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Abstract 

Although instructional strategies to enhance student learning is a critical component of 

the faculty role, nursing education has been slow to incorporate games and gaming into 

the learning environment. The primary purpose for this qualitative phenomenological 

research study was to explore the lived experiences of nursing faculty of associate degree 

programs, specifically regarding the use of games and gaming as interactive, experiential 

teaching and learning strategies. This study was designed to answer the question, “What 

are the lived experiences of faculty who use games and gaming as instructional 

approaches in associate degree nursing (ADN) education.” Through one-on-one 

interviews via Zoom technology, the experiences of 18 ADN faculty who were already 

utilizing games and gaming. Their thoughts and feelings were collected and analyzed 

through the lens of Kolb’s theory of experiential learning, Knowles’s adult learning 

theory, and Piaget’s theory of constructivism. Using Creswell’s six steps for qualitative 

data analysis, major themes generated from participant interviews included creating 

games to reinforce knowledge, acknowledging lightbulb moments, viewing the learner as 

participant versus passive recipient, and advocating in support of the uniqueness of the 

adult learner. Positive social change results from growing evidence that games and 

gaming have contributed to the shift away from classic, teacher-centric didactic 

classrooms to more student-focused, interactive, and immersive learning experiences. 

This shift raises awareness of the need for faculty to design engaging learning 

environments that include energizing and participatory teaching/learning practices. 
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Chapter 1: Introduction to the Study 

Introduction 

Whereas games and gaming in education has grown in acceptance in recent years, 

there have been very few studies focusing on games and gaming in nursing education. 

Broadly speaking and for the purposes of this research study, games are identified as a 

vehicle through which education, entertainment, and learned behaviors occur. More 

specifically, gaming is defined as a form of play utilizing points or tokens collected by 

the player/team that is used to build confidence and competence within a nonpunitive and 

competitive environment (Awwol et al., 2015; Kuo & Chuang, 2016).  These definitions 

consider all available forms of gaming, including electronic games, video games, 

personal computer (PC) games, web-based games, and mobile phone games, as well as 

those that blend multiple forms of traditional gaming. With the call for nurse educators to 

adapt to a learner-centered teaching environment, games and gaming have gained 

popularity as interactive teaching strategies that has been shown to be useful and 

meaningful for all types of adult learners (Beavis et al., 2015; Bourgonjon et al., 2013; 

El-Masri et al., 2015; Hämäläinen & Oksanen, 2014; Kang & Chang, 2019).  

Historically, K-12 educators have incorporated games and gaming as interactive 

strategies for teaching and learning. Additionally, many educators in colleges and 

universities, especially those working within the sciences, have successfully included 

games and gaming to foster an interactive learning environment (Aburahma & Mohamed, 

2015; Barr, 2018; Collazos et al., 2019; Dankbaar, 2017; Gibson & Douglas, 2013; 

Hamari et al., 2016, Severengiz et al., 2020). Both games and gaming are effective 
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teaching-learning strategies within the confines of nursing education, and both provide 

interactive, hands-on learning through an application of learned knowledge and 

accumulated skills. As theories change, application of theories also adjusts and flexes, 

further allowing evidence to change practice. An application of experiential and 

interactive learning creates social change in the educational structure. Social change is 

not created in isolation; instead, it is made when evidence is used to further 

understanding. Essentially, social change in nursing education is evident when learning is 

more interactive, immersive, and experiential (Ahmed & Sutton, 2017; Proctor & Justice, 

2016; Ward et al., 2018). Social change through games and gaming includes the 

advancement and maturation of nursing education through interactive and experiential 

methods.  

This chapter serves as the introduction of a research study addressing the topic of 

games and gaming in nursing education, beginning with background information and 

summaries of literature published on the topic of games and gaming in nursing education. 

Additional topics included in the chapter are the problem statement, purpose statement, 

the research questions guiding the study, nature of the study, definitions, and 

assumptions. This chapter ends with the identification of delimitations, limitations, and 

the significance of the study.   

Whereas the use of games and gaming is an explored phenomenon in education, 

the literature gap being addressed by this study is the lack of knowledge regarding faculty 

experiences using games and gaming in undergraduate nursing education. The literature 

indicates that games and gaming in education are useful instructional strategies (Beavis et 
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al., 2015), however, there has been little research published on the experiences of faculty 

who incorporate games and gaming in nursing education.  

Background 

Background information on games and gaming indicate that games and gaming 

for educational purposes is an old idea that has gained renewed interest. Much of this 

interest can be contributed to the shift away from the traditional lecture approach for 

teaching to interactive and learner-centric teaching and learning (Barr & Tagg, 1995). 

Specifically, recent research on games and gaming reveal that teaching and learning 

strategies using games can be intense but also absorbing and motivating (Breen & Jones, 

2015; Saunders et al., 2017). To date, recent literature on games and gaming can be 

framed, understood, and summarized under the broad headings of K-12 grade education 

and higher education.  

K-12 Grade Education 

There is a long tradition of using games in K-12 grade education; however, 

gaming in the electronic or simulation sense is a growing phenomenon in education as 

technology has developed over recent years. Educators in primary and secondary 

education have been faced with changing learner demographics that require greater 

interactivity, creativity, and use of innovative teaching modalities (Gallegos et al., 2017; 

Garcia-Lopez et al., 2019). The literature on K-12 education acknowledges that games 

and gaming in education are current and effective means of providing students with 

experiential learning modalities (Aleson-Carbonell & Guillén-Nieto, 2012; Carenys & 

Moya, 2016; Silva et al., 2019; Stieler-Hunt & Jones, 2015; Sung et al., 2018; Thiede et 
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al., 2017; Zirawaga et al., 2017). The current research in educational games and gaming 

states that games and gaming are useful and meaningful tools, requiring active 

participation from students (Chaney & Doukopoulos, 2018; Nasiri et al., 2019; Sardone 

& Devlin-Scherer, 2016). Additionally, studies on student engagement show that 

educators are better able to keep students involved when those students are drawn into 

fun and interactive learning environments (Bossavit et al., 2018; Foster, 2008; Trajkovik 

et al., 2018), even while simultaneously presenting challenging theory and concepts. As 

the ongoing research in K-12 education seeks to improve student outcomes, games and 

gaming in education are pertinent as they build problem-solving skills, improve motor 

and cognitive abilities, and address communication proficiencies (Miller, 2015; 

Williamson et al., 2004). Game genres in K-12 grade education include paper and pen 

forms such as crossword and word find, games requiring accuracy and hand-eye 

coordination, up to and including serious games like simulation.  

Literature from the gaming world shows an integration of learned skill, and 

awards players (students) by compelling them to make their own decisions, collaborate 

with peers, and consider alternatives, all while utilizing behaviors of accuracy and 

responsibility (Southgate et al., 2017).  Research in education also stresses that learning is 

cumulative (Cicchino, 2015; Vernadakis et al., 2015; Williamson et al., 2004), providing 

primary and secondary students with an environment in which they are better prepared 

for the future (Woods et al., 2015), including making difficult decisions, considering 

consequences, and learning from mistakes (Chaney & Doukopoulos, 2018; Garcia-Lopez 

et al., 2019). In an enriching and engaging learning environment, educational games and 
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gaming stimulates thought processes and can lead young learners to take control, actively 

participate, and develop problem solving skills in a meaningful way.  

Games and Gaming in Higher Education 

Whereas gaming in K-12 education has been in use for several years, the use of 

games and gaming in nursing education has had a slower start. Games and gaming in 

higher education are closely associated with the use of technology in college teaching. 

The literature on games in higher education has shown these games contribute to a more 

enjoyable and fun experience for the adult student (Aburahma & Mohamed, 2015; Barr, 

2018; Beylefeld & Struwig, 2007). Gaming research conducted in higher education has 

shown improvements in student skill sets and knowledge when the student is taken out of 

a traditional, teacher-centric environment, and awarded experiential learning created by 

the student themselves (Awwol et al., 2015; Grogan & Meijer, 2017; Keiner & Gilman, 

2015; Lam et al., 2019).  

Thus, results from studies on games and gaming in higher education support an 

interactive learning environment that advances skills in communication, adaptability, and 

creativity (Collazos et al., 2019; Dankbaar, 2017; Hamari et al., 2016, Severengiz et al., 

2020). As seen in K-12 education, the higher education student learner is cognitively 

challenged and immersed in an environment where mistakes can be made without fear of 

physical or emotional consequence (Shute et al., 2015), all while thriving in a student-

centered design that is individualized to the student experience (Severengiz et al., 2020; 

Thiede et al., 2017). To date, literature reflects a positive stance on games and gaming 

use in higher education as gaming is interactive, promotes problem solving, and supports 
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independent thinking (Costello, 2018; Kavanagh & Szweda, 2017; Maraffi et al., 2017; 

Reyes-Chua & Lidawan, 2019; Subhash & Cudney, 2018; Wu et al., 2012; Wu et al., 

2014). However, while gaming in higher education has made significant gains, little has 

been achieved in understanding the use of games and gaming in nursing education. This 

is particularly true in understanding the experiences of faculty who use games as an 

instructional strategy for associate degree nursing education where the emphasis is on 

preparing the non-traditional learner for clinical practice. 

Gap in the Literature 

While literature on games and gaming has been well reported in K-12 grades and 

higher education, research on games and gaming in nursing education remains sparse. 

Recognizing this void in the literature, this research study was designed to explore games 

and gaming in nursing education. More specifically, this research study was designed to 

answer the following research question: What are the lived experiences of faculty who 

use games and gaming as an instructional approach in associate degree nursing 

education? Although there is a strong movement away from traditional educator-centered 

teaching within nursing education, there continues to be a slow acceptance of games and 

gaming in the teaching-learning environment of nursing. Games and gaming are popular 

and effective teaching strategies that infuse active learning and goal driven outcomes into 

many classrooms, skills labs, and clinical learning environments, but they have not been 

studied in nursing education. Experiential learning through games and gaming improves 

the developing learner’s skills and knowledge by facilitating theoretical comprehension 

and application (Aljezawi & Albashtawy, 2015; Holbrey, 2020). For this purpose, this 
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research study was designed to fill the knowledge gap with the voices of nurse educators 

who successfully utilize games or gaming within their educational environments, 

including classroom, skills lab, simulation, and in the clinical setting.  

Problem Statement 

As indicated in the literature (Barr & Tagg, 1985), today’s learner is different. 

This factor is particularly true in undergraduate nursing education where learners are 

technologically oriented and can easily become distracted with the traditional teacher-

dominated lecture method. Reduced attention spans, a heavy reliance on instant 

gratification, a need for immediate feedback, and innovation has increased the demand 

for instruction that can gain and sustain interest in the learning process. Though teaching 

strategies to enhance student learning have grown exponentially over the years to address 

changing these and other student demographics, there remains an open, unanswered 

question. What about the effectiveness of games and gaming in nursing education? The 

present study is an early attempt to answer this question by exploring the experiences of 

faculty on the use of games and gaming as an instructional approach in nursing 

education.  Knowledge of games and gaming, as told from the lived experiences of 

nursing faculty, will fill a void in understanding how effective teaching strategies can 

impact student learning.   

Purpose of the Study 

The purpose of this study is to explore the lived experiences of associate degree 

nursing faculty who integrate games and gaming within teaching and learning. The 

phenomenon of interest includes games and gaming. It is important to address this topic 
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as games and gaming as instructional approaches have the potential to identify student-

related areas of strength and weakness regarding collaboration, communication, and 

problem-solving skills (Kafai & Burke, 2015; Mathew, 2017; Mawhirter & Garafalo, 

2016; Meguid & Collins, 2017).  

Research Questions 

The primary research question guiding this study is: What are the lived 

experiences of faculty who use games and gaming as an instructional approach in 

associate degree nursing education? 

Conceptual Framework 

This study is guided by theories and concepts related to experiential learning and 

constructivism. Experiential learning, a concept related to constructivism, can be traced 

back to Aristotle (1999) and Confucius (1990), as both philosophers believed in the value 

of past experiences as part of human growth and development. Rogers (1956) brought 

this humanistic type of learning into modern times when he expressed the importance of 

lived experiences as an integral part of multi-layered, individualistic teaching-learning 

processes. Kolb’s experiential approach (1984) to teaching and learning further addressed 

constructivism within an adult learning environment. Specifically, experiential learning 

and constructivism are utilized within games and gaming by defining a learner/player, 

assigning an acquisition or task to the learner/player, and requiring the use of previously 

learned knowledge.  

The theories on experiential learning and constructivist learning will serve as the 

lenses for exploring games and gaming as a phenomenon. Kolb’s theory of experiential 
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learning (1984) can be applied to both the learner (player) and the designer (educator) in 

the use of games and gaming in the learning environment. The learner experience is in 

the acquisition of new knowledge or skills; in contrast, the educator experience is 

in developing a game, putting it to use, and then evaluating the effectiveness of 

the strategy (game). The phenomenon of games and gaming also relates to constructivism 

and adult learning frameworks. Utilizing constructivism as a framework for 

adult learning (Ackermann, 2001; Lewis et al., 1989; Piaget, 1968), the learner brings a 

skill set into the learning environment, acquires new skills and knowledge, and uses a 

reflective process to learn from the combined experiences. Thus, when adult learners are 

placed in an interactive learning experience, they respond positively to the learning 

(Joyce et al., 2009; Knowles, 1973; Spies et al., 2015). 

Constructivism is applied within games and gaming by defining a learner/player, 

assigning an acquisition or task to the learner/player, and requiring the use of previously 

learned knowledge. With a baseline to start, the player builds an individualized level of 

understanding through experiences. Ultimately, the player uses reflections upon those 

experiences to increase knowledge, skill, and correctness (Ackermann, 2001; Bruner, 

1960; Creswell, 2014; Kolb, 2015). When skills develop, confidence and competence 

expand and are further refined (Daniel & Tivener, 2016). Subsequently, encountering 

new information within a constructivist learning environment invites the adult learner, the 

nursing student, into adaptable and variable conditions, all of which are necessary in both 

nursing training and in professional practice (Halm & Crespo, 2018; Lewis et al., 2018). 
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The nursing student is required to use current knowledge, ask new questions, explore 

possibilities, and assess what has been learned.  

Additionally, in constructivist teaching and learning, students are encouraged 

to play an interactive part in the process (Bruner, 1960; Creswell, 2014; McEwen & 

Wills, 2014). Faculty following the philosophy of constructivism act as facilitators who 

guide activities and address theoretical application in a hands-on experiential learning 

environment (Kapp, 2012; Kolb, 2015; McEwen & Wills, 2014; Strickland et al., 

2016; Zhao, 2014; Zhang, 2013). Consequently, constructivism and experiential learning 

will guide this research as findings generated from the study will provide insights on the 

use of games and gaming in undergraduate nursing education. More detail on Kolb’s 

theory of experiential learning will be presented in Chapter 2.  

Nature of the Study 

This qualitative phenomenological study is designed through a constructivist 

philosophy of interactive learning to be utilized by nursing educators. This research can 

be accomplished through the lens of constructivism utilizing games and gaming as an 

effective teaching and learning strategy within nursing education (Creswell, 2014). When 

approaching a research question from a phenomenological perspective, Creswell (2014) 

stated that researchers seek to learn about a phenomenon through the lens of “lived 

experiences of individuals” (p. 14).  

I conducted a qualitative study based on Husserlian phenomenological 

methodology approaches in human science research by focusing on the description of 

experiences (Christensen et al., 2017; Moustakas, 1994). Husserl argued that 
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phenomenology is the study of gathered experiences (Husserl, 2017). A 

phenomenological approach allowed analysis of lived experiences to better understand 

the perception and meaning of the phenomenon within context (Moustakas, 1994; 

Neubauer et al., 2019; Thiede et al., 2017). Hence, a qualitative phenomenological 

approach was appropriate in that it had the capacity to focus on the experiences of 

participants and examine common meanings found in those experiences (Creswell, 2014; 

Kim et al., 2017; Kolb, 2015; Lambert & Lambert, 2012).  

I collected data through online interviews using Zoom video conference 

technology. More precisely, semi-structured, one-to-one interviews were conducted to 

collect in-depth information from nursing faculty. I collected data using “backyard 

research” (Creswell, 2014; Hull, 2017) by gathering interviews from associate degree 

nursing faculty, some of whom were my own colleagues, employed in a two-year, entry 

level Associate Degree nursing program. I also reached into the Walden Faculty Pool for 

appropriate candidates from around the country. In these interviews, participants had 

their voices and answers recorded electronically and eventually transcribed verbatim. 

Virtual interviews were substituted for face-to-face encounters based on worldwide 

conditions at the time of study (Centers for Disease Control [CDC], 2020). 

Definitions 

Adult learning: Knowledge guided by self-direction, motivated by a readiness to 

learn, and reflecting on previous experiences while utilizing these pieces to acquire 

problem solving skills (Knowles, 1973; Spies et al., 2015; Taylor & Hamdy, 2013) 
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Experiential learning: The process of learning through immersion within an 

experience, including hands-on learning and reflective response (Boothby, 2014; Breen & 

Jones, 2015; Kolb, 1984; Kolb, 2015) 

Games: Structured form of play and entertainment used to teach a lesson, skill, or 

for an accumulation of points/tokens (Aburahma & Mohamed, 2015; de Freitas, 2018; 

Hainey et al., 2016) 

Gaming: An electronic form of game playing that can include use of computers, 

tablets, smart phones, gaming stations, online gaming, virtual gaming, and serious 

gaming, known as simulation (Awan et al., 2019; Costello, 2018; Grogan & Meijer, 

2017) 

Gamification: A strategy for creating a learning experience using games and 

gaming to engage learners and create an environment of self-motivation (Ahmed & 

Sutton, 2017; Becker, 2021; Dicheva et al., 2015; Orte et al., 2019) 

Interactive learning: A teaching-learning strategy incorporating active 

participation on behalf of the student while utilizing technology, communication, and 

teamwork skills (Daniel & Tivener, 2016; Lewis et al., 2018) 

Assumptions 

Assumptions, as cited by Creswell (2014), are beliefs, whether understood or not, 

that the researcher presents as part of their own thinking. An assumption is an idea that is 

assumed to be true; however, these assumptions can be influenced by personal 

experiences and can be erroneous as a result (Nassaji, 2020; Ravitch & Carl, 2016). For 

this study, there were assumptions that qualitative, phenomenological methodology 
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provided an awareness of faculty perspectives on the use of games and gaming in nursing 

education. Additionally, I assumed that personal interviews conducted with associate 

degree nursing faculty would deliver an understanding of the use of games and gaming 

within the context of nursing education. These assumptions were addressed by 

specifically reaching out to faculty who already use games and gaming as part of their 

instructional approaches to teaching and learning. Moreover, it was an assumption that 

interviewed faculty would accurately and honestly answer presented questions during the 

interview process (Burkholder et al., 2016; Patton, 2014). This assumption was addressed 

by offering time for participants to answer questions completely during the interview 

process, as well as offering opportunities for participants to review transcribed interview 

notes to check for accuracy.  

Further, there were built-in assumptions that each educator’s experience was 

similar regarding the use of games and gaming in nursing education. Additionally, there 

was an assumption that nursing faculty have a desire to deliver highly effective education 

by using games and gaming in nursing education. Lastly, it was assumed that each faculty 

participant’s lived experience was useful and applicable to the research.  Each of these 

final assumptions was addressed during the interview process because each participant’s 

experience was independent of any other participant’s experience. Time was given for 

each participant to tell their story, and I used follow-up questions for clarification when 

necessary. 

Based on the literature, there were also assumptions that games and gaming easily 

translate knowledge into applied skills for nursing students (Aljezawi & Albashtawy, 
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2015; Pront et al., 2018; Royce & Newton, 2007; Silvia Neves da Nova Fernanda & 

Angelo, 2018; Sitterding et al., 2019). The literature from within the social sciences and 

education indicated that games and gaming were an applicable modality within various 

teaching and learning environments (Alexander & Tuan, 2015; Costello, 2018; Grogan & 

Meijer, 2017) and could be utilized in ways that improve knowledge, skills, and 

application of such. However, the literature reviewed indicated that games and gaming in 

nursing education were underutilized and underexplored. 

Scope and Delimitations 

The scope of this research study was to focus on associate degree faculty who 

teach within the classroom, skill and simulation laboratories, and in clinical, bedside 

environments. Further, more than 50% of the interviewed nursing faculty participants 

were located in central Florida. The rest of the participants were scattered throughout the 

country. Faculty participants were required to have completed at least one year of 

applicable teaching experience working directly with associate degree nursing students 

utilizing games and gaming to teach problem-solving and communication skills.  

Study findings that were addressed were communicated through the lens of the 

conceptual frameworks of experiential learning and constructivism. Interpretation of 

study results were limited to how those responses applied to the concepts of interactive 

and experiential learning. Within the context of qualitative research, inductive and 

deductive data analyses were used to “build their patterns, categories, and themes” 

(Creswell, 2014, p. 186) to further illustrate commonalities from within the individual, 

using one-to-one interviews with participant faculty. 
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Limitations 

According to Burns, Grove, and Gray (2015) research study limitations are 

defined as potential weaknesses in the research study that are out of the researcher’s 

control. More specifically, limitations pertain to impediments with the potential to affect 

internal and external validity of a study. Limitations noted during proposal development 

included sample size, geographic location of the study, and the investigator’s connection 

to the research topic of games and gaming in nursing education. 

