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ABSTRACT 

This thesis looks at the current state of the education system and explores ways to 

improve traditional teaching methods by using video games. Drawing upon personal 

experiences, theoretical structures, and harsh statistics, I discuss the potential behind 

utilizing modern technology alongside education. The main concept I focus on is a 

theoretical education system that is built as a video game format: the Digital Campus 

Edition (DCE). This system is an entirely digital school campus that students can attend 

as if they are playing a video game. The DCE has its own classrooms, cafeteria, library, 

gym, and more, each with their own special features. My hope for this proposed 

educational platform is that it will get people thinking about the importance of keeping 

education accessible, equal, engaging, and fun. With the utilization of a video game 

format, I believe those values, higher empathy, and improved critical thinking skills can 

be embraced. 
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I – INTRODUCTION 

Growing up, I was always looking for new ways to entertain myself and engage 

with my peers. Whether it was making up stories for friends and playing out the stories 

together or trading toys under the playground, I was constantly looking for fulfilment 

during the often-draining school hours. When I first picked up my very own console, 

Nintendo’s Game Boy Advance, I realized that all the things I loved the most about 

school were in one object. Stories, puzzles, adventure, and a way to connect with people 

was somehow able to fit in my hands in a portable item that I could take everywhere. 

This dream come true made one thing very clear: school wasn’t interactive enough. If I 

picked up my Game Boy Advance, I knew I wouldn’t want to put it down until I 

exhausted its batteries. While I trudged through homework every night, I thought about 

what I could be doing instead. Slowly, my descent into video game fervor began. 

Each day at elementary school was full of bright colors, fun activities, and new 

learning opportunities. Between all these wonderful aspects, however, was lots of time 

spent glued to our seats. Whether it was filling out worksheets or doing a class reading, 

sitting in an irritating quiet was always inevitable at some point in the day. Having 

experienced a much more engaging way to laze around while playing my GBA, I was 

often left annoyed over how I was surrounded by friends and all these cool things in a 

classroom, but I had to do activities that isolated myself from my surroundings. As my 

grade school years passed by, I would race towards my school’s cafeteria after school got 

out to play with friends in YMCA. Whenever we could, YMCA kids from each grade 

would huddle around people with game consoles to compete against each other and those 

without consoles would patiently wait for someone to give them a turn. These times were 
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usually my favorite parts of my school day because I could interact with other kids in a 

fun way even when we weren’t outside. Unlike the classroom setting where we were 

confined to what were usually less engaging activities, these times where kids could 

choose how to engage with each other not only improved our critical thinking skills, it 

also encouraged sharing, kindness, and good sportsmanship. After spending enough time 

with the other kids, it didn’t matter who won or lost or who had the thing others didn’t. 

Fortunately, these things could also be taught during school hours with enough 

innovation. 

A great example of an in-school activity in elementary school that offered 

engaging learning was Market Day. On Market Day, each child in my grade needed to 

prepare a booth where they would sell an item of their choice for a pretend currency that 

they could use to buy things from other booths. Leading up to Market Day, we spent class 

time planning what we’d sell, how much we’d sell it for, and how we’d advertise our 

product to get the best sales. Once Market Day officially began, the grade hallway was a 

sea of children running between their classrooms trying to sell their product or buy 

another product with enough time to earn and spend as much as possible. This form of 

pure, organized chaos disrupted our typical class schedule in a way that contributed to 

our learning experience that got us out of our seats and talking to kids we might not 

normally interact with. Much like many games that have business elements, Market Day 

taught us the value of using the resources we had to make a profit, enjoy our earnings, 

and haggle with other people in ways that make both parties happy. Most of all, it taught 

us how fun school can really be when we’re taught via interactive experiences rather than 

worksheets.  
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Forms of interactivity like Market Day slowly faded away once middle school 

began. Middle school, as the next stage of learning, placed new pressures on us that 

expected us to be more mature and more willing to sit quietly as if a child advancing a 

grade means that they no longer like feeling entertained. Due to these new expectations, 

we were often left to our own devices after notetaking and weren’t allowed to talk with 

each other as much as we used to. In addition to that, things like recess disappeared and 

were replaced with more time sitting in classrooms that demanded silence far too often. 

With barely any time to eat and no recess, my refuge came in the form of school letting 

out. Having left most of my friends back in elementary school, I realized that my chances 

to interact with other kids were lower than ever before, so I made a Minecraft server. 

