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How video games can revolutionize the static classroom 

 Digital technology is embedding itself as a major component of today’s society, changing 

the way humans behave, think and live their lives. It enables people to do things they could not 

do before, and helps the world progress. While society digitally evolves, however, modern 

school systems still seem to remain in the dust. Rather than fully utilizing the avails of digital 

technology, education systems “treat the human mind as if it is like a digital computer. Digital 

computers operate by rules that tell them how to manipulate symbols, symbols that have no real 

meanings to the computer” (Gee 71). This comparison reflects Paulo Friere’s “banking” concept 

of education, which criticizes the traditional school system. He draws attention to the vacant 

practice of teachers “depositing” meaningless information for students to robotically report back 

(Friere 1). Education systems are trapped in this static classroom—a learning environment that is 

passive, unengaging and meaningless—despite its digital students growing up in a digital world. 

With the modern emergence of digital technology, some researchers and educators are beginning 

to see how its use in school systems could potentially address criticisms like those of Friere. 

Specifically, effectively implementing video game technology in education systems can address 

problems of the traditional school system and revolutionize the static classroom. 

 As Michel Foucault points out in his section on discipline in Discipline and Punishment: 

The Birth of the Prison, today’s classrooms still operate the same way they did when school 

systems were first established in the 1800s. He compares this traditional system to the prison 
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system. Both their structures involve a power figure (the teacher) who instructs and surveillances 

individuals who are inserted into a fixed place (students attending class) (Foucault 1-12). This 

problem could be addressed with more student-centered learning and learning through self-

exploration—a feature which video games entail. Some researchers and educators are beginning 

to realize that the modern teaching practice needs to “move away from a model where the 

teacher is the source of information,” and move towards teaching students how to explore, 

evaluate and utilize digital resources available to them (Dumbleton & Kirriemuir 223). As Friere 

asserts, “Education must begin with the solution of the teacher-student contradiction, by 

reconciling the poles of the contradiction so that both are simultaneously teachers and students” 

(2). 

 Friere’s quote ties into Marc Prensky’s paradoxical concept of “digital immigrants” 

teaching “digital natives.” He uses the term digital natives to refer to today’s students—the 

generation that grows up immersed in technology; whereas, “digital immigrants” are those who 

grew up in the pre-digital age and consequently struggle to speak the “digital language” (Prensky 

28-30). This is part of why many educators may feel adverse to the idea of implementing video 

game technology in school systems. As digital immigrants, they reject the unfamiliar, would be 

forced to learn foreign technologies, and are accustomed to teaching structured curriculum 

through traditional, linear methods. However, the digital native student population is conversely 

accustomed to these digital technologies, and it is changing the way they best learn. Trapped in 

the outdated static classroom established centuries ago, “today’s students are no longer the 

people our educational system was designed to teach” (Prensky 30). 

 Researchers are realizing that the brains of digital natives indeed change in order to adjust 

to the constant encounters with and use of digital media. Novel discoveries in neuroscience are 
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gathering more and more research about neuroplasticity. They are finding that the brain is 

continually replenishing brain cells and reorganizing itself in response to stimulation, such as 

stimulation from digital media usage. This is why, for example, imaging experiments have found 

that the visual areas of the brain will light up more when blind people read Braille and the 

auditory cortex will light up more when deaf people listen to signs (Prensky 33). Neuroplasticity 

should be a significant concept to educators because it means human brains may process 

differently, and therefore learn and function differently. Hence, the digital natives are processing 

differently due to growing up engrossed in digital media consumption. A study by Hayes & 

Birnbaum compared children’s success in comprehending stories through different media (book, 

radio and television). They found that children derive more information from visual components 

than verbal ones. Furthermore, combining both visual and verbal components simultaneously is 

ideal for the way children’s brains comprehend information (Harris 46-47). Cognitive 

psychologists already agree that the foundations of thought involve the components of mental 

images, concepts and language (Huffman 287). Studies such as Hayes & Birnbaum are 

concluding that today’s students are by far learning best through the simultaneous use of both 

visual and verbal elements. So, the diverse components required for the foundation of thought 

are even more demanding for the brains of digital natives. “The challenge for educational 

institutions will be to marry the collectivist learning inherent in old media, which saw all 

students literally reading from the same page, to the individualistic learning of one student using 

one computer to explore the digital universe” (Kee et al. 325).  

