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Revised topic  

Effects of PreK-2nd graders’ Safe Failure Learning through Playing Minecraft  

Revised Research Question 

Question 1:  

What are the possible emotional triggers of video game for the young children?  

Question 2:  

To what extent the video games can enhance the elementary lower level students (pre-K to 

second grad) understand safe failure?  

Data Collection 

Before the class, in order to efficiently conduct a hybrid class (face to face + online 

gaming), I sent a survey via Google Form (https://goo.gl/forms/Yxh6DBDwmnwQ6iPi2) to 

collect 9 parents’ attitudes regarding video games by a Likert scale survey. One week after the 

class, I sent a same Likert scale attitude survey to see whether the data will be significantly 

different or not. 

On Feb. 9, 2019, there were 9 families participated a hybrid class which was a face to 

face gaming-based learning class combined SmartSprrow (online adaptive learning platform) 

online activities. On class, 9 students completed their pretest via SmartSparrow. At the end of the 

class, 9 students submitted their drawing to present their feelings about “safe failure”. After the 

class, the students and parents were required to review learning contents through SmartSparrow. 

One week later, the researcher sent Google forms (https://goo.gl/forms/hJZKro6P9dJSf24A3) to 

collect their posttest score.  The data I have been collected include:  

1. 9 pretest scores. I collected 9 participants pre-test online scores on the face to face 

class. The full score is 10 points of 6 questions.  
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2. 9 posttest scores. The posttest had been sent to the parents via Google Form one 

week after face to face class. It is same questions with same full scores.  

3. Researcher’s observation field notes  

4. 3 observation check lists (2 parents + 1 SME)  

5. 9 parents pre-class surveys.  

6. 3 parents post-class interviews.  

Data Analyzing Method 

The Quantitative Data Analyzing includes two parts: Pretest & Posttest Scores and 

Before & After Class parent’s attitude survey.  

H01: There will not be a statistically significant difference in the mean results between 

the pretest and posttest score in students’ acquisitions of Safe Failure (Saunders, 2014). 

 In the beginning part of analyzing pretest and posttest scores, the test setting and standard 

will be introduced and listed with lucid chart  (Social and Emotional Learning, 2018). In order to 

prove the validity, the researcher will use a table list to explain how the tests aligned with the 

California Social Emotional Learning Principles and CASEL’s standard. For descriptive statistic, 

mean, mode and SD (Standard Deviation) will be illustrated by Box-Wisker Plot (Table 1) to 

analyze how the students performed separately in both pretest and posttest  
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 Table 2 
Groups Count Mode Mean Variance Std.Dev. 

Pretest 9 7 6.33 2.25 1.50 
Posttest 9 10 8.33 2.75 1.66 

 
 Compared with pretest and posttest, the researcher will adopt single factor ANOVA for 

calculating P-value. The P-value of 0.016 (Table 3) can successfully help the research to reject 

the Null Hypothesis 1 (McMillan, 2016).  

Table 3       
Source of Variation SS df MS F P-value F crit 

Between Groups 18 1 18 7.2 0.016 1.787 
Within Groups 40 16 2.5    

       
Total 58 17     

 

H02: There will not be an obvious parents’ attitudes change regarding the video games in 

elementary lower level social emotional learning between the before class and after class 

Likert Scale survey.  

In order to reject the Null Hypothesis 2, the researcher calculated the percentages of the 

Likert scale to compare the difference of attitude.  Before the class, more than 50% parents 

maintain neutral attitude and 30% showed their negative attitude. After the class, more than 60 

percent of the parents’ attitude are turn to positive and surprisingly there were no negative 

attitudes showed by the surveys.  

Dues to the convenient sampling and comparably small number, the reliability of 

rejecting H02 may need to be easily challenged. It needs to carefully state in the limitation in the 

final report.  
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Table 4 
 

The qualitative data includes observation, interview and artifacts (students drawing). The 

first step in qualitative data analysis is to group data into workable units or segment (McMillan, 

2016). Recursive analysis will be used to identify themes in the participant narratives.  

 

Picture 1 

There were two types of observing role, one was completed insider (the instructor) and 

another were partial participants (2 parents & 1 subject matter expert). Worked as an active 

participation, I will analyze two types of field notes, descriptive and reflective (McMillan, 2016). 

The descriptive field notes include words, drawing, videos and the reflective filed notes will 

about who, what, where, how and why something happened. When processing the data 

interpretation, the credibility should be seriously addressed. McMillan mentioned about 7 threats 
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about context insensitive, inadequate participant perspective, researcher bias, inadequate 

transparency, inauthenticity, instrumentation, sampling. With the lucid understanding those 

threats will help me to build up my qualitative date’s credibility.  
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