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1 To assess the impact of gamified activities:

2 To assess the influence of gamified activities on
the development of collaborative work skills in a
problem-solving context, namely:

i) on the learning of reading/writing in the teaching of
English in Primary education

ii) on the students' involvement and engagement in
solving them - cf. Leuven Involvement and
Engagement Scale - Laevers 1994)

i) comprehension, exploration, and resolution
ii) group organisation and cohesion
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