Conference (27th, Louvain-la-Neuve,
Belgium, Aug 28-31, 2019). Retrieved from: https://eric.ed.gov/?id=ED600970

Montes-Leon, H., Hijon-Neira, R., Perez-Marin, D., & Leon, S.R.M. (2019). Improving
programming learning on high school students through educative apps. 2019
International Symposium on Computers in Education, SIIE 2019, 8970112

Montgomery, L. (2008). A comparison of the effectiveness of virtual and traditional dissection
on learning frog anatomy in high school. Doctoral dissertation, Wilmington University,
New Castle, DE.

Moon, J. W., & Ke, F.F. (2020). Exploring the relationships among middle school students’ peer
interactions, task efficiency, and learning engagement in game-based Learning.
Simulation and Gaming, 51(3), 310-335. https://doi.org/10.1177/1046878120907940

Moon, J.W., & Ke, F.F. (2020). In-game actions to promote game-based math learning
engagement. Journal of Educational Computing Research, 58(4), 863-885. ERIC Number:
EJ1254962

Morales, T.M., Bang, E.J., & Andre, T. (2013). A one-year case study: Understanding the rich
potential of project-based learning in a virtual reality class for high school students.
Journal of Science Education and Technology, 22(5), 791-806.
http://www.jstor.org/stable/24019819

Moran, J., Ferdig, R.E., & Pearson, P. D. (2008). Technology and reading performance in the
middle-school grades: A meta-analysis with recommendations for policy and practice.
Journal of Literacy Research, 40(1), 6-58. https://doi.org/10.1080/10862960802070483

Moreno, R., Mayer, R. E., Spires, H. A., & Lester, J. C. (2001). The case for social agency in
computer-based teaching: Do students learn more deeply when they interact with
animated pedagogical agents. Cognition and Instruction, 19, 177-213.
do0i:10.1207/51532690XC11902_02

Morgan, J. J., Higgins, K., Miller, S., Pierce, T. B., Boone, R., & Tandy, R. (2016). Teaching online
social skills to students with emotional and behavioral disorders. Journal of Special
Education Technology, 31(2), 109-120.

Morgan, P. & Ritter, S. (2002). An experimental study of the effects of Cognitive Tutor Algebra
on student knowledge and attitude. Pittsburgh: Carnegie Learning, Inc.



101

Muhanna, W. (2012). Using online games for teaching English vocabulary for Jordanian
students learning English as a foreign language. Journal of College Teaching & Learning,
9(3), 235.

Muir, T. (2019). Flipping the learning of mathematics: Different enactments of mathematics
instruction in secondary classrooms. International Journal for Mathematics Teaching and
Learning, 20(1), 18-32 2019.

Miiller, A., Son, J. B., Nozawa, K., & Dashtestani, R. (2018). Learning English idioms with a web-
based educational game. Journal of Educational Computing Research, 56(6), 848-865.
do0i:10.1177/0735633117729292

Mulqueeny, K., Kostyuk, V., Baker, R. S., & Ocumpaugh J. (2015). Incorporating effective e-
learning principles to improve student engagement in middle-school mathematics.
International Journal of STEM Education, 2(1), 1. 10.1186/s40594-015-0028-6

Muls, J., De Backer, F., Thomas, V., Zhu, C., & Lombaerts, K. (2020). Facebook class groups of
high school students: Their role in establishing social dynamics and learning experiences.
Learning Environments Research, 23, 235-250. https://doi.org/10.1007/s10984-019-
09298-713

Mugtadiroh, F.A., Silviana, N., & Nisafani, A.S. (2017). Analyzing student readiness of e-
learning implementation in middle school. In Proceedings of the 1st Yogyakarta
International Conference on Educational Management/Administration and Pedagogy
(Yicemap 2017), (Eds.) Jabar, C.S.A., Purnastuti, L., Ghani, M.F.A., Khairudin, M., &
Indartono, S.

Mustapha, S., Rosli, M.S., & Saleh, N.S. (2019). Online learning environment to enhance HOTS
in mathematics using Polya's problem solving model. Journal of Physics: Conference
Series, 1366(1),012081

Mustikasari, L., Priscylio, G., Hartati, T., & Sopandi, W. (2020). The development of digital
comic on ecosystem for thematic learning in elementary schools. Journal of Physics:
Conference Series, 1469(1),012066

Musyaddad, A., & Suyanto, S. (2019). Comparison of real object and blended learning towards
students' metacognitive knowledge. Journal of Physics: Conference Series,
1397(1),012048

Muthukaman, V., & Hariharan, D. (2019). Educational video games enhancing the pro-social
behaviour and critical thinking among middle school students. ICDTE 2019: Proceedings
of the 2019 The 3rd International Conference on Digital Technology in Education, 136-
140. https://doi.org/10.1145/3369199.3369239

Mystakidis, S., Cachafeiro, E., & Hatzilygeroudis, I. (2019). Enter the serious e-scape room: A
cost-effective serious game model for deep and meaningful e-learning. 10th
International Conference on Information, Intelligence, Systems and Applications, [ISA
2019, 8900673

Nagel, D. (2009). Meta-analysis: Is blended learning most effective? The Journal
http://thejournal.com/Articles/2009/07/01/Meta-Analysis-Is-Blended-Lea...

Nakpong, N., & Chanchalor, S. (2019). Interactive multimedia games to enhance the emotional
intelligence of deaf and hard of hearing adolescents. International Journal of Instruction,
12(2), 305-320. ERIC Number: EJ1211052

Nam, C.W. (2017). The effects of digital storytelling on student achievement, social presence,
and attitude in online collaborative learning environments. Interactive Learning
Environments, 25(3), 412-427. Retrieved from: https://eric.ed.gov/?id=EJ1134402



102

Natale, C. F., & Cook, J. (2012). Virtual K-12 learning: New learning frontiers for state
education agencies. Peabody Journal of Education, 87(5), 535-558.
http://www.jstor.org/stable/41725457

Navarro, J. I, Marchena, E., Alcalde, C., Ruiz, G., Llorens, 1., & Aguilar, M. (2003). Improving
attention behaviour in primary and secondary school children with a computer assisted
instruction procedure. International Journal of Psychology, 38(6), 359-365.

Nay, F.A., & Rudhito, M.A. (2020). Implementation of virtual manipulative using problem-
based learning on topic algebra for seventh grade students. Journal of Physics:
Conference Series 1470(1),012053

Nazari, W.A.A.\W., Raub, N.A.A., Rama, L., & Yunus, M.M. (2019). Painting pictures with words
via Google classroom. International Journal of Scientific and Technology Research, 8(12),
1877-1881

Nebel, S., Schneider, S., & Rey, G.D. (2016). Mining learning and crafting scientific
experiments: A literature review on the use of Minecraft in education and research.
Journal of Educational Technology & Society, 19(2), 355-366.
http://www.jstor.org/stable/jeductechsoci.19.2.355

Nebel, S., Schneider, S., Schledjewski, J., & Rey, G.D. (2017). Goal-setting in educational video
games: Comparing goal-setting theory and the goal-free effect. Simulation & Gaming,
48(1), 98-130. DOI: 10.1177/1046878116680869

Nelson, B. (2007). Exploring the use of individualized, reflective guidance in an educational
multi-user virtual environment. Journal of Science Education and Technology, 16, 83-97.

Neulight, N., Kafai, Y. B., Kao, L., Foley, B., & Galas, C. (2007). Children’s participation in a
virtual epidemic in the science classroom: Making connections to natural infectious
diseases. Journal of Science Education and Technology, 16, 47-58.

Ng, C.S.L., Cheung, W. S. and Hew, K. F. 2010. Solving ill-structured problems in asynchronous
online discussions: Built-in scaffolds vs. no scaffolds. Interactive Learning Environments,
18(2): 115-134.

Ng, M., & Lee, Y.A. (2020). The influence of self-regulation processes on metacognition in a
virtual learning environment. Educational Studies, 46(1), 1-17

Ng, W., & Nicholas, H. (2010). A progressive pedagogy for online learning with high-ability
secondary school students: A case study. Gifted Child Quarterly, 54(3), 239-251. DOI:
10.1177/0016986209355973

Nicolaidou, I. (2013). E-portfolios supporting primary students' writing performance and peer
feedback. Computers & Education, 68, 404-415.

Nieto-Marquez, N.L., Baldominos, A., & Pérez-Nieto, M.A. (2020). Digital teaching materials
and their relationship with the metacognitive skills of students in primary education.
Education Sciences, 10(4),113

Nieuwhof-Leppink, A.J., de Jong, T.P.V.M., van de Putte, E.M., & Schappin, R. (2019). Does a
serious game increase intrinsic motivation in children receiving urotherapy? Journal of
Pediatric Urology, 15(1), 36.e1-36.e7

Niu, B., Wu, F., & Liu, J. (2019). Exploring differences of online meaningful posts and instructor
interactions between high-score and low-score students. Proceedings - 2019 8th
International Conference of Educational Innovation through Technology, EITT 2019,
8924055, 12-15

Niu, L. (2019). Using Facebook for academic purposes: Current literature and directions for
future research. Journal of Educational Computing Research, 56(8), 1384-1406.
Retrieved from: https://eric.ed.gov/?id=EJ1200126


https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57215666332&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=56203599600&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=6506033762&zone=

103

Nokelainen, P. (2006). An empirical assessment of pedagogical usability criteria for digital
learning material with elementary school students. Journal of Educational Technology &
Society, 9(2), 178-197. http://www.jstor.org/stable/jeductechsoci.9.2.178

Nolan, J., Mann, S., & Bakan, D. (2012). Nessie the Hydraulophone: A water-driven musical
object for children. Children, Youth and Environments, 22(2), 263-272.
http://www.jstor.org/stable/10.7721/chilyoutenvi.22.2.0263

Norlund, A. (2019). The research field of reality environments in education. International
Journal of Mobile and Blended Learning, 11(2), p68-77. ERIC Number: EJ1205558

Noroozi, O., Weinberger, A., Biemans, H. J. A., Mulder, M., & Chizari, M. (2012).
Argumentation-based computer supported collaborative learning (ABCSCL): A synthesis
of 15 years of research. Educational Research Review, 7, 79-106.
do0i:10.1016/j.edurev.2011.11.006

Novak, E. (2015). A critical review of digital storyline-enhanced learning. Educ. Technol. Res.
Develop., 63(3), 431-453.

Nufez, J.A.L., Belmonte, J.L., Guerrero, A.J.M., & Sadnchez, S.P. (2020). Effectiveness of
innovate educational practices with flipped learning and remote sensing in earth and
environmental sciences-An exploratory case study. Remote Sensing, 12(5), 897;
https://doi.org/10.3390/rs12050897

Nur, A.U., Setiawan, A., Ramalis, T.R., & Nurhayati (2019). Enhancing student creative thinking
skills through HOTVL design. Journal of Physics: Conference Series, 1280(5),052070

Nurjanah, S., & Mulyaning, E.C. (2020). Moodle-based e-learning development based on
mathematical solving of high school students. Journal of Physics: Conference Series,
1521(3),032098

Nurlaili, S., & Sari, D.R. (2020). Computer assisted instruction (CAl)-based learning:
Instructional need for pupils' conceptual understanding of water cycle? Journal of
Physics: Conference Series, 1521(4),042115

O’Dwyer, L. M., R. Carey, and G. Kleiman. (2007). A study of the effectiveness of the Louisiana
Algebra | online course. Journal of Research on Technology in Education 39(3), 289-306.

Odeh, S., & Qaraeen, 0. (2009). Designing multimodal user-interfaces for effective e-learning
in the school primary stages applied on real fractions. International Journal of Emerging
Technologies in Learning (iJET), 4(2), 39-47. Retrieved from
https://www.learntechlib.org/p/45007/.

Ogrutan, P.L., Aciu, L.E. (2020). Aspects of academic performance and ethics in the transition
to eLearning caused by the actual pandemic-A case study. TEM Journal, 9(2), 656-661.

Ojaleye, O., & Awofala, A.0.A. (2018). Blended learning and problem-based learning
instructional strategies as determinants of senior secondary school students'
achievement in algebra. International Journal of Research in Education and Science, 4(2),
486-501.

Okolo, C. M. (1992). The effect of computer-assisted instruction format and initial attitude on
the arithmetic facts proficiency and continuing motivation of students with learning
disabilities. Exceptionality, 3, 195-211. doi:10.1080/09362839209524815

Olabe, X.B., & Parco, M.E.O. (2020). Integration of computational thinking in compulsory
education. Two pedagogical experiences of collaborative learning online. RED-Revista De
Educacion A Distancia, 20(63). DOI: 10.6018/red.409481

Olson, S.M. (2016). A study on the effect of one-to-one technology on student growth in
reading. ProQuest LLC, D.Ed. Dissertation, University of St. Francis. Retrieved from:
https://eric.ed.gov/?id=ED582848


https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=36844545300&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57209230285&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57215771008&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57216962873&zone=

104

Oltman, J., & Hammond, T.C. (2017). "l almost wanted to touch them!" Curriculum-embedded
game-based learning for young elementary history education. Paper presented of the
American Educational Research Association (San Antonio, TX, Apr 27-May 1, 2017). ERIC
Number: ED602178

Ormanci, U., & Cepni, S. (2020). Investigating the effects of web-based science material for
guided inquiry approach on information and communication skills of students.
Participatory Educational Research, 7(1), 201-219. Retrieved from:
https://eric.ed.gov/?id=EJ1244219

Ortlieb, E., Sargent, S., & Moreland, M. (2014). Evaluating the efficacy of using a digital reading
environment to improve reading comprehension within a reading clinic. Reading
Psychology, 35(5), 397-421. ERIC Number: EJ1030658

Osler, J.E., & Wright, M.A. (2016). Neuro-holistic learning®: An integrated kinesthetic approach
to cognitive learning Using Collaborative Interactive Thought Exchange® in a blended
environment to enhance the learning of young African American males. Journal of
Educational Technology, 12(4), 1-9.

Otchie, W.O., & Pedaste, M. (2020). Using social media for learning in high schools: A
systematic literature review. European Journal of Educational Research, 9(2), 889-903.
ERIC Number: EJ1250428

Ouy, Y.K., Wang, Y.L, Chang, H.C,, (...), Zheng, Y.H., & Lee, B.O. (2020). Development of virtual
reality rehabilitation games for children with attention-deficit hyperactivity disorder.
Journal of Ambient Intelligence and Humanized Computing,
https://doi.org/10.1007/s12652-020-01945-9

Oueini, S. (2019). The impact of intelligent tutoring software on geometry students. ProQuest
LLC, Ed.D. Dissertation, University of South Carolina. Retrieved from:
https://eric.ed.gov/?id=ED601622

Ouherrou, N., Elhammoumi, O., Benmarrakchi, F., & El Kafi, J. (2019). Comparative study on
motions analysis from facial expressions in children with and without learning disabilities
in virtual learning environment. Education and Information Technologies, 24(2), 1777-
1792. Retrieved from: https://eric.ed.gov/?id=EJ1209265

Outhwaite, L.A., Gulliford, A., & Pitchford, N.J. (2020). Language counts when learning
mathematics with interactive apps. British Journal of Educational Technology,
https://doi.org/10.1111/bjet.12912.

Owen, H., & Dunham, N. (2015). Reflections on the use of iterative, agile and collaborative
approaches for blended flipped learning development. Education Sciences, 5(2), 85-103.

Owston, R., Wideman, H., Ronda, N. S., & Brown, C. (2009). Computer games developed as a
literacy activity. Computers and Education, 53(3), 977e989.

Pace, J.R., & Mellard, D.F. (2016). Reading achievement and reading efficacy changes for
middle school students with disabilities through blended learning instruction. Journal of
Special Education Technology, 31(3), 156-169. Retrieved from:
https://eric.ed.gov/?id=EJ1119794

Page, M.S. (2002). Technology-enriched classrooms: Effects on students of low socioeconomic
status. Journal of Research on Technology in Education, 34(4), 389-409.

Page, T., & Thorsteinsson, G. (2008). A blended learning route to improving innovation
education in Europe. Journal on School Educational Technology, 4(1), 18-23.

Paiva, V.T.C., Parma, E., & Buffon, R. (2020). Offering an online chemistry tournament to
engage high school students: A 10 Year experience in Brazil. Journal of Chemical
Education, 97(3), pp. 861-865



105

Pan, W. F. (2017). The effects of using the Kinect motion-sensing interactive system to
enhance English learning for elementary students. Educational Technology & Society,
20(2), 188-200.

Pane, J.F., Griffin, B.A., McCaffrey, D.F., & Karam, R. (2014). Effectiveness of cognitive tutor
algebra | at scale. Educational Evaluation and Policy Analysis, 36(2), 127-144.
10.3102/0162373713507480

Pang, B., Dietrich, T., Rundle-Thiele, S., Kubacki, K., Durl, J., Gullo, M., Arli, D., & Connor, J.
(2018). Can serious games reduce excessive drinking intentions among Australian
secondary school students? in R. Hay (Ed.) Conference Proceedings from the
International Social Marketing Conference, 15-17 July 2018, Singapore, pp. 248 - 249.

Pang, C., Lau, J., Seah, C.P., Cheong, L., & Low, A. (2018). Socially challenged collaborative
learning of secondary school students in Singapore. Education Sciences, 8(1), 24.

