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Abstract—Nowadays and since the year 2000, the Moroccan educational sys-
tem like all the other system of educations evolve towards putting more and
more emphasis on the Competency-based approach rather than learning con-
tents. Specific pedagogical tool is necessary to develop such competences, es-
pecially with the well-known rupture between teaching practices and the digital
culture of young people, marked by the increased use of information and com-
munication technologies. Pedagogies that rely on the use of educational games
emerged as a solution to change traditional practices .In this sense, we have ex-
perimented with the use of educational game circuit warz in a physics class-
room .We have restricted its use to the lesson of the voltage divider and we
have compared its contributions to those of a classical teaching method .The re-
sults found a huge improvement in areas like motivation, engagement and inter-
action inter-learners.
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1 Introduction

Along the past years, there has been an increasing interest in the educational games
that used in many different fields such as health training, military training [1] and
teaching of several subjects, such as physics [2] .Several factors have led towards this
interest in teaching through educational games, namely the availability of technologi-
cal tools to create learning game and the need to change traditional learning methods
for more innovative method [3].Educational video-game based learning focuses on
two elements ;the cognitive element and the emotional element .In regard to the emo-
tional side, several studies claim that playing games greatly increases the motivation
of learners; this assertion is often supported by the fact that games generate intrinsic
motivation such as challenge, curiosity, competition and cooperation. In regards to the
cognitive side, educational games can be used as interactive simulations that facilitate
learning. Moreover, this type of game helps the learner develop competences and
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knowledge by generating a deeper understanding of certain concepts and principles by
immersing the player in the game [1].

Understanding the concepts and notions of physics is difficult for most learners
which is why they lose interest in this subject. And since it is involved in almost all
fields engineering, electronics, medicine, it is essential that the basic concepts can be
understood by the majority of learners. Today, thanks to the increased development of
technological means and particularly to the use of educational games, we have a new
method of teaching that has provided a solution to the encountered problems. [4]

In this context, we have experimented class with the educational video game cir-
cuit warz. The choice of this game is based on the results of a selection gird that we
have developed according to the Moroccan context. The objective of this experiment
is to study the impact of this video game on the motivation and engagement of the
learners as well as the interaction inter-learners and between the learner and the
teacher. The studies that have already been carried out to find out upon the attitude of
learners towards the use of this educational tool are motivating. It proves that the
majority of Moroccan learners have a positive attitude concerning the integration of
educational games in class, as well as proving that the activity of playing occupies an
important place in their universe [5].

During our research of a video game, we encountered great difficulty to make a
choice and the reason was the absence of games on science physics whose learning
content was integrated into the Moroccan curriculum, compatible with Competency-
based approach and that meets the expectation of the Moroccan learner .In fact the
most part of the games we were able to find were simple simulations..

2 Problematic

The question of the integration of educational games in class remains a theme of
interest for many researchers and teachers. The impact of motivation and engagement
is felt by this new generation of learners, who grew up with computers, video games
and the internet in this new digital era [3] .most Moroccan learners spend a lot of time
playing video games[5]and ,as a result ,they have developed the skills needed to solve
problem situations. Therefore, the traditional course approach based on traditional
methods no longer enjoys of the support of learners that find themselves in passive
state when they have many digital resources at their disposal [3]. In addition, a syn-
thesis of recent publications that address the impact of playing games shows that this
activity has a positive impact on the learning motivation [6],[7].

Based on previous and a research that had already been made on the integration of
educational games which revealed that the majority of Moroccan learners have a posi-
tive attitude on this point [5]. We proceeded to the experimentation of the educational
video game circuit warz in class. The question we keep asking ourselves is this: will
the use of the video game circuit warz bring a higher level of motivation, engagement
and interaction in class for the Moroccan learner? Hence, the purpose of this work is
to make a comparison between the teaching method with educational games and the
traditional teaching method.
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3 Elaboration of The Selection Grid

Seeing the obvious need to have a tool that allows teachers of physics to select rel-
evant educational games and considering the dissatisfaction presented by the existing
tools in their hands, We wanted to produce a simple and practical grid while being the
most objective possible to encourage Moroccan teachers to embark on the game expe-
rience in the classroom. The determination of the criteria of the grid depends on the
following three axes:

e The Moroccan context marked by the adoption of the competency-based approach
o Existing models of grids for analyzing and assessing educational games
o A literature review that focuses on the relevance of educational games

In fact, the majority of educators show an interest in the use of video games for ed-
ucational purposes, with the main goal of stimulating motivation and school engage-
ment [8].

