D 5 B LIN Technological University Dub.lin
- ARROW@TU Dublin

Conference papers School of Computer Science

2023-11-29

BlendMaster: A Collaborative Board Game for Training Teachers
in Blended Learning

Mariana Rocha
Technological University Dublin, mariana.rocha@tudublin.ie

Paul Doyle
Technological University Dublin, paul.doyle@tudublin.ie

Follow this and additional works at: https://arrow.tudublin.ie/scschcomcon

b Part of the Educational Methods Commons, and the Teacher Education and Professional
Development Commons

Recommended Citation

Rocha, Mariana and Doyle, Paul, "BlendMaster: A Collaborative Board Game for Training Teachers in
Blended Learning" (2023). Conference papers. 429.

https://arrow.tudublin.ie/scschcomcon/429

This Conference Paper is brought to you for free and open access by the School of Computer Science at
ARROW@TU Dublin. It has been accepted for inclusion in Conference papers by an authorized administrator of
ARROW@TU Dublin. For more information, please contact arrow.admin@tudublin.ie, aisling.coyne@tudublin.ie,
vera.kilshaw@tudublin.ie.

This work is licensed under a Creative Commons Attribution-NonCommercial-Share Alike 4.0 International License.
Funder: Erasmus+


https://arrow.tudublin.ie/
https://arrow.tudublin.ie/scschcomcon
https://arrow.tudublin.ie/scschcom
https://arrow.tudublin.ie/scschcomcon?utm_source=arrow.tudublin.ie%2Fscschcomcon%2F429&utm_medium=PDF&utm_campaign=PDFCoverPages
https://network.bepress.com/hgg/discipline/1227?utm_source=arrow.tudublin.ie%2Fscschcomcon%2F429&utm_medium=PDF&utm_campaign=PDFCoverPages
https://network.bepress.com/hgg/discipline/803?utm_source=arrow.tudublin.ie%2Fscschcomcon%2F429&utm_medium=PDF&utm_campaign=PDFCoverPages
https://network.bepress.com/hgg/discipline/803?utm_source=arrow.tudublin.ie%2Fscschcomcon%2F429&utm_medium=PDF&utm_campaign=PDFCoverPages
https://arrow.tudublin.ie/scschcomcon/429?utm_source=arrow.tudublin.ie%2Fscschcomcon%2F429&utm_medium=PDF&utm_campaign=PDFCoverPages
mailto:arrow.admin@tudublin.ie,%20aisling.coyne@tudublin.ie,%20vera.kilshaw@tudublin.ie
mailto:arrow.admin@tudublin.ie,%20aisling.coyne@tudublin.ie,%20vera.kilshaw@tudublin.ie
https://creativecommons.org/licenses/by-nc-sa/4.0/
https://creativecommons.org/licenses/by-nc-sa/4.0/
https://creativecommons.org/licenses/by-nc-sa/4.0/

q

Check for
updates

BlendMaster: A Collaborative Board Game
for Training Teachers in Blended Learning

Mariana Rocha®® @ and Paul Doyle

School of Computer Science, Technological University Dublin, Dublin, Ireland
mariana.rocha@tudublin.ie

Abstract. Blended learning (BL) combines face-to-face and computer-aided
resources, promoting students’ engagement and independence. However, teach-
ers may struggle due to a lack of technological skills and pedagogical challenges.
Serious games have proven to be an efficient tool for enhancing teachers’ training,
providing immersive and interactive learning experiences, and allowing teachers to
develop classroom management strategies in a risk-free environment. We present
the design and implementation of BlendMaster, a collaborative board game for
training teachers in BL. The game challenges players to make decisions, address-
ing classroom challenges in both face-to-face and online settings. By exploring
the game’s mechanics, dynamics, and aesthetics, we foster reflection on BL while
creating an engaging experience. Feedback from players during a training session
shows BlendMaster is positively received by teachers and provides insights for
further improvements and future directions for the game.

Keywords: teacher training - blended learning - board game

1 Introduction

This paper presents the design and implementation of BlendMaster, a board game that
addresses teachers’ training needs in blended learning (BL). Players are invited to nav-
igate complex decision-making processes and address challenges that arise in both
face-to-face and online settings. We explore possible strategies to foster reflection upon
BL while attempting to create an engaging and enjoyable experience. Furthermore, we
examine the feedback players provided during a training session, highlighting potential
improvements and future directions for the game.

