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Abstract In this paper, we propose a GBL(Game
Based Learning) content of intelligent tutoring capability.
The objective of our GBL content is to learn the Kar-
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naugh Map which is generally used to simplify boolean
functions. Our GBL content well-motivates learners with
interesting game-based scenarios and also, through an
intelligent tutoring module, gives learners adaptive feed-
backs such as hints and explanations while maintaining
learners’ contextual immersion. Additionally, we identified
significant improvement in terms of learning effective—
ness by analyzing the test results of two {experimental and
controlled) student groups learming the Karnaugh Map.
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