Reach for the Sun:
A Case Study
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Pre-test and post tests

GAME-BASED LEARNING
Implementing game-based learning in the classroom creates
opportunities for students to further their knowledge by exploring
content in a meaningful and engaging way. Not only do learning
games inspire and engage students - they help build critical thinking,
creative problem-solving, and teamwork skills.
Learning games can be used in the classroom to teach new content,
reinforce previously taught content, and measure student learning.
Learning games are at their most beneficial when integrated with
additional instructional activities. A well-designed learning game
can be seamlessly integrated into classroom experiences to create
a richer, more dynamic learning ecosystem.

Teacher feedback

BACKGROUND

Student self-reporting

In May 2014 independent research firm, Rockman et al, conducted a study on
plant growth learning game, Reach for the Sun, developed by Filament Games. The
study was conducted in the classroom of an eighth-grade teacher with five classes.
Between the five classes, 56 students participated with 50 students providing both
pre- and post lesson data. The study was conducted in order to determine the
efficacy of using the game in conjunction with traditional classroom methods.

THE TEACHER BELIEVED REACH FOR THE SUN:
Was a good supplementary resource that reinforced class material
Was best used as a summative exercise
Was successful at increasing student interest and knowledge of plant biology
Fit well with a unit on photosynthesis, cellular respiration, flower
anatomy, and genetics
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STUDENTS WITH
LOWER READING LEVELS
SELF-REPORTED
INCREASED LEARNING

REACH FOR THE SUN WAS
FOUND TO BE AS EFFECTIVE AS
THE TEACHER-DESIGNED LESSONS,
BUT USE OF THE GAME INCREASED
SELF-REPORTED STUDENT LEARNING

REACH FOR THE SUN
INCREASED STUDENT
INTEREST IN PLANT BIOLOGY

ABOUT REACH FOR THE SUN
Reach for the Sun is a plant growth learning game

end of the year. Through carefully constructed gameplay,

aligned to middle school science standards. In the game,

students learn about photosynthesis and the way that

players are tasked with growing a plant from a seedling,

seasons relate to plant life cycles.

defending it against insects, and helping it survive to the

Reach for the Sun features dashboard capabilities that allow teachers to check in on progress and
assess which learning objectives students have encountered. This function is available in real-time,
allowing just-in-time intervention when students need it most! Integrated free curriculum is also
available to enhance student learning and provide additional classroom activities.

Go to www.filamentlearning.com to learn more about implementing game-based learning and schedule a demo!
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