Pang, L.R., & Jen, C.C. (2018). Inclusive dyslexia-friendly collaborative online learning
environment: Malaysia case study. Education and Information Technologies, 23(3),
1023-1042. DOI: 10.1007/s10639-017-9652-8

Panomrerngsak, T., & Srisawasdi, N. (2019). A flipped classroom model with gamified inquiry-
based process-concept relationship. ICCE 2019 - 27th International Conference on
Computers in Education, Proceedings, 2, 19-27

Panoutsopoulos, H., & Sampson, D. G. (2012). A study on exploiting commercial digital games
into school context. Educational Technology & Society, 15(1), 15-27.

Panyajamorn, T., Suanmali, S., Kohda, Y., Chongphaisal, P., & Supnithi, T. (2018). Effectiveness
of e-learning design and affecting variables in Thai public schools. Malaysian Journal of
Learning and Instruction, 15(1), 1-34.

Papadakis, S., Gariou-Papalexiou, A., & Makrodimos, N. (2019). How to design and implement
a flipped classroom lesson: A bottom up procedure for more effective lessons. Open
Journal for Educational Research, 3(2), 53-66.

Papanastasiou, G.P., Drigas, A.S.& Skianis, C. (2017). Serious Games in preschool and primary
education: Benefits and impacts on curriculum course syllabus. International Journal of
Emerging Technologies in Learning, 12(1), 44-56. DOI: 10.3991/ijet.v12i01.6065

Papastergiou, M. (2009). Digital game-based learning in high school computer science
education: Impact on educational effectiveness and student motivation. Computers &
Education, 52, 1, 1-12.

Papastergiou, M. (2009). Exploring the potential of computer and video games for health and
physical education: A literature review. Computers & Education, 53(3), 603-622.
https://doi.org/10.1016/j.compedu.2009.04.001.

Pareto, L. (2014). A teachable agent game engaging primary school children to learn
arithmetic concepts and reasoning. International Journal of Artificial Intelligence in
Education, 24(3), 251. https://doi.org/10.1007/s40593-014-0018-8

Pareto, L., Haake, M., Lindstrém, P., Sjodén, B., & Gulz, A. (2012). A teachable-agent-based
game affording collaboration and competition: Evaluating math comprehension and
motivation. Education Tech Research Dev, 60(5), 723-751.
https://doi.org/10.1007/s11423?012?9246?5

Park, S.Y., Kim, S.W., Cha, S.B., & Nam, M.W. (2014). Comparing learning outcomes of video-
based e-learning with face-to-face lectures of agricultural engineering courses in Korean
agricultural high schools. Interactive Learning Environments, 22(4), 418-428. DOI:
10.1080/10494820.2012.680967


https://www.sciencedirect.com/science/article/abs/pii/S0360131508000845#!

106

Parkes, S., Zaka, P., & Davis, N. (2011). The first blended or hybrid online course in a New
Zealand secondary school: A case study. Computers in New Zealand Schools: Learning,
Teaching, Technology. 23(1).

Pasnik, S., Moorthy, S., Llorente, C., Hupert, N., Dominguez, X., & Silander, M. (2015).
Supporting parent-child experiences with PEG+CAT Early Math Concepts: Report to the
CPB-PBS Ready to Learn Initiative. Executive Summary. Education Development Center,
Inc. Retrieved from: https://eric.ed.gov/?id=ED594293

Patton, S., & Hutton, E. (2017). Exploring the participation of children with Down Syndrome in
Handwriting without Tears. Journal of Occupational Therapy, Schools & Early
Intervention, 10(2), 171-184. Retrieved from: https://eric.ed.gov/?id=EJ1141326

Pearson (2018). Connections Academy: Full-time virtual school for grades K-12. Efficacy
Research Report. Pearson. Retrieved from: https://eric.ed.gov/?id=ED592507

Pellas, N., Fotaris, P., Kazanidis, I., & Wells, D. (2019). Augmenting the learning experience in
primary and secondary school education: A systematic review of recent trends in
augmented reality game-based learning. Virtual Reality, 23, 329-346.

Peng, W. (2009). Design and evaluation of a computer game to promote a healthy diet for
young adults. Health Communication, 24(2), 115e127.

Pennala, R., Richardson, U., Ylinen, S., Lyytinen, H., & Martin, M. (2014). Computer game as a
tool for training the identification of phonemic length. Logopedics Phoniatrics Vocology,
39(4), 149-158. http://doi.org/10.3109/14015439.2013.810302.

Pensabe-Rodriguez, A., Lopez-Dominguez, E., Hernandez-Velazquez, Y., Dominguez-Isidro, S.,
& De-la-Calleja, J. (2020). Context-aware mobile learning system: Usability assessment
based on a field study. Telematics and Informatics, 48,101346

Peppler, K.A., & Kafai, Y.B. (2007). What videogame making can teach us about literacy and
learning: Alternative pathways into participatory culture. In A. Baba (Ed.), Situated Play:
Proceedings of the Third International Conference of the Digital Games Research
Association .

Pérez, M.D.M., Duque, A.P.G., & Garcia, L.C.F. (2018). Game-based Learning: Increasing the
logical-mathematical, naturalistic, and linguistic learning levels of primary school
students. Journal of New Approaches in Educational Research, 7(1), 31-39. ERIC Number:
EJ1166854

Perez, M.E.D., Garcia, L.C.F., & Guzman-Duque, A.P. (2016). Game to learn project: Game-
based learning to strengthen logical-mathematical, naturalist and linguistic intelligences
in primary school. Revista De Medios Y Educacion, 49, 177-193. DOI:
10.12795/pixelbit.2016.i49.012

Perez, M.M., Van den Noortgate, W., & Desmet, P. (2013). Captioned video for L2 listening
and vocabulary learning: A meta-analysis. System, 41(3), 720-739.
http://dx.doi.org/10.1016/j.system.2013.07.013.

Perry, S.M. (2014). A delayed treatment control group design study of an after-school online
tutoring program in reading. In: F. J. Garcia-Pefialvo, A. M. Seoane Pardo (Eds.), Online
Tutor 2.0: Methodologies and Case Studies for Successful Learning, (264-279). Hershey,
PA: IGI

Perttula, A. (2017). Flow experience in game-based learning - A systematic literature review.
International Journal of Serious Games, 4(1). https://doi.org/10.17083/ijsg.v4i1.151.

Peterson, M. (2010). Massively multiplayer online role-playing games as arenas for second
language learning. Computer Assisted Language Learning, 23(5), 429-439.
https://doi.org/10.1080/09588221. 2010.520673.


https://eric.ed.gov/?redir=https%3a%2f%2forcid.org%2f0000-0002-9143-5960
https://eric.ed.gov/?redir=http%3a%2f%2forcid.org%2f0000-0003-1704-6884

107

Peterson, M. (2016). The use of massively multiplayer online role-playing games in CALL: An
analysis of research. Computer Assisted Language Learning, 29(7), 1181.
https://doi.org/10.1080/09588221. 2016.1197949.

Petner, M.F., Jr. (2018). An examination of teacher experiences using educational digital
gaming in the classroom. ProQuest LLC, Ph.D. Dissertation, The Pennsylvania State
University. Retrieved from: https://eric.ed.gov/?id=ED597388

Petros, P., & Georgious, F. (2011). Educational applications of serious games: The case of the
game food force in primary education students. In proceedings of the 5th European
conference on games-based learning (EC-GBL), Athens, Greece.

Phillips, A., Pane, J.F., Reumann-Moore, R., & Shenbanjo, O. (2020). Implementing an adaptive
intelligent tutoring system as an instructional supplement. Educational Technology
Research and Development, 68(3), 1409-1437

Phillips, R., Kennedy, G., & McNaught, C. (2012). The role of theory in learning technology
evaluation research. Australasian Journal of Educational Technology, 28(7), 1103-1118.

Phoong, S.Y., Phoong, S.W., & Phoong, K.H. (2020). The effectiveness of frog virtual learning
environment in teaching and learning mathematics. Universal Journal of Educational
Research, 8(3 B), 16-23

Picciano, A. G., Seaman, J., Shea, P., & Swan, K. (2012). Examining the extent and nature of
online learning in American K-12 education: The research initiatives of the Alfred P.
Sloan Foundation. The Internet and Higher Education, 15(2), 127-135.
10.1016/j.iheduc.2011.07.004

Pietarinen, T., Vauras, M., Laakkonen, E., Kinnunen, R., & Volet, S. (2019). High school
students' perceptions of affect and collaboration during virtual science inquiry learning.
Journal of Computer Assisted Learning, 35(3), 334-348.

Pietarinen, T., Volet, S., Lehtinen, E., & Vauras, M. (2020). Affect in peer group learning during
virtual science inquiry: Insights from self-reports and video observations. Frontiers in
Psychology, 10: 2981. doi: 10.3389/fpsyg.2019.02981

Pifarre, M., &Li, L. (2018). Characterizing and unpacking learning to learn together skills in a
wiki project in primary education. Thinking Skills and Creativity, 29, 45-58. DOI:
10.1016/j.tsc.2018.06.004

Pilli, O., & Aksu, M. (2013). The effects of computer-assisted instruction on the achievement,
attitudes and retention of fourth grade mathematics students in North Cyprus.
Computers & Education, 62, 62-71.

Pinkard, N., Erete, S., Martin, C.K., & de Royston, M.M. (2017). Digital youth divas: Exploring
narrative-driven curriculum to spark middle school girls' interest in computational
activities. Journal of the Learning Sciences, 26(3), 477-516. DOI:
10.1080/10508406.2017.1307199

Pir, A., Afshar, L.K., & Maveddat, S. (2019). The effectiveness of a set of Neuroland Digital
minigames on enhancing visual memory and reducing spelling errors in students with
writing problems: A pilot study. Proceedings of the 2019 International Serious Games
Symposium, ISGS 2019, 9047021, 61-67

Piriyasurawong, P., & Ruangvanich, S. (2020). Mobile learning of mathematics games to
enhance problem-solving skill. Advances in Intelligent Systems and Computing, 1134
AISC, 79-90

Pitchford, N.J., Kamchedzera, E., Hubber, P.J., & Chigeda, A.L. (2018). Interactive apps promote
learning of basic mathematics in children with special educational needs and disabilities.
Frontiers in Psychology, 9, DOI=10.3389/fpsyg.2018.00262



108

Plass, J. L., Homer, B. D., & Kinzer, C. K. (2015). Foundations of game-based learning.
Educational Psychologist, 50(4), 258-283.

Plass, J. L., O’Keefe, P. A., Homer, B. D., Case, J., Hayward, E. O., Stein, M., & Perlin, K. (2013).
The impact of individual, competitive, and collaborative mathematics game play on
learning, performance, and motivation. Journal of Educational Psychology, 105(4), 1050-
1066.

Plavnick, J.B., Thompson, J.L., Englert, C.S., Mariage, T., & Johnson, K. (2016). Mediating access
to Headsprout Early Reading for children with autism spectrum disorders. Journal of
Behavioral Education, 25(), 357-378. Retrieved from: https://eric.ed.gov/?id=EJ1110508.

Ploger, D., & Hecht, S. (2009). Enhancing children's conceptual understanding of mathematics
through Chartworld software. Journal of Research in Childhood Education, 23(3), 267-
277. https://doi.org/10.1080/02568540909594660

Plowman, L. (2015). Researching young children's everyday uses of technology in the family
home. Interacting with Computers, 27(1), 36-46.

Poelmans, S., Goeman, K., & Wautelet, Y. (2018). Net benefits of face-to-face versus online
instruction at school: A repetitive factorial experiment in an ecological setting. Paper
presented at the International Association for Development of the Information Society
(IADIS) International Conference on Cognition and Exploratory Learning in the Digital
Age (CELDA) (15th, Budapest, Hungary, Oct 21-23, 2018). Retrieved from:
https://eric.ed.gov/?id=ED600592

Poirier, M., Law, J.M., & Veispak, A. (2019). A spotlight on lack of evidence supporting the
integration of blended learning in K-12 education: A systematic review. International
Journal of Mobile and Blended Learning, 11(4), 1-14.

Politis, Y., Robb, N., Yakkundi, A., Dillenburger, K., Herbertson, N., Charlesworth, B., &
Goodman, L. (2017). People with disabilities leading the design of serious games and
virtual worlds. International Journal of Serious Games, 4(2), 87-97. DOI:
10.17083/ijsg.v4i2.160

Ponce, H. R., Lopez, M. J., & Mayer, R. E. (2012). Instructional effectiveness of a computer-
supported program for teaching reading comprehension strategies. Computers &
Education, 59(4), 1170-1183.

Potocki, A., Ecalle, J., & Magnan, A. (2013). Effects of computer-assisted comprehension
training in less skilled comprehenders in second grade: A one-year follow-up study.
Computers & Education, 63, 131-140.

Potts, J.A. (2019). Profoundly gifted students' perceptions of virtual classrooms. Gifted Child
Quarterly, 63(1), 58-80. DOI: 10.1177/0016986218801075

Pradana, L.N., & Sholikhah, O.H. (2019). Mathematical Literacy Training (MLT) through Virtual
based Mathematics Kits (VMK) for best mathematics performance. Journal of Physics:
Conference Series, 1318(1), 012017

Pragnell, M. V., Roselli, T., & Rossano, V. (2006). Can a hypermedia cooperative e-learning
environment stimulate constructive collaboration? Educational Technology & Society,
9(2), 119-132.

Prescott, J.E., Bundschuh, K., Kazakoff, E.R., & Macaruso, P. (2018). Elementary school-wide
implementation of a blended learning program for reading intervention. Journal of
Educational Research, 111(4), 497-506.

Price, C.A., Gean, K., Christensen, C.G., Beheshti, E., Pernot, B., Segovia, G., Person, H.,
Beasley, S., & Ward, P. (2016). Casual games and casual learning about human biological
systems. Journal of Science Education and Technology, 25(1), 111-126.



109

Priowibowo, B., Effendy, V., & Junaedi, D. (2020). Designing user interface using user-centered
design method on reproductive health learning for visual impairment teenagers. IOP
Conference Series: Materials Science and Engineering, 830(2),022092

Proctor, C.P., Dalton, B., Uccelli, P., Biancarosa, G., Mo, E., Snow, C., & Neugebauer, S. (2011).
Improving comprehension online: Effects of deep vocabulary instruction with bilingual
and monolingual fifth graders. Reading and Writing: An Interdisciplinary Journal, 24(5),
517-544. Retrieved from: https://eric.ed.gov/?id=EJ921556

Psycharis, S., Chalatzoglidis, G., & Kalogiannakis, M. (2013). Moodle as a learning environment
in promoting conceptual understanding for secondary school students. Eurasia Journal
of Mathematics Science and Technology Education, 9 (1), 11-21.

Purba, S.W.D., Hwang, W.-Y., & Pao, S.-C. (2019). Effect of ubiquitous physics app on learning
achievements in authentic contexts. Proceedings - 2019 12th International Conference
on Ubi-Media Computing, Ubi-Media 2019, 9049632, 273-278.

Putri, A.S., & Aznam, N. (2019). The effect of the science web module integrated on Batik's
local potential towards students' critical thinking and problem solving (thinking skill).
Journal of Science Learning, 2(3), 92-96. Retrieved from:
https://eric.ed.gov/?id=EJ1226186

Pyatt, K., & Sims, R. (2012). Virtual and physical experimentation in inquiry-based science labs:
Attitudes, performance and access. J Sci Educ Technol, 21, 133- 147.

Pytash, K. E., & O’Byrne, W. I. (2014). Research on literacy instruction and learning in virtual,
blended, and hybrid environments. In Handbook of Research on K-12 Online and
Blended Learning, Ed. Richard E. Ferdig and Kathryn Kennedy. Pp. 179-200. ETC Press:
Pittsburgh, PA.

Qian, M., & Clark, K.R. (2016). Game-based learning and 21st century skills: A review of recent
research. Comput. Hum. Behav., 63, 50-58.

Qin, J., Zheng, Q., & Li, H. (2014). A study of learner-oriented negative emotion compensation
in e-learning. Educational Technology & Society, 17(4), 420-431.

Queiroga, E.M., Lopes, J.L., Kappel, K., (...), Villarroel, R., Cechinel, C. (2020). A learning
analytics approach to identify students at risk of dropout: A case study with a technical
distance education course. Applied Sciences (Switzerland), 10(11), 3998

Quigley, C.F., & Herro, D. (2016). "Finding the joy in the unknown": Implementation of STEAM
teaching practices in middle school science and math classrooms. Journal of Science
Education and Technology, 25(3), 410-426. http://www.jstor.org/stable/43867761

Radecki, A., Bujacz, M., Skulimowski, P., & Strumitto, P. (2020). Interactive sonification of
images in serious games as an education aid for visually impaired children. British
Journal of Educational Technology, 51(2), 473-497

Raes, A., Schellens, T., De Wever, B., & Vanderhoven, E. (2012). Scaffolding information
problem solving in web-based collaborative inquiry learning. Computers & Education,
59(1), 82-94. Retrieved from: https://eric.ed.gov/?id=EJ957636

Raish, V., Schroth, S., & Carr-Chellman, A. (2018). Leading e-Learning schools from a systemic
perspective: A guide for K-12 leaders. In: Leading and Managing E-Learning: What The E-
Learning Leader Needs to Know. (Eds.) Pina, A.A., Lowell, V.L., & Harris, B.R. Pages: 369-
388. DOI: 10.1007/978-3-319-61780-0_25

Ramadhani, R., Umam, R., Abdurrahman, A., & Syazali, M. (2019). The effect of flipped-
problem based learning model integrated with LMS-google classroom for senior high
school students. Journal for the Education of Gifted Young Scientists, 7(2), 137-158


https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=36608803900&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=24174091900&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=24175143000&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=6602080015&zone=

110

Ramirez, P.A.M. (2019). E-Learning in the development of school scientific thinking in the
Physics classroom. Scientific Magazine, 121-130.