A game server, in its most simple definition, is a digital landscape where you can 

play games with other people. When I first bought Minecraft, the main thing I set out to 

do was create my own server so I could play with other kids and show off all of the 

things I built. One of my first major builds, this gravity defying mansion, was a 

collaborative work where I told my little brother to draw whatever kind of house he 

wanted and I’d build it for him. By the time I was done with the house, I’d spent at least 

eight hours designing different rooms and surprises for anyone who’d come to visit, and 

at the top I made a room where visitors could write their name on a signpost so there’d 

always be a record of them having visited. Throughout the building process, I took input 

from my little brother and showed him each part of the house, and at the end we explored 

it together. When I showed friends that building and the others I had finished afterwards, 

it gave us all an opportunity to indulge in our creative sides and take pride in our 

creations and it encouraged everyone else to share their builds too. Whenever we wanted 
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to collaborate on a project or “visit” each other, we could all count on a server being 

open. Compared to a day at school where we barely got to interact with each other, 

Minecraft and similar games gave us all a break from monotony and helped us face the 

decline in social interactions during school. 

What middle school did luckily provide in regard to both learning and social 

interactions was its field trips. Throughout middle school, field trips acted as the best 

school day interruption a student could wish for; the days that we waited for. Whether it 

was going to a museum, historical sight, or somewhere completely random, field trips 

were the things that drove kids to make it through the seventh grade without wanting to 

drop out at the tender age of twelve. Similar to Market Day, where children learned in an 

unorthodox way, field trips let children roam atypical settings with their classmates and 

teachers without worrying too much about how they’re taking in what they’re 

experiencing since grades temporarily took a back seat to interactive learning. These rare 

chances to enjoy learning through interaction without fretting over numbers, volume, or 

staying still enough functioned as a motivator to get through the rest of the year, but I 

wonder about how much more enriching daily schooling could be if we’d take the best 

elements of experiences like field trips and incorporate them into typical lesson plans 

with interactive learning elements such as gaming more often. Though it’s no fancy 

museum or theme park, games like Minecraft have already been used in classrooms to 

help with critical thinking skills and student engagement in schools. 

My own schooling became way more engaging once I went to high school 

because high schoolers were given a sense of trust that middle schoolers weren’t given at 

the time. Though things like recess were still absent (a shame, really), high school 
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provided lots of elective choices and opportunities for free time that middle school 

lacked. Instead of being confined to speaking to friends in the morning or at lunch, I 

could work hard enough to gain off blocks where I’d enjoy additional free time instead of 

taking another class and I could play games with friends during school if I wanted to. 

That, and in the classes I did take I could look forward to being encouraged to speak to 

other students more often. These elements of school made the increase in schoolwork and 

material difficulty feel worth it because expected maturity was rewarded with new perks. 

Nevertheless, high school had its own unsavory aspects that made it super difficult for 

students to thrive; namely the pressures of being in that pre-adulthood stage and the 

mental toll of working for a promising future.  

After giving us their trust and thrusting high expectations upon us, my high school 

left in its wake many people who felt like they wouldn’t be able to succeed because they 

couldn’t stop comparing themselves to their peers. So many hours were spent looking at 

GPAs and panicking over grades, that the free time we did have was usually occupied by 

fear over what minor failures would amount to if we weren’t careful enough. Worst of 

all, many students cheated their way through high school because they’d rather lie and be 

successful than put forth an honest effort only to become a failure. To tackle these 

pressures, the school offered standard counseling, but unnecessarily heavy workloads 

were never observed and modified. Instead, students had to seek comfort from other 

places, and many still look back at their educational experience negatively because they 

never felt supported enough by the school system. 

For me, the incorporation of technology in high school was a big part of what 

made me feel heard. Events such as a mental recovery party in the library where we could 
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play games in a place where we normally studied was one of the best types of relaxation 

on campus that I experienced due to making a somewhat stressful environment fun. 

Rather than going to the library to frantically work or binge read while I procrastinate, I 

was there to play games with a bunch of similarly stressed people and decompress for 

once. Being able to indulge in a hobby I’d normally keep to myself at school where I 

usually ran around in a hurry transformed the atmosphere in a way that let me see what 

school might look like if it took our mental health into account more than productivity. 

School has the potential to be a place where learning and stress don’t have to go hand in 

hand. We can have the innovation of elementary school, exploration of middle school, 

and freedom of high school throughout a student’s education without sacrificing their 

wellbeing or creativity.  

