
Vanderbilt University's study, "Substantial Integration of Typical Education Games into Extended Curriculum" was published in May, 2017 by Journal of the Learning Sciences. The study 
was co-authored by Legends of Learning CEO Dr. Vadim Polikov; Dr. Douglas Clark, Vanderbilt Universtiy; Dr. Emily Tanner-Smith, Vanderbilt University; Dr. Andrew Hostetler, Vanderbilt 
University; and Aryah Fradkin, Baltimore City Public Schools.

ABOUT THE STUDY

BLENDED CLASSROOM
IDEAL

Teachers found their instructional time was more 
effective in a blended classroom environment
with games than with traditional
instructional methods.
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CURRICULUM ALIGNED GAMES DELIVER SIGNIFICANT IMPACT

STUDENTS RECEIVING 
SPECIAL EDUCATION SERVICES

FIRST WIDE-RANGING GBL STUDY SHOWS STRONG ENGAGEMENT AND CONTENT MASTERY
When used as part of the curriculum, simple standards-aligned games
increase lesson retention and student engagement, and improve
academic performance according to Vanderbilt University’s new research 
study on game-based learning (GBL), “Substancial Integration of Typical
Educational Games into Extended Curriculum.”

The study is the first of its kind to produce deep, wide-ranging, and
statistically significant data across a large variety of game types. It not 
only validates curriculum-based games, but it does so in a large,
multi-state, diverse study cohort over a significant time period.
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