Randall, B.S. (2018). Collaborative instruction and Handwriting without Tears: A strong
foundation for kindergarten learning. Journal of Occupational Therapy, Schools & Early
Intervention, 11(4), 374-384. Retrieved from: https://eric.ed.gov/?id=EJ1202882

Rasalingam, R.R. (2020). The effects of emotionally sound web-based instruction on
performance, engagement and retention. Advances in Intelligent Systems and
Computing, 1072, 329-338

Rathakrishnan, M., Kaur, M., Zakaria, H., & Raman, A. (2020). Trello virtual learning and its
effect on students’ critical thinking skills in essay writing. International Journal of
Advanced Science and Technology, 29(7 Special Issue), 815-824

Rauschenberger, M., Baeza-Yates, R., & Rello, L. (2020). Screening risk of dyslexia through a
web-game using language-independent content and machine learning. Proceedings of
the 17th International Web for All Conference, W4A 2020

Ravichandran, Fen, H.Y., Schatenstein, A., & Chang, V. (2020). Technology enabled learning
experience among international baccalaureate students through experiential mobile
learning app. Test Engineering and Management, 83, 5278-5288

Ravyse, W.S., Blignaut, A.S., Leendertz, V., & Woolner, A. (2017). Success factors for serious
games to enhance learning: A systematic review. Virtual Reality, 21(1), 31-58. DOI:
10.1007/s10055-016-0298-4

Raynaudo, G., & Peralta, O. (2019). Children learning a concept with a book and an e-book: A
comparison with matched instruction. European Journal of Psychology of Education,
34(1), 87-99. Retrieved from: https://eric.ed.gov/?id=EJ1238029

Rebetez, C., Bétrancourt, M., Sangin, M., & Dillenbourg, P. (2010). Learning from animation
enabled by collaboration. Instructional Science, 38, 471-485. doi:10.1007/ s11251-009-
9117-6

Reitz, L., Sohny, A., & Lochmann, G. (2016). VR-based gamification of communication training
and oral examination in a second language. International Journal of Game-Based
Learning, 6(2), 391-404. https://doi.org/10.1080/14681811.2015.1123147.

Repetto, J. B., & Spitler, C. J. (2014). Research on at-risk learners in K-12 online learning. In
Handbook of Research on K-12 Online and Blended Learning (pp. 107-134). (Eds.) T.L.
Heafner, & R. Hartshorne, et al. Information Science Reference: Hershey, PA.

Resing, W., Steijn, W. M., Xenidou-Dervou, I., Stevenson, C. E., & Elliott, J. G. (2011).
Computerized dynamic testing: A study of the potential of an approach using sensor
technology. Journal of Cognitive Education and Psychology, 10(2), 178-194.

Rhew, E., Piro, J.S., Goolkasian, P., & Cosentino, P. (2018). The effects of a growth mindset on
self-efficacy and motivation. Cogent Education, 5 (1), Article 1492337. Retrieved from:
https://eric.ed.gov/?id=EJ1206048

Riaz, M.S., Cuenen, A., Janssens, D., Brijs, K., & Wets, G. (2019). Evaluation of a gamified e-
learning platform to improve traffic safety among elementary school pupils in Belgium.
Personal and Ubiquitous Computing, 23(5-6), 931-941

Richards-Babb, M., Curtis, R., Ratcliff, B., Roy, A., & Mikalik, T. (2018). General chemistry
student attitudes and success with use of online homework: Traditional-responsive
versus adaptive-responsive. Journal of Chemical Education, 95(5), 691-699. Retrieved
from:

Riconscente, M.M. (2013). Results from a controlled study of the iPad fractions game Motion
Math. Games and Culture, 8(4), 186-214.



111

Rideout, V., Foehr, U.G. & Roberts, D. (2010). Generation M2: Media in the lives of 8- to 18-
year-olds. Menlo Park, CA: Henry J. Kaiser Family Foundation. Retrieved from:
https://files.eric.ed.gov/fulltext/ED527859.pdf

Riopel, M., Nenciovici, L., Potvin, P., Chastenay, P., Charland, P., Sarrasin, J.B., & Masson, S.
(2019). Impact of serious games on science learning achievement compared with more
conventional instruction: an overview and a meta-analysis. Studies in Science Education,
55(2), 169-214.

Risniawati, M., Serevina, V., & Delina, M. (2020). The development of E-learning media to
improve students' science literacy skill in Senior High School. Journal of Physics:
Conference Series, 1481(1),012075

Robertson, D., & Miller, D. (2009). Learning gains from using games consoles in primary
classrooms: A randomized controlled study. Procedia - Social and Behavioral Sciences 1,
1641-1644.

Robertson, J. (2012). Making games in the classroom: Benefits and gender concerns.
Computers and Education, 59, 385e398.

Roberts-Tyler, E.J., Hughes, J.C., & Hastings, R.P. (2020). Evaluating a computer-based reading
programme with children with intellectual disabilities: Feasibility and pilot research.
Journal of Research in Special Educational Needs, 20(1), 14-26.

Rodriguez, |., Puig, A., Tellols, D., & Samso, K. (2020). Evaluating the effect of gamification on
the deployment of digital cultural probes for children. International Journal of Human-
Computer Studies, 137, UNSP 102395. DOI: 10.1016/j.ijhcs.2020.102395

Rogers, P.C., Graham, C.R., & Mayes, C.T. (2007). Cultural competence and instructional
design: Exploration research into the delivery of online instruction cross-culturally.
Educational Technology Research and Development, 55(2), 197-217.
http://www.jstor.org/stable/30221239

Roll, I., Aleven, V., MclLaren, B. M., & Koedinger, K. R. (2011). Improving students' help-seeking
skills using metacognitive feedback in an intelligent tutoring system. Learning and
Instruction, 21(2), 267-280.

Roll, I., Baker, R.S.J., Aleven, V., & Koedinger, K.R. (2014). On the benefits of seeking (and
avoiding) help in online problem-solving environments. Journal of the Learning Sciences,
23(4), 537-560. Retrieved from: https://eric.ed.gov/?id=EJ1044739

Ronimus, M., Eklund, K., Pesu, L., & Lyytinen, H. (2019). Supporting struggling readers with
digital game-based learning. Educational Technology Research and Development, 67(3),
639-663

Rosas, R., Nussbaum, M., Cumsille, P., Marianov, V., Correa, M., Flores, P., Grau, V., ... &
Salinas, M. (2003). Beyond Nintendo: Design and assessment of educational video games
for 1st and 2nd grade students. Computers & Education, 40, 71-94.

Roschelle, J. M., Pea, R. D., Hoadley, C. M., Gordin, D. N., & Means, B. M. (2000). Changing
how and what children learn in school with computer-based technologies. The Future of
Children, 10(2). https://doi.org/10.2307/1602690.

Roschelle, J., Feng, M.Y., Murphy, R.F., & Mason, C.A. (2016). Online mathematics homework
increases student achievement. AERA Open, 2(4). Retrieved from:
https://eric.ed.gov/?id=EJ1194398

Roschelle, J., Rafanan, K., Bhanot, R., Estrella, G., Penuel, B., Nussbaum, M., et al. (2010).
Scaffolding group explanation and feedback with handheld technology: Impact on
students' mathematics learning. Educational Technology Research and Development,
58(4), 399-419.



112

Rosen, Y. (2009). The effects of an animation-based on-line learning environment on transfer
of knowledge and on motivation for science and technology learning. Journal of
Educational Computing Research, 40(4), 451-467. Retrieved from:
https://eric.ed.gov/?id=EJ854130

Rosen, Y., & Beck-Hill, D. (2012). Intertwining digital content and a one-to-one laptop
environment in teaching and learning: Lessons from the Time to Know program. Journal
of Research on Technology in Education, 44(3), 225-241. Retrieved from:
https://eric.ed.gov/?id=EJ976467

Rosenbaum, E., Klopfer, E., & Perry, J. (2006). On location learning: Authentic applied science
with networked augmented realities. Journal of Science Education and Technology,
16(1).

Rosmansyah, Y., Alim, A.F. (2019). Personalized blended mobile learning framework for the
Koran memorization process. Proceedings of the International Conference on Electrical
Engineering and Informatics, 2019-July,8988837, 278-283

Royston-Muirhead, L. (2016). Factors which aid or inhibit peer-to-peer interaction during
Project Based Learning in a virtual high school for anxious school refusers: A case study
in the United Kingdom. Doctoral dissertation, University of Cape Town.

Rubin-Vaughan, A., Pepler, D., Brown, S., & Craig,W. (2011). Quest for the golden rule: An
effective social skills promotion and bullying prevention program. Computers and
Education, 56(1), 166e175.

Rudd, P., Aguilera, A. B. V., Elliott, L., & Chambers, B. (2017). MathsFlip: Flipped learning
evaluation. Evaluation report and executive summary. London: Education Endowment
Foundation. ERIC Number: ED581151.

Rummel, N., Mullins, D., & Spada, H. (2012). Scripted collaborative learning with the cognitive
tutor algebra. International Journal of Computer-Supported Collaborative Learning, 7(2),
307-339.

Rusmono, R., Winarsih, M., & Hardiansyah, H. (2019). Effect of teaching material based on
mobile learning to learning outcomes of natural environment. Journal of Physics:
Conference Series, 1402(7),077076

Ryoo, K.Y., & Bedell, K. (2017). The effects of visualizations on linguistically diverse students'
understanding of energy and matter in life science. Journal of Research in Science
Teaching, 54(10), 1274-1301. Retrieved from: https://eric.ed.gov/?id=EJ1160721

Sabben, G., Akelo, V., Mudhune, V., (...), Stephenson, R., & Winskell, K. (2019). A smartphone
game to prevent HIV among young Africans: Protocol for a randomized pilot study of a
mobile intervention. Journal of Medical Internet Research, 21(3), e11209

Sadka, O., & Antle, A. (2020). Interactive technologies for emotion-regulation training:
Opportunities and challenges. In CHI EA '20: Extended Abstracts of the 2020 CHI
Conference on Human Factors in Computing Systems (pp. 1-12).
https://doi.org/10.1145/3334480.3382894

Séez-Lépez, J., Miller, J., Vazquez-Cano, E., & Dominguez-Garrido, M. (2015). Exploring
application, attitudes and integration of video games: MinecraftEdu in middle school.
Journal of Educational Technology & Society, 18(3), 114-128.
http://www.jstor.org/stable/jeductechsoci.18.3.114

Safar, A.H., Al-Jafar, A.A., & Al-Yousefi, Z.H. (2017). The effectiveness of using augmented
reality apps in teaching the English alphabet to kindergarten children: A case study in the
State of Kuwait. EURASIA Journal of Mathematics, Science & Technology Education,
13(2), 417-440. Retrieved from: https://eric.ed.gov/?id=EJ1123067



113

Salas Rueda, R.A. (2020). Use of the flipped classroom to design creative and active activities
in the field of computer science. Creativity Studies, 13(1), 136-151.
https://doi.org/10.3846/cs.2020.10336

Salas-Rueda, R.A. (2020). Impact of the WampServer application in blended learning
considering data science, machine learning, and neural networks. E-Learning and Digital
Media, 17(3), pp. 199-217

Salmela-Aro, K., Upadyaya, K., Hakkarainen, K., Lonka, K., & Alho, K. (2017). The dark side of
internet use: Two longitudinal studies of excessive internet use, depressive symptoms,
school burnout and engagement among Finnish early and late adolescents. Journal of
Youth and Adolescence, 46(2), 343-357.

Sanchez, J., & Olivares, R. (2011). Problem solving and collaboration using mobile serious
games. Computers & Education, 57(3), 1943e1952.

Sdnchez-Mena A., Marti-Parrefio J. (2017), Teachers” acceptance of educational video games:
A comprehensive literature review. Journal of e-Learning and Knowledge Society, 13(2),
47-63. DOI: 10.20368/1971-8829/1319

Sandberg, J., Maris, M., & de Geus, K. (2011). Mobile English learning: An evidence-based
study with fifth graders. Computers & Education, 57(1), 1334-347.

Sandberg, J., Maris, M., & Hoogendoorn, P. (2014). The added value of a gaming context and
intelligent adaptation for a mobile learning application for vocabulary learning.
Computers & Education, 76, 119-130.
http://dx.doi.org/10.1016/j.compedu.2014.03.006.

Sandy-Hanson, A.E. (2006). A meta-analysis of the impact of computer technology versus
traditional instruction on students in kindergarten through twelfth grade in the United
States: A comparison of academic achievement, higher-order thinking skills, motivation,
physical outcomes and social skills. Ph.D. thesis, Howard University.

Sanford, R., Ulicsak, M., Facer, K., & Rudd, T. (2006). Teaching with games: Using commercial
off-the-shelf computer games in formal education. Bristol: Futurelab.

Saputra, M.R.D., & Kuswanto, H. (2019). The effectiveness of Physics Mobile Learning (PML)
with HomboBatu theme to Improve the ability of diagram representation and critical
thinking of senior high school students. International Journal of Instruction, 12(2), 471-
490. Retrieved from: https://eric.ed.gov/?id=EJ1211004

Sari, D.R., Surtikanti, H.K., & Nurlaili, S. (2019). The analysis of primary school pupils' science
conceptual understanding by using Edmodo as online-based learning. ACM International
Conference Proceeding Series, 105-108.

Sari, L., Sulisworo, D., Toifur, M., & Abd Rahman, N.H. (2020). Effects of Schoology online
cooperative learning to learning achievement. International Journal of Scientific and
Technology Research, 9(2), 99-103

Sarica, H.C., & Usluel, Y. K. (2016). The effect of digital storytelling on visual memory and
writing skills. Computers & Education, 94, 298-309.

Sarvehana, Z.S.J. (2019). Study on effectiveness of Hana game application on cognitive
problem-solving skill, attention and academic achievement linguistics and mathematics
on first grade student. Proceedings of the 2019 International Serious Games Symposium,
ISGS 2019, 9047023, 109-118

Satar, H. M., & Ozdener, N. (2008). The effects of synchronous CMC on speaking proficiency
and anxiety. The Modern Language Journal, 92, 595-613.



114

Savage, R. S., Erten, O., Abrami, P., Hipps, G., Comaskey, E., & van Lierop, D. (2010).
ABRACADABRA in the hands of teachers: The effectiveness of a web-based literacy
intervention in grade 1 language arts programs. Computers & Education, 55(2), 911-922.

Schechter, R., Macaruso, P., Kazakoff, E.R., & Brooke, E. (2015). Exploration of a blended
learning approach to reading instruction for low SES students in early elementary
grades. Computers in the Schools, 32(3-4), 183-200.

Schechter, R.L., Kazakoff, E.R., Bundschuh, K., Prescott, J.E., & Macaruso, P. (2017). Exploring
the impact of engaged teachers on implementation fidelity and reading skill gains in a
blended learning reading program. Reading Psychology, 38(6), 553-579.

Schenke, K., Redman, E.J.K.H., Chung, G.K.W.K,, (...), Parks, C.B., & Roberts, J.D. (2020). Does
“Measure Up” measure up? Evaluation of an iPad app to teach preschoolers
measurement concepts. Computers and Education, 146,103749

Schifter, C.C., Ketelhut, D.J., & Nelson, B.C. (2012). Presence and middle school students'
participation in a virtual game environment to assess science inquiry. Journal of
Educational Technology & Society, 15(1), 53-63.
http://www.jstor.org/stable/jeductechsoci.15.1.53

Schlosser, R.W., O'Brien, A., Yu, C., Abramson, J., Allen, A.A,, Flynn, S., & Shane, H.C. (2017).
Repurposing everyday technologies to provide just-in-time visual supports to children
with intellectual disability and autism: A pilot feasibility study with the Apple Watch.
International Journal of Developmental Disabilities, 63(4), 221-227.

Schneider, D., Chambers, A., Mather, N., Bauschatz, R., Bauer, M., & Doan, L. (2016). The
effects of an ICT-based reading intervention on students' achievement in grade two.
Reading Psychology, 37(5), 793-831. Retrieved from: https://eric.ed.gov/?id=EJ1098066

Schneider, J., Schaal, S., & Schlieder, C. (2020). Integrating simulation tasks into an outdoor
location-based game flow. Multimedia Tools and Applications, 79(5-6), 3359-3385

Schonfelder, M.L., & Bogner, F.X. (2017). Two ways of acquiring environmental knowledge: By
encountering living animals at a beehive and by observing bees via digital tools.
International Journal of Science Education, 39(6), 723-741. Retrieved from:
https://eric.ed.gov/?id=EJ1140827

Schumaker, J. & Deshler, D. (2009). Adolescents with learning disabilities as writers: Are we
selling them short? Learning Disabilities Research & Practice, 24, 81-92.

Schwarz, A., Mertens, L., Simons, M., (...), Chastin, S.F.M., Desmet, A. (2019). Which game
narratives do adolescents of different gameplay and sociodemographic backgrounds
prefer? A mixed-methods analysis. Games for Health Journal, 8(3), 195-204

Scogin, S.C., & Stuessy, C.L. (2015). Encouraging greater student inquiry engagement in science
through motivational support by online scientist-mentors. Science Education, 99(2), 312-
349. ERIC Number: EJ1052442

Scoresby, J., & Shelton, B. (2011). Visual perspectives within educational computer games:
Effects on presence and flow within virtual immersive learning environments.
Instructional Science, 39(3), 227-254. DOI: 10.1007/s11251-010-9126-5

Seage, S.J., & Tliregilin, M. (2020). The effects of blended learning on STEM achievement of
elementary school students. International Journal of Research in Education and Science,
6(1), 133-140. ERIC Number: EJ1231349.