3.1 Motivation and competence

The concepts of motivation and competence are a major concern for teachers inter-
ested in learning through video games. The concept of motivation is one of the prem-
ises of this movement, due to the strong relationship it maintains with learning [9].As
regard to the notion of competence, researchers generally agree on the fact that it
relies on the individual's own resources (knowledge, skills and attitudes) and on his
ability to mobilize them in singular situations [10].

In the same vein, learner motivation is an important driving factor for skill devel-
opment [11], [12], [13]. In fact, without interest, it is difficult to integrate new no-
tions, to make links with previous knowledge and to persevere in the appropriation of
new concepts. The educators want to find innovative strategies to motivate learners.
In this sense the educational games can contribute by its dynamism and playfulness
[14].

The use of games seems more particularly conducive to learning when it induces
the state of flow to the user. The flow is a state of mind that is generated by an attrac-
tive activity which is manifested on the player by concentrating and increasing en-
joyment[15], [16], [17], [18].The engaging and immersive character of a well-
designed video game would have an advantage to be operated for educational purpos-
es, and, particularly with disengaged learners [17].

3.2  Consistency with the competency-based approach

Another criterion on which we have insisted a lot in the Moroccan context: it is the
coherence of using educational games with the practice of the competency based-
approach which will contribute to the harmonious integration of this digital tools in
class .In fact the game must allow to develop skills and / or to deepen school
knowledge while respecting the approach of learning,
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In this sense, Oblinger points out that video games represent powerful learning en-
vironments because they can support the pedagogical approach based on the resolu-
tion of problem situations, in a multisensory, active and experiential way. They also
promote the emergence of previous knowledge necessary for advancement in the
game and provide immediate feedback, allowing users to test hypotheses and learn
from their actions [17].

3.3  The contents of the games

Despite the anticipated benefits that educational video games can provide, the link
between its learning ‘content and the knowledge prescribed in the curriculum is not
always assured. The teacher is forced to worry about the integration of the relevant
prescribed concepts; otherwise this educational approach might seem slight and in-
substantial. However, it seems essential to demonstrate the adequacy between the
elements of games used in teaching and those of school programs due to ensure the
legitimacy of the educational approach.

On the basis of available models of grids proposed by several researchers [19],
[20], [21], [22], [23], [24] and by improving them according to the Moroccan context
and the researches regarding the value of using educational games. We developed a
selection grid; the grid itself contains four sub-grids corresponding to the four catego-
ries mentioned above.

e Viability of the game

e Motivation to play

o The content of the game

e The requirements of the competency-based approach

The method of judgment that we have adopted is very selective, the decision is to
put a judgment on each category based on the results obtained:

o For the viability of the game: If the game gets a score of 4/7 or more, it is de-
clared as viable.

¢ For motivation to play: If the game gets a score of 10/20 or more, it is considered
a motivating game.

o For game content: If the game gets a score 12/24 or more, it is consistent with the
content.

e For the requirements of the competency-based approach: If the game scores
12/24 or more, it is considered compatible with the requirements of the competen-
cy-based approach.

Based on the results obtained for the previous four categories we can reject or
adopt the use of the game in Moroccan context, in fact, if one of the categories is not
verified the game must be rejected.

