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Abstract
According to a 2005 report from The Education Trust, about 37% of students enrolled in a four-year college do not graduate because they have either dropped out or failed all of their classes (Lewin, 2011). Flow is a phenomenon that people experience when reaching a balance between challenge and frustration. Although the hindrance might be burdensome, developing the player’s desire to overcome it is the essential key to successful game creation (Paras and Bizzocchi, 2005). Therefore, by combing gaming and education, students can effectively be engaged in learning how to make better decisions. 
We developed a game to promote decision-making in high school students. The players were first given a pretest in which they had to choose between a gamble and a sure bet. The goal of the card game was to test the player’s decision-making skills. After listening to the scenario, the prospect, and the sure bet, the player had to make their own preferred prospect Afterwards, the players were given a posttest similar to the pretest. Again, they had to choose between a gamble and a sure bet. The results for both tests were to be used for comparison.

There was not enough evidence to suggest that our game mechanic improved decision-making between the pre- and post-test (t-test, p > 0.10). Out of 22 subjects, 36.36% received a lower score in the posttest than they did in the pretest, 27.27% got a higher score, and 36.36% received the same score both times. We will review several possible alternative accounts for the lack of difference between the two tests.  

 