Observing the constant sacrifices students and teachers make in order to further a 

child’s educational journey is what made me start forming my thesis. If students are 

provided with a consistent, engaging, and supportive learning process throughout their 

educational careers and teachers are given the resources they need, school doesn’t have to 

be this place where kids are left mourning what they used to receive or worried about 

what they might face next. School can be a place where everyone is able to count on 

students and teachers controlling the learning process together. All over the world, people 

are hard on themselves because their desires don’t match up with their obligations. For 

the less fortunate, things like poverty, starvation, disease, transportation issues, and war 

come between them and an education. With our current technology, gaming and the 

internet become more innovative each day, yet these modern-day innovations aren’t fully 

utilized to increase accessibility in education. Why does it take a pandemic to make our 
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world more accommodating for everyone? A typical person has access to the internet and 

a world’s worth of information, so why is education treated as something tragically stuck 

in outdated traditions? I think that with enough support, funding, and research, education 

can embrace accessibility, empathy, and critical thinking skills more than it ever has 

before. With my thesis, I hope to pitch a theoretical education system that can be used 

worldwide for the betterment of humankind. 

Game Formats 

My thesis is an idealistic blueprint for a digital format of education that everyone 

can use. The main format, Digital Campus Edition (DCE), is an entirely digital school 

server on PC that replaces in-person schooling and allows students of many backgrounds 

to attend school with people they might have never met in a traditional school setting. It 

would also allow homeschoolers, hospital bound students, and students zoned for less 

opportune schooling a chance at an enriching, social education. Students and staff use 

their standard login information to access their school’s server and no one can enter the 

server without this information. The server can be compared to what one would expect of 

an MMO (a massively multiplayer online game). There is a general area for people to 

mingle, a library to access digital readings, a cafeteria to chat while eating, individual 

classrooms for each class, a campus store to buy digital merch for your character, and 

more. Teachers can use games designed to fit their lessons and they can also request 

certain types of games or make games of their own using basic templates. For anything 

involved in their lesson that isn’t a game, teachers can use slides, readings, worksheets, 

and other methods they’d normally use in a physical classroom via screen sharing. This 

learning format is made to incorporate appealing elements of in-person and online school 
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into one accessible, diverse, and widespread form of education that welcomes every 

willing person. 

The secondary format, In-person Edition (IPE) only includes the educational 

games used in the DCE rather than containing an entire server. IPE functions as a 

supplement for in-person learning that students and staff can use either on a school PC, 

their own PC, or a console. Though this format is less immersive and personally tailored 

than the DCE, it is a good option for teachers who want to use games in their in-person 

classrooms and students who want to experience games in traditional schooling. In 

addition to being used in the education system, this format can also potentially be sold to 

the public with themes (age, subject, skill level, etc.) that would encourage learning 

outside of school and further educational funding/interest. Similar to Khan Academy and 

other learning supplements, this format would lend to additional educational 

opportunities, but unlike earlier supplements, the IPE would be made as a direct, playable 

enhancement to go along with traditional learning even when a student is in an in-person 

setting. 

The third and final format, Alumni Edition (AE), has its own server like DCE that 

is separate from current student servers present on the DCE. AE is mainly used for 

continued studies and social/scholarly connections between people that attended the same 

DCE together, but AE also welcomes people from other educational backgrounds as long 

as they can provide proof of previous enrolment in their former schools. AE allows 

former students to access old lessons/games, improve themselves even after graduation, 

and gives people a safe, structured optional way to maintain contact with former peers 

and past educators. AE’s biggest goal is to provide guidance and comfort for those who 
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feel lost or stranded after they graduate high school or college. Oftentimes, graduates feel 

a sudden lack of support once they’re out in the “real world” by themselves for the first 

time, and AE would strive to combat those negative emotions by maintaining connections 

with people who feel they want to keep the bonds they forged during their schooling 

years. Teachers are also left wondering what happened to certain students, and AE would 

provide an easy way for them to stay connected, if they wish, in a reliable way. 

All in all, I want to accomplish creating a plan for an alternative form of 

education that combines three of my favorite things: games, learning, and interacting with 

other people. Education is always improvable, and I know that with current technology 

and social progress, education can be made to be more engaging, accessible, quality-

driven, and diverse. Traditions can be broken or changed for the better, and I believe that 

including video games in education is just the kind of enhancement education needs. 

Long held traditions of teaching to the test and making teachers assign busywork 

endlessly to have something to put in the gradebook is harmful to everyone involved. 

Students grow weary of school because they’re not doing well learning the “right” way. 