Educational games having passed the selection are affected an overall rating de-
termined by weighting
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In relation to our research, we have given more importance to the following two
categories 'motivation to play' and ‘requirements of the competency-based approach’:
Indeed, motivation and engagement of the learner is an important criterion during the
use of the educational game also, the use of these tools is a part of the competency
based-approach ‘operationalization. The content of the game is also important but
with a less degree compared to the two previous categories

The table 1 represents the weighting factor for each category:

Table 1. The weighting factor

Categories ‘Weighting Factor
Viability of the game 0,1
Motivation to play 0.35
Content of the game 0,2
Requirements of the competency-based approach 0,35

3.4  Presentation of the grid

General description of the educational game

Name of the game:

Main theme announced:

Creator:

Year of creation: | | |

Material resources:

Computer - Smartphone - Website - Game Console
Language of the game:
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viability of the game
For "No'" noted 0 and for "Yes'' noted 1 in case of indecision put 0

Yes No
Educational aspect: Does the game claim an educational aspect?
Understanding the Game Controls: The game provides enough basic commands to learn playing
fast
The feedback and the evolution in the game: The feedbacks allowing the player to measure his
evolution are clear in the game.
The clarity of game' objectives: Does the player understand easily and clearly the objectives and
the purpose of the game?
Dynamism of the game: Activities in the play space are varied.
Gameplay: the gameplay is easy to understand
Help system: The game offers help systems (a manual, and tutorials...)
Motivation to Play (rate from 1 to 4)
1: Not at. all  2: Very little 3 : Alittle 4: A lot Rating
in case of indecision put 1 (score/4)
Type of game: the type of game is motivating to the player .../4
Gameplay: Gameplay is pleasant enough. .../4
Progress in the game: The game offers a good evolution of the difficulty curve and motivating .../4
hall to the player.
Gaming environment: the gaming environment is sophisticated (the story, graphics and sound .../4
1 ts).
Gaming immersion: the game allows player to fully immerse themselves and live the theme with .../4
intensity.
Game Content (rate from 1 to 4)
1: Not at. all  2: Very little 3 : Alittle 4: A lot Rating
in case of indecision put 1 (score/4)
The scientific aspect of content: The game has content on scientific topics .../4
Fidelity of scientific content: the game reproduces with fidelity the essential elements of the .../4
scientific topics
The richness of the content: The nature of the game's scientific content is varied (definitions, .../4
concepts, laws and experiences)
Consistency of the game with the content of the Curriculum: Correlation of game 'objectives with .../4
scholastic program.
Identification of learning in game' content: Does the content ‘game allows rapid identification of /4
learning concepts?
Learning dimensions in the game ‘content: The objectives of the game are expressed in terms of .../4
several dimensions (knowledge, know-how, know-how).
the requirements of the competency-based approach ( rate from 1 to 4)
1: Not at. all  2: Very little 3 : Alittle 4: A lot Rating
in case of indecision put 1 (score/4)
The pedagogical approach: The pedagogical approach on which the game is based having as the .. /4
foundation of knowledge building
Reflection: The nature of the game involves a reflection on the effect produced by each action .../4
from the player.
Rhythm and personalization of learning: the game allows player to customize the settings of /4
difficulty and game speed.
Memorization: The game relies on the retention of player's information. . /4
The mobilization of knowledge: The game presents problem-solving through which each player .. /4
uses his knowledge to solve the problem.
Interaction: The nature of game involves exchanges and discussions between players. .. /4

Fig. 1. . Grid of selection

3.5  Application of the Gird

In what follows we try to apply the proposed grid on an example of educational

games used to help teachers to select appropriate game.

We started with an Identification of the educational games that can be used for
learning physics before we proceed to an assessment in order to get an idea about the

ability to be integrated into the Moroccan context:

iJET — Vol. 14, No. 16, 2019

71



After applying the proposed grid on the educational games by assigning a score for
each criterion. Regarding the result of each game we selected the educational game
"circuit warz". The results that we obtained for this Game are illustrated above:

The viability of the game: sum of scores 6/7 in percentage 85, 7%.

Motivation to play: sum of scores 18/20 in percentage 90%.

Game content: sum of scores 20/24 in percentage 83, 3%.

The requirements of the competency-based approach sum of scores:21/2 in
percentage 87,5%.

