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UbiqGames

Designed for the Mobile Web
Paced to encourage short and 
frequent game play
Played in the “interstitial” spaces in 
school
Connected to specific class learning 
goals through curriculum



Mobile Social Games



UbiqBio



UbiqBio Research Study

•Teachers
•7 Teachers from 4 Boston Area Schools
•All schools were urban low SES
•Games implemented each over ~1 week, with varying style

•Students
•156 experimental students - provided with phones
•83 control students (same teachers from prior year)



Game Play by Gender



Game Impact on Test Scores
Control vs Experimental Quiz Scores by Game
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Leveling Up?

• How is score on each section impacted by…
– Time spent playing
– Levels completed

???

Genetics DNA Evolution Ecology
Time (10K) -.039 .0647 -.223 x
Level .245 x .0138 x



Do Games Work?

Not all games are the same



What Makes Games Work?
Genetics DNA Evolution Ecology

Time (10K) -.039 .0647 -.223 x
Level .245 x .0138 x
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Learning
Action Reflection Cycle

Experience

ReflectionResources





MMOs and Learning
Steinkuehler and Duncan 2008



MMOs and Learning
Steinkuehler and Duncan 2008



MMOs and Learning

•Steinkuehler and Duncan 2008



The

Endeavor



Why an MMOG

Self-directed
Collaborative
Role-playing
Inquiry-based
Contextual

(Massively Multiplayer Online Game)



Quests and Tools



Radix Demo



Physical Models



Biological Models



Experiment Centered Design
Student model
Evidence model
Task model

!



Community
Parties - Data Sharing



Providing Formative Assessment and Data



Learning
Action Reflection Cycle

ExperienceExperience

ReflectionResources



Radix Usage



Radix Usage



Teacher Usage



Popular Quests
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Radix Quest Completion
Biology



Teacher Implementation
Where
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Teacher Implementation
When
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Success and Failure
Evolution vs Stats
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Evolution and Statistics
Where and When Are Successes
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Biology
Pre-Post Results

Human Body Systems 

T-test showed significant difference from pre to post t=3.803, p=.000. Effect size=.49
Genetics

T-test showed significant difference from pre to post t=6.878, p=.000. Effect size=0.67
Ecology
T-test showed significant difference from pre to post t=2.585, p=.011. Effect size=.297



c/o Montzy Cheng
Multiple Pathways to Success



Analyzing Failure
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Effective Use Cases?



Radix Endeavor
radixendeavor.org

http://radixendeavor.org