Limitations do exist in the live and virtual interview process, including time 

constraints, having to build rapport quickly, and remaining time focused on the subject at 

hand (Janghorban et al., 2014; Ravitch & Carl, 2016; Rubin & Rubin, 2012). 

Interviewing failures, such as losing the participant’s interest, the participant not 

providing “usable material,” or the participant being led in a particular direction by the 

interviewer’s questioning (Asselin, 2003; Weiss, 1994) can all work as limitations within 

a qualitative study. Efforts to address limitations included utilizing an interview process 

that included a pre-interview prior to the face-to-face, one-to-one synchronous 

interviews. Early in the pre-interview, rapport was established with each participant 

(Creswell, 2014; Creswell & Creswell, 2018). During face-to-face interviews, the 

researcher was able to monitor and record the verbal responses. Time was also given for 

clarification of any ambiguous answers, and participants were able to explain any 

statements that required further investigation (Creswell, 2014; Creswell & Creswell, 

2018). Having participants fully involved in the interview process and allowing for ad lib 

responses yielded positive statements and large amounts of rich, thick data (Creswell, 
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2014; Creswell & Creswell, 2018). Any undue interviewer biases were managed through 

reflexivity, including the use of reflective journaling throughout the interview process, 

and following each participant interview (Abrahams, 2017; Creswell, 2014; Creswell & 

Creswell, 2018). The data collection process yielded large amounts of data, which led to 

a thorough analysis. Finally, oversight by committee members responsible for examining 

the research study from an unbiased perspective provided balanced evaluation of the 

research. 

Significance 

A study on games and gaming in education has broad implications with the 

potential to impact students, academic administration, practice, policy, and social change. 

In fact, though nursing practice continues to evolve around new evidence, the 

significance of games and gaming in other similar science-based educational 

environments has been well established (Aburahma & Mohamed, 2015; Andika et al., 

2019; Bossavit et al., 2018; Zirawaga et al., 2017). The significance of the study impacts 

each stakeholder at different levels. 

The adult student population has come to expect a high level of kinesthetic 

learning. Games and gaming combine that style of learning with several concepts, 

including active learning, inclusivity, collaboration, and goal setting (Awan et al., 2019; 

Boctor, 2013; King et al., 2019; Lindblom, 2018; Sabatino, 2014; Sheehan et al., 2017; 

Tan et al., 2017). Games and gaming in education are significant within an interactive 

and experiential learning design. Faculty experiences with games and gaming will 

contribute to ongoing research related to their use in nursing education.  
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Nursing Education 

Changes to teaching and learning strategies in nursing education attempt to 

improve performance and confidence as students mature into practitioners entering the 

field (Meyer & Shatto, 2018). While educational techniques in K-12 and higher education 

continue to adapt to a student population desiring more interactive forms of teaching and 

learning, nursing education is similarly moving in that direction, albeit more slowly. 

Nursing faculty intend to create motivating and engaging learning opportunities through 

educational opportunities, like games and gaming, that are interactive and utilize 

experiential learning strategies to help students achieve goals (Berndt, 2019; Billings & 

Halstead, 2019; Cunningham et al., 2019). Research in K-12 and higher education show 

that participating in educational games and gaming provide students with greater 

problem-solving and communication skills through the transformation of knowledge-

based materials into application (Hwang & Chen, 2017; Maraffi et al., 2017; Reyes-Chua 

& Lidawan, 2019). Nursing faculty have those same opportunities for change. As faculty 

present successful learning in the acquisition and application of those skills, games and 

gaming can bridge the change into student-centered teaching and learning events. 

Ultimately, student success is based on an integration of both knowledge and skills.  

Academic Administration  

Equally, administrators develop strategies to improve student outcomes. 

Likewise, academic administrators must keep their eyes on the bottom line, including the 

expenses versus the outcomes of teaching and learning. Administrators are focused on 

what benefits the student, the institution, and ultimately, the community (Zhang & Cui, 
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2018).  Findings from this study will benefit academic administration by identifying 

resources for faculty, such as defining financial sources directed at expanding teaching 

and learning strategies like games and gaming. In collaboration with faculty, innovative 

teaching strategies such as experiential and interactive learning effect positive change by 

infusing hands-on learning, which is particularly necessary within nursing education.  

Administrators can partner with nursing faculty to foster and model professional 

behaviors of collaboration, teamwork, and respect. Administrators can also support 

faculty by focusing on faculty development, including training specific to experiential 

and interactive learning modalities such as games and gaming. Just as a better prepared 

nursing student enters the workforce with highly developed skills, confidence, and 

competence learned through experiential and interactive learning opportunities, faculty 

need those same opportunities. Academic administrators endorsing profound changes, 

such as the move from instructor-centered teaching to student-driven learning, reinforce 

the importance of participatory learning experiences. Ultimately, administrators have the 

authority to release funding and set a tone for how institutions support and develop 

faculty, which in turn, positively impacts student outcomes (Bilal et al., 2017; Fischer et 

al., 2018; Greenwood & Ewell, 2018).  

Practice 

The expectation for a newly graduated nurse is that they are ready to enter the 

workforce upon completion of their studies. Regardless, practice is influenced by both 

confidence and competence. Understanding the role of interactivity and experiential 

learning may lead to developing nurse education programming that complements didactic 
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theory-based learning with hands-on learning experiences. A well-rounded approach to 

teaching and learning places the student nurse in experiences that improve and direct self-

learning, therefore compelling them to be highly involved in their own education. These 

practices produce a capable and skilled practitioner, and as a result, improve patient care 

and outcomes. 

Policy 

Policy makers from within government, healthcare, and academia may be 

influenced by the research gathered from this study. The experiences of faculty using 

games and gaming may positively impact student competence, and therefore, shape a 

graduate nurse who is prepared for and better able to transition from student to 

professional nurse (Boothby, 2014; Owens 2019). As policy is influenced by evidence, 

policy changes regarding teaching and learning lead to changes in the learning 

environment, thus improving student competence and confidence. A more competent and 

confident graduate nurse entering the workforce is more likely to endure the rigors of a 

challenging healthcare environment, and is less likely to make errors, experience burnout, 

or leave the nursing workforce abruptly (Gallegos et al., 2017; Koivisto et al., 2016). 

Policies that support games and gaming in the learning environment simultaneously 

provide an interactive and experiential learning experience for students and faculty. 

Social Change 

Positive social change will occur with a better understanding of the positive 

influence that games and gaming have on knowledge, skills, and behaviors in nursing 

students and graduates. The National League for Nursing (NLN) has recommended the 
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use of experiential learning, such as games and gaming, as effective teaching strategies 

that can be used in the nursing education environment (NLN, 2015). As such, further 

understanding of how and when to implement the interactive and experiential strategies 

through games and gaming is necessary to develop skills and competence. Positive social 

change will follow novice nurses entering the workforce with highly developed skill sets, 

including problem-solving and communication skills. Nurses entering the field with these 

skills will positively influence nursing shortages and be able to provide advanced clinical 

skills that enhance patient care and outcomes. Safe and effective patient care is shaped by 

nurses who possess problem-solving and communication skills and can adapt to a 

changing healthcare environment. Accordingly, a better understanding of techniques that 

help nursing students to develop these skills is progressive social change that influence 

nursing, patient care, and healthcare outcomes. 

Summary 

Identifying the lived experiences of nursing faculty in associate degree programs 

working with experiential and interactive learning strategies, such as games and gaming, 

is essential to reforming nursing education. Previously, nursing education was teacher-

centric with students as recipients of information. Education research indicates that an 

interactive and experiential experience fully involves the student in their own learning. 

As a result, students build competence and confidence with skills and applicability to 

overall healthcare. To date, little is known about nursing faculty experiences with 

interactive and experiential learning, such as games and gaming, even though similar 

disciplines have moved more in this direction. Understanding the faculty experience with 
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these types of instructional strategies affords other faculty the opportunity to update 

curricula and move forward with enhanced instructional approaches. 

In Chapter 2, a review of the literature will be presented, specifically literature 

that supports and defends interactivity and experiential learning. Additionally, Chapter 2 

will include literature supporting the conceptual framework and research question 

addressing the lived experiences of nursing faculty utilizing games and gaming as an 

instructional strategy. Ultimately, Chapter 2 will demonstrate a synthesis of the literature 

available from nursing, education, and other social sciences. 
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Chapter 2: Literature Review 

Introduction 

This qualitative phenomenological study was designed to explore the experiences 

of nursing faculty working within an associate degree program utilizing interactive games 

and gaming in all areas of instruction, including classroom, lab and simulation, and 

clinical experiences. Games and gaming are well-known in K-12 and collegiate 

pedagogical literature as particularly useful teaching and learning strategies. In nursing 

education, games and gaming create opportunities for building self-confidence related to 

professional, clinical, and healthcare skills (Johnston et al., 2013; McEnroe-Petitte & 

Farris, 2020; Verkuyl & Hughes, 2019). However, despite usefulness in other academic 

disciplines, exploration of games and gaming in nursing education has been limited 

(Aljezawi & Albashtawy, 2015; Baid & Lambert, 2010; Pront et al., 2018). Moreover, 

even less is known on games and gaming as they are used by faculty in undergraduate 

nursing education.  For example, what are faculty perspectives on adopting games and 

gaming as interactive and experiential approaches to teaching and learning? What are 

faculty views on games and gaming as they are carried out in the classroom, 

skill/simulation lab, and during clinical instruction? Viewed through the experiences of 

associate degree nursing faculty members, this study was a beginning attempt to 

understand games and gaming as an approach to teaching and the role of interactive and 

experiential instructional strategies in nursing education. 

Chapter 2 is primarily the literature review. The chapter begins with the search 

strategy used to locate literature to answer the primary question guiding this study. 
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Chapter 2 also includes the theories guiding and framing the study. The literature review 

provides a synthesis of work published by authors who have investigated faculty 

experiences on games and gaming as teaching and learning strategies. Last, the chapter 

ends with a review of the literature on what is known and unknown on the topic of games 

and gaming in education, particularly in nursing education.  

Literature Search Strategy 

The fundamental research question guiding this study was: What are the lived 

experiences of faculty who use games and gaming as an instructional approach in 

associate degree nursing education? A comprehensive and exhaustive review of the 

literature was completed to answer this question. Multiple databases were searched 

including ERIC, CINAHL, Education Source, ScienceDirect, Sage Journals, 

Taylor and Francis Online, and ProQuest Nursing and Allied Health. Through an 

andragogical lens of interactive and experiential learning, the literature was searched for 

adult student learning regarding problem-solving and communication skill development 

strategies, specifically use of games and gaming (Duane & Satre, 2014; Kolb, 1984; 

Kolb, 2015). I performed a literature search for English and Spanish-language with 

applicable English translations on the topic of games and gaming in education. 

Recognizing the history of games and gaming began in K-12 grade and higher education, 

the search also included examination of databases defining elementary and secondary 

education. Nursing was later added as a search term to address games and gaming in 

nursing education.   
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Seventeen key search terms and phrases were used to guide the search including 

adult learner, interactive, and experiential learning, social science, K-12 and 

postsecondary education, games, gaming, gamification, constructivism, faculty 

perceptions, faculty experiences, teaching strategy, goal setting, problem-solving, 

collaboration, and student outcomes. Date delimitations were 2005 to present as games 

and gaming in education is a newer concept in education and the teaching and learning 

environment. The original search included both qualitative and quantitative studies about 

games and gaming in K-12 and higher education, including disciplines in language, math, 

nursing, physical, and social sciences.  

Inclusion criteria for conducting the review included research studies and 

systematic reviews in peer-reviewed journals and scholarly works that addressed games 

and gaming in education from K-12 education and collegiate education in math, physical, 

and social sciences. To refine the search and locate relevant literature to answer the 

research question, combination terms were added including student development, 

teamwork, and communication. Last, to further refine the search, the Boolean phrases 

used were interactive, experiential learning, nursing education, and associate degree 

nursing education. 

Excluded studies not included in the review were those performed before 2005, 

and those conducted in human resource or work environments as opposed to education. 

Considering that games and gaming are underexplored topics in nursing education, 

articles collected included those utilizing constructivism as a theoretical foundation in 
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education, and other similar professions outside of nursing. What follows is the theory 

guiding the study followed by a comprehensive review of the literature.   

Theoretical Foundation 

The theoretical foundation for this study was based on constructivism, a 

theoretical learning concept first developed by John Dewey (1938). Dewey 

acknowledged the active role of the learner within the creation of knowledge and 

knowledge application. Over the decades, constructivism has been described along three 

categories: cognitive, radical, and social constructivism (Ackermann, 2001; Dennick, 

2016; Piaget, 1968; Taber, 2016). Constructivism is described as a continuum with 

experiential learning and interactive learning equally denoted. Within the concept of 

experiential learning, learning is individualized, with the learner having control over the 

learning process. As an outcome, learning is largely self-directed.  

Equally as important is interactive learning, which provides kinesthetic, hands-on, 

learning opportunities that are collaborative and amplify skill development. 

Constructivist theorists, such as Piaget and Dewey, emphasized the linkage between 

theory and practice application, stressing the need for learning environments to be 

authentic, meaningful, and relevant. Constructivism builds upon previous knowledge and 

revolves around learner-centered opportunities (Dennick, 2016; Piaget, 1968; Taber, 

2016). With a focus on games and gaming, I explored the experiential and interactive 

learning components of constructivism as applied to these teaching/learning strategies 

(Kolb, 1984). To date, the literature about constructivism in education has been 

integrated smoothly into adult learning environments, applied in the classroom, skills 
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laboratory, simulation laboratory, clinical experiences, and into the work environment. 

Furthermore, constructivism may be the impetus for a change from traditional teacher-

centered learning into learner-centered environments with faculty serving as facilitators 

and students being more in control of their own learning. Constructivism is illustrated 

here in Figure 1.  

Figure 1 

 

Theoretical Foundation Through a Constructivism Lens 
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Within a framework of owned and acquired behaviors, constructivism presents 

learning as an experience or an event (Ackermann, 2001; Bruner, 1960; Creswell, 2014; 

Duane & Satre, 2014; Halm & Crespo, 2018; Lewis et al., 2018; Meshram, 2015). The 

current study was adapted from pedagogical approaches, as constructivism evolves easily 

into andragogy and adult learning, and uses reflective experiences to build learning upon 

what is previously known (Knowles, 2010; Loeng & Omwami, 2018; Marlowe & Page, 

2005; Usher et al., 2015). When referencing phenomenology, both experiential and 

interactive learning elevate the value of an experience by addressing a person’s 

previously acquired knowledge, what is new to be learned, and how both concepts of 

learning build a stronger learner in the end (Houser, 2015; Stacy & Bennett, 2017). The 

personal experience of the learner is critical in the learner’s understanding of newly 

acquired knowledge. Thus, those personal experiences are based on perceptions, with 

exposure eventually altered by levels of previous learning. The impact from experiential 

and interactive learning on nursing education is that a nurse learner’s previous level of 

understanding and skill impacts how that student nurse learner will immerse into the 

complexities of the problem-solving and communication skills necessary to function in 

nursing practice. Hence, constructivism in nursing education addresses the growing 

necessity for development and implementation of interactive and experiential learning 

opportunities within nursing curricula (Duane & Satre, 2014) 

Teaching within the framework of constructivism brings an elevated level of 

interactivity and experiential learning while addressing individual student learning and 

emphasizing student development through self-directed learning. Faculty in K-12 and 
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higher education have used constructivism to radically alter the presentation of learning 

material (Carenys & Moya, 2016; Silva et al., 2019; Stieler-Hunt & Jones, 2017, Sung et 

al., 2018; Tafor et al., 2016). Teaching through the lens of constructivism in the 

classroom offers faculty options of the flipped classroom to infuse interactive and 

experiential learning opportunities into curricula (Boothby, 2014; Breen & Jones, 2015). 

Constructivism built into curricula includes student-centered and self-directed learning 

occasions built on active learning principles that encourage the learner to use previously 

learned skills to achieve more in-depth knowledge and learn how to utilize it under varied 

circumstances (Kaymakamoğlu, 2017; Miller & Metz, 2014; Xu & Shi, 2018; Zainuddin, 

2018). Regarding games and gaming in the teaching-learning environment, 

constructivism is a contributing factor within the influence of learning on the actual 

learner. Interactive and experiential learning addresses adult learning styles and 

strengthens learning development in all domains, including cognitive, affective, and 

psychomotor. Games and gaming in education are used to improve motivation, 

engagement, improve skills, and expand knowledge (Glazer, 2015; Guardia et al., 2019; 

Mikami, 2020; Sanchez-Martin & Davila-Acedo, 2017; Tsay et al., 2018; Zainuddin et 

al., 2020). Thus, each of these constructivist goals is enriched through gamification use in 

the learning environment and assist in constructing knowledge through an individualized 

learning experience (Polin, 2017; Popil et al., 2015).  

The learner within constructivism integrates didactic materials into cognitive 

abilities and skills. Students are encouraged to reference and engage with previously 

learned knowledge, acquire new knowledge, and engage in application through problem-
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solving and communication skill development. Numerous choices are made by faculty 

when creating student learning opportunities including choice of media, applicability of 

learned materials, and expected learning outcomes. Interactive and experiential learning 

is learner-centered (Kolb, 1984). Seen through the lens of constructivism, experiential 

learning trends away from teacher-centered approaches and moves toward the 

incorporation of learner-centered, hands-on, and immersive opportunities. These are 

learning platforms that engage the learner, create occasions for self-teaching, and 

immerse the learner directly in the learning process (Hassan et al., 2019; Huang & Hew, 

2018; Huang et al., 2018).  

Used as an instrument of change, constructivism theory suggests that learning is 

more inclusive when individual learners synergize principles, rules, and techniques 

through application of concepts in communication and collaboration (Dennick, 2016; 

Piaget, 1968; Taber, 2016). Instructive games and gaming used in learning environments 

offer educational and andragogical learning when the learner is presented with challenges 

and must use previously acquired knowledge, and application of newly learned skills, all 

while actively engaging through visual, audio, and psychosocial experiences (Cozar-

Gutierrez & Saez-Lopez, 2016). Games and gaming encompass a variety of applications 

and learning styles. In response to a desire to contribute to an even higher level of 

learning, serious games, or simulation, connects an even greater level of complexity for 

the learner (Aleson-Carbonell & Guillén-Nieto, 2012; Connolly et al., 2012; Kapp, 2012; 

Severengiz et al., 2020). For the player (learner), games and gaming engage an emotional 

component influencing the value of what is acquired during game play. Hereto, cognitive, 
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affective, and psychomotor learning domains are addressed by involving multiple senses 

during game immersion (Jabbar & Felicia, 2015). As such, interactive and experiential 

learning are powerful and meaningful applications of constructivism within the learning 

environment. In previous research, the focus has not included nursing education, and 

although games and gaming in K-12 and higher education have been shown to be 

effective teaching and learning strategies, nursing has been slow to research games and 

gaming in the learning environment. Findings from this research study showed the 

potential for contributing to the ongoing work on constructivism in the interactive and 

experiential classroom, as these learning opportunities are found in the physical or remote 

classroom, skills, and simulation laboratory experiences, as well as clinical learning 

environment.  

Through the lens of constructivism, this visual representation of games and 

gaming was based on adult learning concepts of interactive and experiential learning 

being at the crux of how adults learn. Andragogy is based on principles of individuality, 

autonomy, experience, and reflection, which ties it directly to experiential and interactive 

teaching and learning approaches (Merriam & Bierema, 2014). Within the body of the 

created visual, experiential learning centers around the learner having autonomy in 

decision-making, creating a learning opportunity individual to the learner, and 

opportunities where the learner acquires knowledge/skill that is self-directed. Likewise, 

interactive learning is represented visually by acknowledging key factors, including 

kinesthetic, or hands-on learning. Interactive and experiential learning is collaborative in 
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nature with expectations that learners will acquire skills/knowledge from working with 

other learners. 

In summary, the concepts of interactive and experiential learning through games 

and gaming were the theoretical framework for this study. Through the organizational 

process of a literature review, categories and subcategories were identified within the 

literature, and a literature map was used to synthesize the topics of games and gaming in 

education. The research was further categorized and reviewed according to research 

design: qualitative, quantitative, and mixed methods. From there, subcategories further 

separated research into groupings based on identified key concepts. 

Literature Review Related to Key Concepts 

The research of games and gaming in education is based upon five major 

constructs explained in the literature. These terms originate from within literature on K-

12 education. Over the years, literature on the use of educational games and gaming have 

developed within the framework of higher education. The five concepts include adult 

learning, experiential learning, games, gaming, and interactive learning. As a broad topic, 

there appears to be no way to discuss one idea without referencing the others.  

