
Report on the test of Game Based Learning (GBL) “NexusMentis” in primary Schools. 

 

The intention of the study was to evaluate the effectiveness of the use of game-based learning in 
neuroscience and mental health in primary school students. Neuroscience and mental health can have 
a considerable role in the formation of healthy habits in the life of children as they grow but are however, 
often are neglected in traditional early education.  

Through personal connections and with the help of 
Trinity Access Program (TAP) we contacted some 
primary schools and according to school policy, 
and in respect to the privacy of the students, we 
tested the efficacy of a GBL approach to teach 
Neuroscience in three schools. In School 1 and 
School 2 we tested only one class of students, 
while in School 3 we tested 4 classes of students 
(called Class1-4). 
The study aimed to develop an approach to 
learning neuroscience through a game that 
teachers could play with a group of 20 to 30 
students in a classroom setting. The students were 
divided in teams, each represented by a different 
colour. Each team had a task, such as: complete 

the visual pathway, and they had to connect the regions of the board- stated on their task card.  
To do this the team had to answer quiz style questions, and complete scenarios and tasks in order to 
move along specific sense pathways (taste, touch, hearing, smell and vision) or other circuits (memory, 
reward, fear) on a grid style board. Figure 1 shows the picture of the interactive board while playing the 
game. 

To evaluate the efficacy of the 
game, students were given a 
questionnaire of 10 sample 
questions before and after playing 
the game. Figure 2 shows the 
individual scores of the students 
before and after playing the game. 
All the students are considered in 
the plot, including those with 
special needs, who were also able 
to follow the game and participate. 
Overall the average of the correct 
answers before and after playing 
the game showed that the game is 
an effective tool for learning in each 
school or class considered (Figure 
3).  

The students showed significant improvement between the first and the second questionnaires (17.5% 
in study 1, 14.7% in the study 2, and 11.5% in study 3).  



We also supplied a feedback form to the 

teachers of the classes that were studied. 

All of the teachers reported that they 

thought the game was an effective 

learning tool. Here are reported some of 

the answers: 

 
 
How effective has the game been in 
teaching student’s neuroscience?  
Class 1: “They loved it, bought into it 
and seemed to pick up terms and info.” 
Class 2: “Very good” 
Class 3: “Very effective-they picked up 
information and terminology very 
quickly”  

Class 4: “This game engaged children in learning about brain. Captivated and held attention for an hour 
and a half. Excellent.” 
 
Do you have any improvements or criticisms of the game?  
Class 1: “Very”  
Class 2: “Quite after watching just need some more clarity on how many hexagons to colour in if they 
get the question right”  
Class 3: “Confident”  
Class 4: “Confident and competent. Really enjoyed the questions, pathways and wild cards” 
 
Did you have any difficulties learning how to play the game yourself?  
Class 1: “No, straightforward”  
Class 2: “No”  
Class 3: “It was very quick to pick up when modelled by [game moderator*”  
Class 4: “Explained very well by [game moderator]” 
 

We also asked the children if the game helped learning 

Neuroscience. The majority of them (75%) reported a large 

improvement. (Figure 4). 

This pilot study shows game-based learning to be an 

effective tool when teaching children about neuroscience 

and mental health. We would like to develop a resource to 

be used as support by school and teachers. The resource 

will involve software and cards in support of the game, but 

also training books for teacher and the possibility to play 

different sessions to teach about different functions of the 

brain. The same strategy can be used for students of 

secondary schools or even higher levels of education. The game can also be developed for museum 

exhibitions for the general public. 