Teachers are often left feeling like they’ve failed their students because they can only 

control how they teach to a certain extent and they’re not given the resources they need 

for more ambitious projects. With educational formats like the DCE and AE, the 

educational system can create a sense of community regardless of location or general 

circumstance. All formats encourage people (children especially) to partake in more 

hands-on forms of learning rather than only relying on more passive forms of learning 

such as note-taking or doing assignment sheets. 
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There are two main values taught in each format. Empathy, the first main value, 

will act as the focus of each format’s teachings. The DCE, however, especially strives to 

teach empathy via connecting people from all over the world to the same schools. By 

growing up attending school with all sorts of people, differences will be normalized for 

children who might normally be limited to interacting with people in their geographical 

locations. Exposure to foreign languages, accents, cultures, and more would also 

encourage a love for diversity rather than teaching mere tolerance or acceptance. Students 

would be given many lessons involving stories and interactions with different cultures as 

well, using subjects such as languages and history to immerse students in lives unlike 

their own (see Figure 5, page 84). 

Critical thinking skills will act as the second main value taught in each format. 

Utilizing a video game format lends well to involving puzzles, problem-solving, and 

complex dilemmas in school in entertaining ways that require minimal physical 

resources. Schools often don’t have enough supplies such as paper, art materials, and 

books, but under a digital format these items can be used sparingly if needed or desired 

without sacrificing quality learning. With the implementation of games in education, 

critical thinking can be embraced past written problems with basic or overly complicated 

answers. Instead, students can interact with visually diverse games that use different 

senses in engaging ways that are less likely to be stale or stressful as students progress in 

their studies. Students will be encouraged and even rewarded for replaying games, and 

their scores will always be recorded so they can study and practice materials while also 

tracking progress in an easy way that they and their teacher can see. 
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As a whole, I want video games to be a remedy for a majority of widespread 

problems in education, and I want my theoretical education system to be an avenue 

towards potential solutions that people want to partake in. Schools should be allowed to 

focus more on enthusiastic student participation over numbers that show rare hints of a 

student’s potential. Student potential overall shouldn’t be limited by how well they adapt 

to learning via uniformity or how badly they fail due to not learning the “right” way. 

Teachers should be given the resources they need in order to teach each student that there 

is no cap to their potential, because their talents are limitless as long as they are given the 

materials and support they need. 

Creating an entirely digital school that is still socially rich would open up a whole 

new way of educating current and future generations. If we can work to globalize and 

equalize education, it’s possible that education will be given the funding and attention 

that it deserves. A new format of education would also create more stable job 

opportunities, giving workers in programming, game developing, writing, education, and 

more an alternate job path to take that’s bound to stand the test of time as education 

develops alongside technology. Our world is vast, with many beautiful qualities that 

children never get to experience because of a lack of accessibility. The invention of the 

internet and social media has changed the way society communicates forever, so why not 

honor the futures of our children by lifting up our education system and bringing it with 

us as we march towards progress instead of leaving it behind? 

Education systems need to move towards progress as time passes so future 

generations can progress too. There has to be more investment in diversifying education 

and making it fun before we keep losing potential young innovators to a lack of 
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enthusiasm for education. We also need to be able to provide a quality education to 

people regardless of circumstance, because everyone deserves a chance at educational 

enrichment. Humankind has spent too much time limiting children based on who they are 

and where they’re from. Now, in the midst of major technological innovation, we have to 

reform traditions that try to force us to conform to certain life paths based on what others 

think we’re capable of. Proper education is the key to creating our own paths, and I’m 

ready to be a part of helping carve out one of many paths for our future. 
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II – LITERATURE REVIEW 

Previous scholars have already managed to successfully prove that video games 

belong in the education system. Computer Games for the Math Achievement of Diverse 

Students, a study by Sunha Kim and Mido Chang, examines how fourth grade math 

achievement is affected by playing computer games (with a special focus on gender and 

language minority groups). Multiple findings note that having utilizing computers in the 

classroom promotes participation from linguistic minority students with limited language 

abilities by making the materials being studied more universally comprehensive. This is 

most likely due to the increased use of imagery and interaction instead of relying on plain 

text.  

In regard to gender, male and female students do view gaming differently, but 

both sexes show “significantly better” (Kim, Chang 226) academic achievement when 

they are able to play computer games in the classroom. Male students tend to prefer 

active and strategic play, whereas female students prefer creative and explorative play, 

yet they both gain equal benefits from gaming despite their preferences. Benefits from 

games for each sex can thus be attributed to each student finding their own form of 

enjoyment in the games they play. Whether it’s gender or another part of one’s 

personality determining their interests, one student’s favorite part of games they play 

won’t negate the positive impact of their classmates’ own gaming preferences. Video 

games, with their diverse features and interactivity, are able to supply this type of 

adaptational appeal in education that other forms of learning can’t always achieve 

because of their playability. Children love to play pretend, and putting them in someone 

else’s shoes or in a world where anything can happen provides opportunities for curiosity 
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to flourish. Curiosity in gaming can only be sustained while the game is considered fresh, 

however, because even playing gets stale if it’s not accompanied by balance and variety. 