To date, published research focusing on games and gaming in education has 

primarily involved K-12 and higher education, specifically within the fields of 

communication, mathematics, physical, and social sciences. Very few studies were found 

focusing on games and gaming in nursing education. Ironically, similar science-based 

disciplines have successfully adopted interactive and experiential learning experiences 

that develop communication, teamwork, and clinical skills through self-directed learning 
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(Coker et al., 2016; Schenck & Cruickshank, 2014). These types of experiential and 

interactive learning experiences provide opportunities to build upon already acquired 

knowledge, develop new skills, and offer reflective opportunities to learn from past and 

current performance.  

This study’s focus was on faculty perceptions of games and gaming, and a 

continued review of the literature provided no real significant research on faculty, instead 

focusing more on the student’s perception. Therefore, it is important to explore the 

motivations, attitudes, and experiences of faculty who utilize games and gaming in the 

educational environment as perceptions and attitudes provide insight from a personal 

perspective (Beavis et al., 2015; Teall et al., 2019; Tsay et al., 2018; Zainuddin et al., 

2020). It is an educator’s responsibility to adapt to changes in practice while continuing 

to make learning relevant and applicable to the learner (Dole et al., 2016; Feldman, 2017; 

van der Heijden et al., 2015). Hence, the faculty perspective guides the decisions to use 

games and gaming in the teaching/learning environment. 

Adult Learning  

In research addressing adult learning, several studies indicate an evolution of 

common principles, including autonomy, application of knowledge, goal setting, and 

relevance (Housel, 2019; Knowles, 1973; Knowles, 2010; Sanchez & Cooknell, 2017; 

Spies et al., 2015; Taylor & Hamdy, 2013). Autonomy is seen in the independence of the 

learner’s decision-making. Several studies reference an application of knowledge and the 

use of learned materials integrated into clinical practice while also utilizing problem-

solving and communication skills (Faust & Paulson, 1998; Hainey et al., 2016; Kang & 
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Chang, 2019). Other studies suggest that goal setting occurs prior to and while learners 

efficiently and effectively achieve goal completion and are motivated toward 

regeneration (Huei-Ju, 2018; Mikami, 2020). In research about adult learning, the 

concept of relevance is an adult learner concept that has not changed since the inception 

of adult learning theory (Glance et al., 2018; Merriam & Bierma, 2014). Relevance 

includes timeliness, meaningfulness, and that knowledge shared is derived from 

evidence.   

Research on the adult learner suggested that learners bring a variety of life 

experiences and accumulated knowledge into the learning experience (Housel, 2019; 

Merriam & Bierema, 2014). Therefore, each adult learner’s attitude, beliefs, and abilities 

are individualized to the learner (Kasworm, 2018; Page et al., 2020). Research on the 

adult learner also acknowledges previously learned skills and the concept that adult 

learners already bring some familiarity with the subject at hand (Glance et al., 2018). Yet, 

currently, most of the literature focusing on adult learners was concentrated in non-

nursing collegiate education (Keiner & Gilman, 2015; Xu & Shi, 2018).  

Research conducted on educators working with adult learner populations often 

begins with the educator evaluating the learner’s level of competence prior to the 

teaching-learning event. Studies performed by Conner et al (2018), Knowles et al (2015), 

and McCall et al (2018) focused on a pre-assessment, such as quizzing, to enhance an 

understanding of baseline student knowledge. Noted in the research, pre-testing of the 

adult learner’s understanding provides the educator and the learner with a baseline of 

awareness while highlighting strengths and weaknesses within the individual student 
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(Conner et al., 2018; Knowles et al., 2015; McCall et al., 2018). As adult learners acquire 

skills, there is a continuing need to demonstrate competence to self and others (Roberts, 

2017). The research on adult learners spoke directly to the need for experiential and 

interactive learning, including those that utilized self-reflection on what has been 

experienced (Kolb & Kolb, 2017; Sun, 2019). Research on self-reflection in the teaching-

learning process (Deed et al., 2019; Gozcu & Caganaga, 2016; Yaccob & Yunus, 2019) 

suggested that self-reflection offered an opportunity to consider different options, 

collaborate with peers, and interactively create a complete experiential event that allowed 

the learner to engage in a multidimensional path of exploration, and decision-making. 

While nursing education stresses learner independence, problem-solving, and personal 

skill development, games and gaming have not been studied within the adult population 

of nursing education.  

Experiential Learning 

Experiential learning is defined as a teaching methodology immersing the learner 

in an experience or event that uses role-playing, simulation, and other interactive learning 

activity (Boyle et al., 2016; Calderon & Ruiz; 2015; Grace et al., 2017; Kolb, 1984; Ward 

al., 2018). The research on experiential learning was brought into discussion circles by 

John Dewey (1938) when he introduced the concept of learning as a dynamic encounter 

driven by a learner’s previous experiences, application of new knowledge, followed 

subsequently by reflective occurrences. Research on experiential learning experience 

suggested that it is circular in design and each component is integrated as the learner 

continues to build upon what is already known, what is acquired through demonstration 
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of new skills and knowledge, and what is learned through reflection (Kolb & Kolb, 

2017). Consequently, research on learners in experiential learning experiences are placed 

into an event guided by the learner themselves. Within the confines of this learning 

modality, empirical and first-hand accounts from learners placed a high level in 

categories of satisfaction, participation, and assimilation of new knowledge (Eckhaus et 

al., 2017). According to Kolb, “Learning is the process whereby knowledge is created 

through the transformation of experience” (1984, p. 38) As such, the experience is rooted 

deeply in the literature, specifically that of educators and scientists. The studies involving 

comparisons between traditional learning environments and experiential learning 

(Dominguez et al., 2013; Eckhaus et al., 2017; Hamari et al., 2014; Kolb, 1984) 

suggested that moving away from an educator-driven learning experience and moving 

toward an experiential learning environment navigated students into participatory and 

dynamic roles in their own learning (Wurdinger & Allison, 2017). 

A predominance of literature reflects changes being experienced in education as 

the field moves away from the traditional form of teaching and learning toward an active 

and involved learner who enhances the learning environment with individual thoughts, 

behaviors, and manners (De Zan et al., 2015; Gerlach & Reinagel, 2016). As more 

research is performed, studies suggest that effective experiential learning, specifically 

through games and gaming, tailor the experience for learners and encourage use of 

psycho-cognitive abilities and activities that motivate the learner/player to do better 

(Bontchev et al., 2018; Coker et al., 2016; Eckhaus et al., 2017; Kolb & Kolb, 2017). 

While nursing has used simulation via serious games for many years (Breen & Jones, 
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2015; Mawhirter & Garafalo, 2016; Morse et al., 2019, National League for Nursing, 

2015), there is still room for additional research on the use of multiple forms and 

complexities of games and gaming in nursing education. 

 Games 

In assessing the literature for a definition of games, there were several 

considerations in order to make the construct applicable to all games. For the purposes of 

this study, games were described as a form of competitive play with a set of rules and 

roles that help the player develop skill or knowledge (Andika et al., 2019; Bayeck, 2020; 

Bodnar et al., 2015; Laski & Siegler, 2014; Soewardi & Perdana, 2019). The research on 

games included those games considered “traditional” in many countries, including board 

games, card games, and games of strategy (Bayeck, 2020; Campbell, 2016; Cardinot & 

Fairfield, 2019; Gozcu & Caganaga, 2016; Troussas et al., 2020). These types of games, 

and those less traditional and more interactive, appeared to support significant and 

effective improvements in engagement, satisfaction, and motivation to learn (Bullard & 

Anderson, 2014; Hamari et al., 2016; Mackavey & Cron, 2019). Research on the use of 

games to elevate learning in language, math, and science suggested that learner-centered 

games were more effective than conventional methods of teaching and learning (Becker, 

2021; Mahbub, 2019). Research on games in education (Cheng et al., 2014; Kuo & 

Chuang, 2016; Wiggins, 2016) suggested a development of proficiencies, including 

communication skills through collaboration, promotion of learner skills and 

demonstration of said skills, and creating nonpunitive, realistic, immersive experiences 

that promote a social environment of teamwork and collaboration. As healthcare includes 
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its own language, including cultural and professional expectations, research on the use of 

games and gaming in teaching has become an internationally recognized teaching 

modality imparting strategy, speed, and proficiency through active and collaborative 

interactions (Petri & von Wangenheim, 2016; Phuong et al., 2017; Sevy-Biloon, 2017).  

Gaming 

Literature on gaming stretches into two distinctive definitions; the act of using 

games, and the broad-spectrum of electronic game use including computer, virtual, hand-

held, fully immersive role-playing, and serious games of simulation (Gentry et al., 2019; 

Kinder & Kurz, 2018; Kyaw et al., 2019; Valen et al., 2019; Verkuyl et al., 2016; 

Verkuyl & Hughes, 2019; Weiss, 2018; Zirawaga et al., 2017). Research specifically on 

educational gaming continues to improve as quickly as technology makes advancements 

in efficacy of mannequins, useability, cost, and accessibility. Evidence suggested that 

serious gaming and gamification of learned materials improve knowledge, skills, and 

satisfaction (Boyle et al., 2016; Kyaw et al., 2019; Lam et al., 2019; Qualters et al., 2008; 

Saxena et al., 2016). Several studies focused on the assessment of communication 

competence, and developed tools to assess skills developed through role-playing, 

observation of others in role-playing/simulation, and debriefing from those experiences 

(Kapralos et al., 2011; Kim, 2018). Analysis of educational gaming literature identified 

that games and gaming are a useful framework for organizing learning topics from basic 

repetition to complex and multi-leveled problem-solving exercises (Hojjat et al., 2019; 

Howard et al., 2015; McDonald, 2017). Literature on gaming addressed evolving changes 

in learning modalities and domains, and meshed the learner’s behaviors, perceptions, and 
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reflections in the learning experience (Deed et al., 2019; Gozcu & Caganaga, 2016). In 

nursing education simulation, role-playing, or serious gaming experiences allowed the 

learner to explore interactions and dialogue with patients, family members, colleagues, 

and members across an interdisciplinary spectrum of healthcare professionals (Atwood-

Blaine & Huffman, 2017; Gartmeier et al., 2015). Simulation, otherwise known as 

serious games, has become more a part of the tools utilized to educate nursing students, 

but there continues to be a deficit in the research compared to other like-minded sciences. 

Interactive Learning 

Interactive learning emphasizes engagement of a hands-on approach to learning, 

advancing, and deepening an understanding of content and skills. Research within 

pedagogical and andragogical literature attaches an interactive component and has 

revolutionized the traditional educational experience as hands-on learning opportunities 

develop a more thorough level of learning through engagement and development of 

applied skills (Ackermann, 2001; Hassan et al., 2019; Lam et al., 2019; Page et al., 2020; 

Piaget, 1968; Ward et al., 2018). Interactive learning produces independent thinking and 

action intermingling together in the learning process. Several studies suggest that 

interactive learning is an evolving teaching-learning strategy for learners of all ages, used 

to cultivate skills, knowledge, and abilities from basic, memorized materials, up to and 

including complex information requiring engagement of psychomotor and cognitive areas 

of the brain (Huang et al., 2018; Meguid & Collins, 2017; Pettit et al., 2015). Interactive 

learning stimulates problem-solving skills and influences how a student communicates 

and behaves in the professional environment. The literature on interactive learning 
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continues to accumulate from educational organizations as interactive learning is 

collaborative, engaging, and creatively enriching (Dicheva & Dicheva, 2017; Dicheva et 

al., 2015; Hew et al., 2016; Lieberoth, 2015). Ongoing literature analysis underlines the 

importance of interactive learning and the connection to learner satisfaction, engagement, 

and nurturing cognitive and psychomotor skills (Dicheva et al., 2015; Hamari et al., 

2016; Hanus & Fox, 2015; Holbrey, 2020; Huang et al., 2018; Lindblom, 2018; Lukita et 

al., 2017). Where traditional teaching/learning environments are single-mindedly slanted 

toward the educator, interactive and experiential learning techniques, such as games and 

gaming, effectively immerse the learner in an engaging and fun learning environment, 

personally connecting the learner to what is being learned. 

Summary and Conclusions 

While there is literature to support the use of games and gaming in educational 

environments, including K-12 and higher education, specifically in science-based fields, 

there was limited practical literature identifying games and gaming within nursing 

education. Consequently, a significant gap existed in the literature regarding games and 

gaming in nursing education. Furthermore, a gap existed in understanding the lived 

experiences of faculty utilizing games and gaming as a phenomenon within nursing 

education literature. Understanding games and gaming as teaching modalities, as well as 

the lived experiences of ADN faculty implementing these teaching modalities into the 

learning environment, is important when developing interactive and experiential learning 

opportunities for nursing students. As students develop themselves into competent, 

confidant, and communicative novice nurses, they are better prepared to enter the 
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challenging and robust healthcare field of the 21st century where they are familiar with 

modern technologies and how those interactive experiences enhance teaching and 

learning. Games and gaming afford the learner an opportunity to fully immerse within 

self-directed learning, problem-solving through changing situations, while developing 

highly proficient clinical and communication skills.  

Games and gaming present the nurse educator an option for providing learner-

centered, individualized self-directed learning opportunities (Barr, 2018). According to 

the literature, nurse educators have the opportunity to establish interactive and 

experiential events that engage and entertain students while offering instruction, 

collaboration with peers and professors in a nonpunitive learning environment (Aljezawi 

& Albashtawy, 2015; Baid & Lambert, 2010; Berndt, 2019; Cunningham et al., 2019). As 

games and gaming are used within education, each learner establishes his/her own 

baseline knowledge. Through the acquisition of newly learned clinical, problem-solving, 

and communication skills, students leave the learning environment with a heightened 

sense of self and a more investigatory and probing understanding of presented materials. 

Faculty who engage the learner with applicable and relevant knowledge assist students to 

focus on newly learned concepts. Cumulatively, students develop a richer knowledge 

base, and, become better prepared clinicians who can correct and advance patient 

outcomes in a clinical environment. This study was trying to answer the research 

question: What are the lived experiences of associate degree nursing faculty who use 

games and gaming as an instructional approach in undergraduate nursing education? 
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Chapter 3 included the methodology used to explore the lived experiences of 

nursing faculty utilizing games and gaming in nursing education, including classroom, 

skills and simulation laboratories, and in the clinical environment. Furthermore, Chapter 

3 included the research design, research question, and the role of the researcher within the 

study. Additionally, the methodology was explained, how study participants were 

recruited, the method and rationale for data collection and how it was utilized, as well as 

data analysis and its impact on research findings. Lastly, Chapter 3 provided an overview 

of the ethical procedures by which the research was conducted, and plans used to address 

trustworthiness of the study findings, as well as how rights of participants were addressed 

throughout the process. 
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Chapter 3: Research Method 

The purpose of this study was to explore the lived experiences of nursing faculty 

in associate degree nursing programs who integrate games and gaming in teaching and 

learning. Chapter 3 focuses on the methodology that was used to describe how nursing 

faculty utilize games and gaming in all elements of teaching and learning, including 

classroom, skill and simulation laboratories, and in the clinical environment. Specifically, 

the methodology explains and is inclusive of the research design, research questions, and 

the role of the researcher within the study.  Additionally, an overview of plans for 

recruitment, gaining access to study sites, participant selection procedures, methods of 

data collection and analysis, and a delineation of issues of trustworthiness and human 

rights protection procedures are presented in Chapter 3. 

Research Design and Rationale 

The purpose of this study was to explore the lived experiences of associate degree 

nursing faculty who integrate games and gaming within the teaching and learning 

environment.  The primary question guiding this research study was: What are the lived 

experiences of faculty who use games and gaming as an instructional approach in 

associate degree nursing education? Secondary questions included: (a) how do associate 

degree nursing faculty define games and gaming in the teaching-learning environment; 

(b) how do associate degree nursing faculty incorporate games and gaming as teaching 

strategies; (c) what experiences guide associate degree nursing faculty in how and when 

they utilize games and gaming as part of experiential learning; and (d) what reflective 

practices guide associate degree nursing faculty to include games and gaming into 
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learning in all nurse education environments, including classroom, clinical, laboratory, 

and simulation exercises? 

The phenomenon of games and gaming include the key concepts of interactive 

learning, experiential learning, nurse faculty, and learning environment. Games are a 

form of competitive play with a set of rules and roles that help the player develop skill or 

knowledge (Andika et al., 2019; Bayeck, 2020; Bodnar et al., 2015; Laski & Siegler, 

2014; Soewardi & Perdana, 2019). Gaming is the act of using games or electronic game 

use of all types including computers, virtual, hand-held, fully immersive role-playing, 

and serious games of simulation (Gentry et al., 2019; Kinder & Kurz, 2018; Kyaw et al., 

2019; Verkuyl et al., 2016; Verkuyl & Hughes, 2019; Zirawaga et al., 2017). Interactive 

learning emphasizes engagement of a hands-on approach to learning (Hassan et al., 2019; 

Lam et al., 2019; Page et al., 2020; Ward et al., 2018). While similar to interactive 

learning, experiential learning includes a component of individuality in that each learning 

experience is “in the eye of the beholder” and different for each participant (Boyle et al., 

2016; Calderon & Ruiz; 2015; Grace et al., 2017; Kolb, 1984; Ward et al., 2018). In the 

roles of games and gaming facilitators, nurse faculty structure academic and experiential 

events to instruct learners throughout the nursing curriculum (ACEN, 2018). In this type 

of learning environment, nurse educators are not limited to the classroom, and these 

interactive and experiential learning experiences can be found in skill and simulation 

labs, as well as clinical learning experiences in and out of the hospital and community-

based settings (ACEN, 2018; Breen & Jones, 2015).  
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Research Tradition 

As a qualitative tradition, phenomenology can be described as descriptive or 

interpretative (Husserl, 2017; Moustakas, 1994; Neubauer et al., 2019). However, 

regardless of which qualitative research tradition is exercised, the guiding principle 

behind phenomenology is that within the approach of phenomenology, the individual 

experience is paramount. With the purpose of exploring the lived experiences associated 

with key concepts, phenomenology looks to explore the meanings gathered from those 

lived experiences (Husserl, 2017). Within the confines of phenomenology, the researcher 

explores the depth and strength of those individual experiences with a focus on the 

phenomena (Patton, 2014; Ravitch & Carl, 2016). These narrative clues depict the 

phenomena being studied while simultaneously describing relationships between the 

individual and the phenomena (Sutton & Austin, 2015). Thus, the researcher can describe 

the relationship between the individual and key concepts in qualitative research, thereby 

providing an understanding of the experience from a personal perspective, referred to as a 

lived experience, rather than a theoretical understanding of the phenomena (Jackson et 

al., 2018; Oyelana et al., 2018). In this, the human experience is constructed on a 

continuum throughout a person’s life (Creswell, 2014), which in traditional terms, falls 

under a postpositivism outlook, or one in which knowledge is constantly evolving as 

people gain more experiences (Patton, 2014). 

Role of the Researcher 

Within the body of phenomenological research, the role of the researcher is 

described as one that accesses, questions, gathers, and analyzes the thoughts and feelings 
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of participants (Husserl, 2017; Neubauer et al., 2019; Ravitch & Carl, 2016). 

Additionally, while the researcher gains access to personal thoughts, opinions, and 

experiences, he or she must also realize his/her own role in the research. By its very 

nature, qualitative research approaches include an element by which the researcher 

becomes the research instrument (Burns et al., 2015; Cypress, 2019; Merriam & Tisdell, 

2015). The phrase “researcher-as-instrument” references the active and interactive nature 

of the researcher utilizing his/her own senses, specifically hearing and vision, to observe, 

assess, and interact with a participant. An aspect of qualitative research is the uniqueness 

of the researcher as the instrument involved directly or indirectly with the participant 

being studied (Rubin & Rubin, 2012; Merriam & Tisdell, 2015; Ravitch & Carl, 2016). 

Qualitative interactions are based on an exchange of ideas from researcher to participant 

and vice versa via the interview process (Merriam & Tisdell, 2015). Thus, I will assume 

the role of observer as participant and utilize an interview process with study participants. 

In an observer-as-participant role, the researcher is charged to perform data 

collection and analysis without bias (Creswell, 2014; Creswell & Miller, 2018; Probst, 

2016; Stewart, 2010). In the present study, the phenomenon explored is games and 

gaming. My firsthand experiences in nursing and community-based education made me 

keenly aware of the various areas where learning can happen, including classroom, skills 

and simulation laboratories, as well as all types of clinical experiences. However, to limit 

bias as the researcher, I made purposeful choices to select study participants who had 

experience with the phenomenon of games and gaming in nursing education. To meet 

those types of selection criteria, I considered personal knowledge of games and gaming 
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within the nursing education environment. This familiarity helped form trusting 

relationships with study participants. In my study, I utilized backyard research (Hull, 

2017). As a result, I had knowledge of some study participants prior to their interviews. 

However, my contact with those participants was professional in nature, and none of the 

participants served in roles subservient or submissive to me. Any known participant 

relationship was collegial, only. All participants were interviewed utilizing semi-

structured interview questions without leading or biased questions. Additionally, 

bracketing (Hull, 2017) was used to recognize and reflect upon any known or discovered 

personal biases, perceptions, and experiences related to the study phenomenon. 

