References on active learning and gaming:

AAAS (American Association for the Advancement of Science). Vision and Change: A Call to
Action. Technical report, AAAS, Washington, DC, 2009.

AAMC-HHMI Committee. Scientific foundations for future physicians. Report, HHMI,
Washington, DC, 2009

Davis-Berg E, et al. (2017), "Pokémon Go and Ecology," https://qubeshub.org/resources/958.

Dorward L et al. 2016. Pokémon Go: Benefits, Costs, and Lessons for the Conservation
Movement. Conservation Letters 10: 160-165.

Drew, Joshua. "Using technology to expand the classroom in time, space, and diversity."
Integrative and comparative biology 55.5 (2015): 926-932.

Freeman S et al. 2014. Active learning increases student performance in science, engineering,
and mathematics PNAS, 111: 8410-8415.

Garris R et al. 2002. Games, motivation, and learning: A research and practice model.
Simulation & gaming 33: 441-467.

Gilliam M, et al. 2017. Alternate Reality Games as an Informal Learning Tool for Generating
STEM Engagement among Underrepresented Youth: a Qualitative Evaluation of the Source.
Journal of Science Education and Technology 26: 1-14.

Hamari J, et al. 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.

Handelsman, J., et al. 2004. Scientific teaching. Science 304: 521-522.

Mayo M. (2009) Video games: A route to large-scale STEM education? Science 323: 79-82.

NRC. Bio 2010: Transforming Undergrad Education for Future Research Biologists

Perry J, and Klopfer E. 2014. UbigBio: adoptions and outcomes of mobile biology games in the
ecology of school. Computers in the Schools 31: 43-64.

Sadler, T et al. 2013. Game-based curricula in biology classes: Differential effects among varying
academic levels. Journal of Research in Science Teaching 50: 479-499.

Tewksbury J, et al. 2014. Natural history's place in science and society. BioScience 64: 300-310.


https://qubeshub.org/resources/958