 Many educators seem to be facing this challenge by using technologies such as 

PowerPoint presentations and the occasional film in classrooms. This does not suffice, though. 

PowerPoint presentations are still very linear and fail to engage students. They merely are a 
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digital display of the same notes that could be written on a chalkboard. Films are better because 

they incorporate the use of images and sounds in a style that digital natives are more accustomed 

to. However, they do not combine both verbal and visual components that research finds as ideal 

for learning: video games do. In a survey randomly distributed to 50 Marist College students, 

participants were asked to indicate on a Likert scale how more or less inclined they would feel to 

pursue academic learning in elementary and high school if interactive media or video game 

technology was used. 70 percent of the surveyed students expressed that they would be more or 

much more inclined (Jasko). This is a reflection of the digital natives’ tendency to migrate 

towards digital technologies that cater to the kind of stimulation they grow up immersed in. 

Researcher James Paul Gee refers to video games as a type of “multimodal text”—one which 

involves both images and words (along with other modes like music and bodily sensations), 

satisfying the way brains of digital natives learn. Furthermore, Gee explains that combining 

different modes communicates things that neither of the modes can do separately (17).  

Video games exploit both verbal and visual information that are processed in 
different cognitive subregions. Words are processed only in the verbal region, 
whereas images are processed in both regions, the other region is the visual region 
allowing for greater depth of processing and increased availability of multiple 
retrieval cues. (Annetta 110) 
 

In other words, video games can force different parts of the brain which ordinarily do not work 

together, to work together, and it permits higher-level thinking. Hence, greater cognitive leaps 

and more substantial learning that tailors to the way digital native students’ brains process 

information can be met. 



Jasko 5 
 

 

Figure 1: Survey on Marist students’ views on video games and education - Question #12 (Jasko) 

  
 Video game technology does not just permit student-centered learning and a multimodal 

teaching tool, but it also “allows [students] to do something, engage, explore themes—not just 

repeat back” (Ferrandi). When open-endedly asked what their main criticism of today’s 

education system is, many Marist students responded that students are forced to passively 

memorize seemingly random, useless information simply to take a test rather than comprehend 

anything meaningful. As one student put it, “We basically learn to take tests without actually 

gaining any knowledge” (Jasko). This is a problem with the traditional school system which 

educators struggle with and students suffer from. This issue is a main point in Friere’s “banking” 

concept of education. “The student records, memorizes, and repeats these phrases without 

perceiving what four times four really means, or realizing the true significance” (Friere 1). 

Similarly, Gee exemplifies this issue with an example of college freshmen who completed an 

intro-level physics class with good grades. They can write down Newton’s three laws of motion, 
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but they cannot produce meanings or apply this knowledge in a new way. For example, when 

asked the question “How many forces are acting on a coin that has been thrown up in the air?” 

they get the answer wrong by neglecting to consider friction along with two of Newton’s laws 

involved (Gee 23-24). They robotically applied the question to Newton’s laws that they 

memorized, rather than thinking in terms of physics in general: they thought in terms of 

answering this question for a class test. “The child who has built up [meaningful] knowledge is 

liable to be turned off by school when such knowledge is not valued and mindlessly repeating 

facts and numbers that one understands in no embodied way gains one an A” (Gee 109). The 

educational emphasis seems to be focused on learning to take tests more than learning to take on 

the real world. Students are capable of learning meaningfully, but the static classroom does not 

effectively enable them to do so. 