Burkholder et al. (2016) and Creswell (2014) state that bracketing is the ability of the 

researcher to recognize their own biases, perceptions, and experiences as possible 

influencers on the researcher’s understanding of studied concepts.  

As a qualitative researcher, I accepted and acknowledged my own understanding 

of the study phenomenon using bracketing (Burns et al., 2015; Ravitch & Carl, 2016). To 

do so, I utilized a journaling process after each interview as a method of reflection. 

Journaling (Burns et al., 2015; Ravitch & Carl, 2016; Rubin & Rubin, 2012) also 

continued throughout the study, including through data collection and analysis. On a 

personal level, my own instructional approach has been to bring the “classroom” to life. 

To do this, I have utilized many forms of active and interactive learning, including games 

and gaming in the learning environment. For the integrity of the research, it was 

important to acknowledge my own teaching style and strategies used with students while 
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facilitating learning in all forms of teachable environments, including classroom, skills 

and simulation labs, as well as in the clinical setting. 

Methodology 

The methodological approach for this study is descriptive phenomenology with an 

emphasis in the Husserlian phenomenological approach. The methodological steps that 

were followed included participant selection, instrumentation, procedure for data 

collection and analysis, and procedures for recruitment. Setting the parameters for the 

type of population to be studied included sampling strategy, criteria for participant 

selection, all points of recruitment steps, and elements leading to data saturation.  

Participant Selection Logic 

Participant selection begins with the identification of the population to be studied. 

The population for this study is nursing faculty working in associate degree nursing 

education. From within that greater population, participant selection was based on 

established parameters, including the utility of games and gaming in the learning 

environment. Participant selection was based on criteria that support collection of rich 

data, which is a description of qualitative research examining the depth and complexities 

of what is being studied (Barrett & Twycross, 2018; Patton, 2014). In this study, 

participant selection began with recruitment via the researcher’s university email and the 

professional emails of two sets of nursing faculty from two different institutions 

(Appendix C). I decided to reach into the pool of educators with whom I taught at my 

own home institution’s nursing program. As a result, some of the participants were 

colleagues, thus backyard research (Hull, 2017) was conducted with these educators. As I 
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had a limited number of available colleagues who qualified to participate, I contacted 

another institution I was familiar with. In previous conversations with the dean of nursing 

of the secondary institution, I was encouraged to interview the faculty in order to gather 

more interviews from a similar institution’s nursing faculty. It was my intent to gather 

participant stories, analyze them, and look for commonalities (Creswell & Creswell, 

2018; Burns et al., 2015; Ravitch & Carl, 2016), thus providing a deeper understanding of 

the phenomenon, games, and gaming in nursing education.  

Sample Size 

The sample size in qualitative research is set by the researcher, and as such, 

remains a subjective number of participants demonstrated as a regularly changing number 

per study (Boddy, 2016; Merriam & Tisdell, 2015). The number of participants for this 

study was intended to range from 8-12 subject interviews. Each participant participated in 

a 1-hour face-to-face, one-to-one interview that liberally followed the study guide 

questionnaire (Appendix D).  The qualitative literature supported a varying number based 

on my subjectivity and completing as many as are needed until data saturation is achieved 

in order to answer the research question (Ravitch & Carl, 2016). The goal of achieving 

data saturation was when I could see through reflection and evaluation that the gathered 

data had run its course in terms of new or enlightening information coming from 

additional interviews. Rubin and Rubin (2012) suggest that equality, or balance, as well 

as completeness, or thoroughness, are found in allowing for different perspectives, and 

that saturation is achieved when the same story begins to be told.  



49 

 

 

Criteria for Selection  

Participant selection was not limited to the classroom and included all learning 

environments in which a nurse educator-student working relationship can be experienced, 

including skills and simulation labs, and all levels of clinical nursing. Participants were 

purposively sampled from associate degree nursing programs with on-ground 

programming that included skills and simulation laboratories, as well as off-site learning 

experiences. Associate degree programs in Florida were utilized, and all participant 

faculty had at least one year classroom, lab, simulation, or clinical nursing instructional 

experience within one of the two chosen programs. I decided to only utilize faculty with 

more than one full year of teaching experience as newer educators are novices (Benner, 

1982) and, as such, would have fewer experiences to draw from.  

In addition to faculty within Florida, the Walden University Faculty Pool, an 

outside resource, was utilized to find appropriate participants. Participants were nurse 

educators within an associate-degree program who already utilized games and gaming 

within the framework of a teaching-learning experience. Nurse educators who were 

excluded included those who did not use games or gaming in any capacity, as well as 

those educators who had not been fully employed for at least one year’s time. Within the 

preparation for interviews and the actual interviews themselves, participants were de-

identified and only referred to using assigned pseudonyms. Interviews were intended to 

be performed both live and in a virtual setting, depending on the availability of both the 

participants and the researcher.  
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Prior to contacting any nursing educator, my home institution’s dean of nursing, 

as well as the presidents and the institution’s IRB, were contacted regarding the 

feasibility of utilizing nursing faculty as participants in the research study. In the original 

application to the IRB, two institutions were mentioned; my home institution and a 

college in Colorado. However, while although the dean of nursing in Colorado was in 

favor of participation, the institution’s IRB was not in favor of outside research. 

Therefore, a change was made to eliminate pursuit of the secondary institution in 

Colorado and move forward with the Walden Faculty Pool for additional participants. If 

any predetermined institution made an allowance for faculty participation, nursing faculty 

were provided with an informational flyer (Appendix C) within an email that noted 

inclusion criterion, purpose of the study, and my contact information. Only my Walden 

University issued email address was utilized as I performed backyard research (Hull, 

2017) and was familiar with some of the participants.  

Data Saturation 

Data saturation is described as the point at which data collection should stop. For 

reasons known to myself in the role of researcher, the point of saturation occurred when I 

was no longer receiving variances in the experiences expressed through interview or 

observation (Patton, 2014; Saldaña, 2016). At this point, I no longer needed to gather any 

more interviews or observations and had to begin the tasks of data analysis, including 

organizing, coding, and observing for similar themes. For the purposes of my research, I 

aimed to interview 8-12 participants who had been pre-selected to participate in the 

study. 
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Instrumentation 

This is a descriptive phenomenological qualitative research study with an 

emphasis in the Husserlian phenomenological approach. As such, there was no paper or 

electronic instrument used for this research, which led to me in the role of researcher 

becoming the instrument of data collection (Creswell & Creswell, 2018). In this research, 

data collection was provided through one-to-one, face-to-face interviews conducted via 

Zoom, an internet-based video conferencing platform or in person. Zoom interviews were 

both audio and video recorded as Zoom has a feature to accomplish both simultaneously. 

If live interviews occurred, they were recorded using the video feature on my phone. 

Field notes from Zoom were also utilized. As Zoom is a video conferencing platform, the 

only nonverbal communication to be viewed was upper body language and visible facial 

expressions; therefore, I decided to conduct Zoom interviews anonymously and with 

muted cameras. There was an opportunity to observe participant surroundings prior to 

beginning any interview.  

After the interviews concluded, I transcribed each interview verbatim. I have 

multiple years of experience as a transcriber, and as such, I performed all transcribing 

manually. Any study participant had the option to request and receive their personal 

interview in transcribed form. This technique was used to check for inconsistencies, 

inaccuracies, and accidental omissions (Creswell & Creswell, 2018). Further, any 

participant who wanted to see my data analysis was afforded an opportunity to see 

common themes and interpretations of said themes. As the research questions under 

investigation were based solely on the lived experiences of nursing faculty utilizing 



52 

 

 

games and gaming in the learning environment, the relationship between saturation and 

sample size was determined during the interview process in the data collection phase of 

the study. Additional instrumentation included the demographic survey (Appendix E) and 

interview guide (Appendix D.). 

Procedures for Recruitment, Participation, and Data Collection 

The focus of this section is on gaining access to the study site, participant 

recruitment, data collection, and data analysis. With the assistance of the program 

administrators, institutional review boards (IRB) of the participant institution, as well as 

the IRB for the university, the processes of recruitment, participation, data collection, and 

analysis were reviewed for breaches in ethics and legalities. The strength and rigor of 

these processes involved in qualitative research are held to the highest of standards in the 

safety of participants and the efficacy of the research itself. 

Data Collection 

I collected data via face-to-face, one-on-one interviews accomplished through 

Zoom, an internet video conferencing platform. As Zoom is a video conferencing tool, 

there were observations of nonverbal communication techniques prior to the interviews, 

including facial expressions and upper body language that utilized in interpreting the 

data, as well. However, after the decision was made to conduct all interviews via Zoom, I 

also decided to conduct interviews in an anonymous format, and mute cameras. 

Demographic information was collected during participant selection (Appendix E). 
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Organizing and Reading the Data 

Data organization began by acquiring transcripts of participant interviews and 

transcribing interview notes and transcripts (Creswell & Creswell, 2018). To validate 

accuracy of participant statements, each participant was offered the opportunity to receive 

a transcribed form of our interview. Any participant who desired this opportunity did so 

for the purpose of review and possible revision, if necessary. Reading transcripts 

generates a reflection of occurrences with participants. From the examined transcripts, I 

discovered codes and themes that began to emerge (Creswell & Creswell, 2018). 

Furthermore, reading transcripts allowed for identification of discrepancies or any 

irrelevant data. Any discrepancies were included in the data analysis as all data are 

pertinent, relevant, and necessary to represent each participant experience as a valuable 

lived experience (Jackson et al., 2018; Oyelana et al., 2018).  

Data Analysis 

Analysis of the data was guided by Creswell and Creswell’s (2018) five-step 

process that identifies five separate steps to analyze data. These data collection steps 

include organizing, reading, coding, generating descriptions and themes, and finally, 

representing the description and themes (Creswell & Creswell, 2018).   

Coding the Data 

As stated, analysis of the data was guided by Creswell and Creswell’s (2018) five-

step process that identifies five separate steps. These data collection steps include 

organizing, reading, coding, generating descriptions and themes, and finally, representing 

the description and themes (Creswell & Creswell, 2018).  Data organization began by 
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acquiring transcripts of participant interviews and transcribing interview notes and 

transcripts (Creswell & Creswell, 2018). When words or phrases are generated through 

data analysis, this is referred to as in vivo (Ravitch & Carl, 2016). The language that is 

gathered through analysis generates meanings of “…ideas, perspectives, or experiences” 

(Ravitch & Carl, 2016, p. 249). Coding of interview transcripts was performed manually 

and accounted for through use of a spreadsheet (Saldaña, 2016). I used a self-created 

Excel spreadsheet to keep track of what words, phrases, and ideas I was generating from 

the data. This spreadsheet helped me with tracking and enabled me to reference words 

and phrases quickly and efficiently.  

During coding, it was imperative that I acknowledged personal biases (Clark & 

Veale’, 2018). Through bracketing, researcher’s bias was recorded in the form of 

reflective journaling, allowing me to look back on previous experiences with games and 

gaming, and beliefs that might have influenced data analysis (Creswell & Creswell, 

2018). I continually read and reread participant transcripts, as well as listened to 

recordings, to uncover all possible themes and commonalities within the transcribed 

pages (Creswell, 2014; Creswell & Creswell, 2018; Ravitch & Carl, 2016). Additionally, 

the more the transcripts were read and interpreted, the deeper the understanding of the 

meanings behind participant experiences (Creswell, 2014; Creswell & Creswell, 2018) 

with the phenomenon of games and gaming in nursing education.  

Generation and Representation of Description and Themes 

According to Kim et al (2017), qualitative studies generate opinions and 

experiences, which researchers can then analyze down into commonalities and themes. 
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The themes generated through coding are represented and reported in the major findings 

of the study (Creswell & Creswell, 2018; Williams & Moser, 2019), found in chapter 4. 

The themes that emerged from data collection and analysis were representative of 

common feelings, opinions, and experiences of study participants (Ravitch & Carl, 2016; 

Williams & Moser, 2019). Individual experiences were analyzed for commonalities, both 

positive and negative. A description of games and gaming was generated from the 

collected experiences of nurse educators utilizing this phenomenon in a variety of 

learning environments throughout collegiate nursing education.  These generated themes 

are discussed in chapter 4 via verbatim derived narrative passages. Creswell and Creswell 

(2018) state that an examination of findings will include detailed themes, and include 

supportive examples from the collected data. As findings demonstrate themes, analysis 

also includes scrutinizing interconnections with other themes (Creswell & Creswell, 

2018).   

Issues of Trustworthiness 

In qualitative research, the researcher is tasked to achieve thoroughness through 

trustworthiness of the work (Creswell & Creswell, 2018; Johnson et al., 2020). 

Trustworthiness is also referenced as validity. In that, Creswell and Creswell (2018) 

defined trustworthiness as a basis for making certain presumptions, including that the 

research is credible, transferable, dependable, and confirmable. Echoing Creswell and 

Creswell (2018), Johnson et al. (2020) wrote that “quality indicators” are the standards 

for expectations of trustworthiness within the collection and analysis of data. These 

quality markers examine whether the research question is clear, and that the conceptual 
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framework or foundation is appropriate (Ravitch & Carl, 2016). Additionally, and 

specific to the collection of data through the lived experience, these quality indicators 

bring a sense of trustworthiness from finding those connections that form from one 

participant’s experience to the next (Creswell, 2014; Creswell & Creswell, 2018; Ravitch 

& Carl, 2016). 

Credibility 

Credibility is the knowledge that the research findings are true or as close to true 

as possible (Creswell & Miller, 2010; Ravitch & Carl, 2016). In this study, I increased 

credibility in the findings while adhering to my chosen methodology, utilizing 

triangulation, investigatory questioning, debriefing and peer review, and applying 

contextually distinct and direct quotes from participant interviews (Creswell & Creswell, 

2018; Ravitch & Carl, 2016; Rubin & Rubin, 2012). Chapter 3 lays out the methodology 

as a detailed plan for conducting the study. A peer review was conducted by the 

dissertation doctoral-prepared committee members and included in chapter 3 to 

demonstrate alignment with the Husserlian phenomenological approach (Christensen et 

al., 2017; Creswell & Creswell, 2018; Ravitch & Carl, 2016).  

Qualitative data collection often includes a triangulation process, and in that, an 

opportunity to gather data from multiple sources (Creswell & Creswell, 2018; Ravitch & 

Carl, 2016). An applicable method, in this case, is one-to-one interviews as they capture 

multiple experiences in data collection and advance Husserlian phenomenological 

research (Creswell, 2014; Creswell & Creswell, 2018; Ravitch & Carl, 2016). Moving 

forward with this study, triangulation was achieved by interviewing faculty who utilized 
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games and gaming in various areas of nursing education, including classroom, skills and 

simulation labs, and in the various clinical settings. Thus, triangulation was achieved by 

hearing from different educational perspectives of faculty who teach in a variety of 

educational environments (Creswell & Poth, 2018; Natow, 2019). 

Transferability 

Transferability, also referenced as generalizability, enables the researcher to 

utilize the research outside the context of where it was originally studied (Ravitch & Carl, 

2016). Regarding transferability and its connection to qualitative research, there is the 

notion that qualitative research is not used to find answers, but instead, to understand 

perspectives (Patton, 2015; Ravitch & Carl, 2016). The very basis of qualitative research 

is built upon the individual, subjective, voice of the participant (Patton, 2015; Ravitch & 

Carl, 2016). Transferability allows for the studied concept to be applied outside of the 

context of the original research (Ravitch & Carl, 2016). Use of rich, thick data to tell each 

participant’s story shows transferability (Patton, 2015). In this research, transferability 

was increased through detailing of purposive sampling techniques, demographic 

information of participants (Appendix E) and through thorough and descriptive 

examination of participant experiences with the phenomenon, games and gaming in 

nursing education.  

Dependability 

Dependability in qualitative research is a measure of reliability (Lincoln & Guba, 

1985; Ravitch & Carl, 2016). It is the ability to replicate findings should the research be 

studied again (Ravitch & Carl, 2016). The collection and analysis of data is a form of 
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audit, seeking to examine the accuracy and dependability of the research and how it was 

accomplished. This dissertation followed a form of audit via a qualitative dissertation 

checklist (Lincoln & Guba, 1985). The dissertation document provided detailed 

explanations of the performed steps in collection and analysis. Moreover, the dissertation 

process was supervised and guided by committee members who offered peer review and 

debriefing throughout the writing process.  

Confirmability 

Confirmability references the objective nature of the findings and the connection 

to researcher bias (Ravitch & Carl, 2016). In quantitative studies, objectivity is used to 

describe the ability to avoid personal biases or knowledge from clouding a thought or 

perception (Ravitch & Carl, 2016). However, qualitative research does not aim to look 

for objectivity as the studied participants are providing their personal lived experiences, 

and as such, it would be impossible to aim for an objective lens at someone’s personal 

perceptions (Creswell & Creswell, 2018; Lincoln & Guba, 1985; Ravitch & Carl, 2016). 

Confirmability is an effort to remain transparent, and as such, I utilized reflective 

journaling throughout the data collection and analysis processes (Burns et al., 2015; 

Ravitch & Carl, 2016; Rubin & Rubin, 2012). This type of journaling allowed me to 

record my biases, make notes about my perceptions, reflect on aspects of the dissertation 

process that were challenging and rewarding, and allow me, as a researcher, to reflect on 

the entire process. In learning from the participant experiences, I was able to gain 

knowledge about how this research could impact social change specific to nursing 

education (Burns et al., 2015; Ravitch & Carl, 2016).  
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Ethical Procedures 

The scholarly pursuit of research triggers questions about ethics in research 

(Creswell & Creswell, 2018). As an ethical safeguard, the Institutional Review Board 

(IRB) of the university analyzes the ethical nature of any research study and approves the 

project’s forward progress into data collection and analysis (Creswell & Creswell, 2018). 

Prior to this research moving forward, IRB approval was obtained.  

Gaining Access 

As in healthcare, no harm or beneficence is also applied in research. In that, the 

reference to no harm refers to ensuring that participants are not coerced to participate in 

any study, and that participant values and ethics are respected and valued (Lincoln & 

Guba, 1985). Harm can come when participants are drawn into unethical, illegal, or 

uncomfortable situations (Lincoln & Guba, 1985; Ravitch & Carl, 2016). This study 

solely utilized the personal interviews of qualified participants who chose, on their own, 

to participate in the interview process. Gaining access to participants first began with a 

connection being made between institutional leadership, IRB committees, and the 

researcher. In my study, some participants were familiar to me as backyard research was 

utilized (Hull, 2017.) However, all these participants were colleagues with a lateral level 

of power, and I had no supervisory or managerial roles impacting the professional 

relationship. All participants were provided with an informational flyer via their 

professional email accounts containing inclusion criteria, purpose of the study, and 

researcher contact information. Additionally, each interested participant received a copy 

of the informed consent form (Appendix A) outlining the risks, benefits, and purpose of 
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the study, as well as an option to leave the study at any time (Creswell & Creswell, 2018; 

Weiss, 1994). At the beginning of every interview, each participant was read a blanket 

statement restating that participation was voluntary, and that the participant had the right 

to refuse to answer any question or stop the interview at any point. A reiteration of the 

purpose of the study and thanking the participant for their time was also provided prior to 

beginning each interview. 

Treatment of Human Participants 

Primarily, the ethical implications in research are most importantly focused on the 

human subjects involved in the actual research (Creswell & Creswell, 2018). Prior to 

beginning any research, the academic institution’s IRB must give approval that the 

research to be conducted is valid, legal, and ethical. To ensure that this task was 

completed, the IRB gave approval prior to any data collection or analysis. Beyond 

collection and analysis, ethical, moral, and legal responsibilities of do no harm, provide 

an informed consent, protection of privacy and confidentiality, and no deception were 

followed in this study (Lincoln & Guba, 1985; Ravitch & Carl, 2016). 

Institutional Permissions 

Having buy-in from institutional leadership is the first step in ethically gaining 

access to faculty participants. For this study and in order for full disclosure to occur, the 

researcher’s professional institution where some participants were also employed was 

contacted via their own IRB. That institution went through its own approval process and 

ultimately granted permission for me to move forward with data collection. The 

institution took a secondary role and asked that Walden University act as the primary 
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IRB. As such, my professional institution did not assign a differernt IRB case number and 

allowed me to utilize the Walden assigned IRB number. An email chain between my 

home institution was spearheaded by the co-chairs and secretary of the institution’s IRB. 

Additionally, I contacted the interim dean of nursing. The interim dean of nursing agreed 

to act as the departmental liasion and provided permission for me to access colleagues via 

their professional contact email addresses, as well as assisting with putting flyers in 

faculty mailboxes. I was given permission to verbally announce the start of my research 

and need for participants during a faculty meeting and that information was also put into 

the department faculty meeting minutes.  

After IRB approval was granted from both institutions, participants were 

contacted regarding interest in participation via a flyer (Appendix C). The flyer was an 

attachment to an email and flyers were also placed in institutional mailboxes. Prior to 

selection, each participant learned about study purpose and implications on social change. 

