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Naturalist 
Introduction
Videogames Powerful tools at the service of learning
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It activates logical-mathematical intelligence
with the use of videogames1.2

GBL: A methodology used to activate the
development of intelligence in Primary Education1.1

Stimulation of naturalistic intelligence 
with the use of videogames1.3
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Videogames 

examines a research experience which describes and 
assesses the Game to Learn Project, using the 
Game-Based Learning methodology to promote the use 
of serious games and digital games to favour the 
development of Multiple Intelligences

The contribution and impact of the GBL methodology in the 
increase of the logical-mathematical, naturalistic and 
linguistic intelligence levels in elementary school children is 
evaluated, after a period of eight months participating in the 
Playing for Learning Project with a dedication of one hour 
per week.

in subjects at the end of the Playing 
for Learning Project supported by the 
AbJ methodology.

An increase 
A generalized increase in all the 
indicators that contribute to explain 
the naturalistic intelligence once  the 
Playing for Learning Project has 
concluded.

 in young people, so it would be desirable that this GBL methodology be contemplated in schools.

They presented activities and tasks related to calculus and numbering, where the time variable required speed 
and precision to obtain rewards and become winners. 

strategy capable of facilitating learning, in addition to improving skills and abilities and, therefore, 
different intelligences.

success lies in the qualification of teachers since they must learn to integrate these resources in the 
classroom.

An increase 
An interest 
A powerful 
Increase 
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Naturalist 

Training 

In terms of linguistic intelligence, 
increases are also observed

with the ability subjects have to organize 
logical and mathematical processes, and 
with their scientific potential linked to 
visual-spatial ability.

those that promote classification, 
measurement, etc. activities thought to 
activate logical and heuristic thinking.

It is identified 

Videogames 

with the ability of the subjects to observe 
and investigate scientific and natural 
phenomena, passion for nature, etc.

those educational ones that deal with 
scientific contents such as Spore, Kokori 
and Algodoo.

It is identified 

Videogames 

with the capacity subjects have to structure 
words meanings and functions, together 
with the use of language which are both 
linked to linguistic intelligence.

- Prieto and Ballester’s Evaluation Questionnaire (adapted).

- 30 qualitative indicators (10 for each intelligence measured with a Likert 
scale).

- Scribblenauts
- Role-Playing Game (RPG)

- Foster social skills
- Promote cultural values
- Reinforce critical thinking
- Develop creativity
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Videogames

They presented activities and tasks related to calculation and numbering, where the variable time required 
speed and precision to obtain rewards and emerge winners.Videogames

They promote practices such as comparisons and classifications of objects, as well as simulations that teach 
to recognize and identify topics addressed in the subject.

- An enjoyment in listening to the locutions
-  A taste for communicating using oral language
-  A preference for communicating orally
-  A taste for rhymes, tongue twisters, etc.
-  A taste for word games
- A  taste for reading

Videogames
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- They enjoyed the video game activities related to the subject of Knowledge of the Environment.

- A love for simulation and virtual manipulation of novel videogame materials.

- A curiosity and a like to ask questions and look for additional information.
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- An interest in the video games mathematical missions.

- A pleasure for making puzzles.

- A Love for games that require using strategies.

- An enjoyment with the subjects related to mathematics.
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