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How many of you know 
what Dungeons and 
Dragons is? 



Tonight’s Agenda 

- Introduction
- Design approach 
- Technology/Methodology 
- Results/Findings
- Next Steps 
- Final thoughts 



What’s the issue? 
- Student engagement 
- Assessing learning transfer 

Why is this important? 

- In order for students to learn effectively “they must be engaged in the material and subject 
matters. If students lack interest in a topic, they will be less inclined to retain the content.” 
(Kuh, 2003) 

- Students must be provided the opportunity to practice and implement their  skills that they have 
learned. This is to ensure students are building upon foundational skills. (Kuh, 2003) 



How did I propose to solve it? 
- Created a resource website for Dungeons and Dragons in 

Education
- Why Dungeons and Dragons? 

- “Dungeons and Dragons is a strategic 
role-playing game that gives learners the 
opportunity to explore and apply learned 
concepts, increases interest, and facilitates 
collaboration and communication. (Carter, 2011)

- What is included in the website:
- Information on game-based learning, 

Dungeons and Dragons, tips/strategies, and 
resources 



Site 
walkthrough 

http://www.youtube.com/watch?v=ZeIlaA6M0iI


Purpose 

The purpose of my study was to conduct a 
usability test on a web-based resource site on 
Dungeons and Dragons in Education. 



Target Audience 
- Elementary school educators on Oahu 

- Tech savvy 
- Able to navigate the Internet comfortably 
- Interested in game-based learning/Dungeons and 

Dragons 



What is usability?
According to the Usability.gov site: usability is defined as “a 
quality attribute that assesses how easy user interfaces are 
to use.” 

Why is usability important? 



Research Questions 

1. How easy is it for educators to navigate a web-based 
resource site on Dungeons and Dragons in Education?

2. How satisfied are educators with the information provided 
on a web-based resource site for Dungeons and Dragons in 
Education?

3. How appealing is the visual design of the web-based 
resource site for Dungeons and Dragons in Education? 



Design Approach 
- Gestalts Principles of Visual Perception 

- Figure-Ground
- Similarity 
- Proximity 
- Common Region 
- Continuity 
- Closure 
- Focal Point 



Figure-Ground



Proximity 



Common-Region 



Focal Point



Technology 

- Wix 
- Google Forms (Pre/Post-surveys) 
- Zoom 



Methodology 
- Pre-survey evaluations

- Age 
- Experience 
- Internet use 
- Knowledge of content 

- Zoom sessions 
- Post-test Interviews 

- In-depth feedback about the site 
- Post- Survey 

- Specific questions about the site 
- Navigation 
- Visual Design
- Satisfaction 

-



Participants 
- 6 total 
- 2 groups 

- Group 1: 3 participants 
- Group 2: 5 participants (2 were included from the first group

- 3 men and 3 women 

- 3 website iterations 



Diagram representing project process for usability testing.



Usability Test
- Think out loud 
- Usability performance tasks 

- “Please identify this feature...”
- “Please find information on this…”
- “Can you tell me how you would do this…” 



Demographic Info 



Survey Results 



Navigation 

I could locate the 
information a I needed 

easily. 

The overall 
navigation of the site 



Visual Design 

Layout made sense 
and was 
well-organized 



Visual Design pt 2 

Did you like 
the color 
scheme? 



Satisfaction 

I am overall satisfied 
with the information 
shared on the site. 



Satisfaction pt. 2 

Overall experience with the site was positive 
100% agreed! 



Feedback - Needs Improvement 
“Maybe cut down on large bodies of text so it’s easier to read.” 

“Please change the color scheme and maybe pick a different font” 

“While the tab names are really cool, I think it might be confusing for 
someone who is not familiar with D&D.” 

“Needs more original content, student work, examples, etc” 

“Some of your links are broken.” 



First iteration 



Second Iteration 



Third iteration 



First iteration 

Second Iteration 

Third Iteration 



Positive Feedback!
“The layout is very intuitive and easy to navigate!”

“The site works!”

“Your content was informative and the site itself is a 
great resource and way to get people introduced to the 
game!” 

“I would love to recommend this to some of my 
colleagues!” 

Being able to gain access to more tools in the classroom is 
always beneficial. This site is a great example for a 
resource of a tool we can use.” 



Next Steps..
- Continue to work to improve the site and add more original content 
- Share with more people so that this resource can maybe be utilized by 

more teachers who may need it or feel like trying something new 



My takeaway 
- The process was very difficult and there were many challenges. 
- The struggle was worth it 
- Got to introduce teachers to a new resource 
- By putting this resource out there, it will help teachers find inspiration 

to try something new like D&D, and help them engage students in 
lessons. 



Thank you!



Works cited 
Carter, A (2011). Using Dungeons and Dragons to Integrate Curricula in 

an Elementary Classroom. Serious Game and Edutainment App-
lications: (pp.329-346) University of California, CA. 
Retrieved from: 
https://www.alexcarterla.com/uploads/1/1/7/6/117642977/using_d_n_d_to_integrate_curriculum.pdf

Kuh, G.D. (2003). What we’re learning about. Scholar Works: 
Benchmark for Effective Educational Practices. (p. 25-32)
Retrieved from:
https://scholarworks.iu.edu/dspace/bitstream/handle/2022/24381/What%20we%27re%20learning%20about%20stud

ent%20engagement%20from%20NSSE.pdf?sequence=1&isAllowed=y

Usability Evaluation Basics. (2013, October 08).
 Retrieved April 17, 2020, from https://www.usability.gov/what-and-why/usability-evaluation.html

https://www.alexcarterla.com/uploads/1/1/7/6/117642977/using_d_n_d_to_integrate_curriculum.pdf
https://scholarworks.iu.edu/dspace/bitstream/handle/2022/24381/What%20we%27re%20learning%20about%20student%20engagement%20from%20NSSE.pdf?sequence=1&isAllowed=y
https://scholarworks.iu.edu/dspace/bitstream/handle/2022/24381/What%20we%27re%20learning%20about%20student%20engagement%20from%20NSSE.pdf?sequence=1&isAllowed=y

