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Do we understand who we are dealing 

with?
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Game-based learning model

6



The generational button gap
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The first study used Industry Giant II in a 

college freshman business class

► Freshman Introduction to 
Business and Technology (BUSN 
115)

► The first study looked at overall 
scores and gameplay

► Data taken over ~ 12 months 
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► Data taken over ~ 12 months 
/1028 data points



The first study looked at overall scores 

and gameplay
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Grade distribution for study one with and 

without game play
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Statistical data analysis may be found at www.rickblunt.com/phd



The second study used Zapitalism in a 

college 3rd year economics class

► Upper level 3rd year Principle of 
Economics (ECON 312)

► The second study looked at 
overall scores and how game 
play was effected by gender

► Data taken over ~ 12 months / 
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► Data taken over ~ 12 months / 
556 data points



The second study looked at overall scores 

and how game play was effected by gender
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Grade distribution for study 2 with and 

without game play
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Statistical data analysis may be found at www.rickblunt.com/phd



The third study used Virtual U in a college 

3rd year management class

► Upper level 3rd year Principles of 
Management (MGMT 303)

► The third study looked at overall 
scores, gender, ethnicity, and age 
are effected by game play

► Data taken over ~ 12 months / 
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► Data taken over ~ 12 months / 
578 data points



The 3rd study looked at the relationship between 
overall scores and gender and game play
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The third study looked at the relationship 

between ethnicity and game play
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The third study looked at the relationship 

between age and game play

Significantly

Significantly

Different

19

Significantly
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Grade distribution for study 3 with and 

without game play
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Statistical data analysis may be found at www.rickblunt.com/phd
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