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+ ABSTRACT

Software measurement is considered important in improving the software process. However,
teaching software measurement remains a challenging issue. Although, games and
simulations are regarded powerful tools for learning, their learning effectiveness is not
rigorously established. This paper describes the results of an explorative study to investigate
the learning effectiveness of a game prototype on software measurement in order to make an
initial judgment about its potential as an educational tool as well as to analyze its
appropriateness, engagement and strengths & weaknesses as guidance for further evolution.
Within the study, a series of experiments was conducted in parallel in three master courses in
Brazil. Results of the study reveal that the participants consider the content and structure of
the game appropriate, but no indication for a significant difference on learning effectiveness
could be shown.
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