
The study took place in 2010-11, within the context of a 

Globaloria class, a social learning network for learning game 

design, at a charter school. This is a required class for all 

students each school year. This report is part of a longitudinal 

study designed to measure the impact of Globaloria 

participation on interest in and pursuit of STEM educational 

and career paths.

The Globaloria program blends the learning of content, 

research, digital literacy, computer programming and game 

design using a social learning network in a classroom setting. 

It is used by thousands of students in several states. 

Early results from a longitudinal study show increases in self-

problems and to express themselves on a blog.

The research literature consistently shows strong 

and professional success, and that middle school is a crucial 

time for the formation of career and educational aspirations.  

This longitudinal study will continue to explore the 

associations between the development of technology self-

goals and attainment. 

Additional papers with in-depth discussion of the literature, 

instrument development and statistical analysis are available 

at WorldWideWorkshop.org/reports
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189 charter school students: grades 6 and 7, 50% female, 83% 

economically disadvantaged, 83% Hispanic, 36% English 

language learners.

Students took a brief (11-item) survey regarding their self-

year. Students also participated in interviews about their 

educational video-game design projects. It was hypothesized 

that participation in a hands-on, collaborative, project-

engineering learners In addition, researcher conducted 

design-based research in order to understand the context and 

observe the curriculum and classroom approaches in action.

from the beginning of the year to the end of the year among 

7th grade;; the largest increases were among 7th grade girls. 

beginning of the year, making it hard to measure change from 

expected to increase as a result of Globaloria participation: 

(2) engage social resources, and (3) address technological 

challenges

Figure 1. Students work daily in class, and during lunch and other free periods. 

Students blog a few times a week about their experiences as game 

designers and about the content of the game and the challenges in 

coding it.

Figure 2. Examples of student games, all are playable at Globaloria.org

“I like it,  because 

making games is hard 

games is kinda easy. I 

kids that like games. 

And Globaloria is for me. 

Because I like creating 

games, and all the code, 

—Ammar (7th grader)

 “I was proud once I 

how amazing Globaloria is, 

and how much Globaloria 

is important to the world, 

and how it is teaching 

the new generation how 

to grow up and leave the 

world in our hands, and so 

we will know how to take 

—Genevieve (7th grader)

 

“I want to become an 

engineer,  to help the 

lives of other people in 

—Michael, (8th grader, 
National Gold Medal 
winner of the Scholastic 
Arts and Writing Award)

The results from this study show that participation 

measure to ensure that it accurately measures self-
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