Sedig, K. (2007). Toward operationalization of ‘flow’ in mathematics learnware. Computers in
Human Behavior, 23, 2064-2092. https://doi.org/10.1016/j.chb.2006.11.001



115

Sedig, K. (2008). From play to thoughtful learning: A design strategy to engage children with
mathematical representations. Journal of Computers in Mathematics and Science
Teaching, 27(1), 65-101.

Seelhammer, C., & Niegemann, H. M. (2009). Playing games to learn-Does it actually work?
Proceedings of the 17th International Conference on Computers in Education (pp. 675-
681). Hong Kong: Asia-Pacific Society for Computers in Education.

Segers, E. & Verhoeven, L. (2003). Effects of vocabulary training by computer in kindergarten.
Journal of Computer Assisted Learning, 19, 557-566. doi:10.1046/j.0266-
4909.2003.00058.x

Segers, E., & Verhoeven, L. (2005). Long-term effects of computer training of phonological
awareness in kindergarten. Journal of Computer Assisted Learning, 21(1), 17e27.

Segers, E., & Verhoeven, L. (2009). Learning in a sheltered Internet environment: The use of
WebQuests. Learning and Instruction, 19(5), 423-432.

Segolsson, M., Hirsh, A., & Backlund, J. (2017). The flipped classroom and student learning at
compulsory school in Sweden: A longitudinal, qualitative study. Journal of Education and
Practice, 8(18), 77-86.

Seifert, T., & Har-Paz, C. (2020). The effects of mobile learning in an EFL class on self-regulated
learning and school achievement. International Journal of Mobile and Blended Learning,
12(3), 49-65

Sequeira, C. A. (2009). Synchronous computer-mediated communication and second language
proficiency. (Unpublished PhD dissertation), University of Oregon.

Serin, O. (2011). The effects of the computer-based instruction on the achievement and
problem-solving skills of the science and technology students. The Turkish Online Journal
of Educational Technology, 10(1), 183-201.

Serret, S., Hun, S., Thummler, S., Pierron, P., Santos, A., Bourgeois, J., & Askenazy, F., (2017).
Teaching literacy skills to French minimally verbal school-aged children with autism
spectrum disorders with the serious game SEMA-TIC: An exploratory study. Frontiers in
Psychology, 8, 1523. DOI: 10.3389/fpsyg.2017.01523

Serungke, M., & Muhibbuddin, S., (2020). Implementation of problem-based learning (PBL)
with virtual laboratory to improve students' critical thinking and achievement. Journal of
Physics: Conference Series, 1460(1),012134

Setyaningrum, W. (2019). Self-regulated learning in blended learning approach. Journal of
Physics: Conference Series, 1320(1),012089

Shachar, M. & Neumann, Y. (2003). Differences between traditional and distance education
academic performances: A meta-analytic approach. The International Review of
Research in Open and Distributed Learning, 4(2).
http://www.irrodl.org/index.php/irrodl/article/view/153/704

Shah, M., & Foster, A. (2014). Undertaking an ecological approach to advance game-based
learning: A case study. Journal of Educational Technology & Society, 17(1), 29-41.
http://www.jstor.org/stable/jeductechsoci.17.1.29

Shahriarpour, N., & Kafi, Z. (2014). On the effect of playing digital games on Iranian
intermediate EFL learners' motivation toward learning English vocabularies. Procedia -
Social and Behavioral Sciences, 98, 1738-1743.
http://doi.org/10.1016/j.sbspro.2014.03.601.

Shamir, A. (2017). Expanding the boundaries of kindergartners' e-book reading: Metacognitive
guidance for e-book support among young children at risk for learning disabilities.
Teachers College Record, 119, 13. Retrieved from: https://eric.ed.gov/?id=EJ1143651



116

Shana, Z. (2009). Learning with technology: Using discussion forums to augment a traditional-
style class. Journal of Educational Technology & Society, 12(3), 214-228.
http://www.jstor.org/stable/jeductechsoci.12.3.214

Shannon, L., & Grant, B. (2015). A final report for the evaluation of the Achieve3000 Programs.
Online Submission. Retrieved from: https://eric.ed.gov/?id=ED563449

Sharifi, M., Azizifar, A., Jamalinesari, A., & Gowhary, H. (2015). The effect of Rosetta stone
computer software on vocabulary learning of Iranian elementary EFL learners. Procedia-
Social and Behavioral Sciences, 192, 260-266.

Sheard, M. K., & Chambers, B. (2014). A case of technology-enhanced formative assessment
and achievement in primary grammar: How is quality assurance of formative assessment
assured? Studies in Educational Evaluation, 43, 14-23.

Shechtman, N., Roschelle, J., Feng, M.Y., & Singleton, C. (2019). An efficacy study of a digital
core curriculum for grade 5 mathematics. AERA Open, v5 n2.

Shen, P.D., Lee, T.H., & Tsai, C.W. (2011). Applying blended learning with web-mediated self-
regulated learning to enhance vocational students' computing skills and attention to
learn. Interactive Learning Environments, 19(2), 193-209. ERIC Number: EJ914450

Shen, R.M., Wang, M.J., & Pan, X.Y. (2008). Increasing interactivity in blended classrooms
through a cutting-edge mobile learning system. British Journal of Educational
Technology, 39(6), 1073-1086.

Shensa, A., Phelps-Tschang, J., Miller, E., & Primack, B.A. (2016). A randomized crossover
study of web-based media literacy to prevent smoking. Health Education Research,
31(1), 48-59. Retrieved from: https://eric.ed.gov/?id=EJ1089984

Shih, J.L., Hwang, G.J., Chu, Y.C., & Chuang, C.W. (2011). An investigation-based learning
model for using digital libraries to support mobile learning activities. The Electronic
Library, 29(4), 488-505.

Shih, W.C., & Tseng, S.S. (2009). A knowledge-based approach to retrieving teaching materials
for context-aware learning. Educational Technology & Society, 12(1), 82-106.

Shin, N., Sutherland, L.M., Norris, C.A., & Soloway, E. (2012). Effects of game technology on
elementary student learning in mathematics. British Journal of Educational Technology,
43, 540-560.

Shokri, H., & Abdolmanafi-Rokni, S. J. (2014). The effect of using educational computer games
on recall and retention of spelling in Iranian EFL learners. International Journal of
Applied Linguistics & English Literature, 3(6), 169-175.
http://doi.org/10.7575/aiac.ijalel.v.

Shraim, K., & Khlaif, Z. (2010). An e-learning approach to secondary education in Palestine:
Opportunities and challenges. Information Technology for Development, 16(3), 159-173.
DOI: 10.1080/02681102.2010.501782

Shute, V., & Towle, B. (2003). Adaptive E-learning. Educational Psychologist, 38(2), 105-114.
DOI: 10.1207/515326985EP3802_5

Siddiqui, N., Gorard, S., & See, B.H. (2016). Accelerated Reader as a literacy catch-up
intervention during primary to secondary school transition phase. Educational Review,
68(2), 139-154. Retrieved from: https://eric.ed.gov/?id=EJ1091705

Sik-Lanyi, C., Shirmohammmadi, S., Guzsvinecz , T., Abersek, B., Szucs, V., Van Isacker, K.,
Lazarov, A., Grudeva, P., & Boru, B. (2018). How to develop serious games for social and
cognitive competence of children with learning difficulties. In: 2017 8th IEEE
International Conference on Cognitive Infocommunications (CoginfoCom), Debrecen,
Hungary. 11-14 Sept.



117

Simpson, A. (2010). Integrating technology with literacy: Using teacher-guided collaborative
online learning to encourage critical thinking. ALT-J: Research in Learning Technology,
18(2), 119-131.

Simsek, i. (2010). The effect of weblog (blog) students’ writing performance, Procedia Social
and Behavioral Sciences 2, 953-958.

Sinclair, K.J., Renshaw, C.E., & Taylor, H A. (2004). Improving computer-assisted instruction in
teaching higher-order skills. Computers and Education, 42, 169-180.

Sindre, G., Natvig, L., & Jahre, M. (2009). Experimental validation of the learning effect for a
pedagogical game on computer fundamentals. IEEE Transactions on Education, 52, 10-
18. d0i:10.1109/TE.2007.914944

Sionti, M., Schack, T., & Aloimonos, Y. (2018). An embodied tutoring system for literal vs.
metaphorical concepts. Frontiers in Psychology, 9, 2254

Sitzmann T., Kraiger K., Stewart D., & Wisher R. (2006). The comparative effectiveness of web-
based and classroom instruction: A meta-analysis. Personnel Psychology, 59(3), 623-664.
10.1111/j.1744-6570.2006.00049.x

Sitzmann, T. (2011). A meta-analytic examination of the instructional effectiveness of
computer-based simulation games. Personnel Psychology 64, 489-528.

Sivakumar, P., & Selvakumar, S. (2019). Blended learning package: Its effectiveness on
students’ performance and retention in higher secondary physics course. International
Journal of Scientific and Technology Research, 8(10), 1316-1320

Slagter van Tyron, P.J., & Bishop, M.J. (2009). Theoretical foundations for enhancing social
connectedness in online learning environments. Distance Education, 30: 291-315.

Slemmons, K., Anyanwu, K., Hames, J., Grabski, D., Mlsna, J., Simkins, E., & Cook, P. (2018).
The impact of video length on learning in a middle-level flipped science setting:
Implications for diversity inclusion. Journal of Science Education and Technology, 27(5),
469-

Sligte, H. (2019). Best of the Netherlands: International computer supported collaborative
learning projects in education. Old dreams and current realities. In J. Theo Bastiaens
(Ed.), Proceedings of EdMedia + Innovate Learning (pp. 1033-1040). Amsterdam,
Netherlands: Association for the Advancement of Computing in Education (AACE).
Retrieved July 22, 2020 from https://www.learntechlib.org/primary/p/210107/

Slof, B., van Leeuwen, A., Janssen, J., Kirschner, P.A. (2020). Mine, ours and yours: Whose
engagement and prior knowledge affects individual achievement from online
collaborative learning? Journal of Computer Assisted Learning, DOI: 10.1111/jcal.12466

Slovdék, P., & Fitzpatrick, G. (2015). Teaching and developing social and emotional skills with
technology. ACM Transactions on Computer-Human Interaction (TOCHI), 22(4), 1-34.

Slovak, P., Rowan, K., Frauenberger, C., Gilad-Bachrach, R., Doces, M., Smith, B., ... &
Fitzpatrick, G. (2016). Scaffolding the scaffolding: Supporting children's social-emotional
learning at home. In CSCW '16: Proceedings of the 19th ACM Conference on Computer-
Supported Cooperative Work & Social Computing (1751-1765).
https://doi.org/10.1145/2818048.2820007

Slussareff, M., & Bohackova, P. (2016). Students as game designers vs. "just" players:
Comparison of two different approaches to location-based games implementation into
school curricula. Digital Education Review, 29, 284-297. ERIC Number: EJ1106192

Smeets, D.J.H., & Bus, A.G. (2015). The interactive animated e-book as a word learning device
for kindergartners. Applied Psycholinguistics, 36(4), 899-920.
doi:10.1017/50142716413000556



118

Smith G.R., & Carroll G. (2000) On-line tutoring by preservice teachers. Paper presented at the
Annual Meeting of the Michigan Association for Computer-Related Technology Users in
Learning, Grand Rapids, M.

Smith, M.J,, Pinto, R.M., Dawalt, L., (...), Humm, L., & Steacy, C. (2020). Using community-
engaged methods to adapt virtual reality job-interview training for transition-age youth
on the autism spectrum. Research in Autism Spectrum Disorders, 71,101498

Smith, R., Clark, T. & Blomeyer, R.L. (2005). A synthesis of new research in K-12 online
learning. Naperville, IL: Learning Point Associates. Retrieved from:
https://www.researchgate.net/profile/Tom_Clark13/publication/304827914 A Synthes
is_of New_Research_on_K-12_Online_Learning/links/577c06ca08aece6c20fccfof/A-
Synthesis-

Snyder, A.E., & Van Voorhis, V. (2016). Playful transition: Serious Games for the middle school
years. In Handbook of Research on Gaming Trends in P-12 Education. (Ed.) D. Russell. |Gl
Global, Hershey, PA. DOI: 10.4018/978-1-4666-9629-7.ch010

So, W.W.M., Chen, Y., & Wan, Z.H. (2019). Multimedia e-learning and self-regulated science
learning: A study of primary school learners’ experiences and perceptions. Journal of
Science Education and Technology, 28(5), pp. 508-522

Soboleski, P.K. (2011). Fast ForWord: An investigation of the effectiveness of computer-
assisted reading intervention. ProQuest LLC, Ed.D. Dissertation, Bowling Green State
University. Retrieved from: https://eric.ed.gov/?id=ED527987

Sochocka, A., Mirocha, J., & Starypan, R. (2020). Serious games as an aid in the development
of people with intellectual disabilities. Bio-Algorithms and Med-Systems, 16(1),20190055

Socratous, C., & loannou, A. (2018). A study of collaborative knowledge construction in STEM
via educational robotics. In Kay, J. and Luckin, R. (Eds.), Rethinking Learning in the Digital
Age: Making the Learning Sciences Count. 13th International Conference of the Learning
Sciences (ICLS) 2018, Volume 1. London, UK: International Society of the Learning
Sciences.

Sojayapan, C., & Khlaisang, J. (2020). The effect of a flipped classroom with online group
investigation on students' team learning ability. Kasetsart Journal of Social Sciences,
41(1), 28-33

Song, H., Yi, D.J., & Park, H.J. (2020). Validation of a mobile game-based assessment of
cognitive control among children and adolescents. PLoS ONE, 15(3), e0230498

Song, Y., Jong, M. S., Chang, M., & Chen, W. (2017). How to design, implement and evaluate
the flipped classroom? A synthesis. Educational Technology & Society, 20(1), 180.

Song, Y.J. (2020). How to flip the classroom in school students’ mathematics learning: Bridging
in- and out-of-class activities via innovative strategies. Technology, Pedagogy and
Education, 29(3), 327-345.

Soni, S., & Dubey., S. (2018). Towards systematic literature review of e-learning. International
Journal of Scientific Research in Computer Science, Engineering and Information
Technology, 3(3),

Sotiriou, S., Riviou, K., Cherouvis, S., Chelioti, E., & Bogner, F.X. (2016). Introducing large-scale
innovation in schools. Journal of Science Education and Technology, 25(4), 541-549.
http://www.jstor.org/stable/43867805

Soto, C., Jiménez, W., Ibarra, M., Moreano, L., & Aquino, M. (2019). Digital educational
resources to motivate environmental education in rural schools. Proceedings - 14th Latin
American Conference on Learning Technologies, LACLO 2019, 8995093, 265-271.


https://www.scopus.com/sourceid/5800179620?origin=resultslist
https://www.scopus.com/sourceid/5800179620?origin=resultslist

119

Sousa Lima, M.A., Monteiro, A.C., Melo Leite, A.J., de Andrade Matos, I.S., Alexandre, F.S.O.,
Nobre, D.J., Monteiro, A.J., & da Silva, J.N. (2019). Game-based application for helping
students review chemical nomenclature in a fun way. Journal of Chemical Education,
96(4), 801-805. ERIC Number: EJ1212329

Southgate, E., Budd, J., & Smith, S.P. (2017). Press play for learning: A framework to guide
serious computer game use in the classroom. Australian Journal of Teacher Education,
42(7), 1-13.

Spencer, T.R. (2018). A study of the effect of actively learn on secondary reading engagement,
reading comprehension, and vocabulary. ProQuest LLC, Ed.D. Dissertation, Lindenwood
University. Retrieved from: https://eric.ed.gov/?id=ED589097

Spichtig, A.N., Gehsmann, K.M., Pascoe, J.P., & Ferrara, J.D. (2019). The impact of adaptive,
web-based, scaffolded silent reading instruction on the reading achievement of students
in grades 4 and 5. Elementary School Journal, 119(3), 443-467.

Spires, H.A., Rowe, J.P., Mott, B.W., & Lester, J.C. (2011). Problem solving and game-based
learning: Effects of middle grade students’ hypothesis testing strategies on learning
outcomes. J. Educ. Comput. Res., 44(4), 453-472.

Squire, K. D. (2008). Video games and education: Designing learning systems for an interactive
age. Educational Technology, 48(2), 17-26. Retrieved from:
https://website.education.wisc.edu/kdsquire/tenure-files/02-squire-ed-tech-
refchecV3.pdf.

Squire, K. D. (2010). From information to experience: Place-based augmented reality games as
a model for learning in a globally networked society. Teachers College Record, 112, 9-10.

Squire, K. D., & Jan, M. (2007). Mad City Mystery: Developing scientific argumentation skills
with a place-based augmented reality game on handheld computers. Journal of Science
Education and Technology, 16, 5-29.

Squire, K. D., & Klopfer, E. (2007). Augmented reality simulations on handheld computers.
Journal of the Learning Sciences, 16, 371-413.

Squire, K. D., DeVane, B., & Durga, S. (2008). Designing centers of expertise for academic
learning through video games. Theory into Practice, 47, 240-251.