For Kim and Chang’s study specifically, the results of observing students who 

played math computer games never, sometimes, and every day show that every group 

(male, female, language majority, and language minority) benefitted the most when they 

sometimes played games, and multiple groups had their math performance suffer when 

they had to play math games daily or never. When teaching methods are used over and 

over again without attention capturing methods, students suffer whether they’re playing 

games or not. It’s the carefully balanced “sometimes” lessons that contribute to 

engagement by changing a typical school day’s formula. With constant discussion, group 

work, individual study, projects, and gaming present in a classroom together, students 

losing interest in materials studied is less likely due to the constant, encouraging change 

that surrounds them. Providing students with brief breaks from handouts and quiet time in 

the form of a seemingly “educationally light” computer game helps them continue 

learning with enthusiasm that’s normally reserved for the playground. 

The continued importance of gaming in education is furthered by Jonathan 

Ostenson’s Exploring the Boundaries of Narrative: Video Games in the English 

Classroom. Much like previously mentioned studies, Ostenson’s argument for video 

games in education centers around innovation. Describing video games as “some of the 

most important storytelling in the 21st century” (Ostenson 71), Ostenson’s article focuses 

on how his inclusion of video games in his own classroom enhanced his students’ 

understanding of narrative structures. Though he started his lesson with having his 

students play Zork, a fantasy game, with him, Ostenson quickly saw how excited his 
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students got from a passive experience and decided to have them play fantasy games on 

their own. Within 20-30 minutes, there was a classroom full of children immersed in 

stories that provided a “meaningful amount of reading and problem solving” (Ostenson 

74). Ostenson was then able to use this engagement to his advantage by talking with his 

students about narrative structures while they played games that used those exact 

structures. This hands-on experience plus an open dialogue between students and their 

teacher ultimately led to a continued usage of games in the classroom. As the students 

became more exposed to different kinds of games, they developed a general preference 

for games that use full-motion video instead of primarily text-based games because the 

full-motion video felt “more immersive” (Ostenson 74). Furthered immersion in games 

via multiplayer features and character customization engaged students even more than 

typical single player games because students found appealing social opportunities within 

games with these features. World of Warcraft let students play together and become 

friends with people from around the world and The Sims gave students the opportunity to 

make their own world and place themselves in it if that’s what they desired.  

Overall, the students valued the interactivity of gaming the most, with Ostenson 

stating “The first comment students make about the uniqueness of the video game 

medium is that this form of storytelling is participatory.” (Ostenson 76) Elaborating on 

this statement, Ostenson goes on to discuss how his students found gaming to be more 

enjoyable than reading books due to active participation adding meaning to choices the 

students made in their games. Unlike books, where a character’s path is normally entirely 

out of the reader’s hands, games rely on the player to drive the plot forward and have the 

main character make meaningful choices. Seeing their actions impact the story and facing 
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the consequences as the main character in a story provided each student with a “unique 

power” (Ostenson 77) to influence the stories they’re studying. Concluding his article, 

Ostenson notes that using video games in the classroom can provide agency and control 

in storytelling that can help students explore storytelling elements they might not have 

access to in a typical classroom environment. 

Entertainment value and educational value are not the only benefits gained from 

video games in education. Ethics, an often-neglected topic in schools, is another aspect of 

gaming that mostly goes unnoticed unless people are conducting studies about the 

perceived correlation between video games and violent tendencies. What many 

researchers fail to observe is the universal sentiment behind games with choices: every 

choice you make has a consequence. Karen Schrier’s Designing role-playing video games 

for ethical thinking uses Fable III, an RPG, to observe the potential for improving ethical 

thinking with gaming. In her study, Schrier mainly used thirty male participants, ages 18-

