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Abstract

 

The drop-out rate increasing has many concerned about what the future could be like. A method that game designers are considering is a game that would improve decision-making skills. Technology has been improving and as it improves, we see that it is a way in which we can grab people and indulge them in a fun game that would enhance skills. 

We made a card game that would improve critical thinking skills as they played. The card game consisted of 21 cards that would state situations they would be in and see how many points they would bet to go with the sure thing instead of the gamble. Twenty-one subjects played in groups of three to five at a time. To see how they improved we gave the subjects pre-game assessments and post-game assessments then compared the results to see whether the card game was effective. We hypothesized that our game would improve their critical thinking skills. 

Results showed that the card game we came up with did not improve their decision-making skills. Most of the people who played the card game showed excellent scores on the pre-game assessment and showed an equal excellence in the post-game assessment.

It was believed that the null result was due to the ceiling effect. This is so because when we analyzed the pre-game assessments we saw peak scores so when the subjects took the post-game assessments there really wasn’t room for improvement on the post-game assessment since they had done exceptional on the pre-game assessment. The card game had no effect on the decision-making skills of our subjects. 

 