Squire, K., Barnett, B., Grant, J. M., & Higginbotham, T. (2004). Electromagnetism
supercharged! Learning physics with digital simulation games. Proceedings of the
International Conference on Learning Sciences, 6, 513-520.

Staiano, A. E., Abraham, A. A, & Calvert, S. L. (2012). Competitive versus cooperative
exergame play for African American adolescents' executive function skills: Short-term
effects in a long-term training intervention. Developmental Psychology, 48(2), 337.

Staker, H., & Horn, M.B. (2012). Classifying K-12 blended learning. Innosight Institute. ERIC
Number ED535180.

Stapinski, L.A., Reda, B., Newton, N.C,, (...), Chapman, C., & Teesson, M. (2018). Development
and evaluation of ‘Pure Rush’: An online serious game for drug education. Drug and
Alcohol Review, 37, S420-5428

Starkey, P. L. (2013). The effects of digital games on middle school students' mathematical
achievement. (PhD Dissertation), Lehigh University.

Steen, K., Brooks, D., & Lyon, T. (2006). The impact of virtual manipulatives on first grade
geometry instruction and learning. The Journal of Computers in Mathematics and
Science Teaching, 25(4), 373.



120

Stefanidis, K., Psaltis, A., Apostolakis, K.C., Dimitropoulos, K., & Daras, P. (2019). Learning
prosocial skills through multiadaptive games: A case study. Journal of Computers in
Education, 6(1), 167-190. DOI: 10.1007/s40692-019-00134-8

Steinmaurer, A., Pirker, J., & Giitl, C. (2020). (2020). sCool - Game based learning in STEM
Education: A case study in secondary education. Advances in Intelligent Systems and
Computing, 916, 614-625

Stenbom, S., Hrastinski, S., & Cleveland-Innes, M. (2012). Student-student online coaching as a
relationship of inquiry: An exploratory study from the coach perspective. Journal of
Synchronous Learning Networks, 16(5), 37-48. Retrieved from:
https://eric.ed.gov/?id=EJ1000089

Stewart, M.K., Hagood, D., & Ching, C.C. (2017). Virtual games and real-world communities:
Environments that constrain and enable physical activity in games for health.
International Journal of Game-Based Learning, 7(1), 1-19. EJ1119847

Strait J. & Jones J. (2009) Each one, teach one: A methodological approach for national
disaster school response. International Journal on School Disaffection 6, 9-20.

Stratton, E., Chitiyo, G., Mathende, A.M., & Davis, K.M. (2020). Evaluating flipped versus face-
to-face classrooms in middle school on science achievement and student perceptions.
Contemporary Educational Technology, 11(1),131-142. ERIC Number: EJ1234831

Straub, C. L. (2012). The effects of synchronous online cognitive strategy instruction in writing
for students with learning disabilities (Unpublished doctoral dissertation). University of
Central Florida, Orlando, FL. https://stars.library.ucf.edu/etd/2425/

Streetman, R. R. (2018). The effects of computer-supported collaborative learning on sense of
connectedness, sense, and overall sense of community among high school of learning
students enrolled in a marketing course. Dissertation Presented in Partial Fulfillment Of
the Requirements for the Degree Doctor of Education, Liberty University.

Strelan, P., Osborn, A., & Palmer, E. (2020). The flipped classroom: A meta-analysis of effects
on student performance across disciplines and education levels. Educational Research
Review, 30,100314.

Strijbos, J. W., Martens, R. L., Jochems, W. M. G., & Broers, N. J. (2004). The effect of
functional roles on group efficiency: Using multilevel modeling and content analysis to
investigate computer-supported collaboration in small groups. Small Group Research,
35,

Stubbé, H., Badri, A., Telford, R., Oosterbeek, S., & van der Hulst, A. (2018). Formative
evaluation of a mathematics game for out-of-school children in Sudan. In Simulation and
Serious Games for Education. Editors Yiyu Cai, Sui Lin Goei, & Wim Trooster. Springer:
New York.

Stubbé, H., Badri, A., Telford, R., van der Hulst, A., & van Joolingen, W. (2016). E-Learning
Sudan, formal learning for out-of-school children. Electronic Journal of e-Learning, 14(2),
136-149. Retrieved from: https://eric.ed.gov/?id=EJ1101213

Stymne, J. (2020). Mobile learning in outdoor settings: A systematic review. Proceedings of the
16th International Conference Mobile Learning 2020, ML 2020, 63-70

Su, A.Y.S., Huang, C.S.J., Yang, S.J.H., Ding, T.J., & Hsieh, Y.Z. (2015). Effects of annotations and
homework on learning achievement: An empirical study of Scratch programming
pedagogy. Journal of Educational Technology & Society, 18(4), 331-343.

Su, C. H., & Cheng, C. H. (2013). A mobile game-based insect learning system for improving the
learning achievements. Procedia-Social and Behavioral Sciences, 103, 42-50.


https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57208390944&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=54395927900&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=16038984900&zone=

121

Suarsana, I.M.S.1., Lestari, .A.P.D., & Mertasari, N.M.S. (2019). The effect of online problem
posing on students' problem-solving ability in mathematics. International Journal of
Instruction, 12(1), 809-820. Retrieved from: https://eric.ed.gov/?id=EJ1201188

Sucena A., Falcdo, C.J., & Restivo, M.T. (2018). Serious games for reading acquisition: A
tentative prototype. In: Auer M., Guralnick D., Simonics I. (Eds.), Teaching and Learning
in a Digital World. ICL 2017. Advances in Intelligent Systems and Computing, vol 716.
Springer, Cham. https://doi.org/10.1007/978-3-319-73204-6_75

Sudarmilah, E., Fadlilah, U., Supriyono, H., Irsyadi, F.Y.A., Nugroho, Y.S., & Fatmawati, A.
(2018). A review: Is there any benefit in serious games? AIP Conference Proceedings,
020059. https://doi.org/10.1063/1.5042915 PDF

Sudha A., & Amutha S. (2015). Higher secondary learners’ effectiveness towards web-based
instruction (WBI) on chemistry. Universal Journal of Educational Research, 3(7), 463-466.
10.13189/ujer.2015.030706

Sugai, M., Horita, T., & Wada, Y. (2019). Optimal group size for high school students'
collaborative argumentation using SNS for educational purposes. International Journal of
Learning Technologies and Learning Environments, 2(2), 35-53.

Suh, S., Kim, S.W., & Kim, N.J. (2010). Effectiveness of MMORPG-based instruction in
elementary English education in Korea. Journal of Computer Assisted Learning, 26(5),
370e378.

Suhr, K.A., Hernandez, D.A., Grimes, D., & Warschauer, M. (2010). Laptops and fourth grade
literacy: Assisting the jump over the fourth-grade slump. The Journal of Technology,
Learning and Assessment, 9(5). Retrieved 14.03.16, from http://www.jtla.org.

Sukardjo, M., Ibrahim, N., Ningsih, H.P., & Nugroho, A.W. (2020). Implementation-blended
learning in Indonesian open junior high schools. International Journal of Innovation,
Creativity and Change, 10(12), 638-654

Sulisworo, D., Agustin, S.P., & Sudarmiyati, E. (2016). Cooperative-blended learning using
Moodle as an open source learning platform. International Journal of Technology
Enhanced Learning, 8(2), 187-198. DOI: 10.1504/1JTEL.2016.078089

Sulisworo, D., Sulistyo, E.N., & Akhsan, R.N. (2017). The motivation impact of open educational
resources utilization on physics learning using Quipper school app. Turkish Online
Journal of Distance Education, 18(4), 120-128.

Sullivan, A., & Bers, M.U. (2019). Investigating the use of robotics to increase girls' interest in
engineering during early elementary school. International Journal of Technology and
Design Education, 29(5), 1033-1051. Retrieved from: https://eric.ed.gov/?id=EJ1233195

Sullivan, A., Bers, U., & Pugnali, A. (2017). The impact of user interface on young children's
computational thinking. Journal of Information Technology Education: Innovations in
Practice, 16, 171-193. Retrieved from: https://eric.ed.gov/?id=EJ1151108

Sullivan, S., Gnesdilow, D., Puntambekar, S., & Kim, J.S. (2017). Middle school students'
learning of mechanics concepts through engagement in different sequences of physical
and virtual experiments. International Journal of Science Education, 39(12), 1573-1600.
Retrieved from: https://eric.ed.gov/?id=EJ1153858

Sultan, W.H., Woods, P.C., & Koo, A.C. (2011). A constructivist approach for digital learning:
Malaysian Schools case study. Journal of Educational Technology & Society, 14(4), 149-
163.

Sumarwati, S., Fitriyani, H., Setiaji, F.M.A., Amiruddin, M.H., & Jalil, S.A. (2020). Developing
mathematics learning media based on e-learning using Moodle on geometry subject to



122

improve students' higher order thinking skills. International Journal of Interactive Mobile
Technologies, 14(4), 182-191

Sun, C.T., Wang, D.Y., & Chan, H.L. (2011). How digital scaffolds in games direct problem-
solving behaviors. Computers and Education, 57(3), 2118e2125.

Sun, H., & Gao, Y. (2015). Impact of an active educational video game on children's motivation,
science knowledge, and physical activity. Journal of Sport and Health Science, 1-7.

Sun, K. T,, Lin, Y. C., & Yu, C. J. (2008). A study on learning effect among different learning
styles in a Web-based lab of science for elementary school students. Computers &
Education, 50(4), 1411-1422.

Sun, K.T., & Chen, M.H. (2020). Utilizing MAR for remedial teaching of compound-cube-
surface area at elementary school in Taiwan. International Journal of Information and
Communication Technology Education, 16(2), 18-35. Retrieved from:
https://eric.ed.gov/?id=EJ1240706

Sun, K.T., Lin, C.L., & Wang, S.M. (2010). A 3-D virtual reality model of the sun and the moon
for e-learning at elementary schools. International Journal of Science and Mathematics
Education, 8(4), 689-710.

Sun, Y.C. (2010). Extensive writing in foreign language classrooms: A blogging approach.
Innovations in Education and Teaching International, 47(3), 327-339.

Sun, Z., Yao, X.J., You, J.X., Du, W.L., & Luo, L.M. (2018). Detecting the correlation between
mobile learning behavior and personal characteristics among elementary school
students. Interactive Learning Environments, 26(8), 1023-1038. Retrieved from:
https://eric.ed.gov/?id=EJ1193543

Sundqvist, P., & Wikstrom, P. (2015). Out-of-school digital gameplay and in-school L2 English
vocabulary outcomes. System, 51, 65-76. http://doi.org/10.1016/j.system.2015.04.001.

Sung Y.T., Chang K.E. & Huang J.S. (2008). Improving children’s reading comprehension and
use of strategies through computer-based strategy training. Computers in Human
Behavior, 24, 1552-1571.

Sung, H., Hwang G., Hung, C., & Huang, I. (2012). Effect of learning styles on students’
motivation and learning achievement in digital game-based learning, In Proc. lIAl Int.
Conf. Adv. Appl. Inform., 258-262.

Sung, H., Hwang, G., & Tseng, J.C.R. (2016). Effects of knowledge construction tools on
students’ learning patterns in collaborative game-based learning activities. In Proc. 5th
[AI

Sung, H.Y., & Hwang, G.J. (2013). A collaborative game-based learning approach to improving
students’ learning performance in science courses. Computers & Education, 63, 43-51.
doi:10.1016/j.compedu.2012.11.019

Sung, H.Y., & Hwang, G.J. (2018). Facilitating effective digital game-based learning behaviors
and learning performances of students based on a collaborative knowledge construction
strategy. Interact. Learn. Environ., 26(1), 118-134.

Sung, H.Y., Hwang, G.J., Wu, P.H., & Lin, D.Q. (2018). Facilitating deep-strategy behaviors and
positive learning performances in science inquiry activities with a 3D experiential gaming
approach. Interactive Learning Environments, 26(8), 1053-1073. DOI:
10.1080/10494820.2018.1437049

Sung, Y.T., Chang, K.E., & Lee, M.D. (2008). Designing multimedia games for young children's
taxonomic concept development. Computers & Education, 50(3), 1037-1051.
https://doi.org/10.1016/j.compedu.2006.07.011



123

Sung, Y.T., Liao, C.N., Chang, T.H., Chen, C.L., & Chang, K.E. (2016). The effect of online
summary assessment and feedback system on the summary writing on 6th graders: The
LSA-based technique. Computers & Education, 95, 1-18.

Sung, Y.T., Yang, J.M., & Lee, H.Y. (2017). The effects of mobile-computer-supported
collaborative learning: Meta-analysis and critical synthesis. Review of Educational
Research, 87(4), 768-805.

Sun-Lin, H.Z., & Chiou, G.F. (2019). Effects of gamified comparison on sixth graders’ algebra
word problem solving and learning attitude. Educational Technology & Society, 22(1),
120-130.

Suppes, P., Holland, P.W., Hu, Y.N., & Vu, M.T. (2013). Effectiveness of an individualized
computer-driven online math K-5 Course in eight California Title | elementary schools.
Educational Assessment, 18(3), 162-181. Retrieved from:
https://eric.ed.gov/?id=EJ1023953

Suthers, D.D. (2006). Technology affordances for intersubjective meaning making: A research
agenda for CSCL. International Journal of Computer-Supported Collaborative Learning, 1,
315-337.

Swain, M., Randel, B., & Dvorak, R.N. (2019). An impact evaluation of the "Blended Core
Mathematics" program for elementary grades. Final Report. No. 029. HumPRO.
Retrieved from: https://eric.ed.gov/?id=ED603191

Swan, B., Coulombe-Quach, X.L., Huang, A., Godek, J., Becker, D., & Zhou, Y. (2015). Meeting
the needs of gifted and talented students: Case study of a virtual learning lab in a rural
middle school. Journal of Advanced Academics, 26(4), 294-319.

Swan, M.K. & Jackman, D.H. (2000). Comparing the success of students enrolled in distance
education courses vs. face-to-face classrooms. The Journal of Technology Studies, 26(1),
58-63.

Swearingen, D.K. (2011). Effect of digital game-based learning on ninth grade students'
mathematics achievement. (PhD Dissertation), University of Oklahoma.

Syafei, I., Saregar, A., Hairul, (...), Sari, P.M., & Anugrah, A. (2020). E-learning with STEM-based
Schoology on static fluid material. Journal of Physics: Conference Series, 1467(1),012052

Sylvén, L. K., & Sundqvist, P. (2012). Gaming as extramural English L2 learning and L2
proficiency among young learners. ReCALL, 24(3), 302-321.

Tan, B.S., & Wong, S.L. (2020). Learning principles of accounting in ICT-supported learning
environments of Malaysian secondary schools: Future-oriented approach. Research and
Practice in Technology Enhanced Learning, 15(1),11

Tan, R.M., Yangco, R.T., & Que, E.N. (2020). Students' conceptual understanding and science
process skills in an inquiry-based flipped classroom environment. Malaysian Journal of
Learning and Instruction, 17(1), 159-184.

Tan, T. H., Liu, T. Y., & Chang, C. C. (2007). Development and evaluation of an RFID-based
ubiquitous learning environment for outdoor learning. Interactive Learning
Environments, 15(3), 253-269.

Tanes, Z., & Cemalcilar, Z. (2010) Learning from SimCity: An empirical study of Turkish
adolescents. Journal of Adolescence 33, 731-739.

Tarng, W., Chang, M.Y., Ou, K.L., Yu, K.F., & Hsieh, K.R. (2012). The development of a virtual
farm for applications in elementary science education. International Journal of Distance
Education Technologies, 10(2), 1-16.



124

Taskm, N., & Kandemir, B. (2010). The effect of computer supported simulation applications
on the academic achievements and attainments of the seventh-grade students on
teaching of science. Procedia-Social and Behavioral Sciences, 9, 1379-1384.

Tatli, Z. (2018). Traditional and digital game preferences of children: A CHAID analysis on
middle school students. Contemporary Educational Technology, 9(1), 90-110. ERIC
Number: EJ1166435

Tatli, Z., & Ayas, A. (2013). Effect of a virtual chemistry laboratory on students' achievement.
Educational Technology & Society, 16(1), 159-170.

Tawfik, A. A., Reeves, T. D., & Stich, A. (2016). Intended and unintended consequences of
educational technology on social inequality. TechTrends, 60(6), 598-605.

Taylor, L.M., Casto, D.J., & Walls, R.T. (2007). Learning with versus without technology in
elementary and secondary school. Computers in Human Behavior, 23(1), 798-811.

Terantino, J. (2016). Examining the effects of independent MALL on vocabulary recall and
listening comprehension: An exploratory case study of preschool children. CALICO
Journal, 33(2), 260-277. https://www.jstor.org/stable/calicojournal.33.2.260

Terrazas-Arellanes, F.E., Gallard, M., Alejandro J., Strycker, L.A., & Walden, E.D. (2018). Impact
of interactive online units on learning science among students with learning disabilities
and English learners. International Journal of Science Education, 40(5), 498-518.
Retrieved from: https://eric.ed.gov/?id=EJ1173826

Terrazas-Arellanes, F.E., Strycker, L.A., Walden, E.D., & Gallard, A. (2017). Teaching with
technology: Applications of collaborative online learning units to improve 21st century
skills for all. Journal of Computers in Mathematics and Science Teaching, 36(4), 375-386.