34, in written (controlled) conditions and game conditions. The written group was given a 

purely word form of Fable III that had each person read key parts of the game’s story and 

make decisions based on what they read (see Figure 7, page 85). The game group played 

the actual video game, but both groups still had to physically write in journals to explain 

their choices. In choosing an adult male subject pool, Schrier hoped to especially dive 

into the potential ethical improvements in a demographic known for contributing to a 

large part of the toxicity in the gaming community. She was also determined to prove the 

teachability of ethics via choice-based games and aimed to use her findings to create a 

general format for games with ethical thinking. 
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By the end of her study, Schrier wasn’t concerned about who chose good and who 

chose evil. Instead, she cared more about the critical thinking skills that accompanied 

every choice. Each participant showed high levels of engagement, care, and passion, and 

that provided Shrier with evidence supporting her belief that gaming can teach ethical 

learning. Regardless of the choices they made, participants cared enough to experience 

regret when they realized they made a choice they didn’t approve of (some players even 

restarted the game after a regrettable decision or two). Having people reflect on the 

impact of their choices in video games makes them better prepared for hard decisions in 

real life, and if children were given this level of insight into their choices, one can assume 

that those children would be more likely to respond well to stressful situations in the 

future. 

Altogether, these literature reviews provide crucial proof of high engagement 

levels when people from various age groups interact with games. Video games on their 

own won’t change the education system, but if we can embrace the potential 

implementation of games in classrooms on a wide scale, we can work towards an evolved 

form of learning that combines the positive aspects of more traditional teaching methods 

with the more experimental concept of gaming in education to create a learning format 

that can cater to everyone’s creative side. As seen in the previously discussed studies, 

video games often take standard learning elements like math, narratives, and decision-

making and gives them a more interactive spin, which makes people more willing to 

tackle those topics due their more fun, personal presentation. Video games aren’t going to 

be everyone’s cup of tea, though their ability to bring something new to the table in 

education will always give them a bit of appeal even when handled by naysayers. At this 
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point, the education system must give innovation a chance regardless of personal 

opinions. The evidence points towards video games having a positive impact in 

education, and it’s time to let that evidence guide us towards a better future where 

schools give students more control over how they learn. 
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III – GAME ELEMENTS 

Customization 

When using any format of the game, both students and staff members are asked to 

customize their own player avatar once they join a server. Basic customization options 

include a wide variety of skin tones, hair colors and types, eye colors, heights, facial 

features (freckles, braces, etc.), and body frame. Additional customization is available in 

the form of a base set of clothes that players can choose from for their characters. If 

players want more customization options, they can buy school-specific clothing and more 

in their server’s school store using digital currency (see pages 37 and 45). If players ever 

want to alter their character, they can re-customize their character’s appearance, 

nickname, and pronouns even after the initial creation process. 

Aside from aesthetic customization choices, players are able to choose a 

nickname and their pronouns. For the sake of player privacy, nickname preference 

settings can be set to where the only name displayed alongside a player’s character to 

other players is their nickname. Pronouns function similarly in that players can choose 

who sees their preferred pronouns. Officially, schools will have all information regarding 

a student’s legal name and legal pronouns, but the decision to change how that 

information is presented to fellow classmates and staff is left up to each individual player. 

This active effort towards encouraging self-expression and creativity is meant to give 

players the freedom to strive towards being whoever it is they want to be while 

minimizing fear they might have in regard to their identities. That said, whenever a player 

character is seen in a server, their name/nickname and pronouns are easily accessible 

(depending on their settings) when another player clicks on their character. 
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Player Types 

Student Player (SP) 

SPs are players who enroll in and takes classes. SPs have many opportunities for 

interactivity in their servers. SPs are able to interact with any other SP and can easily 

connect with school staff for anything they need by either having their character interact 

with another character directly while wandering the server or by utilizing an in-game chat 

system that can be accessed outside of the system via an app available on smartphones 

(much like Canvas). When wanting to message another student, SPs can do so with the 

same chat system, but if one student is bothering another, that student can be blocked 

either by school staff or students themselves. This blocking method can also be used to 

prevent an SP’s character from interacting with another SP’s character if the need arises. 

If students want additional interaction with each other outside of class time and 

breaks, they can make posts and interact with posts on a community discussion board. 

With this discussion board, students can post discussions, polls, pictures, videos, and 

more to easily share them with their server. As with all community platforms, the 

community discussion board has rules regarding what is appropriate and not appropriate 

to post, and all content will be closely monitored by staff members. On a wider scale, 

there is a global discussion board available that connects schools from around the world 

in order to give students the opportunity to interact with people their age whose lives 

might differ from their own. 