Overall weighted score of the game circuit warz: 87, 3%

3.6  Description of Circuit warz

Circuit Warz is an educational video game made in the University of Ulster in Ire-
land in summer 2012. It includes seven complete levels to assess Learners' knowledge
of basic electronic circuits including Series Parallel Resistor circuits, Resistor Capaci-
tor (RC) filters, Graetz Bridges, Wheatstone bridges, weighted summing amplifiers,
Transistor switches and Oscillator circuits.

The objective of the game: The planet Earth is under threat from an alien invader,
their ship is approaching fast. The laser protection system has been sabotaged. In a
few minutes the player must repair the generator and save the world.

The game is designed to ensure a high level of user engagement and replayability
with a competitive leaderboard element and analytics to measure learner retention. To
complete the game successfully the learners needs to have a clear understanding of
both the underlying circuit theory and its application. The figure 2 shows the level
type, player objective on each level, the related theory and the learning outcomes for
each level.

Level/Circuit Objective Theory Learning outcomes
Level 1 Solve for R1 given Vi,R2,R3 to get _ Reg X Vi Parallel and series circuits. Equivalent
Series/parallel | required value Vo ? " Reg + Ry resistance. Circuits and current flow.
Level 2 Solve for R1, C to get target cut off _ 1 RC circuits and cut off frequencies
RC filter fe Je= 2nRC Low/high pass filters.
Level 3 Align diodes. Solve for C given Vpp Convert AC to DC. Ripple reduction
Graetz Bridge | Vpp, R, f to get target output V b= 2X R X f X Vgnootn using capacitors, Diodes in rectification.
Level 4 Solve for Rx given R1, R2, R3 and Vo=t x ( R, Ry ) Components/operation of bridge. Find
Wheatstone | Vpp. Balance bridge Vg=0 97 PP TA\R 4+ Ry Ry + Ry unknown resistance value using circuit.
Level 5 Solve for RO given R1,R2,R3 to Ve, Ve, Ve Op amps in summing amplifiers
Summing achieve target Vout Vour = =Ry (R—' + TI + R—J) Relationship input/output Voltage
amplifier von s Role of feedback resistor (R0)
Level 6 Solve for Rin and RI given Vpp, vo—v Understand saturation/cut-off in
Transistor Vin to achieve target IC. Ie= WTrm: transistor as switches.
switch ' Relationship between RC and IC
Level 7 Solve for R2, R3and C to achieve f= 1 Convert DC source to (AC). Compute
Oscillator target frequency and Vpp 2XRyX € XIn (1 +2 %L) oscillation frequency from components.
2

Fig. 2. Player objective on each level, and the learning outcomes
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Circuit warz is a strategy game [25], where the player learns through the activities
performed during the game phase, and x interactions with an environment in which he
is confronted with various problems situation belonging to the same family. The game
must offer the learners a situation that they can live a significant immersion, and in
this situation the knowledge will appear as the optimal solution to the problems pre-
sented [26]. The game circuit Warz includes several problem situations necessary to
the acquisition of the competences defined by the pedagogical objectives.

4 Methodology

4.1 Research design

So as to make the learner active in the process of learning, the teacher has to use
different methods and various teaching procedures. The most used method by the vast
majority of teachers is the statement of a problem situation, which gives the learner
the opportunity to reflect and to activate his knowledge to solve the problem. In this
study we compare two teaching sessions, one with a classic problem situation and
another based on an educational game.

The game presented here was practiced during a two hour session; it was given in
the second quarter of the school year in a grade 5 class. It is about the association of
ohmic conductors and the voltage divider.

Due to the lack of computers, learners freely formed groups of 4 to 5 learners. Each
learner was provided with a form to record the relevant information from the game
phase. At the end of the experimental part, the learner will use this form to respond to
questions from the teacher intended for the evaluation of knowledge, a questionnaire
distributed after the end of the session to collect the appreciations of each one and the
points of view on the various points of the experiment.

The study was organized in four classes from two different cities, Fez and Arfoud,
two classes with an educational game and two classes with the traditional method, the
study was as follows:
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Table 2. Conducting of the experiment

Game group | Traditional group Dedicated Time
Introduction: Reminding the ohm’s law and the association of ohmic conduc- 30 min
tors.