I made myself available to participants who had questions related to confidentiality, 

privacy, and participant rights and answered questions or concerns to the satisfaction of 

each participant. All study participants provided written consent via an email (Appendix 

A) prior to their interview, and then again, verbally just prior to beginning the interview, 

an acknowledgement was made regarding the interview being conducted via 

volunteerism. Participation was voluntary and offered without coercion, incentives, or 

compensation. Additionally, verbal acknowledgement by the participant was given 

agreeing to be recorded during the interview process.  
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Ethical Concerns Related to Recruitment 

Informed Consent 

The concept that any consent could be signed without fully informing the patient 

or participant about the risks, benefits, and alternatives to a procedure or a particularly 

dangerous treatment is unpleasant to think about. However, to protect the public, 

participants must be fully informed prior to participating in any research (Burkholder et 

al., 2016; Lincoln & Guba, 1985; Ravitch & Carl, 2016). As a body invested in oversight, 

the IRB makes final decisions on the validity of research through approval of a full 

disclosure statement that the participant signs and dates (Burkholder et al., 2016). A 

document (Appendix A) was provided regarding informed consent and the need for 

acknowledgement prior to participation in this study. Prior to conducting any data 

collection, the IRB reviewed and approved a consent form to be utilized by participants. 

As all interviews were ultimately conducted in a virtual world, consent was given via an 

email. Copies of those emails were saved directly to the researcher’s computer. Upon 

receipt, the researcher collected these consents and saved them to a protected file. 

Protection of Privacy and Confidentiality 

Any participant contributing to a study has the right to privacy and confidentiality 

(Burkholder et al., 2016; Creswell, 2014; Creswell & Creswell, 2018; Lincoln & Guba, 

1985; Ravitch & Carl, 2016). Thus, data collected during this study was securely locked 

in one, of two locations. Inside my private home, I have an office area that I only use. My 

laptop, which is password protected, has an internal drive, and an external drive attached, 

as well. The external drive is password protected and the computer and external drive do 
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not share the same passwords. Additionally, any paperwork, including hard copy 

consents, were locked in a secured filing cabinet located in my home office. Only two 

participants provided hard copies of signed consents. All the remaining participants 

provided only an email with “I consent” in the narrative area. Each participant’s screen 

name was changed to “Participant” and all pictures of participant faces were removed to 

protect anonymity. In seven years after data collection and analysis, all paper data 

collected will be shredded, and all electronic data will be permanently deleted from any 

devices, including travel drives. Any data that was shared with participants or committee 

members and included deidentified information was only shared within the population of 

people involved in the study either via the research collection or within the committee 

members’ purview. 

No Deception 

Trustworthiness is of the utmost importance when working in a body of research. 

Trust building with participants begins from the very start; introducing the topic to be 

studied and asking for volunteers to participate in the research. If a trusting relationship 

does not begin from that very first introduction, the participant may alter or withhold vital 

information out of fear or anxiety that the research may negatively impact the individual 

person (Roberts, 2017; Rubin & Rubin, 2012). A broken trust relationship is very 

difficult to repair. Speaking to building trust, participants in my study were always 

provided with all contact information to me, including a cell phone with texting ability, 

and an email that gave me notifications to my phone. Participants always retained the 

right to refuse or to discontinue their relationship with the research at any time. 
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Interviews were conducted in a private, non-threatening environment, and all interviews 

were conducted virtually, utilizing the platform, Zoom, an online video conferencing 

service. Through face-to-face and one-on-one interviews, trust was established by 

utilizing clear communication, providing study protocols and purposes, and presenting 

myself in a professional manner that exemplified my expertise in the content, secure in 

my direction, and confident that these pre-selected participants would be able to provide 

an open and honest discussion about their lived experiences using games and gaming in 

all areas of nursing education. 

Ethical Concerns Related to Data Collection 

Ethical concerns raised during data collection include an assertation that study 

participants are only selected from institutions wherein no power issues exist (Rubin & 

Rubin, 2012). Power in qualitative research relates to a possible imbalance in the 

relationship between the researcher and the participant, i.e. having superior-inferior 

affiliations (Raheim et al., 2016). For example, any participant working within the same 

institution as the researcher will have no assertive, supervisory, or direct or indirect 

leadership role (Hull, 2017). Finally, informed consent will be obtained in written and 

verbal form. Within the consent (Appendix A), the benefits, risks, and alternatives to 

study participation were available, and each participant had the option to end their 

participation in the study at any time and without recourse.  

Study participants have rights to privacy, confidentiality, applicable education, 

and right of refusal (Ravitch & Carl, 2016; Rubin & Rubin, 2012). Outlined by Ravitch 

and Carl (2016), privacy is the right to control access to personal, physical, medical, and 
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financial information. Privacy may be understood as a right to control access and use of 

physical items, i.e. a person‘s body or a home; to information, i.e. medical and financial, 

or physical privacy, i.e. the right to protect a person or an environment (Ravitch & Carl, 

2016). Confidentiality, according to Weiss (1994), is the ultimate responsibility of the 

researcher, and inclusive of protection of the participant at all costs, including private,  

personal, and often times, sensitive information, experiences, or opinions that the 

participant may discuss during the interview process. Regarding applicable education, 

this is a reference to the participant having accurate and complete information regarding 

the purpose, time involvement, and expectations of being a study participant in the 

interview process (Creswell and Creswell, 2018; Rubin & Rubin, 2012; Weiss, 1994). 

Lastly, right of refusal is a protection for the participant to be able to stop their 

participation in the resesarch study and at any time during that research (Rubin & Rubin, 

2012).  

Treatment of Collected Data 

A one-hour, face-to-face, one-to-one, semi-structured interview was planned with 

selected participants. An interview guide (Appendix D) was provided to the university’s 

IRB, and all interested parties, with a list of possible questions to be asked and discussed 

during each individual interview. I asked questions about the use of games and gaming in 

the classroom and all nursing educational environments, including the clinical 

environment, skills lab, and simulation laboratories. Under normal circumstances, 

interviews would have been conducted in a face-to-face format. As we were still 

currently experiencing a worldwide pandemic restricting movement to essential travel, all 



66 

 

 

interviews were conducted via Zoom, an internet video conferencing platform that is free 

of charge. As an educator who already utilizes Zoom for teaching purposes, I had the 

capacity to offer more than the typical 40 minutes of free Zoom use and had an unlimited 

account. This enabled all participants in this study to remain on Zoom for longer than 40 

minutes and made it possible to conduct interviews in this format regardless of the length 

of the interview. Participant rights were protected according to IRB guidelines. 

Interviews were recorded utilizing the record feature within Zoom, offering both visual 

and audio recording capabilities. However, in the interest of anonymity, all participants 

were asked to mute their cameras, and I muted my camera, as well. Interviews concluded 

when individual participants indicated that they had fully answered each question, 

expressing opinions to the best of their abilities about personal experiences regarding 

games and gaming in nursing education. Once the interviews were completed and the 

recordings were stopped, both the participants and I would unmute our cameras. Often, a 

conversation about my research or the participant’s own interest in pursuing their own 

research would ensue.  

After the interviews were completed, I transcribed the audio recordings and made 

them available to participants who were interested in viewing transcripts. Each 

participant who desired a copy of their transcript was sent a copy via email in order to 

have them checked for accuracy of information. If necessary and based on feedback from 

participants, transcripts would have been altered to include any corrections or need for 

inclusions. Study participants had follow-up opportunities to make any corrections or 

include any new information that was previously missed. Via email confirmation, 
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participants approved the transcripts from their own interviews. No participants chose to 

make any changes to their transcripts. Once approved by participants, transcripts were 

secured in a locked, external hard-drive computer storage file. I was the only person with 

access to the file and the file was only accessed when being utilized for data analysis and 

reporting. Merriam and Tisdell (2016) write about the ethical considerations of electronic 

transfer of documents. Transcripts were available via email and no physical paper copies 

of transcripts were ever available. No one, other than me, has had access to the hard 

drive. Regardless, the hard drive was always password protected. 

Conflicts of Interest and Other Ethical Issues 

Ethical concerns in research include the possibility of researcher conflict of 

interest (Barrett & Twycross, 2018). Conflict of interest can occur when the researcher 

receives personal or professional gains for conducting the research (Eide & Kahn, 2008). 

In that sense, the researcher may have clouded judgement regarding any part of the study 

process, including data collection, analysis, and the reporting of findings (Creswell, 2014; 

Creswell & Creswell, 2018). As I am the researcher in this study and I am a nurse 

educator working within the framework of an associate-degree nursing program, there 

was a possibility of conflict of interest that included the utilization of colleague-based 

interviews. However, I am on a level, professional standing with all prospective study 

participants who were employed in my home institution. I was not familiar with any of 

the faculty who participated via the Walden Faculty Pool.  
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Summary 

Chapter 3 is a methodological plan for this research study. This chapter included 

the research design, rationale for the methodology, role of the researcher, plan for 

conducting the study, and intent to ensure quality at all levels, including ethical and legal 

ramifications in the implementation of this study. The data collection of personal 

interviews immersed me, as the researcher, in the lived experiences of the pre-selected 

participants. From collection, chapter 4 introduced and identified the data analysis 

component of the research. Moving forward into chapter 4, this dissertation will include 

details about the demographics of the participants, information about the setting in which 

the interviews were conducted, how the data was collected and analyzed, a description of 

how trustworthiness was developed and maintained, and finally the study findings as they 

relate to the research question, What are the lived experiences of faculty who use games 

and gaming as an instructional approach in associate degree nursing education?   
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Chapter 4: Results 

Introduction 

The primary purpose for conducting this study was to explore the lived 

experiences of nursing faculty in associate degree programs who integrate games and 

gaming in the learning environment, including classroom, skills and simulation 

laboratories, and clinical events. Based on collected experiences I gathered, information 

was obtained from associate degree nursing faculty, some of which I was familiar with. 

Due to utilizing backyard research (Hull, 2017), more than 50% of the interviews were 

with participants from my own institution. The remaining faculty participants were 

sought through the Walden Faculty Pool, an external source. Chapter 4 presents the 

research findings gathered from all of the collected interviews with nursing faculty who 

already utilized games and gaming in various elements of teaching and learning 

environments, including classroom, skills, and simulation laboratories, as well as the 

clinical environment. Major sections of this chapter include a description of the study 

participants, their reported experiences on games and gaming, a description of the 

programs in which they taught, and how I collected and analyzed the study data. I also 

included the results from the interviews, issues with trustworthiness, ethical procedures, 

and an overall summary of the chapter.  

Research Question 

The primary research question used in this study was as follows: What are the 

lived experiences of faculty who use games and gaming as an instructional approach in 

associate degree nursing education? This primary question was supported by four 
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thematic questions derived from the IRB approved interview guide (Appendix D). 

Supporting Questions (SQ) were as follows: 

SQ1: How do associate degree nursing faculty define games and gaming in the 

teaching-learning environment? 

SQ2: How do associate degree nursing faculty incorporate games and gaming as 

teaching-learning strategies? 

SQ3: What experiences guide associate degree nursing faculty in how and when 

they utilize games and gaming as part of experiential learning? 

SQ4: What reflective practices influence associate degree nursing faculty when 

considering adult learners and the use and usefulness of games and gaming in the 

learning environment? 

Setting 

All participants in this study were currently employed nursing faculty who 

responded to an inquiry for study participants meeting the following criteria: (a) full-time 

or part-time employment in an associate degree entry level nursing program, (b) RN 

licensure for at least one year, (c) a minimum of a master’s degree in nursing, and (d) 

already utilizing games and gaming in the learning environment. Each interview, 

regardless of the participant’s location, was conducted via Zoom, an online conferencing 

tool, and scheduled when convenient for both parties. Emails were exchanged in advance 

of a selected date and time for the interview, and once finalized, a final email reminder 

was sent with a live, active Zoom link. Instructions were provided on accessing Zoom, 

including opening an account if any participant did not already have access to a Zoom 
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account. With the cameras muted and voices recorded via Zoom’s built-in recording 

feature, each interview was conducted in an anonymous format.  

Four participants alluded to their knowledge and professional working 

relationship with me during their individual interviews. Each interview was conducted 

via the internet from the participant’s private home or professional office environment. 

Once greeted on-screen and prior to beginning the recording, the participants were 

invited to mute their cameras. Every interview was conducted in privacy and entirely in 

the Zoom format. At the conclusion of each interview, Zoom automatically uploaded the 

recording to a newly created file. I chose to save all recorded interviews to a separate 

computer file in a secured external memory device on my personal computer. Both the 

computer and the external memory device required a secured code to access them. Each 

interview had its own separate file, i.e., Interview 1, Interview 2. No other identifying 

information was provided or used. Outside of any personal conditions, i.e., phone ringing, 

timer going off on a participant’s phone, and a participant’s family member interrupting 

for a few moments, there were no other personal or organizational conditions, to my 

knowledge, that influenced participants. 

Demographics 

Immediately upon sending out the information about the research study, I 

received several inquiries about participation. In total, 39 faculty members from around 

the United States reached out to participate. Almost immediately, more than 20 potential 

participant faculty were eliminated from participation due to not meeting stated criteria or 

not being able to find time in their schedules. In the end, 18 appropriate and eligible 
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participants were selected to participate in one-on-one interviews via Zoom, an online 

conferencing platform.  

All participants (100%) in the study were full or part-time faculty currently 

employed by a two-year, entry level associate degree nursing program, as this was a main 

criterion for participation. While it was the original plan to specifically interview 

participants from Florida and Colorado, I decided to utilize eligible candidates from 

Florida along with the Walden University faculty pool, regardless of participant location 

within the country. As a result, participant faculty hailed from all over the United States. 

As interviews materialized, participants predominantly lived and worked on the east 

coast, and more than 10 were located in Florida. From the start, the research was meant to 

include my own colleagues, and backyard research was utilized (Hull, 2017.) Nine 

faculty came directly from my own home institution. The remaining nine participants 

involved in the research were volunteers from within the Walden Faculty Pool; all 

participants, regardless of whether they were known to me or not, replied to a general 

email that included a recruitment flyer (Appendix B) looking for participants in the 

research.  

Prior to beginning each participant interview, I asked questions regarding the 

participant’s personal experience in teaching. This collection of demographics included 

identified gender, years of teaching, the highest level of education acquired, subject 

matter expertise, and the size of the program in which the participant was currently 

teaching. All participants identified as female, and while 10% of nursing students identify 

as male, even fewer than 10% working as nurse educators are male identifying (NLN, 
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2020). All the participants had a master’s degree in nursing (MSN), and some faculty 

participants were contemplating returning to school to earn a terminal degree. Even 

though 12 participants indicated that the MSN was their highest degree, six participants 

reported having earned doctorate degrees, with one having earned a PhD degree, three 

having earned an EdD degree, and two having earned DNP degrees. Of the 18 

participants, two were currently working toward a terminal degree, but had not finished 

their coursework. Only two participants (11%) had less than 2 years of classroom 

teaching experience; however, both of those participants had been teaching in adjunct 

clinical positions for more than five years. Table 1 presents demographic information 

about the participants in the research study. 

Table 1 

 

Participant Demographics 

Participant # 
Gender Service 

Years 

Highest 

Degree 

Subject 

Matter 

Location 

of Program 

P1 F > 10 years MSN Fundamentals, Adult 

Health 1 & 2 

*F/T hospital educator 

Rural 

P2 F 5-10 

years 

MSN Fundamentals Rural 

P3 F 1-5 years MSN Adult Health I Rural 

P4 F 5-10 years MSN Fundamentals Rural 

P5 F 5-10 years MSN 

 

Fundamentals Rural 

P6 F 5-10 years MSN Adult Health 2, 

Critical Care/Concepts 

Suburbs, 

population > 

500,000 

P7 F 5-10 years PhD Mental Health, Adult 

Health 

Rural 

P8 F 5-10 years MSN Adult Health, Critical 

Care 

Rural 

(table continues) 
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Participant # Gender 
Service 

Years 

Highest 

Degree 

Subject 

Matter 

Location 

of Program 

P9 F 5-10 years MSN Adult Health, Critical 

Care/Concepts 

Suburbs, 

population > 

500,000 

 

P10 F > 10 years DNP Medical-Surgical Suburbs, 

population > 

500,000 

P11 F 1-5 years MSN Mental Health, Adult 

Health I 

Rural 

P12 F 5-10 years DNP Adult Health 1 & 2, 

Practicum, Bridge 

(LPN/Medic to RN 

track) 

Rural 

P13 F 5-10 years EdD Adult Health, 

Practicum 

Rural 

P14 F 5-10 years MSN Fundamentals, Adult 

Health, Maternal-

Child, Critical Care 

Inner city 

P15 F 1-5 years MSN Adult Health Rural 

P16 F 1-5 years MSN Maternal-Child, Adult 

Health 

Rural 

P17 F 5-10 years EdD Skills/Simulation 

Coordinator 

Inner city 

P18 F > 10 years EdD Maternal-Child, Adult 

Health I & 2 

Inner city 

 

Although the original application to Walden University’s IRB (approval # 03-07-

22-0265656) suggested a total of 8-12 interviews were to be conducted, a total of 18 

interviews were achieved. This decision was made once I had completed 12 interviews. 

At that time, I had not achieved data saturation, and as I had many more inquiries into 

participation than had been previously expected, I continued to interview until I had 

completed 18 interviews. It was at that time that I felt I had reached saturation.  

All interviews were completed over a four-week period. After each interview, I 

began the transcription process immediately. Only four of the 18 participants (22%) 

wanted to review their transcribed interviews, and these transcripts were sent 
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electronically to their provided email addresses as requested by each of those 

participants. None of these participants returned the transcribed interviews with any 

corrections. All four sent personal messages thanking me for my study and wishing me 

success in my research.Of the 18 participants, five taught two or fewer courses per 

semester (28%). Twelve participants (67%) taught two or more courses every semester. 

One participant was the lab and simulation coordinator for their program and did not 

teach any specific courses but contributed to all courses within the skills/simulation 

environment. Thirty-three percent (33%) of the participants taught in nursing education 

programs in large cities with populations greater than 500,000. The remaining 65% 

described their programs as small, community-based or community colleges, mostly in 

rural areas.  

Data Collection 

Eighteen participants were utilized for this data collection. Each participant was 

interviewed, and data was collected via Zoom. Prior to meeting, emails were exchanged 

with dates and times appropriate and approved by both me, the researcher, and the 

participant. During email exchanges, confirmation of consent was acquired. With each 

participant who agreed to participate in the study, a returned email with the words “I 

consent” was used to designate their willingness to volunteer. In two cases, an email with 

an attached copy of the consent form was returned. Once a time and date were confirmed, 

a live Zoom link was emailed to the participant that would link the participant directly 

into the Zoom room. Once in the room, I welcomed each participant in from the waiting 

room. After welcomes were exchanged, I explained the layout of the interview and asked 
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each participant to mute their individual camera. As this was happening, I simultaneously 

changed the participant’s personal name on the screen to the pseudonym, “participant,” to 

provide anonymity for the participant interview. If a participant had a picture on screen 

that appeared once we were in the camera muted phase, it was covered or changed by the 

participant prior to beginning the recording. Once all personalization from the participant 

was removed, I began the recording and read a short disclaimer about the research, the 

study intent, and the rights of the participant.  

From there, each interview followed a general list of questions from the interview 

guide (Appendix D). Interviews ranged from 42-65 minutes in length. In the IRB 

application, I had originally asked for 60-90 minutes. As I am a novice researcher, asking 

for 60-90 minutes was an overestimation and unnecessary, as the natural end of most of 

the interviews was approximately 51 minutes. Each participant was interviewed from a 

personal home or work office. One participant interview had to be rescheduled as the 

participant attempted to be interviewed while shopping with her son. That interview was 

postponed to a different time so that the participant could be more focused and less 

distracted. As the researcher, I always conducted interviews from my personal home 

office, and all files were secured immediately after each interview was completed.  

Prior to conducting each interview, I would open a new file in my computer, give 

it a name, i.e., Interview 1, and prepare myself to begin the interview. I would pull up the 

interview guide (Appendix D) and have a blank copy ready so that I could transcribe 

directly during the interview. I used those transcribed notes to help fill in the blanks for 

pauses or changes in tone, and I would also transcribe if a question had to be restated for 
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any reason. Those transcribed field notes were used in collaboration with the audio files 

from Zoom.  

All data were collected via the Zoom interview interface. Once I finished each 

interview, the record button was stopped. From that point, I would conclude by thanking 

the participant, once again, for their participation, and finally ending the Zoom session. 

After each Zoom session and interview ended, Zoom automatically uploaded the file 

created prior to the interview. While Zoom processed and compressed the file, I created 

an independent computer file on the secure, external drive of my computer. Once the 

Zoom file was completely processed, it was uploaded to the secured file on my external 

hard drive. Each participant’s interview file was designated only by “Interview” and a 

number (Example: Interview 10). In this main file, there were several other files, 

including an audio file (M4A), a video file (MP4), a file of the transcribed audio file, and 

the field notes as previously described. Even though the interviews were conducted 

without cameras engaged, the video feature is something that I was unable to disable, and 

as such, it was uploaded alongside the audio file available from Zoom; a video file is an 

automatic file created by Zoom when utilizing their recording feature. 

