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I Win!  Increasing Student Engagement with “One Less Thing” Motivational Games

Introduction

Higher order thinking skills, such as problem solving and critical thinking, are recognized as important skills that students should be gaining for future employment (Robinson & Garton, 2008).  Research on problem solving has indicated differences in the problem solving ability of content experts and content novices (Chi, Feltovich, & Glaser, 1981).  Specifically, content experts are often able to recognize a problem’s underlying patterns, while content novices are more likely to solve problems based on superficial information (Chi et al., 1981).  It should be the goal of all educators to teach students how to solve problems and think critically, but teachers should realize that students may not possess the ability to solve problems if they lack content knowledge.  One means of introducing students to new concepts is utilizing instructional strategies that are considered lower order in nature, then gradually shifting instructional tactics to promote higher order thinking skills.  Newcomb and Trefz (1987) stated that “providing this background of facts, dates, theories, etc. is essential for the student beginning to learn new subject matter” (p. 26).

Regardless of the level of cognition, it is imperative that students are motivated to learn (Phipps, Osborne, Dyer, & Ball, 2008).  This is especially important when introducing new content, especially when the information is factual in nature.  Students often perceive this information to be boring or trivial.  Teachers must plan varied instruction that engages students in the learning process (Phipps et al. 2008).  One means of adding variability into the learning process is through motivational games.  Motivational games have the potential to increase students’ interest, motivation and retention of knowledge (Hogle, 1996).  One new motivational game available to agriculture teachers is called Recall.  Recall is a set of cards for students to match the keyword with the definition or concept in kinesthetic activities (One Less Thing, 2012). It utilizes lower order thinking skills to build a strong foundation of content knowledge so that high order thinking can be achieved. This activity is designed for students to assure maximum content retention through a variety of methods (One Less Thing, 2012).

How It Works

Recall is available for several agricultural education courses. Plant Reproduction Recall was used to teach the plant reproduction unit of a general horticulture course made up of sophomores through seniors. The instructional topics within this unit included the basics of plant reproduction, asexual propagation techniques, plant reproductive structures, and terminology. Recall was used throughout the unit to reinforce correct terminology. Terminology that was not addressed in parts of the lesson were simply set to the side so students would not review a term that have not yet learned. To begin a lesson, a ticket-in-the-door method was utilized.  This method required the teacher to tape one of each pair of Recall cards on the white board.  The teacher kept the matching card and had each student draw one as they came in the classroom. When they found their match, they were allowed to take their seat.  
Recall is very versatile and can be implement in several ways as an innovative means of reinforcing content. Recall can be used as a memory game, in which students are grouped into teams of two to six. One student flips the cards face down and tries to match the term with the appropriate definition. If the student finds the appropriate definition, the student keeps the match and continues to flip over two more cards to find appropriate matches. If the student does not find a match, the cards are simply flipped over and the next student searches for matches based on the cards that they have seen. Also, Recall can be used as a Pictionary® type activity in which the class is divided into teams. One student from each team picks a card and then has to draw clues that will allow team members guess the term on the card.  Another innovative method for Recall to be implemented in the lesson is by playing a card game similar to rummy (One Less Thing, 2012).  Each player is dealt 4 cards; the remaining cards are put in the middle of the group with one card face up. On their turn, each player must pick up a card from the deck and discard one, with the goal of getting matching the term with the correct definition. The player with the most matches when someone runs out of cards is the winner. 
Results to Date/Implications
Recall is a fun, engaging, and innovative strategy that helps students learn content quickly.  Engaged students, coupled with behavioral management strategies, such as proximity control, provided a stimulated learning environment where undesirable behaviors rarely occurred. Students’ self-efficacy in the content area was positively affected by the motivational learning activity. This activity allowed for all students, regardless of learning style, to effective learn and retain content. 
Future Plans/Advice
Pre-service teachers at [State] University will be introduced to Recall as a means of engaging learners. Students may potentially benefit from using Recall in many instructional areas. Implementing an adequate behavior management plan is essential when utilizing Recall. It should be noted that all content within Recall does not have to be taught. The content can be tailored to what the instructor is teaching. However, it is necessary to review the contents of the cards to ensure students’ prior knowledge and that every term has an appropriate match. 
Costs/Resources Needed
The cost of the digital file of Recall is inexpensive. It is $25 for the downloadable file to be sent to you in the content in which you desire. You will need a computer and a printer to print the cards, card match list, and instructions. It is recommended that the cards be printed on heavy perforated cardstock for durability; however, regular printer paper will suffice. It will also take a small amount of time to print the cards and cut them out. It is recommended that when printing out the cards, to print out several copies to disperse to groups. One entire copy should go to a single group. Depending on the size of group or the amount of groups desired would determine how many card copies are needed. 
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