Thai, K.P., & Ponciano, L. (2016). Improving outcomes for at-risk prekindergarten and
kindergarten students with a digital learning resource. Journal of Applied Research on
Children, 7(2), Article 8. Retrieved from: https://eric.ed.gov/?id=EJ1188430

Thomas, M., & Hofmeister, D. (2002). Assessing the effectiveness of technology integration:
Message boards for strengthening literacy. Computers and Education, 38, 233-240.

Thomas, M., & Hofmeister, D. (2002). Virtual learning circles: Utilizing online message board
interactions for strengthening literacy development. Retrieved from:
https://eric.ed.gov/?id=ED468900

Thurston, A., Duran, D., Cunningham, E., Blanch, S., & Topping, K. (2009). International on-line
reciprocal peer tutoring to promote modern language development in primary schools.
Computers & Education, 53(2), 462-472.

Tian, H,, Lai, S., & Wu, F. (2019). Does time play a role? Prediction of learning performance
with time-use habits in online assignments. Proceedings - International Joint Conference
on Information, Media, and Engineering, IJCIME 2019, 9066391, 473-

Tidmore, L. R. (20-18). Effectiveness of a blended learning social skills intervention on high
school students identified as at-risk for emotional and behavioral disorders. Doctor of
Education (Ed.D) thesis, Southeastern University - Lakeland.
https://firescholars.seu.edu/coe/19

Tingaz, E.O., Altun, M., & Vural, S.N. (2019). Examination of computer game addiction and
attention in Turkish secondary school students. Journal of Educational Psychology, 13(1),
29-36. ERIC Number: EJ1229637

Tissenbaum, M., & Slotta, J.D. (2019). Developing a smart classroom infrastructure to support
real-time student collaboration and inquiry: A 4-year design study. Instructional Science,
47(4), 423-462. DOI: 10.1007/s11251-019-09486-1



125

Tokac, U., Novak, E., & Thompson, C.G. (2019). Effects of game-based learning on students'
mathematics achievement: A meta-analysis. Journal of Computer Assisted Learning,
35(3), 407-420.

Tolleson, J.M. (2018). Exploring the role of schema development and its impact within the
digital vocabulary application Quizlet. ProQuest LLC, Ed.D. Dissertation, University of
South Carolina. Retrieved from: https://eric.ed.gov/?id=ED591163

Toppin, I.N., & Toppin, S.M. (2016). Virtual schools: The changing landscape of K-12 education
in the U.S. Education and Information Technologies, 21(6), 1571-1581.

Torres, R.A. (2019). The effect of the i-Ready reading program on student scores on the
Northwest Evaluation Association (NWEA) Measures of Academic Progress (MAP)
reading assessment. ProQuest LLC, Ph.D. Dissertation, Cleveland State University.

Toy, F., & Blytkkarci, K. (2019). The effects of Quizlet on foreign language learners' vocabulary
learning success and perceptions. Journal of Educational Technology, 16(3), 44-60.
Retrieved from: https://eric.ed.gov/?id=EJ1239326

Traynor, P.L. (2003). Effects of computer-assisted-instruction on different learners. Journal of
Instructional Psychology, 30(2), 137-143.

Trujillo, K., Chamberlin, B., Wiburg, K., & Armstrong, A. (2016). Measurement in learning
games evolution: Review of methodologies used in determining effectiveness of "Math
Snacks" games and animations. Technology, Knowledge and Learning, 21(2), 155-174.
Retrieved from: https://eric.ed.gov/?id=EJ1105488

Tsai, C.C. (2005). Preferences toward internet-based learning environments: High school
students' perspectives for science learning. Journal of Educational Technology & Society,
8(2), 203-213. http://www.jstor.org/stable/jeductechsoci.8.2.203

Tsai, C.C., Chuang, S.C,, Liang, J.C., & Tsai, M.J. (2011). Self-efficacy in internet-based learning
environments: A literature review. Journal of Educational Technology & Society, 14(4),
222-240. http://www.jstor.org/stable/jeductechsoci.14.4.222

Tsai, C.Y., Lin, H.S., & Liu, S.Ch. (2020). The effect of pedagogical game model on students'
PISA scientific competencies. Journal of Computer Assisted Learning, 36(3), 359-369.
ERIC Number: EJ1253772

Tsai, H.H., Lai, Y.S,, Lo, S.C., & Yu, P.T. (2015). Perceived effectiveness of using the life-like
multimedia materials tool. Journal of Educational Technology & Society, 18(3), 89-99.
http://www.jstor.org/stable/jeductechsoci.18.3.89

Tsai, I.C., Kim, B.S., Liu, P.J., Goggins, S.P., Kumalasari, C., & Laffey, J.M. (2008). Building a
model explaining the social nature of online learning. Journal of Educational Technology
& Society, 11(3), 198-215. http://www.jstor.org/stable/jeductechsoci.11.3.198

Tsai, M.J. (2009). The model of strategic e-Learning: Understanding and evaluating student e-
learning from metacognitive perspectives. Educational Technology & Society, 12(1), 34-
48.

Tsai, Y.F. (2008). The effects of interacting with a computer-simulated virtual pet dog on
children's empathy and humane attitudes. Doctoral Dissertation, Simon Fraser
University. Retrieved 30 August from: http://summit.sfu.ca/item/9146.

Tsai, Y.L., & Tsai, C.C. (2018). Digital game-based second-language vocabulary learning and
conditions of research designs: A meta-analysis study. Computers & Education, 125, 345-
357.

Tse, W.S., Choi, L.Y.A,, & Tang, W.S. (2019). Effects of video-based flipped class instruction on
subject reading motivation. British Journal of Educational Technology, 50(1), 385-398.



126

Tsekleves, E., Cosmas, J., & Aggoun, A. (2016). Benefits, barriers and guideline
recommendations for the implementation of serious games in education for
stakeholders and policymakers. British Journal of Educational Technology, 47(1), 164-
183. https://doi.org/10.1111/bjet.12223 PDF

Tseng, C.H., Huang, C.L., Chen, Y.H., Chuang, C.C,, Syu, H.C,, Jiang, Y.R., Tsai, F.C., Su, P.Y., &
Chen, J.Y. (2016). Cloud- and crowd-based learning. In: Frontier Computing: Theory,
Technologies and Applications. (Ed.) Hung, J.C.,Yen, N.Y., & Li, K.C. Volume: 375 Pages: 1-
6.

Tsikinas, S., Xinogalos, S., Satratzemi, M., & Kartasidou, L. (2018) Using serious games for
promoting blended learning for people with intellectual disabilities and autism:
Literature vs reality. In: Auer M., & Tsiatsos T. (Eds.), Interactive Mobile Communication
Technologies and Learning. IMCL 2017. Advances in Intelligent Systems and Computing,
vol 725. Springer, Cham. https://doi.org/10.1007/978-3-319-75175-7_55

Tsuei, M. (2011). Development of a peer-assisted learning strategy in computer-supported
collaborative learning environments for elementary school students. British Journal of
Educational Technology, 42, 214-232. d0i:10.1111/j.1467-8535. 2009.01006.x

Tsuei, M. (2012). Using synchronous peer tutoring system to promote elementary students'
learning in mathematics. Computers and Education, 58(4), 1171-1182.

Tsuei, M.P. (2014). Mathematics synchronous peer tutoring system for students with learning
disabilities. Journal of Educational Technology & Society, 17(1), 115-127.
http://www.jstor.org/stable/jeductechsoci.17.1.115

Tsuei, M.P. (2017). Learning behaviours of low-achieving children's mathematics learning in
using of helping tools in a synchronous peer-tutoring system. Interactive Learning
Environments, 25(2), 147-161. Retrieved from: https://eric.ed.gov/?id=EJ1132184

Turan, B. (2014). Smart board in mathematics education: The use of cartoon characters impact
on student success. Procedia-Social and Behavioral Sciences, 143, 809-815.

Turan, Z., & Meral, E. (2018). Game-based versus to non-game-based: The impact of student
response systems on students' achievements, engagements and test anxieties.
Informatics in Education, 17(1), 105-116. ERIC Number: EJ1177146

Tutty, J.I., & Klein, J.D. (2008). Computer-mediated instruction: A comparison of online and
face-to-face collaboration. Educational Technology Research and Development, 56(2),
101-124. http://www.jstor.org/stable/25619913

Tlyslz, C. (2010). The effect of the virtual laboratory on students’ achievement and attitude in
chemistry. International Online Journal of Educational Sciences, 2(1), 37-53.

Tlzln, H. (2007). Blending video games with learning: Issues and challenges with classroom
implementations in the Turkish context. British Journal of Educational Technology, 38(3),
465-477. https://doi.org/10.1111/j.1467-8535.2007.00710.x PDF

Tuzun, H., Yilmaz-Soylu, M., Karakus, T., Inal,Y., & Kizilkaya, G. (2009) The effects of computer
games on primary school students’ achievement and motivation in geography learning.
Computers & Education 52, 68-77.

Ulen, S., Cagran, B., Slavinec, M., & Gerlic, |. (2014). Designing and evaluating the effectiveness
of Physlet-based learning materials in supporting conceptual learning in secondary
school physics. J Sci Educ Technol, 23, 658-667.

Ungerleider, C., & Burns, T. C. (2002, April). Information and communication technologies in
elementary and secondary education: A state of the art review. In Actes du Colloque
2002 du Programme pancanadien de recherche en Uducation (PPRE): La technologie de
I'information et I'apprentissage (pp. 2-28).


https://bera-journals.onlinelibrary.wiley.com/action/doSearch?ContribAuthorStored=T%C3%BCz%C3%BCn%2C+Hakan

127

Unli, Z. K. & Dékme, 1. (2011). The effect of combining analogy-based simulation and
laboratory activities on Turkish elementary school students’ understanding of simple
electric circuits. The Turkish Online Journal of Educational Technology, 10(4), 320-329.

Urdegar, S.M. (2014). Achieve 3000: An analysis of usage and impact, 2013-14. Technical
Note. Volume 3, Number 1. Miami-Dade County Public Schools. Retrieved from:
https://eric.ed.gov/?id=ED561897

Utku, O., & Dolgunsdz,, E. (2018). Teaching EFL vocabulary to young digital natives through
online. International Online Journal of Education and Teaching, 5(1),115-130. Retrieved
from http://iojet.org/index.php/I0JET/article/view/228.

Uzunboylu, H. (2006). A review of two mainline E-learning projects in the European Union.
Educational Technology Research and Development, 54(2), 201-209. DOI:
10.1007/s11423-006-8255-7

Valdiz, A., Trujillo, K., & Wiburg, K. (2013). Math Snacks: Using animations and games to fill the
gaps in mathematics. Journal of Curriculum and Teaching, 2(2), 154-161.

Van den Heuvel-Panhuizen, M., Kolovou, A., & Robitzsch, A. (2013). Primary school students’
strategies in early algebra problem solving supported by an online game. Educational
Studies in Mathematics, 84(3), 281-307.

Van der Meij, H., Albers, E., & Leemkuil, H. (2011). Learning from games: Does collaboration
help? British Journal of Educational Technology, 42, 655-664.

Van der Meijden, H., & Veenman, S. (2005). Face-to-face versus computer-mediated
communication in a primary school setting. Computers in Human Behavior, 21(5), 831-
859.

Van Eck, R., & Dempsey, J. (2002). The effect of competition and contextualized advisement
on the transfer of mathematics skills in a computer-based instructional simulation game.
Educational Technology, Research and Development, 50, 23-41.
doi:10.1007/BF02505023

van Eerde, W., & Klingsieck, K. B. (2018). Overcoming procrastination? A meta-analysis of
intervention studies. Educational Research Review, 25, 73-85.

Vanderhoven, E., Raes, A., Montrieux, H., Rotsaert, T., Schellens, T. (2015). What if pupils can
assess their peers anonymously? a quasi-experimental study. Comput. Educ. 81, 123-
132.

Vanek, J., King, K., & Bigelow, M. (2018). Social presence and identity: Facebook in an English
language classroom. Journal of Language, Identity, and Education, 17(4), 236-254.
Retrieved from: https://eric.ed.gov/?id=EJ1185728

Vannini, N., Enz, S., Sapouna, M., Wolke, D., Watson, S., Woods, S., et al. (2010). FearNot!: A
computer-based anti-bullying-programme designed to foster peer intervention.
European Journal of Psychology of Education, 26(1), 21-44.

Vasquez, E., & Slocum, T.A. (2012). Evaluation of synchronous online tutoring for students at
risk of reading failure. Exceptional Children, 78(2), 221-235.

Vasquez, E., & Straub, C. (2013). Online instruction for K-12 Special Education: A review of the
empirical literature. Journal of Special Education Technology, 27(3), 31-40.

Vasquez, E., & Straub, C. (2016). Online writing instruction for children with disabilities: A
review of the empirical literature. Reading & Writing Quarterly, 32(1), 81-100. DOI:
10.1080/10573569.2014.951502

Vasquez, E., Nagendran, A., Welch, G.F., Marino, M.T., Hughes, D.E., Koch, A., & Delisio, L.
(2015). Virtual learning environments for students with disabilities: A review and



128

analysis of the empirical literature and two case studies. Rural Special Education
Quarterly, 34(3), 26-32. Retrieved from: https://eric.ed.gov/?id=EJ1147494

Vega, N., Stanfield, J., & Mitra, S. (2020). Investigating the impact of Computer Supported
Collaborative Learning (CSCL) to help improve reading comprehension in low performing
urban elementary schools. Education and Information Technologies, 25(3), 1571-1584.
ERIC Number: EJ1253378

Veraksa, A.N., & Bukhalenkova, D.A. (2017). Computer game-based technology in the
development of pre-schoolers' executive functions. Russian Psychological Journal, 14(3),
106-132. DOI: 10.21702/rpj.2017.3.6

Verschaffel, L., Depaepe, F., & Mevarech, Z. (2019). Learning mathematics in metacognitively
oriented ICT-based learning environments: A systematic review of the literature.
Education Research International, 3402035. DOI: 10.1155/2019/3402035

Villesseche, J., Le Bohec, O., Quaireau, C., Nogues, J., Besnard, A,, Oriez, S., De La Haye, F.,
Noel, Y., & Lavandier, K. (2019). Enhancing reading skills through adaptive e-learning.
Interactive Technology and Smart Education, 16(1), 2-17.

Virla, G., Tselios, N., & Komis, V. (2015). Investigating pre-schoolers' problem solving strategies
in computer-mediated collaborative environments. International Journal of Learning
Technology, 10(1), 4-29.

Virvou, M., Katsionis, G., & Manos, K. (2005). Combining software games with education:
Evaluation of its educational effectiveness. Educational Technology & Society, 8(2), 54-
65.

Voge, | J.)., Vogel, D.S., Cannon-Bowers, J., Bowers, C.A., Muse, K. & Wright, M. (2006).
Computer gaming and interactive simulations for learning: a meta-analysis. Journal of
Educational Computing Research 34, 229-243.

Vogel, F., Wecker, C., Kollar, I., & Fischer, F. (2017). Socio-cognitive scaffolding with computer-
supported collaboration scripts: A meta-analysis. Educational Psychology Review, 29(3),
477-511.

Vogel, J.J., Greenwood-Ericksen, A., Cannon-Bowers, J., & Bowers, C.A. (2006). Using virtual
reality with and without gaming attributes for academic achievement. Journal of
Research on Technology in Education, 39(1), 105-118.

Vos, N., van Der Meijden, H., & Denessen, E. (2011). Effects of constructing versus playing an
educational game on student motivation and deep learning strategy use. Computers and
Education, 56(1), 127-137.

Wagner, M., Gegenfurtner, A., & Urhahne, D. (2020). Effectiveness of the flipped classroom on
student achievement in secondary education: A meta-analysis. Zeitschrift fur
Padagogische Psychologie. https://doi.org/10.1024/1010-0652/a000274.

Wahlstedt, A., Pekkola, S., & Niemela, M. (2008). From e-learning space to e-learning place.
British Journal of Educational Technology, 39(6), 1020-1030. DOI: 10.1111/j.1467-
8535.2008.00821_1.x

Walkington, C., Clinton, V., & Sparks, A. (2019). The effect of language modification of
mathematics story problems on problem-solving in online homework. Instructional
Science: An International Journal of the Learning Sciences, 47(5), 499-529. Retrieved
from: https://eric.ed.gov/?id=EJ1232048

Wallace, D.E., & Bodzin, A.M. (2017). Developing scientific citizenship identity using mobile
learning and authentic practice. Electronic Journal of Science Education, 21(6), 46-71.
Retrieved from: https://eric.ed.gov/?id=EJ1187996



129

Wang, C.X., Fang, T., & Gu, Y.X. (2020). Learning performance and behavioral patterns of
online collaborative learning: Impact of cognitive load and affordances of different
multimedia. Computers & Education, 143, 103683. DOI:
10.1016/j.compedu.2019.103683

Wang, H.S., Tsai, S.N., Chou, C.H., & Hung, H.J. (2010). The study of motivation and reasoning
faculties of game-based learning in elementary school students. In Education Technology
and Computer (ICETC), 2010 2nd International Conference on (Vol. 3, pp. V3eV247).
IEEE.

Wang, J., Tigelaar, D.E.H., & Admiraal, W. (2019). Connecting rural schools to quality
education: Rural teachers’ use of digital educational resources. Computers in Human
Behavior, 101, 68-76.

Wang, M.J.,, Shen, R.M., Novak, D., & Pan, X.Y. (2009). The impact of mobile learning on
students' learning behaviours and performance: Report from a large blended classroom.
British Journal of Educational Technology, 40(4), 673-695.