In the original plan submitted to the IRB, there was a reference to attempting to 

collect some interviews in a face-to-face environment. However, due to time constraints 

of participants and the continuance of Covid-related health concerns, Zoom interviews 

were the best option for all interviews, both local and long distance. These interviews 

included those conducted with local participants from my home office. As Zoom, or 

another similar online conferencing platform, was always an option for any interviews 
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that were outside of the local area, this option was a better method for everyone who 

participated, regardless of locale. No other unusual circumstances were encountered in 

data collection.  

Data Analysis 

I collected and analyzed the data simultaneously using first and second cycle 

coding. Saldaña (2016) wrote that coding is heuristic in nature and performed as part of 

“discovery” to find meaning from within the data collection. From the start and 

throughout the personalized interview process, it was apparent that each participant 

brought an individualized approach to the inclusion of games and gaming to the learning 

environment. Additionally, each participant had a different interpretation of what games 

and gaming brought to the learning experience. Utilizing Creswell’s six steps for 

qualitative data analysis (2014), I organized, read, and coded the data. This process led to 

generating themes, representing those themes, and interpreting study results. From the 

first interview and until data saturation, ending with interview 18, data analysis was 

conducted throughout the process. 

Organizing and Reading the Data 

Initially in the data analysis process, I used in-vivo coding as my approach to first 

cycle coding. Those personal interviews were helpful in easily identifying patterns within 

the interviews. During each interview, I used field notes, including adding in pauses for 

when the participant needed to take a moment to think or restate a thought. These notes 

were transcribed as if they were a secondary set of answers to the same questions. The 

questions were generated from the interview guide (Appendix D). All these notes and the 
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transcribed interviews were catalogued, and aligned with the research questions 

(Creswell, 2014). I used a code and re-code strategy (Saldaña, 2016) to increase the 

trustworthiness of the results. Based on the research questions posed, I was able to 

identify numerous commonalities within the transcribed manuscripts. Additionally, I 

listened to the verbal recordings while following along with the written transcripts. Once 

an identified word or phrase was recognized, I highlighted that word or phrase with an 

associated color. When I reviewed the transcribed interviews, I referenced those colors as 

commonalities.  

Coding the Data 

During coding, I utilized the colors red, blue, purple, and green in the transcripts 

to represent similar expressions of thought. I chose these colors as specific words evoke 

certain feelings and I believed that these colors represented those feelings appropriately. 

From this point, I determined that red would be used for emotions, positive and negative. 

For example, if the word “fun” appeared in an interview, it was coded in red as fun is an 

experience of enjoyment, an emotion. Likewise, the phrase “competitive” can be used to 

represent both a negative and a positive emotion. Either way, this word was coded in red. 

Similar words that invoked emotion were coded in red, as well, and words like 

“enjoyable”, “entertaining”, “meaningful” were expressed in red. I used blue to represent 

ideas related to “connection”. Therefore, words or phrases, such as “interactivity”, 

“interconnectedness”, and “engagement” were coded in blue. Purple was used for words 

or phrases related to support. Examples of supportive type phrases were “together”, 

“colleague”, and “collaboration”. The word “teamwork” was one that could be coded in 
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blue for connection, but also in purple for support. Words that could have been construed 

with multiple meanings were bolded or underlined to draw attention. As the word 

“teamwork” had a duality in meaning, I bolded or underlined it every time it appeared in 

a transcript. Finally, green was used for words or phrases referencing a reflective process, 

including “thinking back”, “thoughtful”, “debriefing”, and “self-examination”. Utilizing a 

color-coding system made it relatively easy to find appropriate quotations from within the 

collected data. As I performed verbatim transcription of each interview, I also included 

ellipses to represent pauses, gaps, and redirections while a participant was speaking. 

There were many verbal cues to listen for, and as mentioned earlier, I included the use of 

bolding and underlining commonalities within the various interviews, wherever that was 

appropriate and necessary.  

To eliminate a repetition of ideas or themes, a secondary coding was performed. 

After this was completed, the pattern coding process was completed, and codes were 

grouped together by similar meanings and developed into categories. Categories became 

themes. As the themes emerged from the collected data, each research question was 

answered. A visual of the colors assigned to themes developed from the transcribed 

interviews can be seen in Table 2.  

Discrepant Cases 

Apart from one participant being slightly more hesitant than the other participants 

in the use of games and gaming in the learning environment, there were no real 

discrepant cases. Part of my reasoning for continuing to interview past the proposed 8-12 

interviews was that I considered that by expanding my interview sources, I might find 
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some negative responses in the use of games and gaming in the learning environment. 

However, even though I expanded the interview pool to 18, I did not experience any real 

negative comments or outliers within the participant interviews.  

Table 2 

 

Color-coding of Themes 

Red 

           (Emotions) 

Blue 

          (Connection) 

Purple 

              (Support) 

Green 

            (Reflection) 

Enjoyable Interactivity Together Thinking back 

                Fun Interconnectedness Colleague Thoughtful 

Entertaining Engagement Teamwork Self-examination 

Meaningful Link Collaboration Scrutinize 

 

As data analysis progressed into the flesh of the interviews, it revealed a common 

reference from many participants regarding a change in didactic presentation from 

teacher-centered to a learner-centered focus, and a move away from the “sage on the 

stage.” While I continued to utilize Creswell’s six steps for qualitative data analysis 

(2014), I noted that this specific phrase, “sage on the stage,” was used by many 

participants and was referenced as an “old-fashioned” and “outdated” manner of 

presenting material. Many participants referenced earlier generations of teaching, 

including their own firsthand experiences in nursing school, when the instructor was 

expected to be the all-knowing contributor of the message, and the students were 

expected to be the passive recipients of information. Most participants also referred to 

this evolution in education and the development from a teacher-centered environment to a 

learner-centered atmosphere. Five participants referenced being the “guide on the side,” 

more of a facilitator than an all-knowing one-way directional speaker. However, while 
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only five participants used that specific phrase, most participants alluded to being a 

facilitator in the learning environment versus the all-knowing provider of information. 

This was what drove most participants to create an interactive and participatory learning 

environment that was student-focused and student-controlled. Many participants in the 

study referenced these two phrases, “sage on the stage” and “guide on the side,” as 

impetus for their style of teaching and the inclusion of games and gaming in the learning 

environment. All participants spoke about bringing interactivity and experiential learning 

into the classroom, wherever that learning was to occur.  

There were differences in how often games and gaming were utilized, but the 

influence that games and gaming had in the learning environment, or should have in the 

learning environment, was based on meaningfulness and appropriateness, and data 

analysis exposed individual interpretations of those terms. Those individual 

interpretations were captured by asking each participant the same basic questions from 

the interview guide (Appendix D). To assist with validity, triangulation was utilized, 

including the use of investigatory questioning, debriefing and analysis, as well as 

applying contextually distinct and direct quotes from participant interviews (Creswell & 

Creswell, 2018; Ravitch & Carl, 2016; Rubin & Rubin, 2012).  

After gathering demographic information about the program in which the 

participant taught and the students for whom the faculty were serving, participants were 

asked to provide a definition of games and gaming in the learning environment. In her 

interview, Participant 2 shared this valuable response:  



83 

 

 

To me, games in the learning environment are supposed to be fun, but they are 

also supposed to provide the student with a set of rules to follow, skills that they 

can either learn or review, and the game should have a purpose that the student 

can reflect upon and learn from. 

Echoing similar thoughts, Participant 10 remarked:  

I see them as… games… as any activities, even worksheets can be turned into 

some sort of game. It can be anything. It can be where the students have to get up 

and scan a QR code on the wall, link to an article with questions or it could be 

something like “Cup Pong” with questions. I’ve done a thing like Amazing Race 

where they have to answer worksheets, where they have to put together a puzzle, 

a plate of food that would be OK for a renal patient and get pictures of foods. If 

they get all the foods right, they get a stamp, then they get another clue. They 

might have to go and figure out ABG values, they get them right, and get another 

stamp. It gets them up and they have to move. When the student is doing the 

work, it could be turned into a game... 

Throughout data analysis, often standard answers included words and phrases like 

“involved”, “fun”, “entertaining”, and “meaningful”. Nevertheless, each participant 

agreed that any game or gaming included in the learning environment needed to meet 

certain criteria for the participant instructor to feel comfort in its inclusion. Moreover, 

participants were adamant that regardless of location or level of learner, games and 

gaming needed to meet learner objectives, be meaningful to the individual learner, and 

reflect an atmosphere of enjoyment and inclusion. While it may have seemed that several 
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participants had similar thoughts and even used similar phrasing, student engagement in 

the learning was the highest priority, as was appropriateness of content and its 

presentation. This was the start to coding for commonalities.  

Coding was performed to look for commonalities within each interview and the 

interconnectedness of thoughts. Throughout transcribing, I utilized a technique of color 

coding specific common words and phrases. Seventeen of 18 participants (94%) referred 

to utilizing games and gaming on a regular basis (at least one interactive experience every 

time they met their students.) One educator, Participant 7, stated that while she was a 

games and gaming advocate, she also had concerns about participation and competition 

in the games and gaming environment:  

I think with anything, you’re going to have some folks who are very participatory 

and other folks who are watchers. I think you’re going to have folks who are 

competitive in a gaming environment and, in nursing school, it’s pretty 

competitive anyway. Even to get into the program it’s competitive. I think in 

gaming, we have folks who are looking for that “quick win” rather than thinking 

through a situation. And of course, you’re always going to have students who are 

slower to respond…I think with gaming, especially if it’s in a competitive 

environment and it’s going quick, it can advantage some students and 

disadvantage others. 

Evidence of Trustworthiness 

Qualitative researchers undertake the issue of trustworthiness by defining and 

executing research in a credible, transferable, dependable, and confirmable manner 
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(Creswell & Creswell, 2018). In doing so, researchers utilize standards and “quality 

indicators” (Johnson et al., 2020) to scrutinize the collected data and perform analysis. In 

this research, I specifically utilized the lived experiences of nursing faculty teaching in 

entry level, associate degree programs who were already utilizing games and gaming in 

their learning environments. I sought connections from one participant’s experience to 

the next participant’s experience (Creswell, 2014; Creswell & Creswell & Creswell, 

2018; Ravitch & Carl, 2016). These quality markers examined whether the research 

question was transparent, and that the conceptual framework was appropriate (Ravitch & 

Carl, 2016). Additionally, and specific to the collection of data through the lived 

experience, these quality indicators brought a sense of trustworthiness from finding those 

connections that form from one participant’s experience to the next (Creswell, 2014; 

Creswell & Creswell, 2018; Ravitch & Carl, 2016). 

Credibility 

Credibility is the knowledge that the research findings are true or as close to true 

as possible (Creswell & Miller, 2010; Ravitch & Carl, 2016). In this study, I utilized 

triangulation, investigatory questioning, debriefing, and peer review, and applied 

contextually distinct and direct quotes from participant interviews (Creswell & Creswell, 

2018; Ravitch & Carl, 2016; Rubin & Rubin, 2012). In Chapter 3, I described, in detail, 

the methodology as a plan for conducting the study. A peer review was conducted by the 

dissertation doctoral-prepared committee members and included in chapter 3 to 

demonstrate alignment with the Husserlian phenomenological approach (Christensen et 

al., 2017; Creswell & Creswell, 2018; Ravitch & Carl, 2016). I applied these methods 
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and began with one-on-one interviews as they captured multiple experiences in data 

collection (Creswell, 2014; Creswell & Creswell, 2018; Ravitch & Carl, 2016). As I 

moved forward with this study, triangulation was supported by interviewing faculty who 

already utilized games and gaming in all areas of nursing education, including classroom, 

skills and simulation labs, and the clinical setting. Thus, triangulation was achieved by 

examining the different perspectives of participant faculty who teach in a variety of 

educational environments (Creswell & Poth, 2018; Natow, 2019). 

Transferability 

Transferability, also referenced as generalizability, enables the researcher to 

utilize available research outside the context of where it was originally studied (Ravitch 

& Carl, 2016). Regarding transferability and its connection to qualitative research, there 

is the notion that qualitative research is not used to find answers, but instead, to 

understand perspectives (Patton, 2015; Ravitch & Carl, 2016). In this research, the use of 

rich, thick data to tell each participant’s story showed transferability (Patton, 2015). 

Transferability increased through gathering of demographic information of participants 

(Appendix E). Through the collection of participant interviews and through thorough and 

descriptive examination of those participant experiences, transferability was 

demonstrated with the phenomenon of games and gaming in nursing education.  

Dependability 

Dependability in qualitative research is a measure of reliability (Lincoln & Guba, 

1985; Ravitch & Carl, 2016). It is the ability to replicate findings should the research be 

studied again (Ravitch & Carl, 2016). The collection and analysis of data is a form of 
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audit, seeking to examine the accuracy and dependability of the research and how it was 

accomplished. This dissertation followed a form of audit via a qualitative dissertation 

checklist (Lincoln & Guba, 1985). The dissertation document provided detailed 

explanations of the performed steps in collection and analysis. Moreover, the dissertation 

process was supervised and guided by committee members who offered peer review and 

debriefing throughout the writing process.  

Confirmability 

Confirmability references the objective nature of the findings and the connection 

to researcher bias (Ravitch & Carl, 2016). In my research and after each participant 

interview was completed, I journaled my own experience related to the data collection. 

Based on my interactions with each participant, and the answers I received to the 

questions posed from the interview guide (Appendix D), I wrote about my perceptions of 

the interview and my thoughts about each experience. This type of journaling allowed me 

to record my biases, make notes about my perceptions, reflect on aspects of the 

dissertation process that were challenging and rewarding, and allowed me, as a 

researcher, to reflect on the entire process. In learning from the participant experiences, I 

was able to gain knowledge about how this research could impact social change specific 

to nursing education (Burns et al., 2015; Ravitch & Carl, 2016).  

In the end, establishing trustworthiness is part in parcel to meeting the standards 

of credibility, transferability, dependability, and confirmability. In performing these 

serious and essential undertakings, the researcher authenticates validity and confidence 

that the researcher has performed their due diligence in describing the essence of the 
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research in all aspects from data collection to data analysis, and final reporting. I believe 

that after completing 18 one-on-one interviews, and engaging with the participants on an 

individual basis, this crucial step was achieved.  

Results 

Why do people become teachers? When the answer is whittled down to its most 

basic reasoning, a very common response will often be “to make a positive impact.” As 

previously stated, the purpose of this research was to explore the experiences of ADN 

nurse educators who utilize games and gaming in the learning environment.  

In this study, all interviews began with questions asking participants to describe 

the environment in which they worked, and the demographics of the students they taught. 

More than 75% of the participants imparted that their institutions supported the 

interactive learning environment. Those same 75% also stated that they had support from 

administration for the use of interactive and experiential learning, via games and gaming, 

and had freedom to make choices. Twelve of the participants (67%) had support from 

other faculty regarding the use of games and gaming in the classroom and other areas in 

which they taught, but those who did not receive support were not deterred from their use 

and continued without regard to any negativity from others, including any negativity 

from students. Three participants (17%) felt that they were “rebellious” or “different” 

because they felt alone in their use of games and gaming in their personal work 

environments. These participants shared that this difference in teaching style was the 

impetus for feeling lonely. Specifically, Participant 16 acknowledged: 
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Sometimes, I think that I’m in this gaming thing by myself. I have colleagues who 

are still kinda on the “old fashioned” pathway and think I’m a bit kooky for doing 

something new. It’s not new, but it’s new to them. 

Regardless, even those who felt they were alone, also shared that they had some 

support within their own colleges, including colleagues who taught different courses, 

taught in different disciplines, or taught on different levels, but who also used games and 

gaming in the learning environment. Many faculty, whether supported or not within their 

home institutions, involved themselves in online support groups specifically for faculty 

who were like-minded regarding interactive and experiential learning environments.  

Regarding student populations, only 11% (2 participants) stated that their 

programs were predominantly attended by Caucasian students. Eighty-nine percent (16 

participants) stated that their programs were culturally diverse, including many students 

newly emigrated from other countries, including Nigeria, Haiti, Cuba, Somalia, Jamaica, 

and Dominican Republic. Three participants (17%) identified that their campuses served 

communities located on or very nearby to United States military bases. In those cases, 

many of the students were military spouses, and having deployment as part of student 

home life was a significant psychosocial impact on success for those students. Mostly, 

faculty participants specified that their students were overwhelmingly female-identifying 

with a generalized 10% of the student population male-identifying. Ages of the students 

ranged from 18-60+ years of age, but most participants had student populations with an 

average age of 22-35 years of age by the time a nursing student graduated. All faculty 

participants claimed to have age outliers, including younger students in their teens, and 
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having some students who had participated in dual enrollment programs between high 

schools and community college programs. Most participants stated that they also had 

students in their 60’s, who had possibly been out of the workforce, raised families, or 

even retired from other careers in some cases. Many participants (78%) confirmed that 

being involved in the personal lives of their students was, often, part of building rapport 

with individual students. In fact, many participants mentioned that knowing more 

personal pieces of information about students often enabled faculty to help students with 

finding appropriate resources. All faculty participants (100%) stated that their colleges 

supported students with special accommodations and offered services appropriate to the 

student individual needs, including offering private spaces for testing, longer testing 

times, readers, and various other forms of accommodations. All participants (100%) 

stated that their colleges handled those needs outside of the nursing departments in a 

special service type of department, i.e., Student Services, Student Learning Services, 

Student Accommodation Services, etc., designed solely for that purpose and that nursing 

faculty simply complied with whatever accommodations were needed by the student and 

assigned by the department.  

Almost all participants perceived that funding and time involved in creating and 

carrying out games and gaming were two limitations regarding interactive and 

experiential learning use. Many participants believed that these were deterrents in their 

use by “hesitant” colleagues. All participants (100%) perceived that use of games and 

gaming in the classroom was subjective and could be used effectively and efficiently to 

provide valuable learning within a nursing educational experience.  
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Throughout the interviews, there was a definite spectrum in game and gaming 

use, including how much these types of learning activities were utilized, what types were 

used, how involved each experience was, different levels of involved costs, and their 

application and use. Fascinatingly, 100% of all participants claimed to use traditional 

forms of games and gaming in their personal learning environment to some extent, 

including games like Jeopardy, Wheel of Fortune, Who Wants to be a Millionaire, 

crosswords and word finds, and classic party and carnival games of chance, i.e., “Pin the 

Tail on the Donkey”, ring toss, and Charades. All participants referenced the use of 

electronic formatted games like Kahoot! and Nearpod, and many eluded to the possibility 

of “over-Kahoot-ing” and how games and gaming can lose their meaningfulness through 

overuse. During the interview process, Participant 15 revealed:  

There’s a point, at which, you can just give them too much. Too many activities, 

too many games, and… <insert laughter> you can just over-Kahoot them into 

oblivion. It loses its meaning when they come to expect a game with everything. 

Especially the same game, and the same gaming format. 

 As a result, many participants reported that they designed their own interactive 

activities, including case studies, both live and virtual, and other types of interactive 

learning experiences that went beyond the formal “game” or “gaming” type of 

environment. Participant 18 detailed her experience with the gaming format in the 

classroom: 

My students like to get up and move. I love to bring activities into the classroom 

or lab that will allow them to interact and build rapport with each other….and me. 
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All, but a single participant (94%) had utilized some form of escape room, live 

and virtual, with multiple layers of learning, including work in complicated content, such 

as arterial blood gases (ABGs), mean arterial pressures (MAP), and prioritization of care. 

Five participants (28%) had the experience of creating their own escape room, including 

all components from start to finish of clues, steps and directions, and all processes to 

finding answers and how to “escape.” All participants (100%) reported that escape rooms 

were highly useful in reviewing content, applying knowledge, and approaching learning 

in an interactive and experiential manner. In fact, many participants referenced escape 

rooms as being the ultimate in gaming as it involved rules, acquired knowledge/skills, 

and teamwork. When it came to speaking about escape rooms as an example of games in 

the learning environment, Participant 6 communicated:  

Whether it’s a case study in class, a simulation, or an escape room that’s done, 

having them acting in real time to think through a situation, helps them in feeling 

more secure around the content when they have an actual patient. That’s the point 

behind their use. 

