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Abstract : This study documents the use of the Minecraft Education Edition application to explore immersive game-based
learning  environments.  We  analyze  the  contributions  of  fourth-year  university  students  who  are  pursuing  a  degree  in
Administrative Computing at the Universidad Michoacana de San Nicolas de Hidalgo. In this study, descriptive data and
statistical inference are detailed using a quasi-experimental design using the Wilcoxon test. The instruments will provide data
validation. Game-based learning in immersive environments necessarily implies greater student participation and commitment,
resulting in the study, motivation, and significant improvements, promoting cooperation and autonomous learning.
Keywords : game-based learning, gamification, higher education, Minecraft
Conference Title : ICEIT 2021 : International Conference on Educational and Instructional Technology
Conference Location : Barcelona, Spain
Conference Dates : August 16-17, 2021

World Academy of Science, Engineering and Technology
International Journal of Educational and Pedagogical Sciences

Vol:15, No:08, 2021

O
pe

n 
Sc

ie
nc

e 
In

de
x,

 E
du

ca
tio

na
l a

nd
 P

ed
ag

og
ic

al
 S

ci
en

ce
s 

Vo
l:1

5,
 N

o:
08

, 2
02

1 
pu

bl
ic

at
io

ns
.w

as
et

.o
rg

/a
bs

tr
ac

ts
/1

28
70

7.
pd

f

ISNI:0000000091950263International Scholarly and Scientific Research & Innovation 15(08) 2021 1

https://publications.waset.org/abstracts/128707.pdf