 Cognitive psychologists such as Robert Sternberg, best known for his Theory of 

Successful Intelligence, stress that knowledge and mental abilities must be applied to real-world 

situations rather than tested in isolation (Huffman 308). Learning information in isolation—the 

way traditional school systems typically do—is what makes the knowledge seem random, 

useless and meaningless. Perhaps the information would seem more relevant, useful and 

meaningful if learning was situated in a “semiotic domain”—or in a context that involves 

different modes, invites reflection based on experience, and allows interpretation and application 

to the real world (Gee 18-28). Researchers and educators are beginning to see how video games 

can enable such learning in semiotic domains. For example, the schools Norwich Free Academy, 

Brien McMahon High School and the University of Connecticut are utilizing the game 

Operation LAPIS in classes. Operation LAPIS is a role-playing game designed for Latin classes 

by UCONN Associate Professor Roger Travis and the Norwich Free Academy’s Kevin 
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Ballestrini. Students log into the game in teams of four and complete their missions, which 

involve translating and understanding Latin, which directly leads to how and when missions are 

finished. An example of a mission would be typing directions in English and Latin for the 

character to find a certain destination (“CT Schools...Latin” 1). Like when studying abroad, the 

students playing Operation LAPIS are inserted into actual situations in which they have to apply 

their academic knowledge to a contextualized situation for rational reasons: they learn in a 

meaningful manner. With the use of video game technology in education, “instruction that was 

formerly experienced linearly and at a distance, separate and independent of the learner, is 

instead experienced simultaneously, immediately, and fully” (Neville & Shelton 610).  

 Fegus Craik and Robert Lockhart developed the cognitive psychological Levels of 

Processing Model in 1972, pertaining to memorization. It deciphers shallow processing versus 

deep processing. Shallow processing involves typical low-level memorization, while deep 

processing internalizes information in a meaningful way through practices such as developing 

associations, making connections with personal experiences and relating information to things 

we already know (Huffmann 251). The shallow processing is comparable to memorizing 

seemingly random, useless information for a test, while deep processing is comparable to 

meaningful learning situated in a semiotic domain. The unique educational value of the free 

online game Food Force exemplifies how video game technology can satisfy the latter of the 

two. Food Force is a game designed for children by the United Nations World Food Program. In 

Food Force, “the players are thrown into a virtual world where they are asked to be part of a 

team of Food Force aid workers. Their mission: to feed the starving population of the fictitious 

drought-sticken, war-torn island of Sheylan in the Indian Ocean.” Rather than shallowly 

processing the unfathomable fact that more than 850 million people every day struggle to get a 
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meal, they are situated in the context and experiencing a simulation of the UN World Food 

Program’s mission: they are deeply processing the information so that it becomes significant, 

relevant and graspable. 

 Deep processing through the use of video game technology is also demonstrated in the 

high school senior Humanities class of educator Desiree Ferrandi at River Dell Regional High 

School in New Jersey. During an interview with Ferrandi, she explained how she utilizes the free 

online resource of the British Museum’s interactive learning tools to assist in teaching students in 

her Humanities classes. Combining images, readings and interactive challenges, this digital tool 

allows students to explore and build. For example, a section may have students read about 

different architectural structures in Ancient Greece while viewing pictures and given challenges 

to synthesize the data through a game, followed by an ultimate challenge of using the knowledge 

just obtained to build their own architectural structure of Ancient Greece and explain their 

production process. Ferrandi noted that when quizzed and tested on this material, the students 

tend to correctly answer questions pertaining to information that was learned through interactive 

challenges, versus wrongly answer questions pertaining to information that was only learned 

through reading. Furthermore, she mentioned that this video game technology is not only an 

effective learning tool for her digital native students, but it is also the homework they prefer over 

reading handouts (Ferrandi). As Gee says, “Meaning operates when people actually know what 

they are doing in a domain and can do more than mindlessly repeat words and other symbols that 

they cannot situate inside any real practices” (81). Video games are a multimodal technology that 

could allow students to learn in such a domain. 