Wang, T. (2008). Web-based quiz-game-like formative assessment: Development and
evaluation. Computers and Education, 51(3), 1247-1263.

Wang, T.H. (2014). Developing an assessment-centered e-Learning system for improving
student learning effectiveness. Computers & Education, 73, 189-203. DOI:
10.1016/j.compedu.2013.12.002

Wang, X.M., Hwang, G.J,, Liang, Z.Y., & Wang, H.Y. (2017). Enhancing students' computer
programming performances, critical thinking awareness and attitudes towards
programming: An online peer-assessment attempt. Educational Technology & Society,
20(4), 58-68. Retrieved from: https://eric.ed.gov/?id=EJ1157888

Wang, Y., & Liu, Q.T., (2020). Effects of game-based teaching on primary students' dance
learning: The application of the personal active choreographer. International Journal of
Game-Based Learning, 10(1), 19-36. ERIC Number: EJ1239339

Wang, Y., Han, X., & Yang, J. (2015). Revisiting the blended learning literature: Using a complex
adaptive systems framework. Journal of Educational Technology & Society, 18(2).

Wang, Y.H. (2016). Could a mobile-assisted learning system support flipped classrooms for
classical Chinese learning? Journal of Computer Assisted Learning, 32(5), 391-415.

Ward, W., Cole, R., Bolafios, D., Buchenroth-Martin, C., Svirsky, E., & Weston, T. (2013). My
Science Tutor: A conversational multimedia virtual tutor. Journal of Educational
Psychology, 105(4), 1115-1125. Retrieved from: https://eric.ed.gov/?id=EJ1054441

Watson, J. (2000). Blended learning: The convergence of online and face-to-face education.
Promising practices in online learning. North American Council for Online Learning. ERIC
Document Reproduction Number: ED509636.

Watson, J., Murin, A., Vashaw, L., Gemin, B., & Rapp, C. (2013). Keeping pace with K-12 online
& blended learning: An annual review of policy and practice. 10 Year Anniversary Issue.
Evergreen Education Group. ERIC Number: ED566139

Watson, W.R., Mong, C.J., & Harris, C.A. (2011). A case study of the in-class use of a video
game for teaching high school history. Computers & Education 56, 466-474.

Wecker, C., & Fischer, F. (2014). Where is the evidence? A meta-analysis on the role of
argumentation for the acquisition of domain-specific knowledge in computer-supported
collaborative learning. Computers & Education, 75, 218-228.

Wei, X., Cheng, I.L., Chen, N.S,, (...), Zhai, X., & Kinshuk (2020). Effect of the flipped classroom
on the mathematics performance of middle school students. Educational Technology
Research and Development, 68(3), pp. 1461-1484


https://www.scopus.com/sourceid/19419?origin=resultslist
https://www.scopus.com/sourceid/19419?origin=resultslist

130

Weiss, ., Karamarski, B., & Talis, S. (2006). Effect of multimedia environments on kindergarten
children's mathematical achievement and style of learning. Educational Media
International, 43(1), 3-17. https://doi.org/10.1080/09523980500490513

Wen, J.R., Cheng, K.M., Chen, C.P., & Hsieh, Y.H. (2014). Inspecting the theoretical model of
junior high school students' learning in English village with structural equation modeling.
Turkish Online Journal of Educational Technology - TOJET, 13(1), 100-114.

Wen, Y. (2018). Chinese character composition game with the augment paper. Educational
Technology & Society, 21 (3), 132-145.

Wendt J.L., & Rockinson-Szapkiw A. (2014). The effect of online collaboration on middle school
student science misconceptions as an aspect of science literacy. Journal of Research in
Science Teaching, 51(9), 1103-1118. 10.1002/tea.21169

Wendt, S., Rice, J., & Nakamoto, J. (2019). A cross-state evaluation of MIND Research
Institute's ST math program and math performance. WestEd. Retrieved from:
https://eric.ed.gov/?id=ED601907

Weng, W.Y,, Lin, Y.R., & She, H.C. (2017). Scaffolding for argumentation in hypothetical and
theoretical biology concepts. International Journal of Science Education, 39(7), 877-897.
Retrieved from: https://eric.ed.gov/?id=EJ1142671

Werth, E., Werth, L., & Kellerer, E. (2013). Transforming K-12 Rural Education through Blended
Learning: Barriers and Promising Practices. International Association for K-12 Online
Learning.

Westera, W. (2019). Why and how serious games can become far more effective:
Accommodating productive learning experiences, learner motivation and the monitoring
of learning gains. Journal of Educational Technology & Society, 22(1), 59-69.

White, K., & McCoy, L.P. (2019). Effects of game-based learning on attitude and achievement
in elementary mathematics. Networks: An Online Journal for Teacher Research, 21(1),
Article 5. ERIC Number: EJ1206814

Whiteside, A.L., Garrett Dikkers, A., & Somer, L. (2016). "More Confident Going into College":
Lessons learned from multiple stakeholders in a new blended learning initiative. Online
Learning, 20(4), 136-156.

Whitney J.D. (2007) The Use of Technology in Literacy Instruction: Implications for Teaching
Students from Low Socioeconomic Backgrounds. HBSK 4072, Section 3, Fall 2007. ERIC
Document, ED 498986.

Whittaker-Coleman, T.R. (2017). The effects of Response to Intervention (RTI) on student
achievement in a virtual high school. ProQuest LLC, Ed.D. Dissertation, Trevecca
Nazarene University. Retrieved from: https://eric.ed.gov/?id=ED579044

Whyte, E. M., Smyth, J. M., & Scherf, K. S. (2015). Designing serious game interventions for
individuals with autism. Journal of Autism and Developmental Disorders, 45(12), 3820-
3831.

Wibowo, F.C., Budi, A.S., Iswanto, B.H,, (...), Darman, D.R., & Guntara, Y. (2019). Mobile Digital
Education (MDE) for increasing competence of students based on E-Characters Mental
Revolution (E-CMR). Journal of Physics: Conference Series, 1402(6),066075

Wichadee, S., & Pattanapichet, F. (2018). Enhancement of performance and motivation
through application of digital games in an English language class. Teaching English with
Technology, 18(1), 77-92. Retrieved from: https://eric.ed.gov/?id=EJ1170635

Wijaya, M.M.J., Utomo, D.W., & Kurniawan, D. (2019). implementing dynamic group formation
in web-based collaborative learning for high school. 2nd International Seminar on
Research of Information Technology and Intelligent Systems, ISRITI 2019.



131

Wijayanti, R.T., Chrisnawati, H.E., & Fitriana, L. (2019). Blended learning with Schoology in
mathematics: Student's activity and their outcome. Journal of Physics, Conference
Series, 1318(1),012002.

Wijekumar, K., Hitchcock, J., Turner, H., Lei, P., & Peck, K. (2009). A Multisite Cluster
Randomized Trial of The Effects of Compass Learning Odyssey® Math on The Math
Achievement of Selected Grade 4 Students in The Mid-Atlantic region. Final Report.
NCEE 2009-4068. National Center for Education Evaluation and Regional Assistance.
Retrieved from: https://eric.ed.gov/?id=ED507314

Wijekumar, K., Meyer, B.J.F, & Lei, P. (2017). Web-based text structure strategy instruction
improves seventh graders' content area reading Comprehension. Journal of Educational
Psychology, 109(6), 741-760. Retrieved from: https://eric.ed.gov/?id=EJ1149967

Wijekumar, K., Meyer, B.J.F,, Lei, P.W., Lin, Y.C., Johnson, L.A., Spielvogel, J.A., Shurmatz, K.M.,
Ray, M., & Cook, M. (2014). Multisite randomized controlled trial examining intelligent
tutoring of structure strategy for fifth-grade readers. Journal of Research on Educational

Wijekumar, K.K., Meyer, B.J.F., & Lei, P. (2012). Large-scale randomized controlled trial with
4th graders using intelligent tutoring of the structure strategy to improve nonfiction
reading comprehension. Educational Technology Research and Development, 60(6), 987-
1013. Retrieved from: https://eric.ed.gov/?id=EJ986753

Wilkes, S., Kazakoff, E.R., Prescott, J.E., (...), Hurwitz, L.B., & Macaruso, P. (2020). Measuring
the impact of a blended learning model on early literacy growth. Journal of Computer
Assisted Learning, https://doi.org/10.1111/jcal.12429

Wilkes, S., Kazakoff, E.R., Prescott, J.E., Bundschuh, K., Hook, P.E., Wolf, R., Hurwitz, L/B., &
Macaruso, P. (2020). Measuring the impact of a blended learning model on early literacy
growth. Journal of Computer Assisted Learning, https://doi.org/10.1111/jcal.12429

Wilkinson, P. (2016). A brief history of serious games. In R. Dorner, S. Gébel,, M. Kickmeier-
Rust,, M. Masuch,, K. A. Zweig, & R. Dorner, (Eds.). Entertainment computing and serious
games (pp. 17-41). Cham: Springer.

Willmott, T., Russell-Bennett, R., Drennan, J., & Rundle-Thiele, S. (2019). The impact of serious
educational gameplay on adolescent binge drinking intentions: A theoretically grounded
empirical examination. Health Education & Behavior, 46(1), 114-125. ERIC Number:
EJ1202743

Wilson, A., Hainey, T., & Connolly, T. M. (2013). Using scratch with primary school children: An
evaluation of games constructed to gauge understanding of programming concepts.
International Journal of Games-Based Learning, 3(1).

Wilson, A.J., Dehaene, S., Dubois, O., & Fayol, M. (2009). Effects of an adaptive game
intervention on accessing number sense in low-socioeconomic-status kindergarten
children. Mind, Brain, and Education, 3(4), 224-234. https://doi.org/10.1111/j.1751-
228X.2009.01075.x

Winburg, K., Chamberlain, B., Valdez, A., Trujillo, K., & Stanford, T.B. (2016). Impact of Math
Snacks games on students' conceptual understanding. Journal of Computers in
Mathematics and Science Teaching, 35(2), 173-193. Retrieved from:
https://eric.ed.gov/?id=EJ1095367

Winter, J.W. (2018). Analysis of knowledge construction during group space activities in a
flipped learning course. Journal of Computer Assisted Learning, 34(6), 720-730. DOI:
10.1111/jcal. 12279


https://www.scopus.com/record/display.uri?eid=2-s2.0-85080050303&origin=resultslist&sort=plf-f&src=s&st1=school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22&nlo=&nlr=&nls=&sid=79727dd06a1113f3d1e2dfb3620f6cea&sot=b&sdt=b&sl=244&s=TITLE-ABS-KEY%28school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22%29+AND+PUBYEAR+%3e+1999&relpos=298&citeCnt=0&searchTerm=
https://www.scopus.com/sourceid/26183?origin=resultslist
https://www.scopus.com/sourceid/26183?origin=resultslist

132

Wong, K.T., Hwang, G.J., Goh, P.S.C., & Arrif, S.K.M. (2020). Effects of blended learning
pedagogical practices on students’ motivation and autonomy for the teaching of short
stories in upper secondary English. Interactive Learning Environments, 28(4), 512-525.

Wong, L., & Hsu, C. (2016). Effects of learning styles on learners' collaborative patternsin a
mobile-assisted, Chinese character-forming game based on a flexible grouping approach.
Technology, Pedagogy and Education, 25(1), 61-77.
http://doi.org/10.1080/1475939X.2014.963661.

Wong, L.H., (2013). Analysis of students' after-school mobile-assisted artifact creation
processes in a seamless language learning environment. Journal of Educational
Technology & Society, 16(2), 198-211.
http://www.jstor.org/stable/jeductechsoci.16.2.198

Wong, R. (2019). Basic psychological needs of students in blended learning. Interactive
Learning Environments, 1-15. DOI: 10.1080/10494820.2019.1703010

Wong, T., Xie, H., Zou, D. Wang, F. L., Tang, J. K. T., Kong, A., & Kwan, R. (2020). How to
facilitate self-regulated learning? A case study on open educational resources. Journal of
Computers in Education, 7, 51-77. https://doi.org/10.1007/s40692-019-00138-4

Wongwatkit, C., Panjaburee, P., Srisawasdi, N., & Seprum, P. (2020). Moderating effects of
gender differences on the relationships between perceived learning support, intention
to use, and learning performance in a personalized e-learning. Journal of Computers in
Education, 7(2), 229-255.

Wongwatkit, C., Srisawasdi, N., Hwang, G.J., & Panjaburee, P. (2017). Influence of an
Integrated Learning Diagnosis and formative assessment-based personalized web
learning approach on students' learning performances and perceptions. Interactive
Learning Environments, 25(7), 889-903. Retrieved from:
https://eric.ed.gov/?id=EJ1153690

Woo, M., Chu, S., Ho, A., & Li, X.X. (2011). Using a wiki to scaffold primary-school students'
collaborative writing. Journal of Educational Technology & Society, 14(1), 43-54.

Wood, C,, Jackson, E., Hart, L., Plester, B., & Wilde, L. (2011). The effect of text messaging on
9-and 10-year-old children's reading, spelling and phonological processing skills. Journal
of Computer Assisted Learning, 27(1), 28-36.

Worth, J., Nelson, J., Harland, J., Bernardinelli, D., & Styles, B. (2018). GraphoGame Rime.
Evaluation report and executive summary. London: Education Endowment Foundation.
https://educationendowmentfoundation.org.uk/public/files/Projects/Evaluation_Report
s/GraphoGame_Rime.pdf.

Wosnitza, M., & Volet, S. (2005). Origin, direction and impact of emotions in social online
learning. Learning and Instruction, 15(5), 449-464. DOI:
10.1016/j.learninstruc.2005.07.009

Wouters, P., & van Oostendorp, H. (2013). A meta-analytic review of the role of instructional
support in game-based learning. Computers & Education, 60(1), 412-425.

Wouters, P., van Nimwegen, C., van Oostendorp, H., & van der Spek, E. D. (2013). A meta-
analysis of the cognitive and motivational effects of serious games. Journal of
Educational Psychology, 105(2), 249-265. https://doi.org/10.1037/a0031311

Wrenn, V. (2015). Effects of traditional and online instructional models on student
achievement outcomes. A Dissertation Presented in Partial Fulfillment Of the
Requirements or the Degree Doctor of Education, Liberty University.

Wright, N., & Malcolm, W. (2010). E-Learning and implications for New Zealand Schools: A
literature review. Report commissioned by Ministry of Education.



133

Wright, R. (2010). Impact of a web-based reading program on sixth-grade English language
learners. ProQuest LLC. Retrieved from: https://eric.ed.gov/?id=ED546286

Wrzesien, M., & Raya, M.A. (2010). Learning in serious virtual worlds: Evaluation of learning
effectiveness and appeal to students in the E-Junior project. Computers & Education,
55(1), 178-187.

Wu, C,, Chen, G., & Huang, C. (2014). Using digital board games for genuine communication in
EFL classrooms. Educational Technology Research & Development, 62, 209-226.
http://doi.org/10.1007/s11423-013-9329-y.

Wu, H.M. (2019). Online individualised tutor for improving mathematics learning: A cognitive
diagnostic model approach. Educational Psychology, 39(10), 1218-1232. Retrieved from:
https://eric.ed.gov/?id=EJ1232631

Wu, S.Y. (2020). Incorporation of collaborative problem solving and cognitive tools to improve
higher cognitive processing in online discussion environments. Journal of Educational
Computing Research, 58(1), 249-272. ERIC Number: EJ1241663

Wysokinska-Senkus, A. (2020). The concept of safety and security education in the context of
sustainability. Sustainability (Switzerland), 12(12), 5022.

Xiao, J., Cao, M., Li, X., & Hansen, P. (2020). Assessing the effectiveness of the augmented
reality courseware for starry sky exploration. International Journal of Distance Education
Technologies, 18(1), 19-35.

Xie, J.R., Basham, J.D., Marino, M.T., & Rice, M.F. (2018). Reviewing research on mobile
learning in K-12 educational settings: Implications for students with disabilities. Journal
of Special Education Technology, 33(1), 27-39. Retrieved from:
https://eric.ed.gov/?id=EJ1168638

Xinogalos, S.T.S. (2019). Studying the effects of computer serious games on people with
intellectual disabilities or autism spectrum disorder: A systematic literature review.
Journal of Computer Assisted Learning, 35(1), 61-73. https://doi.org/10.1111/jcal. 12311
PDF

Xu, J.Z., Du. J.X., & Fan, X.T. (2015). Students' groupwork management in online collaborative
learning environments. Journal of Educational Technology & Society, 18(2),

Yallihep, M., & Kutlu, B. (2020). Mobile serious games: Effects on students’ understanding of
programming concepts and attitudes towards information technology. Education and
Information Technologies, 25(2), 1237-1254.

Yang, C.C., Hwang, G.J., Hung, C.M., & Tseng, S.S. (2013). An evaluation of the learning
effectiveness of concept map-based science book reading via mobile devices.
Educational Technology & Society, 16(3), 167-178.

Yang, C.C.R., & Chen, Y. (2020). Implementing the flipped classroom approach in primary
English classrooms in China. Education and Information Technologies, 25(2), pp. 1217-
1235. ERIC Number: EJ1247158

Yang, D.C., & Li, M.N. (2013). Assessment of animated self-directed learning activities modules
for Children's number sense development. Educational Technology & Society, 16(3), 44-
58.