Present a lem situation L .

; rese _prob en s1t}1 10 State a problem situation that deals with the

included in the circuit warz . .
. . concept of the voltage divider 10 min

game and give instructions to

the students.

. M Al
Playing on the computer asa  [Collect and discuss students' hypotheses 20 min

group (group discussion) With |about the given situation.
the filling of a form. Check students' assumptions 20 min 20 min

Responded to questions from
the teacher after playing and

I nts an ise for practice. 20 min
subsequently deduce the voltage Give students an exercise for practice
divider formula.
i rt to reca . . .
Play again the first part to recap Correction of the exercise. 15 min

and improve the score taken.
End of the session

Gather the appreciations and opinions of learners concerning the evaluation of the session by
handing out a questionnaire for each group.

Gather the appreciations and opinions of learners concerning the evaluation of the session by
handing out a questionnaire for each group.

4.2  Participants / population of the study

We took two classes from two different cities (Fez and Arfoud) with two different
teachers; each class was randomly divided into two groups, one to apply the educa-
tional game and the other to use the classical method. In the beginning of the session,
the teacher gave a justification for ten minutes using the projector to explain the in-
structions on how to use the game and in the game phase it gives the necessary guid-
ance for each group.

The distribution of learners is as follows:

Table 3. The distribution of learners

Traditional group | Game group | Number of learners
High school A (Fez) Teacher A 20 students 20 students 40 students
High school B (Arfoud) Teacher B 18 students 18 students 36 students

4.3  Questionnaire

To carry out this research, we have developed two questionnaires, one for the edu-
cational game group and the other for the classical group; these two questionnaires are
designed in such a way as to collect information about engagement, motivation and
interactions between the learners and between the teacher and the learner as well.
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5 Results

5.1 Comparison between the two groups with regard to motivation and en-
gagement.

Motivation: At the end of the session, we noted the opinions of the learners who
answered the various questions we asked in the questionnaire

Table 4. .Learners ‘replies to motivation questions

Game Group
Group of Fez | Group of Arfoud |Total of answers
Yes No Yes No Yes No

The appreciation of use educational game 18 2 14 4 32
The game made the course more practical. 18 2 15 3 33 5
The course would have been treated better with 3 17 3 15 6 3

other digital media.

Would you .hke to use educational video games 19 1 14 4 33 5
more often in physics lessons?

Table 5. Learners ‘replies to motivation questions and interest to use educational games

Traditional Group

Group of Fez Group of Arfoud |Total of answers
Yes No Yes No Yes No
|Are you motivated during the session? 7 13 5 13 12 26
Do you think this course would have been
handled better with digital support? 17 3 14 4 31 7
Would you like to use educational video games 18 3 15 3 13 5
in the lessons of physics?

The examination of these two tables 4 and 5 shows that the students of the game
group of Arfoud and Fez are motivated by the use of educational game in class. On
the other hand, the students of traditional group are demotivated during the session.

The overall percentage results for both groups are the following:

Game group

the interest to use more educational video games in
physicslessons

The course would havebeen treated better with other
digital media.

The game made the coursemorepractical.

The appreciation of use the educationnal video game

Blo mYes 0% 20%  40%  G0%  80%  100%

Fig. 3. An assessment of the motivation to use educational games
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Traditional Group

Interest to use educational video gamesin the lessons
of physics

thelesson would have been handled better by using a
digital tool?

student motivation
mMNo WYes
0% 20% 40% 60% 80% 100%

Fig. 4. An assessment of the motivation to learn with a traditional method and of interest to use
educational games

In fact, this new way of learning is positively perceived by (84%) learners who en-
joy using the circuit warz game in class, in the eyes of many of them (87%) teaching
with using this tool has made the course more convenient and they wish to use it often
(87%) therefore they aren’t interested (84%) in learning with another digital medium.
These results approve once again the motivation of learners to learn using educational
games. The majority of the students liked their experiences using educational game
circuit warz.

