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Fig. 1. Scooter the Tutor — looking happy when the student has not been gaming
harmfully (top-left), giving a supplementary exercise (o a gaming student (right), and looking
angry when the student is believed to have been gaming heavily, or attempted
to game Scooter during a supplementary exercise (bottom-left).
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Fig. 2. The frequency of gaming (observed) in each condition.
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Fig. 3. The Learning Gains Associated With Receiving
Different Levels of Supplemental Exercises From Scooter
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Fig. 4. Left: The Learning Gains Associated With Receiving Different Levels of
Supplemental Exercises From Scooter (Top Third versus Other Two Thirds).
Right: The Learning Gains Associated With Different Levels of Harmful Gaming, in
the Control Condition (Top Half of Harmful Gaming Versus Other Students)
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Table 1. Learning gains for students who received large numbers of supplementary
exercises from Scooter, and for students who did not use Scooter and
engaged in more than the median amount of harmful gaming. among

harmful gamers. All students used the same lesson on Scatterplots

Group Learning Gain
Experimental condition: more supplementary exercises 46 points
Control condition: more harmful gaming 20 points
2004: more harmful gaming [e.g. 5] 18 points
2003: more harmful gaming [e.g. 7] 25 points

4.2 Expressions of Anger
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Fig. 5. Observed Gaming Over Time, in the Experimental Condition
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