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Educators are largely missing out on
what could be a huge opportunity to capi-
talize on their students’ appetite for elec-
tronic games and simulations to teach them
about core curriculum topics, results from
a new national survey suggest.

Project Tomorrow’s fifth annual Speak
Up Survey, which polls the attitudes and
opinions of K-12 students, teachers, parents,
and school administrators toward the use of
technology in education, reveals that online
or electronic gaming is one of the tech-
nologies that students use most frequent-
ly—and that educational gaming is one of
the emerging technologies that students
would most like to see implemented in their
schools. Yet, only one in 10 teachers has
adopted gaming as an instructional tool. 

More than two-thirds of students in
grades K-12 say they play online or elec-
tronic-based games regularly. On average
across all grade levels, students are playing
electronic games about 8 to 10 hours a
week. More than 50 percent of students in
grades 3-12 would like to see more educa-
tional gaming in their schools—yet only 19
percent of parents and 15 percent of ad-
ministrators favor that idea.

“What was really interesting to see in this
year’s survey is how the pervasiveness of
gaming has really taken a stronghold,” said
Julie Evans, Project Tomorrow’s chief ex-
ecutive. “Students are really articulating their
interest in gaming, as well as the many ben-
efits educational gaming can provide.”

New York-based Tabula Digita makes a
series of immersive educational video
games, called DimensionM, designed to
help students master key algebraic con-
cepts. Three Florida counties—Orange,
Seminole, and Volusia—have adopted this
software in their middle school classrooms.

DimensionM embeds pre-algebra
lessons within a three-dimensional virtual
setting, so students can learn mathematical
concepts by completing missions, or
lessons, in a game-based environment.

Students can play in a single-player for-
mat or a tournament-style format with stu-
dents in their class, district, or around the
world. The software also correlates with
both NCTM and state standards.

“When I first saw the DimensionM prod-
uct, I thought the graphics were incredible
and the idea of making math practice a part
of a video-game format was brilliant,” said
Melissa Young, district mathematics spe-
cialist for Orange County Public Schools.
“As I’ve been working with the math teach-
ers and students in recent weeks, I’ve real-
ized why it works—because it gives kids a
reason to want to learn math.”

She continued, “We are witnessing a
metamorphosis of sorts. Within the first few
weeks, we saw students seeking assistance
from their teachers before the scheduled
time for math, so they could beat their
friends. … It’s driving up math scores.
When our students are experiencing suc-
cess on the game, it transfers to success in
the classroom.”

The Speak Up survey results support
Young’s impressions by revealing that the

No. 1 reason K-12 students like to play
electronic games is the competition with
other kids. For students in middle and high
school, finding ways to be successful at the
game and the high level of activity also
are strong motivators.

Just over half of the students surveyed
(51 percent) said they’re interested in edu-
cational gaming because games make it
easier to understand difficult concepts. Fifty
percent said gaming would make them
more engaged in the subject, and 44 per-
cent said it would be more interesting to
practice problems. 

Yet, while more than half of teachers
said they would be interested in learning
more about integrating gaming technolo-
gies into their teaching and 46 percent
would be interested in professional devel-
opment on this topic, only 11 percent said
they are currently incorporating some gam-
ing into their instruction.

What’s more, there seems to be a dis-
connect between what students want from
their own education and what the adults in
charge think is best. This disconnect extends
beyond the topic of gaming and applies to
many other educational technologies, too.

According to the survey, students’ frus-
tration with school filters and firewalls has
grown since 2003, with 45 percent of mid-
dle and high school students now saying that
these tools designed to protect them inhibit
their learning.

Nearly two-thirds of middle and high
school students said “let me use my own lap-
top, cell phone, or other mobile device at
school.” Fifty percent would like to be able
to access their school work and related soft-
ware applications and projects from any
computer on the school’s network and have
unlimited internet access while on campus.   

While 53 percent of middle and high
school students are excited about using mo-
bile devices to help them learn, only 15 per-
cent of school leaders support this idea.
Also, fewer than half as many parents as
students see a place for online learning in
the 21st century school. And even fewer
teachers, parents, and school leaders want
students to have access to eMail and in-
stant-messaging accounts from school.

“The disconnect between what students
want and what they’re actually receiving is
significant,” said Evans. “There have been
huge investments in technology, educa-
tors are receiving more training, and more
policies are being implemented—but still,
this student frustration is rising.”
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See these related links:

Project Tomorrow
http://www.tomorrow.org/index.html

Tabula Digita
http://www.dimensionm.com

Orange County Public Schools
https://www.ocps.net
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Maintain a personal website like MySpace or Facebook
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Participate in a virtual reality environment like Second Life
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Play video or online games
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Read or post blog or wiki entries
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Remix content (such as music, video, text) to create something new
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Instant Message
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Text Message
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In which of these activities do 

you regularly use technology?

Download music
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Create and post videos online
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Go to TV shows to give feedback or vote
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