In addition, as reported the table 4, learners of Arfoud game group and learners of
fez game group did not demonstrate differences in motivation, nor were interest. This
suggests that educational games provide a relatively novel experience that does not
favour students from one city to the other. In this sense, we can say that the use of
educational games eliminates the spatial disparities between learners. Azriel say “re-
gardless of age or economic, ethnic, or social background, people understand the
language of play” [27].

In the same vein, the change of teacher did not influence on results of the two game
groups. Indeed, the use of educational games has the possibility to allow students to
learn in consistent conditions.

On the contrary, the result in the figure 4 of traditional group shows that 68% of
learners are unmotivated during the session, and 82% of them want to use digital tool
and especially educational games. This result is consistent with the classroom obser-
vations that many studies showed that the traditional method did not have a motiva-
tional effect on the students [28]. The use of educational games can be powerful re-
sources for improving the teaching—learning process, since they are able to generate a
motivation that the Moroccan learners needs.

Engagement: When we think of students ‘engagement in learning activities, it is
often convenient to understand engagement with an activity as being remarked by
using two types of strategies: a learning strategy or a self-regulation strategy.

Learning Strategies: Are used by learners to "learn, integrate and remember" [29]
concepts and notions in the classroom. For example, the strategies of memorization
during the repetition of the contents in class and the strategies of elaboration which
make it possible to make links between the notions seen.

Self-regulation strategies: "Are cognitive strategies that students use consciously,
systematically and constantly when they take responsibility for their learning"[30],
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These self-regulation strategies have three strategies: metacognitive strategies that
manifest themselves by planning a task, or self-assessment, management strategies
such as work organization, choosing a place to study, and motivational strategies such
as goal setting, rewarding end of work

The engagement of the learner is kept by the means of the motivation and the utili-
zation of the resources to solve the problems situations, to use a lot of strategy before
solving a problem situation allows the learner to develop methods of work, to follow
logic; it also makes it possible to muster a large number of resources for the learner
and subsequently to develop several skills, namely: calculation, decision-making,
logical reasoning, they also promote his understanding of the lesson with his own
method. In this context, we have raised two questions, which measure this, one ques-
tion for each group.

Table 6. Learners ‘replies to question “Have you tried a lot of strategies before tuning the
generator?

Game group
Group of Fez Group of Arfoud
Yes NO Indifferent Yes NO Indifferent
16 4 0 13 4 1

Table 7. Learners ‘replies to question “Have you tried a lot of methods before solving the
proposed situation?

Traditional Group
Group of Fez Group of Arfoud
Yes No Indifferent Yes No Indifferent
7 11 2 5 12 1

The two histograms below re-group the result of the two groups in percentage.

indifferent 3%
No
Yes

0%

21%

20%
Have vou tried a lot of strategies before tuning the generator?

40%

Game group

60%

76%
80%

100%

Fig. 5. Engagement of students in the learning process (game group)

Indifferent Traditional eroun
No 61%
Yes
0% 10% 20% 30% 40% 50% 60% 70%

Have you tried a lot of methods before solving the proposed problem situation?
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As depicted in figure 5, the result clearly shows that engagement and resource uti-
lization were too high for more than 70% of learners. In other words, learners move
from being passive recipients of knowledge to being participants in activities, in fact,
the use of educational games improve student’s engagement in the process of think-
ing, questioning, and problem solving.

Reading the histogram of the figure 6, shows that there are almost 60% learners did
not use a lot of methods before solving the proposed problem situation. The engage-
ment was low compared to the session of the educational game.

In sum, the course with the game is more motivating and engaging than the tradi-
tional course. If the competency-based approach wanted to be successful, they should
be supported by using educational games.

In this teaching process, the purpose of an educational game is twofold: to create a
fun environment, and to be educational.

An educational game is thus designed both to be attractive and appealing to a broad
target audience, similar to commercial games, and to meet specific educational goals
as well. In this regard we asked a question to gather opinions on this point.

