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Dr. Crown: This catapult does not have any plans. You will have to
lexamine tto determine how tis made,

[Erika: Does ithave the same hase as the catapultin Camp B7

Dr. Crown: It ook like itto me. Itwould be OK 1o use the same hase.
[Ruben: How do we make the slider connection? L
(Oscar. Ruben, the soldier behind me wiltell you about slider
connections.

[¥ou will have to come up with those on you own by examining the catapult
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Abstract
The internet has brought many new resources to students that have the possibility of improving the learning environment. However, with this has come an increasing expectation among students that learning should be easy and that the primary responsibility for student learning falls on the instructor rather than on the student. The challenge is determining how to redesign the educational process so that these new resources are used appropriately and do not encourage the student to become a passive learner. The key to addressing this challenge may be found in student motivation and engagement. According to the authors, student engagement is an essential element in the design and implementation of an effective learning environment that must be deliberately stimulated and measured. An engaged student is one who has a realistic plan for learning and implements that plan at their full potential. According to the authors, reconnecting or integrating the educational process with the student’s values, interests, goals, and aspirations (who the student is) will significantly strengthen the motivational basis for their education and lead to a higher level of engagement, learning, and academic success. Although the most effective means of impacting student motivation and success is to address all aspects of who the student is, the focus of this paper is on the use of games delivered in a learner-centered environment that focuses on student interest and integrates the educational setting. The authors have designed and implemented several motivational and engaging games where engineering students go beyond their own expectations, and the expectations of faculty, and willingly spend three or four times more than that envisioned by the instructor for the projects. This significant increase in engagement and motivation provides evidence that games are an effective pathway to academic success. The particular connections between game activities and key aspects of student motivation are explored. An understanding of these connections is a powerful design tool for the development of new games that can focus on particular student needs.
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