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Rationale
• Prior to 2019, practice exams, in class Jeopardy, and review 

sessions were the primary tools used to prepare for exams

• In spring 2019, 51% (n=118) of students agreed they would 
use online review games to study if available 

• Games increase student motivation and engagement 1, 2, 3

Objective
Assess if and how review games complement existing exam 
preparation tools in soil science and forest soils courses

Research Questions
1. Are students motivated by review games?

2. How do students perceive the usefulness and 
enjoyability of the three exam preparation materials:     
review games, practice exams, and in class Jeopardy?

Research Rationale & Objectives

It provided a real time 
test feel that replicated 

the pace of the exam 
a little.

Study Design & Methods
Review Games
• Practice exams and review modules were developed on 

the Quizizz gaming platform, which is accessible on 
computer/laptop and via a mobile app

• Students were given unlimited access to the games a 
week prior to each exam

• No credit was given for review game participation

Student Surveys
• Surveys (using Likert scale, ranking, and short response 

questions)were distributed using Qualtrics in Fall 2019 
and Spring 2020 asking about student experience with 
exam preparation

• Surveys were coded and analyzed using SPSS to perform 
descriptive statistics and paired and independent t-tests

• Extra credit awarded for survey completion or alternative

Quizizz Gaming Platform

• Data is preliminary, the study will continue              
to examine differences across demographics, 
and exam performance

Future Directions
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with more information, 
download the poster, or 
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You can also visit
purduesoils.com
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It motivated me to keep 
playing and I was able to

retry the answer until I got 
the correct answer.

It was really engaging   
and fun, sometimes it 

didn’t even feel like 
I was studying.

Discussion
• Initial findings suggest the widely used (66%, n=381) 

review game motivated students and provided a 
useful, enjoyable form of exam preparation

• Results reflect individual learning styles and 
preferences aggregated over two semesters

• Helped with the transition from in-person to online 
courses by aiding in exam preparation following the 
COVID-19 pandemic during Spring 2020

Perception
• No difference in how game users and non-users 

perceived Jeopardy or practice exams

• Practice exams were perceived the most useful, 
followed by online review games, and Jeopardy

• Review games were perceived as enjoyable by 
10-12% more than practice exams and Jeopardy

Results & Discussion
Motivation
• 81% (n=252) agreed the gaming platform kept 

them motivated to learn, and 64% agreed leader-
board ranking motivated them to perform better

• 69% preferred the gaming format over traditional 
exam preparation, but only 50% agreed review 
games added to their exam preparation in a way 
that traditional methods could not

• Common themes for how the gaming platform 
helped students prepare in ways the traditional 
options did not:
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Putting the Fun in Soil 
Fundamentals: The 
Gamification of Soil Science

Student feedback in a time of transition following the COVID-19 pandemic
• Our curriculum transitioned to an online course during the last third of Spring 2020
• Gamification helped supplement the loss of in-person Jeopardy and review sessions,  

and also provided students with visuals and immediate feedback

”It helped me realize my mistake so 
that I could fix it in the future….”

”The gaming platform is able to have 
pictures of monoliths and things we 

observed within lab that the other 
study resources did not have”