During the use of this educational video game, did you get the impression?

of learning and playing 17
oflearning | 0
ofplaying emsss—m 3

Fig. 7. Learners ‘replies to question “During the use of this educational video game, did you
get the impression? (Fez group)

of learning and playing S 1S
of learning | 1
of playing fmm——m 2

Fig. 8. Learners ‘replies to question “During the use of this educational video game, did you
get the impression? (Arfoud group)

The purpose of this question was to determine learners’ perceptions about the use
of educational games. According to the result of this question; learners consider edu-
cational games as a fun and learning-aids tool, these two dimensions allow the learn-
ers to be engaged in learning situations thus these tools deserve an important place in
the field of teaching.

5.2 Comparison between the two groups with respect to interaction.

As part of the competency based-approach we commonly tend to have interactions
inter-learners in the classroom. In fact, this type of interaction promotes peer learning
and develops communication skills, argumentation in the learner. The results we have
obtained at this level are encouraging, they are as follows:
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Table 8. Learners' responses about classroom interaction.

Game group Traditional group
Group of Fez Group of Arfoud Group of Fez Group of Arfoud
Yes [No [Indifferent|Yes [No |Indifferent[Yes [No [Indifferent[Yes |No |Indifferent
Interactions
with your 9 |8 3 0| 7 1 3|17 0 5 |1 2
teacher were
minimal.
Interactions
with your 18 | 2 0 15| 3 0 3|15 2 6 |11 1
colleagues were
numerous.

Concerning the two game groups, the results were not significantly different, they
converge towards the same conclusion, the learners interact a lot with each other, and
the learning is no longer centred on the teacher as interactions with him were mini-
mal.

The results for both groups, expressed as a percentage, are as follows.

Game group

Interactionswith your colleagues were —_—

numerous |
.
—

Interactionswith your teacher were
minimal.

Indifferent WNo MNYES 0% 20% 40% 60% 80% 100%

Fig. 9. An assessment of the interaction inter-learners and teacher-learner (Game group)

Traditional group

Interactions with your colleagues were —
numerous. ]

e L L I———
minimal. — ]

indifferent ®WNo ®Yes 0% 20% 40% 60% 80%

Fig. 10.An assessment of the interaction inter-learners and teacher-learner (Traditional group)

As illustrated in Figure 9, the results show that half of the learners do not interact
with their teacher but the interactions between them are too high (87%). Interactions
inter-learners in the classroom are achievable through the integration of an education-
al game. Furthermore, the use of these pedagogical tools can contribute on integrating
students and promoting a creative and social learning environment. We can say that
the effective use of educational games enhances the interactive process between stu-
dents.

We can also note that peer Interaction operates in a different mode. Most common
perhaps is oral interaction, but in all cases, learners need a reason to interact with each
other, in this sense, the use of educational games in classroom can be a good reason.
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In the same frame, as shown on figure 10, the majority of interactions occur be-
tween the learner and the teacher (74%), in the other side, learners interact weakly
with each other (24%). We can say that students are so closely attached to the teacher.

The absence of interaction inter-learners that results in a teacher-centred learning
will not facilitate implementation of the competency-based approach.

The comparison of the interactions between game group and traditional group
makes us understand that if we want more interaction inter-learners and make the
learner a participant in their learning, we must ensure that educational games are inte-
grated into the curriculum of physics classes.

6 Conclusion

The results of this study showed that the use of circuit warz in class allows a re-
newal of motivation and engagement. The learners in the application group were more
motivated and engaged in the learning act than the learners in the traditional group.
This pedagogical tool is in line with the philosophy of the competency-based ap-
proach: playing an educational video game as a circuit warz makes it possible to set
up an environment based on the construction of knowledge.

On the other hand, the integration of circuit warz in the classroom has fostered peer
interaction, as the results indicate, which encourages peer learning. We also found
that these results were similar for both educational game groups whether for Fez or
Arfoud. This proves that the integration of the game is not influenced too much by the
teacher's change or by the learners' social environment.

To continue research on the contribution of educational games to physics educa-
tion, similar studies should be conducted for other games to see the interest of every-
one. We must also work on pedagogical scenarios in order to find the best way to use
this pedagogical tool. This sum of studies will constitute a set of data for researchers
and teachers.
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