1.1 Blended Learning and the 21st-Century Education

Blended Learning can be defined as a learning process that combines face-to-face and
computer-aided learning [1]. Previous research demonstrates that efficiently implement-
ing BL techniques in the classroom can result in a constructivist learning experience,
potentially increasing students’ motivation [2]. A study conducted in an Australian uni-
versity suggested BL can foster classroom engagement, leading students to sponta-
neously initiate discussions, besides offering more flexibility and interaction between
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teachers and students [3]. However, the same study makes it clear there is a need
for instructors to be flexible to adapt when technology fails, being able to provide a
workaround solution. One of the main challenges behind blending a course is the lack of
teachers’ training. A systematic review of previous literature demonstrated that teachers
face technological literacy and competency challenges [4], which can lead to a lack of
self-confidence and avoidance of adopting BL techniques [5].

1.2 The Impact of Game-Based Learning on Teachers’ Training

Previous literature suggests teachers have positive perceptions about game-based train-
ing, improving their confidence after playing [6]. Serious games offer a dynamic platform
for educators to develop pedagogical skills and classroom management strategies in a
risk-free environment, where trainees can replay teaching scenarios many times [7]. Pre-
service teachers often struggle with limited practical experience. Games can serve as
effective simulators, immersing them in scenarios requiring developing problem-solving
skills and refining critical thinking abilities [8]. However, not all game designs are equally
effective in facilitating teachers’ learning process. Previous studies have focused on the
effectiveness of serious games in business training contexts [9], often leveraging com-
petitive mechanics inherent in many games. This approach may not be conducive to
the educational environment [10]. The flexible nature of game design allows the imple-
mentation of collaborative gameplay, which would be more suitable and beneficial for
teacher training. Teachers can actively participate in the learning process by emphasising
collaboration and fostering a supportive and cooperative environment conducive to their
professional growth.

2 The BLITT Project

The present study was carried out in the context of the BLITT (Blended Learning Inter-
national Train the Trainer) project. BLITT is an initiative by organisations from five
European countries designed to support educators with the necessary knowledge and
skills to implement and facilitate BL classrooms [11]. The goal is to train educators to
become BL champions capable of disseminating their knowledge to train and motivate
other teachers. The project is developed in two phases. First, teachers access materials
and courses on BL techniques to blend their courses and register the process as case-study
documents. Second, teachers develop and implement their own BL training courses for
other teachers. The current paper presents the design and testing of a prototype of Blend-
Master, an educational game board used as part of teacher training in the first phase of
the BLITT project.

3 BlendMaster Game Design

The BlendMaster is a collaborative board game where players team up to propose teach-
ing solutions combined with technological tools to specific classroom challenges that
emerge from the BLITT case studies. The goal is for teams to cooperate, make informed
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decisions, and progress through the game by effectively supporting other teachers to
blend their classes. BlendMaster aims to enhance teachers’ understanding of BL and
stimulate critical thinking and problem-solving skills within a collaborative learning
environment.

3.1 Components

A high-fidelity prototype was designed and implemented as an analogue board game to
evaluate the potential of BlendMaster as a teacher training tool. The BlendMaster game
is composed of:

— asix-sided dice

— agame board with a Start space (players’ tokens are positioned here at the beginning
of the game), a Finish space (when a team token reaches this space, the game is over),
empty spaces (no action is expected from the player), Blend it! spaces (the team needs
to draw a Blend it! card), an Oh, no! spaces (the player needs to draw an Oh, no! card)

— playing cards

— game coins

— miniatures representing each team

3.2 Mechanics

Players team up and decide who will start. The game is played on a physical board,
where players move the miniatures representing each team across different spaces. At
the beginning of the game, each team receives:

— 3 Solution cards: present possible solutions for the classroom problem faced in the
game.

— 3 Technology cards: presents a BL technology and its definition.

— 2 Empty cards: players can use blank cards to suggest solutions or technologies not
found in their Solution and Technology cards.

— 8 coins that can be used to buy new cards

Figure 1 shows the different cards present in the BlendMaster game.

Once the game begins, miniatures representing each team are positioned in the Start
game board space. The first team rolls the dice and moves the miniature according to
the result. If they land on an empty space, their turn is over, and the next team rolls the
dice. If they land on a Blend it! space, they need to draw a Blend it/ card that contains a
short statement describing a situation faced by one of the personas created based on the
BLITT real-life case studies. Once the playing team draws a Blend it! card, they read
it out loud and take some time to discuss among the team members which of the three
Solution cards in their deck could be used to solve that case and move the miniature
one space forward. If they combine the chosen Solution card with a Technology card,
they can move two spaces forward. They can also use their blank cards to create other
solutions or technologies. After selecting the cards and elaborating on the strategy to
solve the challenge, the team shares their idea with the other teams. However, this is not
enough to move forward on the board as the other teams now have two choices: to accept
the strategy proposed by the playing team or to suggest another solution based on their
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SOLUTION
()

BLEND!IT]

Maria is teaching an online
philosophy course for
teenagers. Maria is aware some
of the students might have
specific accessibility needs —
students can be visually
impaired, have impaired
hearing, have dyslexia — and
(wants everyone to feel included.|
What do you suggest?