 The non-isolated nature of intellectual thinking and meaningful learning is heavily 

process-based, and “the learner is at the center of meaning-making processes” (Labbo & Place 
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9). While educators attempt to challenge students with problems to solve, such as a classic word 

problem in algebra in which students have to figure out how many yards of rope Jim needs in 

order to cross the lake on his raft, video games demand problem-solving as well. “Problem 

solving requires moving from a given state to a goal state,” and involves three steps: preparation, 

production and evaluation (Huffman 291). Problems like the classic word problems in math 

classes are randomly given without any meaningful context, and simply require students to 

follow directions and recall a formula in order to solve them. Problems in video games, however, 

allow users to enter a context, identify with the character, and then figure out what to do.  

 In the video game world...the rules are rarely established in their entirety 
before you sit down to play. You’re given a few basic instructions about how to 
manipulate objects or characters on the screen, and a sense of some kind of 
immediate objective. But many of the rules—the identity of your ultimate goal 
and the techniques available for reaching that goal—become apparent only 
through exploring the world. You literally learn by playing. (Johnson 42) 
 

Take the game Half-Life, for example. In the first step of the problem-solving process, 

preparation, the player identifies given facts through observing the characters’ surroundings and 

separates what’s relevant versus not relevant. Details like a stapler on an office desk would be 

sorted as irrelevant, while clues such as flickering lights and a broken fire extinguisher make the 

situation meaningful. This allows the player to identify the ultimate goal—to escape. Then the 

player enters step two, production. The player produces possible solutions, such as finding a way 

to climb through the vent in the corner of the room. Step three, evaluation, is when these possible 

solutions are tested. With intellectual processes such as trial-and-error and what Gee calls 

“transferring,” which is calling on previous experience to address a problem, a solution will 

eventually be met (126). While school tests place value in simply finding the solution, 

researchers like Gee, Johnson and Prensky place value in the high-level, meaningful thinking 
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involved in the process of finding a solution. As Johnson puts it, “It’s not what you’re thinking 

about when you’re playing a game, it’s the way you’re thinking that matters” (40). 

 Gee has his own model for this high-level thinking, problem-solving process experienced 

when playing video games. He calls it the Probe, Hypothesize, Reprobe, Rethink Cycle: 

1. The player must probe the virtual world (which involves looking around the 
current environment, clicking on something, or engaging in a certain action. 
2. Based on reflection during and after probing, the player must form a hypothesis 
about what something (a text, object artifact, event, or action) might mean in 
usefully situated ways. 
3. The player reprobes the world with that hypothesis in mind, seeing what effect 
he or she gets. 
4. The player treats this effect as feedback from the world and accepts or rethinks 
his or her original hypothesis. (Gee 88) 
 

Similar to the Half-Life example of using the three-step problem-solving process, this model 

highlights the valuable process of problem solving in video games. Not only does it involve an 

intellectual thinking process, but it involves individualized self-learning too.  

 When open-endedly asked what their main criticism of today’s education system is, many 

Marist students commented that it is not individualized and that the levels of intellect and speeds 

of learning drastically vary among students, yet are treated equally (Jasko). As Prensky points 

out, modern video games can subtly tailor their challenges to each player’s unique ability level 

(91). Gee elaborates on this notion, highlighting how players can “customize their own learning 

experiences” (208). Developers design games to get increasingly more difficult, and implement 

devices to further challenge those moving at a fast pace and to help those moving at a slower 

pace. For example, when wandering an ambiguous level for a prolonged period of time, 

developers may program a hint box to come up after a given amount of time. This is a “no child 

left or held behind” feature that video games could bring into classrooms. 
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 Another unique element that video game technology can bring into classrooms is the 

ability for students to access locations, time periods and situations that would ordinarily be 

impossible or difficult to access. When asked which learning method they would prefer as a 

means of learning about a subject, half the Marist students surveyed chose hands-on labs, 

workshops, visits, etc., while the other choices were approximately evenly distributed (Jasko). 