In a classroom setting, each SP is allowed to choose their own seat. Once an SP 

chooses their seat, they will have their character sit in that seat every time they attend 
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class to automatically register their attendance. Moreover, when an SP’s character sits in 

their seat, they’re placed in a class call similar to Zoom where they can interact with their 

teacher and classmates. No one is able to enter a class call unless their character is seated, 

which makes it impossible for someone to join a class they don’t belong in (unless the 

teacher directly permits their participation by allowing them in the call manually). In 

addition to a typical class call format, SPs can play games assigned to them during class 

if the teacher starts the game during the call. This way, games can be in-class activities 

that are done together or homework that’s done outside of class depending on what each 

class meeting requires. 

Educator Player (EP) 

EPs are the most common staff players on each server. They include teachers, 

professors, substitutes, student teachers, and tutors. Teachers and professors are given 

their own classrooms/offices in their server where they have full control over their 

classroom settings and preferences. Some settings and preferences include classroom 

decorations, seating arrangements, wallpaper and flooring, meeting length, game 

libraries, office hours, and more. Substitutes are given temporary access to a teacher or 

professor’s classroom while substituting, but substitutes are unable to alter any settings or 

preferences present in a classroom without permission from the teacher or professor.  

Student teachers have similar access to a teacher or professor’s classroom, but 

they can potentially alter settings or preferences freely depending on whether or not 

they’re handling a lesson while the teacher or professor is present. Substitutes and student 

teachers can both utilize the office hours set by a teacher or professor if they want to give 

SPs additional help before or after class, but substitutes and student teachers aren’t 
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automatically expected to keep office hours open while the teacher or professor is gone. 

Tutors don’t have access to classrooms/offices on any level unless they’re directly given 

permission by administrators and teachers/professors. Because tutors aren’t necessarily 

employed by the school, they must use public locations on the server that are specifically 

used for studying such as the library. All EPs have access to a certain amount of 

attendance information, grades, and lessons depending on their role and every EP can 

boot SPs from their class meetings if the SP is being disruptive or disrespectful towards 

others. 

Administrator Player (AP)  

APs are less common than EPs, but they play a vital role in how SPs and EPs use 

a server. APs can be principals, vice principals, superintendents, and more. Depending on 

an AP’s given role, they can see each classroom’s attendance, grades, and lessons. APs 

can also directly request access to an EP’s classroom for observation purposes before a 

class’s meeting to avoid being stuck in the waiting room during a class they need to be 

observing. Location wise, each AP can be found in their own office where they can meet 

privately with SPs or other staff. If an AP needs to withdraw an SP or EP from class for 

any reason, they can send a message to an EP’s classroom that notifies the necessary 

parties of the AP’s request, and if an EP lets an SP go to an AP’s office right away, the 

SP’s character will automatically be transferred to the appropriate AP’s office. If an AP 

wants to call a staff meeting, they can set up a meeting date and send it out to staff 

members so they can meet in the staff room, For school assemblies, APs can set up a 

meeting date and send it out to staff members and SPs so they can meet in the assembly 

room. 
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Wellness Player (WP) 

 WPs are staff members who work in the health center. Counselors, therapists, 

nurses, and fitness specialists are some of the professions that fall under the WP 

designation. Every WP must adhere to a strict confidentiality policy that is in place to 

protect everyone involved and local, state, and federal privacy laws will be followed. 

Counselors and therapists are especially bound by this policy; they can’t tell a student’s 

parents or guardians anything that the student has said to them without going through a 

formal process to determine whether or not it’s appropriate to repeat what the student has 

said. The formal process involves consulting with another WP whose role is to determine 

whether or not the confidentiality policy should be breached and then going to an AP for 

further approval. If the other WP approves of the breach, but the AP does not, the 

counselor/therapist can plead their case to additional APs. Regardless of the outcome, any 

and all communications to and from WPs and other staff players will be permanently 

recorded and stored to make sure that any failure regarding a student’s mental health 

needs isn’t hidden away or ignored.  

Hall Monitor Player (HP) 

HPs are staff members who are present throughout a server’s hallway. Their 

purpose is to regularly check discussion boards, monitor student and staff interactions, 

help players who are lost or in need of assistance, and to report anything potentially 

harmful to the school environment. HPs can interact with SPs and staff members just as 

every other player can, but HPs can’t enter classrooms without permission from APs or 

EPs. 
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Custodian Player (CP) 

CPs, like HPs, are present throughout a server’s hallway. CPs, however, act as 

tech-savvy staff who are able to help SPs and staff members with any technical issues 

they might be dealing with while in or even out of their server. Similar to programmers, 

CPs know the game’s formatting well enough to diagnose any issues present. Following 

the CP’s diagnosis, they should be able to fix bugs or help with technical issues as 

needed. If a specific classroom needs help, EPs and APs can request a CP’s help via the 

chat system or the help button present in each player’s menu. 

