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Abstract

The research aimed to investigate the effectiveness of a proposed program in the light of Digital
Game based learning in stereochemistry learning in developing conceptual understanding and
academic engagement among chemistry in English language students at the Faculty of
Education. To achieve this, a program was prepared in the light of digital game-based learning.
The program included a student book and a lecturer's guide. The research tools were prepared,
which included conceptual understanding test in stereochemistry, cognitive engagement scale,
behavioural engagement scale, and emotional engagement scale. The research group consisted
of (41) students in the third level, majoring in chemistry in English language section, at the
Faculty of Education. The research tools were administered as pre- and post-administration on
the study participants, and the program has been implemented. The research reached the
following results: There were statistically significant differences at the level (a <0.01) between
the average scores of the pre- and post-applications of conceptual understanding test in
stereochemistry in favor of the post-application. There were statistically significant differences
at the level (o < 0.01) between the average scores of the pre- and post-applications of cognitive
engagement scale in favor of the post-application. There were statistically significant
differences at the level (a. < 0.01) between the average scores of the pre- and post-applications
of behavioural engagement scale in favor of the post-application. There were statistically
significant differences at the level (a < 0.01) between the average scores of the pre- and post-
applications of emotional engagement scale in favor of the post-application.

Keywords: Digital game based learning, cognitive engagement, behavioural engagement,
emotional engagement, stereochemistry, academic engagement.
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