Kinesthetic learning practices such as hands-on-labs and visits are not realistic in education 

systems though—other than the periodic labs and occasional field trips. Hence, video games can 

bring virtual simulations and field trips to the classroom, allowing students to engage in the 

hands-on, student-directed exploratory process. “Students can practice taking on an identity, 

much like we hope they can take on the identity of scientists in lab activities. Students can also 

become a part of a virtual world not possible in the classroom,” comments Lauren Angelone, a 

former middle school teacher and current doctorate student in Educational Technology (45). 

Educators Linda D. Labbo and Karen Place are seeing similar potentials in video game 

technology, such as virtual field trips. Virtual field trips bring the “outside world into the 

classroom,” allowing students a “rich learning experience” with better background knowledge, 

awareness, context, and relationships with the material (Labbo & Place 10). Furthermore, it 

brings a colorful excitement to the classroom, making learning more fun! 
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Figure 2: Survey on Marist students’ views on video games and education - Question #11 (Jasko) 

 High school teacher Desiree Ferrandi says, “[As an educator], the biggest battle you face 

is getting students to be interested” (Ferrandi). There is a lack of engagement, motivation and 

excitement among students in the static classroom. Conversely, video games are designed around 

these elements. The primary objective of game developers is to keep the players coming back: 

their goal is to engage the users. As Prensky points out, “the goal of keeping users (i.e. learners) 

engaged is, of course, not the primary concern of educators. Their goal is to instruct, to get the 

material across” (85). Of course, teachers will try to grab their students’ interest by asking 

intriguing questions, perhaps using a short video to supplement the material, etc. Overall, though, 

they are faced with a difficult battle of getting students to be interested, as Ferrandi emphasized. 

With the rise of digital natives, this battle will only become more difficult without the use of 

multimodal digital texts that truly engage the students.  

 Video games fulfill the psychological need satisfactions that drive human motivation. 

According to psychological researchers Przybylski, Ryan, and Rigby, these need satisfactions 

are: competence need, autonomy need, relatedness need, and mastery of controls (Przybylski et 

Book
13%

Lecture
11%

Film
11%

Hands-on labs, 
workshops, visits, 

etc.
50%

Interactive 
media/Digital 

games
15%

Marist students' 
preferred learning method



Jasko 13 
 

al. 155-157). For example, players satisfy the need for mastery of controls by increasing their 

technical skills and better understanding how to successfully operate the game. Their innate 

desire to satisfy this need will engage them to come back, such as players who—despite feeling 

frustrated—continue playing a game like Call of Duty so that they become more skillful and 

successful in the game. These need satisfactions drive human motivation because they internally 

want to be met. 

 Furthermore, video games keep players engaged by rewarding them. The human brain’s 

reward system revolves around dopamine, which is a neurotransmitter associated with emotional 

responses including pleasure. As neuroscientist Jaak Panksepp explains, it is constantly 

“[seeking] out new avenues for reward in our environment.” Reward is everywhere in the 

environment of a digital game world, and developers deliberately create interfaces in video 

games which keeps players aware of potential rewards available to them, and how much the 

rewards are needed at any given time (Johnson 34-36). Hence, games like World of Warcraft 

contain a plethora of quests in all areas of the world, driving the players’ desire to find these 

avenues for reward and complete the task to gain the reward—only to be led to more avenues for 

reward. Last year, the developers even implemented a new achievement system into the game 

that provides a vast amount of ways to earn rewards, which will remain with the player at all 

times. Compare this exciting, ongoing search for possible rewards to the expected, usually 

unfulfilling rewards in traditional education. For instance, when reading a chapter of a textbook, 

the student knows that the only reward will be getting it done. It’s no wonder why a kid would 

probably feel more motivated to play hours of a frustrating game than to spend 30 minutes 

reading a textbook. Video game technology can make learning something students seek out and 

engross themselves in, rather than something they dread. 