Even as each participant imparted their personal experiences, commonalities were 

found in and among participants, including the impact made to the learning environment, 

and ultimately, to each individual student in their distinct learning experience. The goal 

by the educator, consequently, is the creation of a learning environment in which the 

learner creates and encounters their own meaningful learning capabilities. Via data 

collection and analysis, thoughts and feelings were expressed and identified through 

coding. Eventually, themes emerged. 
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Theme 1: Creative Games Reinforce Knowledge 

Participants providing their lived experiences of utilizing games and gaming in 

the learning environment showed themselves to be as independent in their answers as 

they were as humans, and each had a different spin on their personal definitions of what 

games and gaming could be in the teaching-learning environment. However, collectively, 

each participant agreed that for games and gaming to be successful, the game or gaming 

experience had to be purposeful, meaningful to the learner, and engaging in its 

presentation. For example, to achieve purpose and meaning, gaming as a teaching 

strategy works best when reinforcing knowledge as opposed to introducing new content 

or concepts. To be engaging, faculty back away, allowing the learning activity to be 

student-to-student. In discussion with Participant 2, she maintained: 

My reason for using games is… most students respond to them positively. If you 

give them a choice between flat lecture or playing a game, they will usually pick 

the game. Games can be anything where there are rules and competition…and the 

competition can be with themselves or with others. Gaming can be electronic or 

even…. like when we use simulation. Simulation is a form of gaming because 

students are put into roles, there are rules to follow, and students will use skills 

they already have, maybe they’ll acquire new skills along the way. In the end, the 

student will have a chance to look back at their performance and see what they 

have done, how they have behaved under those circumstances, what they have 

learned. 
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In a separate interview, Participant 6 recognized the desire for students to enjoy 

the learning environment and what is being taught: 

Games are, to me, something that should be fun for the students, but provide them 

with review or reminders of content that we’ve covered during the didactic part of 

the day. I use games and gaming in the classroom, or the lab, to physically engage 

the students with the material… versus the boring one-way lecture where I’m the 

only one talking and they are sitting there like lumps on logs. It’s boring for 

them... and for me. No one wants to see students falling asleep, and I feel…. I feel 

that games bring a liveliness into the classroom that I can’t match by talking 

alone. You need a creative spark. 

For Participant 16, the definition of games and gaming in the learning 

environment was referenced as: 

Fun. They’re just fun. Even if it’s a crossword, or a Kahoot! It’s fun to see my 

students competing for prizes… or even if it’s just for bragging rights. Games 

may seem pretty basic to some of my colleagues, like party games, but when you 

see their eyes light up (the students) and their excitement about getting a chance 

to laugh and engage with each other in a less restrictive way… it’s fun. When 

they leave the classroom laughing and chatting, why wouldn’t a teacher want to 

put that kind of learning modality into the classroom environment? Games make 

people smile. 

Participant 14, a relatively new nurse educator, shared that she had been an 

elementary school teacher prior to becoming a nurse. She stated: 
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So, I came out of the public-school world prior to nursing. When I became a nurse 

educator, I went back to my old ways of teaching and that included using games 

and gaming in the learning space. I do a little bit of everything. I use word games, 

like crosswords and word finds. Those are good for working on vocabulary and 

memorized materials, like lab values and definitions. I use games of chance, like 

“Pong” and “Toss Across” and for those, I associate questions and answers. So, 

the students can review content that we’ve just covered. I also use escape rooms 

and more involved interactive activities. Those are very time consuming and… 

sometimes costly. But the students respond very positively to their use, especially 

the escape rooms. In those kinds of activities, they have to work together, follow 

rules, use their skills, and talk. The learning comes in working together to find the 

answers.  

Theme 2: Acknowledging “Lightbulb Moments”  

Educators aspire to create an attractive, engaging, and meaningful learning 

experience for all their students, regardless of the academic level of the student. 

Educators who create these experiences look for nonverbal communication, those “a-ha” 

moments when the learner makes connections with the learning. Most participants agreed 

that just about any activity could be turned into a game and placed into a gaming 

environment as long as it met the criteria of meaningfulness, purposefulness, and high 

level of interactivity. Participant 7 described the incorporation of games and gaming as: 

… the ultimate active teaching-learning strategy. I can actually watch the material 

taking hold in the student. We all talk about those “light-bulb” moments, and with 
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games, I can actually see those moments happening in the classroom. I can see the 

correlation between content and application because I provide the didactic 

material, then I offer it up in a gaming format, and then I get to see it applied in 

the lab, or even in the clinical environment with patients. I see those “light bulbs” 

going off during the games we play.  

For Participant 9, her reasoning for including games and gaming as a teaching 

strategy was to promote certain behaviors: 

Games are interactive. I have a lot of trouble getting my students to talk. It’s a 

cultural issue as many of my students are international and culturally, they were 

not encouraged to speak up in class before me. In a gaming environment, the 

classroom disappears, and we create a sense of fun and competition. That level of 

engagement is not something that I get from my students when I’m up at the front 

just talking about the material they need to know. I watch for them to make 

connections with the material. 

Participant 12 also discussed a lack of engagement during the didactic portion of 

learning, reasons why, and provided ideas to combat it: 

My students are usually afraid to speak, afraid to make mistakes. But when it’s 

presented in the format of a game, they lose that fear because they don’t see the 

games as “learning” and they’re more apt to speak up and participate. Games 

provide a strategy for collaborative learning, so whether it’s a word game or an 

escape room, they have to work together. I try to keep groups small, no more than 

2-4 people in a group, and that forces them to work together and collaborate. If 
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they learn nothing else, they learn how to work with others, which is extremely 

valuable as new nurses. There’s a switch that’s turned on by working together. 

When referencing the incorporation of games and gaming into the learning 

environment, Participant 17 confirmed: 

I see what fits for each cohort. I have a list of games that are always ready to be 

used, but every group of students is different, so where and how I use them 

changes. But…I am willing to do whatever I have to lay whatever groundwork is 

necessary to achieve high levels of student engagement. I’ll sing a song, dance a 

dance. I have no shame. I have costumes, hats, or whatever I need. It’s worth the 

extra effort so that students can and will remember. But it’s not about 

remembering facts and figures, it’s always about being able to apply the 

information.  

Theme 3: Viewing the Learner as Active Participant Versus Passive Learner  

The experiential learning environment is one in which the learner is fully 

immersed and participatory. Rather than sit back and receive, the learner as participant is 

involved, plunged into the experience. When the learning environment is an experience 

where the learner is involved, the role of the educator is less director and more facilitator, 

and the student becomes more the manager of their own learning. Participant 18 spoke 

openly about her role as an educator in the experiential learning environment: 

I see my role as the guide, the facilitator, the one that leads, but does not carry. 

What I mean is… if I stand in front of the room and “blah, blah, blah”… they’re 

gone… they’re asleep. I’ve lost them. But if I create a fun, engaging activity that 



98 

 

 

makes them think, talk, and even laugh… then we’ve moved past the boring 

content and made something inviting and interesting out of something that was 

none of the above. 

For Participant 4, it was important to impart: 

To me, creating a learning experience is everything. It’s pictures on the walls. It’s 

students working in groups on a case study. It’s introducing new technology, like 

QR codes. I mean… my students see QR codes out in the community at 

restaurants and places like that, but they don’t expect it in the classroom. But I use 

them, like a game, for my students to find information about their patients or the 

situation. They have to stop, look up the code, and then get information so that 

they can move forward with the activity. … An example would be how I use QR 

codes on the feet of the mannequins in the skills lab. If the student doesn’t pull the 

sheets back and check for a pedal pulse, they will never see the QR code attached 

to the patient’s foot, but that also means that they aren’t looking at the complete 

patient. Did they check a pedal pulse? Hard to do if you never pulled the sheet 

back. Using something like a simple QR code attached to the patient’s foot is a 

good way to see if the student is actually performing a complete head to toe 

assessment. That’s part of the experience…. the learning, the doing, and then 

being able to use that information to help the patient achieve their goals.  

In this research and as I interviewed ADN nurse educators who provide games 

and gaming as part of an experiential framework for learning, I found that many 

participants spoke about creating an “experience” for their students and this experiential 
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learning leading to a positive impact on students and the learning environment. Most 

participants acknowledged the desire of adult students to be involved in their own 

learning, and the creation of an experiential learning environment was fostered by 

appropriate use of games and gaming.   

Nurse educators, like teachers in most similar disciplines, scrutinize the 

environments in which they teach, and the way in which their students learn. Creating an 

experiential learning environment allows for open and scholarly discussion. As an 

instructional approach, the experiential learning environment provides students with a 

fully participatory learning space and offers multiple methods for students to learn. In this 

approach, the student is the creator of their own educational learning experience. My aim 

as a researcher was to understand the lived experiences of nursing faculty in associate 

degree programs regarding the interactive and experiential nature of teaching and 

learning utilizing games and gaming in the learning environment.  

Unfortunately, nursing education has been a bit slow on the uptake to make 

changes from a teacher-centric educational environment into a more interactive and 

experiential learning environment that engages adult learners at all levels and styles of 

learning. However, the introduction and use of games and gaming in the learning 

environment is an innovative and participatory form of learning that can enhance 

theoretical knowledge with activities displaying application of skill, knowledge, and 

cooperation (Kinder & Kurz, 2018). From a faculty perspective, games and gaming 

allocate time for collaborative, and sometimes competitive experiences. Recognizing that 
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adult learners yearn to be participatory in their own education, Participant 11 maintained 

that:  

Students are, right now, challenged to think on their feet. I think it’s important for 

me, as an educator, to recognize that and roll with the changes. I think it’s 

important for me to support this. I’m down. 

However, there is a downside to being a “renegade” and being unconventional in 

one’s approach. Participant 5 offered that she often felt challenged by colleagues: 

I am utterly alone in my department. I am the weirdo who plays games. But I 

don’t have the same problems in my classrooms that others have. What I mean is, 

my students are laughing and having fun while others have students who are 

glazed over, staring into space. Games, to me, create an experience… a whole 

experience where everyone has buy-in, not just the person at the front of the 

room. I’m trying to motivate my students and increase their ability to problem-

solve, critically think, and use those skills when challenged to do so. Answering 

test questions on a test is not how I see that happening. What patient is going to 

ask them a bunch of questions like what they’d see on a test?  

Theme 4: Advocating in Support of the Uniqueness of the Adult Learner 

All participants agreed that adult learners want to be involved in their own 

learning, if the activity is meaningful and appropriate. This is when the learner finds 

something to connect to in the learning. All participants in this research found that games 

and gaming in the learning environment was a useful and successful method of providing 
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adult learners with what they want and need. While speaking with Participant 3, she 

shared: 

These are adults. So, when you say “games”, you have to be specific about how 

they are going to be used, why they’re being used, and what the purpose is. From 

a student perspective, if they don’t understand the intent or the meaning behind 

what you’re doing, they won’t necessarily want to participate and they won’t “buy 

in” to what you’re selling. But my excitement about something feeds over to 

them… and it might sound silly, but even a song or a jingle that they learn, can be 

helpful in making complex content less overwhelming. I find videos on YouTube, 

sometimes they’re videos made by students from other schools. When my adult 

students see other adult students having fun with the material, they can take 

themselves less seriously and have fun with it, too. 

Recognizing that word usage is significant with adults, Participant 9 suggested: 

Sometimes when you say “games” in the classroom, you might get some raised 

eyebrows, but the research that I’ve read talks about increasing response time and 

improving problem-solving skills. There’s proof that it works in other areas of 

education, and that’s why I use it. 

Additionally, Participant 9 shared this about her students and their use of games in 

the learning environment: 

From what I have experienced, there are, all around, positive outcomes for the 

adult learner. I use escape rooms and other activities like that because it offers my 

students a chance to perform, but in a group, bounce ideas off each other, like in a 
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real-world scenario. I like the idea of bringing the world into my classroom. 

Games offer my students a chance to act and reflect on how they performed as 

individuals, and as teams. Nursing is all about teamwork. Being able to have those 

reflective moments is where a lot of the learning is held. Like in simulation, we 

have debriefing when we can reflect upon the experience.  … and I kinda feel like 

if it’s good enough for the military to have “games in the field”, then it’s good 

enough for my nursing students. I am sorta preparing them for battle, right? 

Participant 18 emphatically answered that adult learners need to be included in the 

learning experience by stating: 

Gaming, like in a simulation, is an interactive learning opportunity where theory 

is put to the test, and done so by forcing the student to apply those theories in real 

time. But in the gaming environment, as it’s a learning environment, the learner is 

protected from harm by being able to make mistakes in a nonpunitive place, learn 

from those mistakes, and not be fearful that they have harmed themselves or the 

patient. It’s a win-win for everyone, especially the student and, eventually, the 

community. The student grows in their confidence and their abilities, and the 

community gains a more confident and competent graduate nurse entering the 

field. 

According to Participant 3, game-based learning is a more personal way of bringing the 

theory to life: 

I create an environment for my students where reality is suspended, but only in 

the sense that my students can’t hurt anyone, including themselves. I add 
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discussion boards, or maybe I’ll give them a map to follow, or rules to collaborate 

on. The student, or the team, have to learn to work together, and in doing so they 

become self-aware. I use reflection, or debriefing, to discuss how things went. 

What they liked, what they didn’t, what they learned, how they would be able to 

use this information in the future. As an adult learner, myself, I like to use games 

and gaming to enhance the learning environment and provide a safe space for 

learning… that is inclusive of all my students. Maybe you have someone who is 

shy or doesn’t like to speak up. Maybe you have someone who has real leadership 

skills, but needs to learn how to follow or to take direction. The gaming 

environment offers those opportunities in a style that is engaging, interactive…. 

And you might, maybe, even get some smiles and laughs from your audience that 

they can take home with them. If I’ve done that, then I believe, I’ve done my job. 

Summary 

In summary, chapter 4 provided answers to the primary research question: What 

are the lived experiences of faculty who use games and gaming as an instructional 

approach in associate degree nursing education? Even as each participant provided 

independent answers, collectively, they expressed a deep passion for bringing the 

learning environment to a place where students could learn while enjoying themselves, 

while at the same time fortifying their knowledge, building clinical skills, and developing 

soft skills like communication and collaboration. Additionally, four secondary questions 

were answered:  
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SQ1: How do associate degree nursing faculty define games and gaming in the 

teaching-learning environment? 

SQ2: How do associate degree nursing faculty incorporate games and gaming as 

teaching-learning strategies? 

SQ3: What experiences guide associate degree nursing faculty in how and when 

they utilize games and gaming as part of experiential learning? 

SQ4: What reflective practices influence associate degree nursing faculty when 

considering adult learners and the use and usefulness of games and gaming in the 

learning environment? 

SQ1 was as independent in the answers as the participants were as humans. Each 

had a different spin on their personal definitions of what games and gaming could be in 

the teaching-learning environment. However, collectively, each participant agreed that in 

order for games and gaming to be successful they had to be purposeful, meaningful to the 

learner, and engaging in their presentation. SQ2 was answered by most participants, 

similarly, agreeing that just about any activity could be turned into a game and placed in 

a gaming environment as long as it met the criteria of SQ1, including meaningfulness, 

purposefulness, and the level of interactivity. Answers to SQ3 were also based on 

meaningfulness and appropriateness to the learner. Most participants agreed that if 

learning by doing was appropriate for the student, then it was also an appropriate method 

of measurement for the instructor, as well. All participants stated that, at one time or 

another, they had experiences where a game or a gaming situation did not go according to 

plan. However, rather than throw it out completely, everyone stated that “learning from 
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our mistakes” was better than starting all over again. Finally, SQ4 asked each participant 

about their own reflective practices regarding games and gaming with adult students and 

their usefulness. All participants agreed that adult learners want to be involved in their 

own learning, if it is meaningful and appropriate. This is when the learner finds 

something to connect to in the learning. In reflecting back on the experiences, the 

educator is better able to make corrections, improve communication, and provide 

learning experiences that meet student needs, manage student learning outcomes, and 

ultimately, produce a confident and competent newly graduated nurse who can work 

under pressure from the first day on the job. 

In chapter 4, I discussed the results of the research study regarding the use of 

games and gaming in the nursing educational environment and faculty perceptions of said 

games and gaming use. This chapter established the setting, demographics of the 

participants, the students they serve, and the programs in which they teach. Additionally, 

chapter 4 contained a detailed discussion of data collection methods, data analysis, issues 

of trustworthiness, and the results. Moving forward into Chapter 5, this final chapter 

contains a detailed discussion of the conclusions taken from the data collection and 

analysis, and how the literature interweaves between the conceptual framework, and 

social changes that could be made should research on the utilization of games and gaming 

in the nursing educational environment continue to flourish. 
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Chapter 5: Discussion, Conclusions, and Recommendations 

Introduction 

The purpose of this qualitative research was to capture the lived experiences of 

nursing faculty in associate degree programs utilizing games and gaming as a teaching-

learning strategy in the learning environment. I explored the variety of uses, places where 

they could be utilized, and how games and gaming could be applied. Simultaneously, I 

focused on faculty perceptions of why and how those games and gaming experiences are 

developed and managed. I also explored the differences from educator to educator, and 

both positive and negative influences that impact decision-making regarding the use of 

games and gaming in the classroom, skills and simulation labs, and all types of clinical 

environments.  

For future research, understanding decision-making and reasoning provided by 

experienced educators could help to foster a more interactive and experiential learning 

environment for adult learners (nursing students), and promote positive social change in 

nursing education. By encouraging more educators to create and utilize better developed 

interactive tools, like games and gaming, students will learn theory, but also more fully 

immerse themselves in application of those theories at the bedside and in other clinical 

environments. Through this, the positive influences on students are higher levels of 

confidence and competence. For the community, the positive influence is a more well-

rounded graduate nurse who is better able to provide competent and efficient clinical care 

under pressure. Regarding the use of games and gaming in the learning environment, 
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both educator and student will have a more positive influence on the student’s learning 

experience, and ultimately, will obtain better outcomes. 

Chapter 5 includes discussion and interpretation of the findings and limitations of 

the study. Moreover, I have also included recommendations for future studies, 

implications for positive social change, and my conclusions. 

Interpretation of the Findings 

In this section, I have considered how the findings from data collection and 

analysis link to the research literature presented in Chapter 2. I then considered how 

closely aligned Piaget’s theory of constructivism (1968) is to the application of games 

and gaming in education, specifically nursing education. I used constructivism as the 

framework for this study.  

Connections to the Literature 

Within the existing literature, there is straightforward evidence of positive effects 

from games and gaming use in the learning environment. From educator perspectives 

gathered during interviews, participants reported a heightened level of student 

engagement, collaboration, problem-solving, and application of theory in the clinical 

environment. These perspectives from educators align with other studies that support the 

use of games and gaming in the learning environment, both in nursing education and 

other similar social sciences. My findings were also aligned with what was attained 

through the literature of K-12 and higher education research.  

All participants in this study believed that games and gaming in the nursing 

educational environment helped students to better understand the theories behind their 
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actions. As nursing is a science-based field, our actions must have theoretical 

purposefulness. Thus, simply knowing the theory is not enough, but understanding why 

we use the theory and how it justifies our actions provides a more positive influence, and 

thus, a more positive outcome for the patient, family, and community (Becker, 2021; 

Breen & Jones, 2015; Gentry et al., 2019). 

Within the existing literature, there were reportable positive responses from 

learning environments where games and gaming have been introduced and utilized. 

Educators throughout K-12 education and higher education in sciences, such as sociology 

and psychology, have successfully used games and gaming to introduce new concepts, 

review learned materials, and help students to achieve learning outcomes (Carenys & 

Moya, 2016; Silva et al., 2019; Stieler-Hunt & Jones, 2015; Sung et al., 2018; Thiede et 

al., 2017; Zirawaga et al., 2017). Studies in the literature support the positive influences 

that games and gaming have on those student learning outcomes, including improvements 

in problem-solving, communication, and collaborative skills (Coker et al., 2016). 

Students who develop these higher-level skills enter the workforce better prepared from 

the start of their careers and are better able to handle the rigors and stressors that present 

to clinical nurses who must manage complicated patient care, inordinate numbers of 

interruptions, and barrages of required documentation throughout their workday 

(Gallegos et al., 2017; Koivisto et al., 2016). What is learned through the fast-paced 

environment of a game or gaming environment, including competing with self or others 

and having to work alone or on teams, can be easily translated into the professional 

world.  
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When examining the research about teacher perceptions of games and gaming use 

in the learning environment, most participants echoed what was found in the literature, 

including a) a need to bring interactivity into the learning environment by any means 

necessary; b) knowing and understanding the value of what is to be learned; c) limited 

budgets may impact building, preparing, and carrying out games and gaming effectively; 

d) limited support emanate from other faculty/students; and the need to e) find 

appropriate ways to connect the didactic material with interactive and experiential 

learning experiences that remain meaningful to the adult learner. Interviews revealed 

themes of interactivity, engagement, creativity, and purposefulness. These perceptions 

were also seen in the supportive research (Hassan et al., 2019; Huang et al., 2018). 

Participants discussed both positive and negative aspects of games and gaming use. 

However, for most, the negative aspect in their use was mostly in their overuse. 

Participant 7 emphatically stated, 

Some of my colleagues just want to throw a game in the classroom when they 

can’t think of anything else to do. I think that you can overdo it with them (the 

students)… and I think that you can just as easily lose their interest in playing too 

many games or running too many simulations. Too much of anything is never any 

good. 

Most participants suggested that they utilized formal types of games, including 

word puzzles like crosswords and word finds, as well as standard board games like 

Jeopardy!, Wheel of Fortune, and Who Wants to be a Millionaire. In addition, many 

participants alluded to using classic party and carnival games of chance, i.e., “pin the tail 
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on the donkey,” ring toss, and charades. All participants were either familiar with or 

consistent users of electronic games like Kahoot! and Nearpod, and most specified using 

or participating in escape rooms, interactive case studies, and simulation, which by 

industry standards are referred to as serious gaming.  