Yang, F.C.0O., Lo, F.Y.R,, Hsieh, J.C., & Wu, W.C.V. (2020). Facilitating communicative ability of
EFL learners via high-immersion virtual reality. Journal of Educational Technology &
Society, 23(1), 30-49. https://www.jstor.org/stable/26915405

Yang, J., & Chen, S.Y. (2010). Effects of gender differences and spatial abilities within a digital
pentominoes game. Computers & Education, 55, 1220-1233.
https://doi.org/10.1016/j.compedu2010.05.019


https://www.scopus.com/sourceid/21100240100?origin=resultslist
https://www.scopus.com/sourceid/145056?origin=resultslist
https://www.scopus.com/sourceid/145056?origin=resultslist

134

Yang, J., Yu, H., & Chen, N.S. (2019). Using blended synchronous classroom approach to
promote learning performance in rural area. Computers and Education, 141,103619

Yang, J.C., & Chen, S.Y. (2020). An investigation of game behavior in the context of digital
game-based learning: An individual difference perspective. Computers in Human
Behavior, 112,106432

Yang, J.C., & Quadir, B. (2018). Effects of prior knowledge on learning performance and
anxiety in an English learning online role-playing game. Educational Technology &
Society, 21(3), 174-185.

Yang, J.C., Chen, C.H., & Jeng, M.C. (2010). Integrating video-capture virtual reality technology
into a physically interactive learning environment for English learning. Computers and
Education, 55, 1346-1356.

Yang, J.C., Quadir, B., & Chen, N. (2016). Effects of the badge mechanism on self-efficacy and
learning performance in a game-based English learning environment. Journal of
Educational Computing Research, 54(3), 371-394.
http://doi.org/10.1177/0735633115620433.

Yang, K.H. (2014). The WebQuest model effects on mathematics curriculum learning in
elementary school students. Computers & Education, 72, 158-166.

Yang, K.Y., & Heh, J.S. (2007). The impact of internet virtual physics laboratory instruction on
the achievement in physics, science process skills and computer attitudes of 10th-grade
students. Journal of Science Education and Technology, 16, 451-461.
d0i:10.1007/s10956-

Yang, S.C., Liu, Y.T., & Todd, A.G. (2019). Effects of flipped classroom on high-and low-
achievers’ English vocabulary learning. Journal of Asia TEFL, 16(4), 1251-1267

Yang, Y.Q., van Aalst, J., & Chan, C.K.K. (2020). Dynamics of reflective assessment and
knowledge building for academically low-achieving students. American Educational
Research Journal, 57(3), 1241-1289. ERIC Number: EJ1253443

Yang, Y.T.C. (2012). Building virtual cities, inspiring intelligent citizens: Digital games for
developing students' problem solving and learning motivation. Computers & Education,
59(2), 365-377.

Yang, Y.T.C. (2015). Virtual CEOs: A blended approach to digital gaming for enhancing higher
order thinking and academic achievement among vocational high school students.
Computers & Education, 81, 281-295. do0i:10.1016/j.compedu.2014.10.004

Yapici, i. U., & Akbayin, H. (2012). The effect of blended learning model on high school
students' biology achievement and on their attitudes towards the internet. TOJET: The
Turkish Online Journal of Educational Technology, 11(2).

Ye, S.H., Hsiao, T.Y., & Sun, C.T. (2018). Using commercial video games in flipped classrooms to
support physical concept construction. Journal of Computer Assisted Learning, 34(5),
602-614.

Ye, X.D., Chang, Y.H., & Lai, C.L. (2019). An interactive problem-posing guiding approach to
bridging and facilitating pre- and in-class learning for flipped classrooms. Interactive
Learning Environments, 27(8), 1075-1092.

Yeh, C.C., & Meng, Y.R. (2020). Preliminary study on the application of virtual reality social
skills course to improve the abilities of social skills for elementary and junior high school
students with high functional autism. Communications in Computer and Information
Science, 1227, 183-193


https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=57217480241&zone=
https://www.scopus.com/authid/detail.uri?origin=resultslist&authorId=15045287700&zone=
https://www.scopus.com/record/display.uri?eid=2-s2.0-85087272828&origin=resultslist&sort=plf-f&src=s&st1=school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22&nlo=&nlr=&nls=&sid=79727dd06a1113f3d1e2dfb3620f6cea&sot=b&sdt=b&sl=244&s=TITLE-ABS-KEY%28school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22%29+AND+PUBYEAR+%3e+1999&relpos=450&citeCnt=0&searchTerm=
https://www.scopus.com/record/display.uri?eid=2-s2.0-85087272828&origin=resultslist&sort=plf-f&src=s&st1=school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22&nlo=&nlr=&nls=&sid=79727dd06a1113f3d1e2dfb3620f6cea&sot=b&sdt=b&sl=244&s=TITLE-ABS-KEY%28school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22%29+AND+PUBYEAR+%3e+1999&relpos=450&citeCnt=0&searchTerm=
https://www.scopus.com/record/display.uri?eid=2-s2.0-85087272828&origin=resultslist&sort=plf-f&src=s&st1=school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22&nlo=&nlr=&nls=&sid=79727dd06a1113f3d1e2dfb3620f6cea&sot=b&sdt=b&sl=244&s=TITLE-ABS-KEY%28school+AND+%22blended+learning%22+OR+%22online+learning%22+OR+e-learning+OR+elearning+OR+%22virtual+learning%22+OR+%22distance+learning%22+OR+%22remote+learning%22+OR+%22digital+teaching%22+OR+%22flipped+learning%22+OR+%22flipped+classroom%22%29+AND+PUBYEAR+%3e+1999&relpos=450&citeCnt=0&searchTerm=
https://www.scopus.com/sourceid/17700155007?origin=resultslist
https://www.scopus.com/sourceid/17700155007?origin=resultslist

135

Yeh, K.H., & She, H.C. (2010). On-line synchronous scientific argumentation learning: Nurturing
students’ argumentation ability and conceptual change in science context. Computers &
Education, 55, 586-602.

Yeh, Y.L., & Lan, Y.J. (2018). Fostering student autonomy in English learning through creations
in a 3D virtual world. Educational Technology Research and Development, 66(3), 693-
708. Retrieved from: https://eric.ed.gov/?id=EJ1178164

Yeh, Y.L, Lan, Y.J.,, & Lin, Y.T.R. (2018). Gender-related differences in collaborative learning in a
3D virtual reality environment by elementary school students. Journal of Educational
Technology & Society, 21(4), 204-216. http://www.jstor.org/stable/26511549

Yeigh, T., Lynch, D., Turner, D., (...), Sell, K., Lawless, E. (2020). Using blended learning to
support whole-of-school improvement: The need for contextualisation. Education and
Information Technologies, 25(4), pp. 3329-3355

Yelianti, U., Anggereini, E., & Irfan, M.K. (2020). Developing electronic learning media using 3D
PageFlip on the material of classification of living things for the 7th grade students of
junior high school. Journal of Physics: Conference Series, 1464(1),12039

Yen, J.C., Wang, J.Y., & Chen, I.J. (2011). Gender differences in mobile game-based learning to
promote intrinsic motivation. In Proc. Recent Researches Comput. Sci., Madison, WI,
USA.

Yi, C., Eo, S., & Kim, T. (2016). Using serious games to enhance the cognitive ability of
elementary school children to learn about shapes. Information (Japan), 19(11), 5423 -
5428.

Yien, J.M., Hung, C.M., Hwang, G.J., & Lin, Y.C. (2011). A games-based learning approach to
improving students' learning achievements in a nutrition course. In Proceedings of the
Turkish Online Journal of Educational Technology, 10(2), 1e10.

Yildiz Durak, H. (2018). Flipped learning readiness in teaching programming in middle schools:
Modelling its relation to various variables. Journal of Computer Assisted Learning, 34(6),
939-959.

Yoon, M.B., & Baek, J.E. (2018). Development and application of the STEAM education
program based on the soccer robot for elementary students. International Journal of
Mobile and Blended Learning, 10(3), 11-22. ERIC Number: EJ1178660

Young, M.F,, Slota, S., Cutter, A.B., Jalette, G., Mullin, G., Lai, B., et al. (2012). Our princess is in
another castle: A review of trends in serious gaming for education. Review of
Educational Research, 82(1), 61-89. https://doi.org/10.3102/003465431243 6980.

Young, S.S., & Wang, Y. (2014). The game embedded CALL system to facilitate English
vocabulary acquisition and pronunciation. Journal of Educational Technology & Society,
17(3), 239-251. Retrieved from https://eric.ed.gov/?id=EJ1039075.

Young, S.S.C., & Ku, H.H. (2008). A study of uses of ICT in primary education through four
winning school cases in the Taiwan Schools Cyberfair. Journal of Educational Technology
& Society, 11(3), 52-66. http://www.jstor.org/stable/jeductechsoci.11.3.52

Yu, F.Y., & Pan, K.J. (2014). The effects of student question-generation with online prompts on
learning. Educational Technology & Society, 17 (3), 267-279. Retrieved from:
https://eric.ed.gov/?id=EJ1039079

Yu, F.Y., Chang, Y.L., & Wu, H.L. (2015). The effects of an online student question-generation
strategy on elementary school student English learning. Research and Practice in
Technology Enhanced Learning, 10, Article 24. Retrieved from:
https://eric.ed.gov/?id=EJ1243255



136

Yucer, Y., & Rizvanoglu, K. (2019). Battling gender stereotypes: A user study of a code-learning
game, "Code Combat," with middle school children. Computers in Human Behavior, 99,
352-365. DOI: 10.1016/j.chb.2019.05.029

Yudintseva, A. (2015). Synthesis of research on video games for the four second language skills
and vocabulary practice. Open Journal of Social Sciences, 3, 81-98.
http://doi.org/10.4236/jss. 2015.311011.

Yukhymenko, M. (2011). Students' interest in social studies and negotiation self-efficacy: A
meta-analysis of the GlobalEd Project. Journal of Technology and Teacher Education,
19(3), 369-392. Retrieved from: https://eric.ed.gov/?id=EJ944281

Yuliyatno, M., & Sitompul, N.C. (2019). Exploring the implementation of weblog-based flipped
classroom in teaching civics: Is it feasible and effective? International Journal of
Instruction, 12(4), pp. 239-250

Yungul, O., & Can, A.A. (2018). Applicability of web-based distance education to instrument
(guitar) education. Educational Policy Analysis and Strategic Research, 13(4), 37-69.
Retrieved from: https://eric.ed.gov/?id=EJ1201475

Yunus, M.M., Yaacob, N., & Suliman, A. (2020). The use of electronic frog VLE in assisting
reading comprehension activities. Universal Journal of Educational Research, 8(3), 879-
887

Yusof, M., Anuar, D., Sarojini, E.G., Low, W.Y., & Kamarulzaman, A.A. (2014). Teachers'
perception of mobile edutainment for special needs learners: The Malaysian case.
International Journal of Inclusive Education, 18(12), 1237-1246.

Zacharia, Z.C., Lazaridou, C., & Avraamidou, L. (2016). The use of mobile devices as means of
data collection in supporting elementary school students' conceptual understanding
about plants. International Journal of Science Education, 38(4), 596-620.

Zacks, S., & Hen, M. (2018). Academic interventions for academic procrastination: A review of
the literature. Journal of Prevention & Intervention in the Community, 46(2), 117-130.

Zahed, B.T., White, G., & Quarles, J. (2019). Play it safe: An educational cyber safety game for
children in elementary school. 2019 11th International Conference on Virtual Worlds
and Games for Serious Applications, VS-Games 2019 — Proceedings 8864594, 1DUUMY.

Zaka, P. (2013). A case study of blended teaching and learning in a New Zealand secondary
school, using an ecological framework. Journal of Open, Flexible, and Distance Learning,
17(1), 24-40. Retrieved from https://www.learntechlib.org/p/147990/

Zawilinski, L.M., Richard, K.A., & Henry, L.A. (2016). Inverting instruction in literacy methods
courses: Making learning more active and personalized. Journal of Adolescent & Adult
Literacy, 59(6), 695-708. http://www.jstor.org/stable/44011332

Zhai, X.M., Zhang, M.L,, Li, M., & Zhang, X.J. (2019). Understanding the relationship between
levels of mobile technology use in high school physics classrooms and the learning
outcome. British Journal of Educational Technology, 50(2), 750-766. ERIC Number:
EJ1206942

Zhang, D. (2005). Interactive multimedia-based e-learning: A study of effectiveness. American
Journal of Distance Education, 19(3), 149-162.

Zhang, H., Yu, L., Ji, M,, (...), Liu, H., Wang, Y. (2020). Investigating high school students’
perceptions and presences under VR learning environment. Interactive Learning
Environments, 28(5), pp. 635-655

Zhang, K. (2004). Effects of peer-controlled or externally structured and moderated online
collaboration on group problem solving processes and related individual attitudes in
well-structured and ill-structured small group problem solving in a hybrid course.



137

Unpublished doctoral dissertation, Pennsylvania State University.
https://etda.libraries.psu.edu/catalog/6275

Zhang, L.M., Kalyuga, S., Lee, C., & Lei, C.P., (2016). Effectiveness of collaborative learning of
computer programming under different learning group formations according to
students' prior knowledge: A cognitive load perspective. Journal of Interactive Learning
Research, 29(2), 171-192. ERIC Number: EJ1182700

Zhang, M.L. (2013). Prompts-based scaffolding for online inquiry: Design intentions and
classroom realities. Journal of Educational Technology & Society, 16(3), 140-151.
http://www.jstor.org/stable/jeductechsoci.16.3.140

Zhang, Q., Liu, Q., Zhang, N., & Wu, L. (2019). Social network analysis of knowledge
construction in computer-supported collaborative learning. 2nd Eurasian Conference on
Educational Innovation, 399-402. DOI: https://doi.org/10.35745/ecei2019v2.102

Zhang, Y., & Lin, C.H. (2020). Motivational profiles and their correlates among students in
virtual school foreign language courses. British Journal of Educational Technology, 51(2),
515-530.

Zhang, Y.Y., & Zhou, X.L. (2016). Building knowledge structures by testing helps children with
mathematical learning difficulty. Journal of Learning Disabilities, 49(2), 166-175.

Zhang, Z., Xu, G., Gao, J,, (...), Li, Z., & Zhou, W. (2020). Effects of e-learning environment use
on visual function of elementary and middle school students: A two-year assessment
experience from China. International Journal of Environmental Research and Public
Health, 17(5),1560

Zhao, Y., Lei, J., Yan, B., Lai, C., & Tan, H.S. (2005). What makes the difference? A practical
analysis of research on the effectiveness of distance education. Teachers College Record,
107(8), 1836-1884.

Zheng, B., & Warschauer, M. (2015). Participation, interaction, and academic achievement in
an online discussion environment. Computers & Education, 84, 78-89.

Zheng, B., Lin, C.H., & Kwon, J.B. (2020). The impact of learner-, instructor-, and course-level
factors on online learning. Computers and Education, 150,103851

Zheng, B., Warschauer, M., & Farkas, G. (2013). Digital writing and diversity: The effects of
school laptop programs on literacy processes and outcomes. Journal of Educational
Computing Research, 48(3), 267-299.

Zheng, B.B., & Warschauer, M. (2019). Language development and epistemic engagement
among upper elementary students in synchronous computer-mediated communication.
Journal of Educational Computing Research, 57(6), 1549-1574. ERIC Number: EJ1225284

Zheng, J., Xing, W., & Zhu, G. (2019). Examining sequential patterns of self- and socially shared
regulation of STEM learning in a CSCL environment. Computers and Education, 136, 34-
48

Zheng, L.Q., Bhagat, K.K., Zhen, Y.Y., & Zhang, X. (2020). The effectiveness of the flipped
classroom on students’ learning achievement and learning motivation: A meta-analysis.
Journal of Educational Technology & Society, 23(1), 1-15.

Zhu, C., & Van Winkel, L. (2016). A virtual learning environment for the continuation of
education and its relationship with the mental well-being of chronically ill adolescents.
Educational Psychology, 36(8), 1429-1442. DOI: 10.1080/01443410.2014.992393

Zin, A.F.M., Rosli, M.S., & Saleh, N.S. (2019). Effectiveness of online learning environment in
improving thinking skill in mathematics. AIP Conference Proceedings, 2138,050039.



138

Zion, M., Adler, I., & Mevarech, Z. (2015). The effect of individual and social metacognitive
support on students' metacognitive performances in an online discussion. Journal of
Educational Computing Research, 52(1), 50-87.

Zion, M., Michalsky, T., & Mevarech, Z. R. (2005). The effects of metacognitive instruction
embedded within an asynchronous learning network on scientific inquiry skills.
International Journal of Science Education, 27(8), 957-983.

Zou, D., Huang, Y., & Xie H.R. (2019). Digital game-based vocabulary learning: Where are we
and where are we going? Computer Assisted Language Learning,
https://doi.org/10.1080/09588221.2019.1640745

Zuber, M.M., & Sulaiman, H. (2019). Exploring the effectiveness of e-learning in increasing
students' achievements in mathematics at the primary school level. AIP Conference
Proceedings, 2184, 030004

Zurita, G., & Nussbaum, M. (2004). A constructivist mobile learning environment supported by
a wireless handheld network. Journal of Computer Assisted Learning, 20(4), 235-243.

Zurita, G., & Nussbaum, M. (2004). Computer supported collaborative learning using wirelessly
interconnected handheld computers. Computers & Education, 42(3), 289-314.

Zydney, J.M., & Warner, Z. (2016). Mobile apps for science learning: Review of research.
Comput. Educ., 94, 1-17.