Jasko 14 
 

 The beneficial, unique educational opportunities that video game technology has to offer 

can be summarized in Neville & Shelton’s investigation of using digital games as instructional 

tools. Video games as an educational tool: 

 Develop context-specific problem-solving skills 
 Provide personally tailored and highly motivational instruction 
 Promote student-directed learning, free inquiry, and exploration 
 Support constructivist environments conducive to various forms of social 

learning 
 Emulate remote or inaccessible real-world sites, recreate vanished 

environments, and lend substance to literary spaces (Neville & Shelton 
608) 

 
In light of the unique, vast avails video game technology can offer in education, researchers and 

educators are beginning to develop guidelines and explore ways to implement digital games in 

classrooms. As researcher in Educational Technology Young Kyun Baek remarks, “Attempts to 

adopt games for learning in classroom settings have resulted in outstanding positive changes in 

target behaviors” (665). A few schools, such as Quest to Learn in New York City, are even 

revamping the entire structures of their school systems in general by revolving education around 

games. Quest to Learn is a 6th-12th grade school funded by the MacArtur Foundation and 

completely utilizes “game-like learning” as a means to “respond both to the needs of kids 

growing up in a digital, information-rich, globally complex era prizing creativity, innovation, and 

resourcefulness (Quest to Learn, “Reason and Purpose”). Unfortunately, the school does not yet 

allow outside researchers to observe because it is so new. Hopefully they will have substantial 

information to add to currently-circulating research and success-stories regarding how to 

effectively implement video game technology in the classroom. 

 Baek warns that “even though the effectiveness of gaming is well established, if a game 

is not used effectively in teaching and learning, it is unlikely to produce the educational results 

desired” (666). Hence, it is important for researchers and educators to try new games, structures, 
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applications and methods, and for them to report their findings. Labbo & Place came up with 

four key components to a basic guideline on effectively integrating technology in education: 1) 

active engagement, 2) participation in groups, 3) frequent interaction and feedback, and 4) 

connection to real-world experts. Furthermore, they emphasize that the technology must support 

curricular goals (Labbo & Place 9). This leads into the issue of content and curriculum. 

 In the year 2008 Baek conducted a study exploring factors that hinder teachers’ use of 

video game technology in the classroom. He found that the leading factor is the “inflexibility of 

curriculum” (Baek 665-666). Educators are required to teach certain material to students, and 

standardized tests are intended to test whether or not the curricular objective is met. Even a video 

game-advocate teacher who is thirsting for the excitement and benefits of game technology in 

education is hindered by this factor. As researchers like Baek assert, games in education have to 

be tailored to the curriculum and used when they fit into the curricular studies (Baek 671). In 

reference to an online resource of free education and learning games, Prensky comments, “A big 

issue is that the curriculum that is available through the games is not necessarily the same 

curriculum that our teachers have to teach according to the laws of their state (in the U.S., each 

state has its own K-12 school curriculum)” (Prensky 185).  

 More importantly, though, Prensky emphasizes that many “edutainment” games—or 

education genre games—are ineffective due to their nature. Edutainment games may seem like a 

valuable, modern learning tool for digital natives. However, they often simply digitalize the same 

“skill-and-drill” learning methods practiced in the traditional education system (Prensky 11). The 

survey distributed to Marist students reflects this notion. The majority (65%) of surveyed Marist 

students who have played an education genre game before only rated its educational value as 

“slightly helpful” or “neutral” on a Likert scale (Jasko). “The real usefulness of digital games in 
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education comes not from their use as ‘dumb’ transmitters of information, but as tools which the 

player (or learner) can use to create, manipulate, experiment and explore not just raw data, but 

scenarios, experiments and strategies” (Dumbleton & Kirriemuir 226). These criticized 

edutainment games may suit digital native learners better because of the visual elements and 

interactivity that they are accustomed to and excited by. However, they fail to promote the 

complex thinking skills that entice researchers and educators to consider video games in 

education. Video game technology should move education away from the base-level thinking of 

the static classroom, which is simple, linear and unchallenging. Instead, it should be utilized in 

ways which promote complex thinking, which is a higher-level thinking involving depth, 

challenge, inventive thinking, and the need to fill in blanks (Koch).  

