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This article aims to show the design and construction of a prototype videogame in Microsoft PowerPoint to
motivate learning of geometry in 5th grade students, during the written is exposed theoretical basis for the use
of video games in the education, showing the methodology for its implementation, from design to construction.
For the design of the game was considered an attractive environment , with elements of much significance in
the everyday student , such as a cell to interact with different environmental elements such as messaging,
documents , inventories, photographs and maps, plus confront situations where you can find useful knowledge
gained in the area of &#x200B;geometry. The first level of the game is about a scout that wants to get ancient
relics and to achieve this he must solve various geometric problems; on his first scout approach requires
different inputs to start their adventure in Egypt. Finally a functionality test is conducted with a fifth grade
student who brings us a validation of the accessibility and navigability of the game

This article aims to show the design and construction of a prototype videogame in Microsoft PowerPoint to
motivate learning of geometry in 5th grade students, during the written is exposed theoretical basis for the use
of video games in the education, showing the methodology for its implementation, from design to construction.
For the design of the game was considered an attractive environment , with elements of much significance in
the everyday student , such as a cell to interact with different environmental elements such as messaging,
documents , inventories, photographs and maps, plus confront situations where you can find useful knowledge
gained in the area of &#x200B;geometry. The first level of the game is about a scout that wants to get ancient
relics and to achieve this he must solve various geometric problems; on his first scout approach requires
different inputs to start their adventure in Egypt. Finally a functionality test is conducted with a fifth grade
student who brings us a validation of the accessibility and navigability of the game

https://rebiunoda. pro.baratznet.cloud: 28443/OpacDiscovery/public/catal og/detail/b2FpOmNIbGVicmF0aWw9uOmV zL mhemF0ei 5yZW4AvM zMXNTcyM TQ

Titulo: El videojuego como agente motivador en el aprendizaje de las mateméticas electronic resource]
Editorial: 2014

Tipo Audiovisual: TIC geometria PowerPoint didactica Videogame geometry PowerPoint Egypt Education
Documento fuente: Grafias Disciplinares de laUCPR, ISSN 1900-5679, N°. 27, 2014, pags. 45-55

Nota general: application/pdf

Restricciones de acceso: Open access content. Open access content star



Condicionesde usoy reproduccién: LICENCIA DE USO: Los documentos a texto completo incluidos en Dialnet
son de acceso libre'y propiedad de sus autores y/o editores. Por tanto, cualquier acto de reproduccion, distribucién,
comunicacion publicay/o transformacion total o parcial requiere el consentimiento expreso y escrito de aquéllos.
Cualquier enlace a texto completo de estos documentos deberd hacerse através delaURL oficial de éstos en
Dialnet. Més informacion: https://dia net.unirioja.es/info/derechosOAl | INTELLECTUAL PROPERTY RIGHTS
STATEMENT: Full text documents hosted by Dialnet are protected by copyright and/or related rights. This digital
object is accessible without charge, but its use is subject to the licensing conditions set by its authors or editors.
Unless expressly stated otherwise in the licensing conditions, you are free to linking, browsing, printing and
making a copy for your own personal purposes. All other acts of reproduction and communication to the public are
subject to the licensing conditions expressed by editors and authors and require consent from them. Any link to this
document should be made using its official URL in Dialnet. More info: https://dialnet.unirioja.es/info/derechosOAl

Lengua: Spanish

Enlace a fuente de informacion: Grafias Disciplinares de la UCPR, ISSN 1900-5679, N°. 27, 2014, pags. 45-55

Baratz | nnovacién Documental

e Gran Via, 59 28013 Madrid
e (+34) 91 456 03 60
e informa@baratz.es