Connections to the Conceptual Framework 

According to Piaget (1968), the basics of learning should not stop at remembering 

facts and figures. When the experience of learning is as an important component of the 

learning as the context of the learning, the learning becomes more meaningful, and the 

student develops a deeper passion for it because they are more present and immersed in 

the learning.  

When applying Piaget’s theory (1968) and aligning his theory with the findings 

from this study, I found that it supports the data collected during the personal interviews. 

According to Piaget (Ackermann, 2001), experiential learning puts an emphasis on the 

actual experience and is personal, self-directed, and reflective. For the purposes of this 

research, I am referencing the nursing educational experience. In this study, participant 

educators reported that games and gaming in the learning environment were better than 

traditional teacher-centered classroom environments or traditional teaching methods, as 

games and gaming provide situations where students remain involved, engaged, and can 

actually enjoy themselves during the learning process. Thus, learners create a learning 

experience of their own design.  

In this research, participant educators viewed games and gaming in the learning 

environment as a way of providing a more in-depth level of learning because the learner 
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becomes fully immersed in a game and gaming setting. The learner must follow a set of 

rules, acquire new skills or knowledge, and compete with themselves or others to prove 

their worth. In the end, the learner becomes a higher-level learner as they utilize 

previously acquired knowledge and skills, further develop that with newly acquired 

knowledge and skills, all the while having fun and, hopefully, enjoying themselves. 

Piaget (1968) suggested teachers take an active role in the presentation of materials to 

students, and that rather than students sit and receive information passively, they should 

interact with the learning experience, encouraging a higher level of engagement with the 

theory. This higher level of engagement promotes a link between theoretical knowledge 

and its actual application. For nurses, it is this linkage between theory and application 

that promotes a safer and more effective clinical practitioner, therefore, creating safer and 

healthier outcomes for the patient, family, and community. The “critical thinker” is one 

who can use knowledge, experience, and problem-solving skills to individualize care 

(Cicchino, 2015; Howard et al., 2015; Hwang & Chen, 2017). In Piaget’s words,  

The main goal of education in schools should be the creation of men and women 

who are capable of doing new things, not simply repeating what other generations 

have done….People who can be critical, validating, and not necessarily accepting, 

everything that is offered to them (1936).  

Students who are involved in the learning are generally more invested in the 

outcomes as well (Bontchev et al., 2018; Boothby, 2014; Coker et al., 2016). Experiential 

learning prepares students for success beyond the classroom (Kolb & Kolb, 2017, Sung et 

al., 2018; Tafor et al., 2016).  
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Limitations of the Study 

Limitations of this study included the small sample size. Research study sample 

sizes can impact the validity of any research, and although this study surpassed the 

expected 8-12 participant interviews, 18 interviews is still considered a small sample size 

for a research study. As limitations are potential weaknesses in the research (Burns et al., 

2015), this could have led to potential issues with the gathering of enough data.  

Another limitation of the research was the simple nature of the virtual interview 

process. For this study, interviews were conducted utilizing Zoom, an online 

communication platform. Internet connectivity continues to be an ongoing struggle when 

using internet-based communication platforms. In those cases, the researcher and the 

participant remain causalities of connection issues. I did experience a couple of instances 

when the connection stopped. For those times, we waited until both parties, the researcher 

and the participant, were able to start speaking and hearing again. I also experienced one 

instance when the screen froze, and the participant was dropped from Zoom 

unexpectedly. Again, this was quickly remedied and only lasted for a few minutes until 

the participant could reenter the Zoom room and restart the conversation. It did interrupt 

the flow of the interview momentarily, but that was quickly regained once we both were 

back online and able to restart the conversation. 

Lastly, there was and will always be researcher bias built into the nature of 

qualitative research when the researcher has an interest or personal experience in the field 

of study (Patton, 2015). In this study, I utilized two techniques to reduce bias in the 

research process, including following an interview guide (Appendix D) and the use of 
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reflective journaling. During the interviews, I used the same interview and questions from 

participant to participant. I purposefully did not use leading questions and utilized active 

listening skills, which reduced bias by allowing each participant to fully answer questions 

without interruption before moving onto another question or asking any follow-up 

questions. I used a normal tone of voice and did not give any emphasis to any particular 

words or phrases. If a participant needed any clarification, I provided clarification to the 

best of my ability. Furthermore, I also used reflective journaling so that I could better 

understand my own responses to participant statements and comments. Journaling 

allowed me to review each interview for content, completeness, and examine the 

answers. As I was transcribing while I was listening to the answers, I was also able to 

review when a participant would take breaks between words, stumble over words or 

thoughts, or change the direction of what they were saying. Journaling also gave me an 

opportunity to look back at my own interviewing technique, which appeared to improve 

over the course of the 18 interviews.  

With the experiences of each interview behind me, I was able to engage with the 

next participant in a more effective manner. This gave me a better sense of confidence 

and comfort with the interview process in general. I found the reflective journaling 

process to be immensely helpful in editing myself and in reviewing my ability and skills 

with active listening. Both techniques, using an interview guide and reflective journaling, 

facilitated a reduction in bias throughout the data collection and analysis processes.  
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Recommendations for Future Research 

During data collection and analysis, it was evident that there was a need for 

further research about games and gaming in nursing education. Additional research could 

certainly include expanding the participant pool, including other entry level nursing 

programs. This research focused on the perspectives of faculty who work in associate 

degree nursing programs but opening the research up to faculty working within 

bachelor’s degree programs, or even to faculty working within practical nurse programs 

would provide different perspectives on the use of games and gaming in the learning 

environment. Additionally, while participant faculty did represent different parts of the 

United States via the university faculty pool, it was understood that a large percentage of 

participants, 10 of the 18 participants (56%), hailed from one state, Florida, and nine of 

those participants hailed from one school via backyard research (Hull, 2017.) I would 

recommend expanding the participant pool to include faculty from a better variety of 

areas of the country. In this research, I felt that the west coast was underrepresented. 

Also, most of the faculty participants worked in programs that were in rural areas. Future 

research should include more faculty working in inner cities and suburbs. This might 

have provided perspectives that I did not hear during data collection. Another possible 

area that could be researched in the future would be the inclusion of classroom 

observation. I felt that being able to watch educators in their own teaching environments, 

utilizing the games and gaming that they spoke so passionately about, would have 

provided more insight and understanding of their perspectives. 
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Implications 

Games and gaming in education have been a functional part of teaching-learning 

strategies within K-12 learning environments for many years. Likewise, games and 

gaming have successfully been used in higher education in similar science-based subject 

areas to nursing, such as psychology and sociology. The data collected during this 

research and the results after analysis have added to the knowledge base regarding faculty 

perspectives in the use of games and gaming in the learning environment of nursing 

education. Implications for policy, practice, and social change based on the results of this 

research are applicable for educators, administrators, hospital and other professional 

stakeholders, as well as policy makers. The significance of this study impacts each 

stakeholder at distinct levels. 

Implications for Policy 

One implication for policy change, based on results of this research, is that 

policies could be written, and budgeting could be dedicated to providing teachers with the 

resources they need to design, build, and run games and gaming experiences for students 

at all levels of learning. Based on collected data, results showed that faculty perspectives 

included a lack of funding to appropriately foster a significant increase in games and 

gaming in the learning environment. In fact, many participant faculty claimed to have to 

fund these interactive activities out of their own pockets, and claimed that many of their 

colleagues were discouraged from game use because of the lack of funding. Policy 

changes that support the use of games and gaming in the nursing learning environment 

could also include providing time for faculty to work on game development. If faculty 



116 

 

 

had more time to flesh out ideas, work on developing them more fully, and time to 

collaborate with like-minded colleagues, students would have access to a higher level of 

interactive and experiential learning experiences. Thus, the adult learner would improve 

skills, knowledge, confidence, and problem-solving skills in a shorter amount of time.  

Implications for Practice 

An implication for practice is that by offering and focusing more time on 

interactive and experiential learning, and moving away from teacher-centric learning, the 

learning environment becomes more learner-centered. In that, adult learners can take 

more charge of their own learning. This would help with engagement and professional 

development. As reported in the research, when learners are more engaged in their own 

learning, they feel that the learning is applicable to them as learners, and they experience 

higher levels of confidence and competence. Clinical practice improves when the learner 

is fully invested, including understanding the theory and feeling self-confident about its 

application in the clinical environment. Changing practice to include a more engaging 

and enjoyable learning environment promotes an atmosphere where missteps are looked 

upon as a positive part of the learning process and used to make enhancements in future 

practice.  

Implications for Social Change 

One implication for social change could be for the game and gaming industries to 

become more involved in nursing education. This could include the hiring of nurse 

educators in the gaming industry to foster a cooperative relationship between educators, 

game designers, developers, and those who fund the development of these resources. An 
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example would be to have game and gaming designers to work collaboratively with nurse 

educators so that games and gaming opportunities are built with healthcare learning 

environments in mind. As the nurse educator is fully aware of the inner workings of the 

learning environment and how games and gaming can be helpful in bringing interactive 

and experiential learning experiences to adult learners, the inclusion of the nurse educator 

in the development and design phase would enhance the games and gaming being 

utilized. While working alongside game designers who have the expertise in building 

appropriate and useable games and gaming experiences, this collaborative relationship 

could positively influence the learning environment by utilizing the expertise of both the 

educator and the game designer simultaneously. Having nurse educators providing the 

content for the games would benefit the game designer. Having the game designer 

providing the buildout of the games would benefit the educator, and thus, benefit 

students.  

Another implication for social change is that by creating interactive and 

experiential learning spaces, adult learners are fostered into higher levels of confidence, 

knowledge and skill base, as well as a provision of fun and engaging activities that help 

students to develop skills in communication, collaboration, and problem-solving. As 

adult learners typically want to be involved in their own learning, games and gaming 

deliver the learner with the opportunity to engage with colleagues utilizing a self-

competitive and team-competitive approach. The learning, in gamification format, 

becomes less obtrusive and more enjoyable, thereby creating an atmosphere of 

enjoyment. When students enjoy what they are doing, they are usually more involved in 
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the learning process, and the material being learned is better absorbed and easier for them 

to apply in a clinical setting. 

Conclusion 

Games and gaming in education is a thoroughly researched topic in K-12 and 

higher education. However, nursing education has been slow to change and accept these 

forms of teaching and learning strategies. Yet in this research, I found that there are many 

nurse educators who are already utilizing games and gaming in the learning environment. 

These interactive and experiential learning experiences have been documented in 

showing increases in student knowledge and skills, collaboration, and problem-solving 

skills. These skills are increasingly necessary for success as students graduate and move 

into the professional work environment (Gallegos et al., 2017; Koivisto et al., 2016). 

Moreover, as students are anticipated to graduate and hit the ground running straight out 

of their nursing programs, the expectation is that newly graduated nurses are properly 

prepared to withstand the rigors of professional practice.  

In my qualitative research, I interviewed 18 nurse faculty from around the United 

States working with associate degree students as they prepare for licensure. Participant 

faculty reported high levels of personal and professional satisfaction with the inclusion of 

games and gaming in the learning environment. Likewise, they reported high levels of 

student satisfaction when games and gaming were included. The takeaway from this 

research was that further research should be conducted to investigate the use of games 

and gaming in all areas of nurse education, including classroom, skills and simulation 

labs, as well as in the clinical environment. Games and gaming in learning are an 
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exceptional way to engage the learner in an enjoyable atmosphere, that at times, can even 

allow the student to forget that they are actually learning or reviewing content. What 

better way to close than by referencing a movie about gaming, Wargames, produced in 

1983. …and just as the computer asks the main character, I pose this last question, “Shall 

we play a game?” 
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Appendix A: Informed Consent 

Consent Form 

You are invited to take part in a research study about the use of games and gaming in 

nursing education.  Specifically, your expertise is sought to better define and understand 

nursing faculty experiences with games and gaming in all forms of nursing education, 

including classroom, skills lab and simulation, as well as in the clinical environment.  

The researcher is inviting nursing faculty in Florida or from within the Walden Faculty 

Pool. Candidates will have at least 1 full year of nursing education experience to 

participate in the study.  I was able to obtain your name and contact information via 

professional connection (we are colleagues) or via your leadership. This form is part of a 

process called “informed consent” to allow you to understand this study before deciding 

whether to take part. 

 

This study is be conducted by a researcher named Laura Dana, who is a PhD in Nursing 

Education candidate at Walden University. 

 

Background Information: 

The primary purpose of this study is to explore the lived experiences of associate degree 

nursing faculty who utilize games and gaming as a teaching strategy.  More specifically, 

this study will describe games and gaming usage from the faculty perspective, including 

how a game is chosen, how a game is assessed as being effective, and what motivation 

inspires game use within the instructional environment of associate degree nursing 

education. 

 

Procedures: 

If you agree to be in this study, you will be asked to: 

• participate in a face-to-face, one-on-one, audio-recorded interview lasting 

approximately one hour; and 

• verify content of transcribed interview transcript, if desired. 

 

Here are some sample questions: 

• Tell me about the importance of games in nursing education. 

• Please explain a learning experience when you utilized games or gaming. 

• Describe skills being assessed while students are involved in a game or gaming. 

 

Voluntary Nature of the Study: 

This study is voluntary.  You are free to accept or turn down the invitation.  No one from 

Walden University nor (name of institution) will treat you differently if you decide not to 

be in the study.  If you decide to be in the study now, you can still change your mind 

later.  You may stop at any time. 
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Risks and Benefits of Being in the Study: 

Being in this type of study involves some risk of the minor discomforts that can be 

encountered in daily life, such as fatigue during the interview.  Being in this study would 

not pose risk to your safety or wellbeing. 

 

Benefits of the study include adding to the body of nursing education research.  As an 

individual with first-hand experience with this phenomenon, you will be involved with 

exploring the lived experiences of nursing faculty who utilize games and gaming in 

nursing education.  With increased knowledge of the faculty experience with this 

phenomenon, positive social change can occur.  Specifically, you will be assisting in 

informing changes in nursing education, academic administration, nursing practice, and 

policy reformation.  These informed changes have the potential to increase problem-

solving skills, and knowledge-base, which ultimately improves care at the bedside. 

 

Payment: 

There is no financial compensation for participation in this study. 

 

Privacy: 

Reports coming out of this study will not share the identities of individual participants.  

Details that might identify participants, such as the location of the study, also will not be 

shared.  The researcher will not use your personal information for any purpose outside of 

this research project.  Only the researcher and members of the dissertation committee will 

have access to deidentified study data.  Electronic data will be kept on a password 

protected hard drive in a locked office.  Paper data will be stored in a locked file cabinet 

in a locked office.  Demographic data of participants will be stored in separate files from 

the remainder of the study data.  Data, both paper and electronic, will be saved for seven 

years then shredded or deleted permanently, respectively. 

 

Contacts and Questions: 

You may ask any questions you have now.  Or if you have questions later, you may 

contact the researcher via (407) 758-0878 or laura.dana@waldenu.edu.  If you want to 

talk privately about your rights as a participant, you can call the Research Participant 

Advocate at my university at (612) 312-1210.  Walden University’s approval number for 

this study is (insert approval number here) and it expires on (enter expiration date here). 

 

The researcher will give you a copy of this form to keep. 

 

Obtaining Your Consent: 

If you feel you understand the study well enough to make a decision, please indicate your 

consent by signing below. 

 

Printed Name of Participant  _______________________________________ 
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Date of Consent   _______________________________________ 

 

Participant’s Signature  _______________________________________ 

Researcher’s Signature  _______________________________________ 

  



160 

 

 

Appendix B:  Recruitment Email 

Date: 

Dear (Program Director/Faculty Member/Organization Leader): 

 I am Laura Dana, a PhD candidate in Nursing Education at Walden University.  I 

write to you as I am conducting an original research study exploring faculty use of games 

and gaming in undergraduate nursing education.  The purpose of this study is to explore a 

knowledge gap surrounding the associate degree nurse faculty lived experience with the 

use of games and gaming throughout nursing education.  The implications for positive 

social change through this research are increasing student knowledge and skill level, as 

well as improving confidence and accuracy. 

 

 I humbly request your permission and assistance to solicit participants through 

your (program/organization).  If you are willing to assist in access to participants for my 

dissertation study, please provide required information for whom to contact to gain 

approval to conduct my research at your institution.  If I gain approval, your additional 

assistance in distributing the attached flyer to faculty members matching inclusion 

criteria would also be welcome. 

 

 Participants in the study should have more than 1 year of nursing instruction 

experience at the associate degree level of education. Candidates should be either from 

the state of Florida or from within the Walden Faculty Pool. I will travel to meet selected 

participants for a face-to-face, one-on-one interview lasting approximately one hour, if 

possible. However, based on participant choice and the state of our world, i.e. pandemic 

and travel restrictions, interviews may also be completed via Zoom or a similar virtual 

platform.  The interviews will be audio/video-taped then transcribed.  All information 

will be kept confidential and secured.  Deidentified information will only be shared with 

Walden University dissertation committee members as appropriate for the completion of 

the dissertation process. 

 

 Thank you in advance for your assistance in generating research to fill this 

important knowledge gap.  Thank you as well for the opportunity to speak with your 

faculty.  I look forward to continued communication with you. 

 

 

Regards, 

 

 

 

Laura Dana, PhD(c), MSN, Ed., RN, LCCE, COS-C 
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Appendix C:  Informational Recruitment Flyer 

Doctoral Research Study 
Nursing Faculty Experiences with Games and Gaming & Student 

Learning Outcomes 
 

 

  

  

• I am seeking nursing faculty participants for 

my dissertation research study. 

• The purpose of this research is to explore the 

lived experiences of nursing faculty who 

utilize games and gaming, including serious 

games (simulation) in the teaching-learning 

environment. 

• Participants will be requested to participate in 

one, face-to-face, one-on-one interview lasting 

approximately one hour. 

• If you match the inclusion criteria and would 

like to assist in this research, please contact me 

for further information. 

• Participation is voluntary and participants may 

withdraw from the research at any time. 

• Inclusion criteria: 

o Nursing faculty with > one year of 

experience in an ADN/ASN program 

o Located in Florida or from within the 

Walden Faculty Pool 

o Must utilize games or gaming as some 

form of teaching strategy 

DO YOU QUALIFY TO PARTICIPATE? 

Contact Information: 

Laura Dana PhD(c) MSN, Ed., 

RN, LCCE, COS-C 

407-758-0878 (Florida/EST) 

Email: laura.dana@waldenu.edu 

Walden IRB approval #: 03-07-22-

0265656 

Laura Dana PhD(c) MSN RN 

mailto:laura.dana@waldenu.edu
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Appendix D:  Interview Guide  

1. Describe the educational program in which you teach. 

a. Tell me about the teaching culture of your program regarding interactive 

and experiential learning. 

b. How much interaction do students have with faculty in an interactive 

environment?   

i. What is your perception of student interactions with games or 

gaming in learning environments? 

2. Describe your nursing students. 

a. Socioeconomic demographic 

b. Ages 

c. Cultural diversity 

d. Special accommodations 

3. What are your feelings about teaching students in an interactive and experiential 

learning environment? 

 

4. From your perspective, what is the definition of games and gaming in education? 

 

5. Do you level the difficulty of games based on the level of learner, i.e. simple 

games crosswords/word finds and lower level learners, serious games (simulation) 

and higher level learning?  

 

6. When using games and gaming in the teaching-learning environment, how do you 

connect the didactic content with the hands-on learning? 

 

7. Tell me about the process of choosing what kind of game or gaming will be 

utilized. 

 

8. Tell me about a time you introduced a game or gaming into the learning 

environment and you encountered learner hesitance? 

 

a. Have you encountered faculty/administration hesitance? 

 

9. What is most important to you about your experience with games and gaming in 

the learning environment? 

 

10. How influential are other faculty/staff on your decision-making regarding the 

utilization of games or gaming? 

 

11. What role, do you believe, games and gaming have in student success? 
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12. How do you assess student performance?  Learning? Subsequent to the 

introduction of games. 

 

13. How do you self-reflect as an instructor and how do those self-reflections 

influence your instruction strategies? 

  

14. Tell me about a situation when you suspected that student engagement was a 

contributing factor to the success or failure of an activity involving games or 

gaming. 

 

15. Regarding student preparedness prior to a game or gaming exercise, what 

expectations do you have? 

 

16. Tell me about your perceptions of your role in student learning outcomes. 

 

17. Is there anything else you would like to tell me? 

 

18. Would you like a copy of the completed transcript?  Yes 

a. Which method of delivery would you prefer for the transcript? 
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Appendix E: Demographic Survey 

 

1. Let’s begin with a little about yourself. 

a. What is your identified gender? 

b. How long have you been a nurse faculty member? 

c. Tell me about your formal nursing education 

i. Highest level? 

1. Teaching (subject matter) concentration? 

d. What types of nursing programs have you instructed in? 

e. What type of program do you currently instruct in? 

f. Is your program in a city, suburb, or rural community? 

i. Anything about your program that you would like to include? 
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