 Some researchers and educators are exploring the use of commercial games in education, 

too. Former middle school science teacher Lauren Angelone mentions SimCity as an example of 

an off-the-shelf game that could effectively help her class. In SimCity, players design and create 

their own city that they must learn the needs of and how to respond to those needs. Unifying 

concepts and processes, scientific inquiry, science and technology, and science in personal and 

social perspectives are some of the relevant features of SimCity that Angelone highlights (46). 

Johnson makes an anecdotal reference to SimCiy as well, remarking how impressed and intrigued 

he was to hear his seven-year-old nephew comment, “I think we need to lower our industrial tax 

rates,” with meaningful understand of what he was saying and why (31-32). The action research 

project “Using a simulation game to aid understanding in Number” implemented SimCity in the 

classroom to experimentally support teaching and learning in relevant subjects like ICT and 

mathematics. 

The pupils used SimCity to support a number of activities such as exploring a 
simulation of an existing sim city, changing variables in the game and predicting 
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consequences; identifying, extracting, and interpreting data from the many charts 
and graphs used in SimCity and working in teams to develop strategies to improve 
a city. The teachers were positive about the effects of the game and its relevance 
to the teaching objectives. (Dumbleton & Kirriemuir 229) 
 

 A similar project conducted by associate professor of social studies John K. Lee and high 

school teacher Jeffrey Probert examined the use of the commercial game Civilization III in an 

11th grade social studies class. Civilization III involves managing a fictitious civilization from the 

years 4,000 B.C. through modern times, allowing players to explore different times and locations 

along with make decisions to best fit each civilization. In this study, the students played as a 

class. The game was projected on the screen and students took turns being the player. As new 

environments, variables and challenges arose, the students would contribute different input and 

ideas based on their knowledge of the subject and their inventive thinking skills. Considering the 

feedback, the player would then make a decision. All gameplay would then lead to class 

discussions reflecting on the content and process. Here is a sample lesson experienced during 

this study: On Day 6, a full game was played, occupying 30 minutes. The historic time period 

stretched from 630 B.C. to 690 A.D., and the content frames were labeled as Jamestown and 

Trade. The major game activities consisted of building a second city (New York), engaging in 

trade, opening diplomatic relations, and building roads. Overall, this study found that 

“Civilization III gameplay is complex and requires creative thinking about how to use the game 

within the constraints of standard U.S. history curricula,” and that effective use requires teacher 

instruction and classroom discussion as well (Lee & Probert 1-24). 

 This final example of successfully using commercial games in education takes place at 

the college level. Michael Abbott, a professor at Wabash College in Indiana, assigned a 

commercial video game as one of the required texts for a freshman class that deals with “the 

fundamental questions of humanity.” Along with the classic readings like Aristotle’s Politics and 
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Shakespeare’s Hamlet, students are required to play Valve’s Portal (Fahey 1). Portal applies to 

the class curriculum quite well, because it contains a meaningful message about individual 

humans’ places in the corporate world. Furthermore, it involves all the complex thinking skills 

attributed to video games by researches like Prensky, Johnson and Gee (p. 13). The final 

question on a survey distributed to Marist students summarized Abbott’s addition of Portal to the 

required class texts, and asked participants how they would feel if their Marist professor did the 

same. From the four choices of intimidated/dreadful, excited/enthusiastic, interested/engaged, 

and overwhelmed/frustrated, 94 percent of the students surveyed chose one of the two positive 

responses. Little do digital natives know, the digital learning methods that attract them most may 

also be the learning methods that help them learn best. 

 More and more research and success-stories regarding the implementation of video game 

technology in schools are coming to surface. With enough research and support, perhaps the 

future of education can finally eliminate the problems of the static classroom through the many 

unique avails video games have to offer in education. 
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