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Abstract. The current study examined how students’ frequency of interactions 
with game-based features impacted their system performance (i.e., total trophies 
won and achievement levels earned) and attitudes toward the game-based  
system, iSTART-ME. This study (n=40) was a part of a larger study (n=124) 
conducted with high school students. Results indicate that students’ interactions 
with game-based features were positively related to both their system perfor-
mance and their posttest attitudes toward the system. These findings provide 
further support showing that the integration of game-based features has positive 
effects on students within educational learning environments. 
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1 Introduction 

Learning scientists have begun to investigate how game-based features impact  
students’ affect and performance within Intelligent Tutoring Systems (ITSs). When 
students interact with game-based features incorporated within an ITS, they report  
improved engagement and an increased likelihood of future system use [1-4]. Al-
though previous work has shown a positive relation between the implementation of 
game-based features and student affect, it remains unclear whether students’ system 
performance varies as a result of interactions with these features. The current study 
addresses this question by examining the relation between students’ frequency of 
interactions with game-based features, their system performance, and their posttest 
self-reported attitudes toward the game-based system, iSTART-ME. 

1.1 iSTART-ME 

The Interactive Strategy Training for Active Reading and Thinking – Motivationally 
Enhanced (iSTART-ME) is an adaptive system that was designed to help students 
improve their reading comprehension ability by teaching strategies in a game-based 
virtual environment. iSTART–ME incorporates educational games and interactive 
features into an adaptive environment which allow students to practice reading  
comprehension strategies [5].  
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