Miro: an online
whiteboard tool where
the participants can join
at the same and
collaborate together for
brainstorming on a
specific topic.

Fig. 1. Examples of the Blend it, Solution, Technology, and Oh, no! cards.

own deck of cards. If all teams agree that another team provided a better solution than
the playing team, this other team takes the turn and rolls the dice. The playing team will
not progress on the board.

Teams can also land on the Oh, no! spaces, where players must draw a card that
describes teaching situations where a problem arises during the blending process. For
example, it could describe an instructor teaching online and receiving an email from a
student complaining about the lack of social interaction and saying they want to leave
the course. Differently from the Blend it! card, teams must provide a solution to the O#,
no! cards, and the other teams must agree that it is suitable. In this case, the other teams
cannot suggest a solution. If the playing team does not provide a suitable solution, they
must return three spaces on the board. For both Blend it! and Oh, no! cards, players are
allowed to use the coins they received at the beginning of the game to buy new cards in
case they are unhappy with the ones they got. Each team should always have at least a
deck of eight cards for every turn (three Solution cards, three Technology cards, and two
blank cards). Rolling the dice in turns, drawing cards and proposing solutions continues
until one team reaches the Finish space, winning the BlendMaster game.

3.3 Implementation

In the Spring of 2023, a gameplay test of the BlendMaster took place during the BLITT
training week. 22 teachers attended the event and played the game in teams of five or six
players. The participants came had a wide range of experience and came from various
backgrounds: some teachers worked with primary and secondary school students, others
with university students, and others on adult learning. The game board was placed in the
centre of the room, and the teams were distributed around the board. A team represen-
tative approached the board to roll the dice and draw the cards. After the gameplay, an
online survey was distributed and responded by 19 participants. The survey had two open
questions: “Did the board game (BlendMaster) help you to reflect upon the challenges
of blended learning?” and “Do you have suggestions to improve it?”” The feedback was
highly positive, and participants stated the game was an excellent tool for brainstorming
and identifying unresolved issues related to BL. Participants proposed incorporating a



436 M. Rocha and P. Doyle

faster version of the game focused solely on the cards, removing the board and imple-
menting a timer, allowing for a more time-efficient gameplay experience. Some players
suggested an app-based system where teams could anonymously propose solutions to
the blending challenges, enabling virtual voting for the best solutions. One participant
noted that certain solutions proposed in the game might not be applicable or preferred
depending on the context. This concern was expected, considering the project includes
educators from five countries. Participants expressed a desire for the game to be adapt-
able to educational contexts besides BL, such as vocational education and training.
Regarding logistics, participants suggested creating more copies of the game to accom-
modate larger groups and allowing groups to keep written records if necessary. They
also mentioned the importance of increasing engagement and involvement from the out-
set, possibly by modifying the game to be less teacher-controlled. Overall, the feedback
highlighted the effectiveness and value of the BlendMaster board game in facilitating
reflection on BL challenges. The suggestions provided valuable insights for improving
the game, including enhancing its dynamics, adapting to different cultural contexts, and
ensuring flexibility for various educational settings.

4 Conclusion and Future Work

BlendMaster encourages critical thinking and fosters engagement by providing a plat-
form for teams to debate possible solutions from different perspectives. The competitive
element, wherein teams can propose their solutions during their opponent’s turn, moti-
vates continuous reflection and discussion even when it is not their team’s turn. The
availability of multiple copies of the game is crucial to effectively disseminate the game
and enable widespread implementation in teacher training. This ensures that all teachers
can actively participate in the game-based learning experience. Concerning the game
mechanics, implementing coins as an award for progressing in the game is considered
for future iterations. To address this issue, future work should explore the possibility
of launching a digital version of the game as a second-screen experience could be con-
sidered, leveraging technology to overcome logistical limitations and enabling a more
scalable and accessible implementation in various training contexts. The digital version
could also allow the trainer to input personalised challenges, solutions and technology
cards, adapting the game to different contexts.
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