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Message from the Guest Editor

Dear Colleagues:

New-generation students require more active approaches,
with challenges, goals, collaboration and a sense of
achievement (epic meaning). Such features are present in
Game-based and Gamified learning raising promising
technologies to use in higher and adult education.
However, research in this field requires moving from
whether these technologies are effective, to under what
conditions are they efficient and effective. Considering as
conditions cognitive and emotional aspects of the student,
while instructional features, immersion, adaptability,
accessibility and usability of the learning software.
In this Special Issue, we aim to gather novel theoretical,
methodological, pedagogical and technological
approaches, in the form of literature reviews, empirical
studies, case studies, challenges, strategies and lessons
learned, in the design, application, adaptation, evaluation
and assessment in Game-based learning (GBL), Gamified
learning (GL), higher education and adult learning.
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Editor-in-Chief

Prof. Dr. Daniel Muijs
School of Social Sciences,
Education and Social Work,
Queen's University Belfast,
Belfast BT7 1NN, UK

Message from the Editor-in-Chief

From its first issue in 2011, Education Sciences (ISSN 2227-
7102) has grown as a scholarly international open access
journal. Its aim remains to publish extended full-length
research papers that have the scope to substantively
address current issues in education. As a member of the
Committee on Publication Ethics (COPE), our goal has
been to disseminate high quality research. Our publisher,
MDPI, takes the responsibility to enforce a rigorous double-
blind peer-review together with strict ethical policies and
standards to ensure to add high quality scientific works to
the field of scholarly publication.
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