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Table 1. Most frequent foci of research, by category, in corpus of 153 studies of digital play in grades 4-8 classrooms

 Children and youth play, connect and create in digital spaces (e.g.. Dezuanni, 2018; Kafai & Filelds, Other research foci include: game design by students (n=12);
2013) quegories of research focus collaboration and interpersonal dimensions (n=14); engagement
» 81% of Canadian youth aged 9-17 play online games daily or weekly (MediaSmarts, 2022). (n=7); game design elements (n=16); flow (n=5); self-regulation
* In schools, digital game-based learning is widely understood to support a range of disciplinary (n=1); tech acceptance (n=2); cognitive load (n=3); student agency
learning outcomes (Clark et al., 2016) including in science (Kara, 2021), mathematics (Byun & Jong, | Student o (n=5); enjoyment (n=5); teacher perceptions (n=6); creativity (n
2018), and computer science (Ackaoglu & Koehler, 2014). Serious games can engage and motivate Achievement Percentions Motivation =3); problem-solving (n=1); feedback (n=1); game-play orientations
students to learn (Blumberg et al., 2019; Keller et al,, 2021). Learning to design games supports (n=7/5) n :|O3 5) (n=22) (n =5); teacher roles (n=1); integration with scaffolds (n=6);
development of systems thinking (Ackaoglu & Green, 2019). infegration into existing practice (n =2); effectiveness of the game

(n=11); anxiety (n=2)
As part of the Canadian Playful Schools Network project, we examined the ways that digital play has

been studied and integrated in grades 4-8 classrooms globally. Hypothesizing that digital games

Table 2. Summary of findings across all studies (n=153) in relation to the most frequent categories of research focus

might be just one approach to digital play, this study asks: Maijor category Related findings across all studies
V\mg’r dogs dlglc1j'C1| alag; ((l)roac;I);4c)once|ved) include, as experienced in classrooms at school, for Achievement Increase in achievement No change in achievement Decrease in achievement
children in grades 4-87 (age - (n=67) (n=13) (n=1)
M ETH ODOLOGY Student Perceptions Increased social and Increased Interest (n=13) Useful with scaffolds (n=13)
Methods of scoping review enable the identification and maopping of evidence in a domain of affective dimensions (n=14)
scholarship (Arksey & O'Malley, 2005; Munn et al, 2018). Through an exhaustive search of extant Perception of knowledge and
iterature, we searche atabases (in an o construct understandings of how classroom- skill transfer (n=
literat hed 7 datab (in EN and FR) t truct understandings of h | kill transfer (n=12)
based digital play has been studied from 2012 to 2022, and to summarize frends in the findings as a
way fo identify and analyze knowledge gaps (Munn et al. 2018). Motivation Increase in motivation (n=22) No difference in motivation Decrease in motivation
Data Bases: ERIC, Edu Source, ACM, CBCA, Cairn, Erudit (n=7) (n=1)
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