Niche Player (NP) 

NPs can be either NPCs or real people depending on a school’s needs. NPs 

include library staff, cafeteria staff, help center staff, and campus store staff. Each of 

these roles are used as expected, and are explained further in the room description section 

(see pages 39-45). Any new roles that might be added to servers in the future can be 

designated as NPs as long as they also focus on a specific area of expertise or function. 

Visitor Player (VP) 

VPs are server visitors who have been granted access to a foreign server by an 

AP. If a VP is not a member of another server, they will be asked to create a temporary 

character to use while visiting the server or they will be offered a neutral grey “default” 

character to use. If a VP is a member of another server, they will be asked if they’d like 

to use their own character while visiting, create a temporary character to use, or use a 

default character. For student and staff protection, VPs will not be able to interact freely 

with players in the server they’re visiting or use any of a server’s functions unless an AP 
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gives them permission. The VP option is mainly for potential students and SPs who want 

to explore other campuses, but it can also be used by visiting staff members. Friends and 

family who want to visit students or staff members can request temporary VP status as 

well. Every VP will have (VP) at the end of their name. 

Lesson Player (LP) 

LPs are mostly NPCs who directly relate to a class’s lesson. LPs receive their own 

player category because they actively roam school servers even though they’re primarily 

used in the classroom. LPs can be used for safety drills, class lessons, schoolwide 

activities, and more. LPs are unlike other player types due to their exclusivity. A majority 

of LPs belong to specific classes that use them for unique lessons, which means that only 

SPs who are part of that class can interact with the LP. Students outside of an LP’s class 

can still see the LP, but if they try to interact with the LP the server will alert them of 

their error. To make it easier to avoid this mistake, LPs will have (LP) at the end of their 

names. Non-NPC LPs are normally VPs given a special role in a server’s lesson. If a VP 

is an LP, the VP still faces most of the typical VP limitations unless the LP role requires 

additional freedoms. Either way, the VP/LP needs permission for any atypical roles in the 

server or classroom. 

Basic Features 

Offline Mode 

 A play mode primarily made for use when a player has either a bad internet 

connection or no internet connection. While in offline mode, players can only see 

themselves and NPCs. The lack of connection disables all communication functions and 
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places any messages the player tries to send in their outbox until their connection is 

restored. Most location functions are also internet-dependent, which means players in 

offline mode can’t attend class, utilize campus functions, or go to events.  

Fortunately, players in offline mode can still see information from the most 

recently updated version of the campus, so they aren’t too unaware of what’s going on. 

Any pending message, turned in assignment, or other internet-dependent will be 

automatically sent out and handled as soon as the campus registers a usable internet 

connection. Anything sent to the player while they were in offline mode will reach them 

once they reenter the standard DCE or AE as well. If an offline mode player wants an EP 

to know that they tried to attend class and failed due being stuck in offline mode, all an 

SP has to do is attempt to attend class while in offline mode, which will notify the EP that 

the SP tried to attend class earlier, but couldn’t. Then, the student is shown a dialogue 

box with that day’s lesson plan and homework so they don’t fall too far behind. 

Player Menu 

Every player gets their own menu that differs depending on their player type. All 

players have a server map, fast travel, schedule sheet, calendar, assignments, grades, 

notebook, chat system, bookbag, game case, closet, help button, and emergency button. 

Staff members have their own menu selections depending on their player type such as 

attendance sheets, gradebooks, and storage unit. 

Campus Map 

 A map players access through their menu in order to locate different parts of their 

campus. If a player taps on a specific location on their map, they can zoom in or out on 
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the location or they can choose to fast travel there. Depending on the day, month, or 

season, maps might have different themes. 

Fast Travel 

A function that players can access through their menu in order to quickly teleport 

from one location to another. The default fast travel option has its own selection on the 

menu for class locations, but if players want to add additional locations to the fast travel 

bar, they can favorite them while using the campus map. If players want to fast travel to 

non-class or non-favorited locations, they simply use the campus map as mentioned 

above. 

Schedule Sheet 

 The schedule sheet menu option is a straightforward list of classes that a player 

has to attend or teach during any given part of the school year. If players want to keep 

previous schedules, they can do so. If they want to get rid of previous schedules, all they 

have to do is choose the recycle option. Current schedules can’t be recycled. 

Calendar 

 The calendar is a seamless menu option that will automatically record any classes, 

deadlines, appointments, and events. For anything the player wants to remember that isn’t 

automatically recorded (e.g., birthdays, anniversaries, religious holidays), they can enter 

information manually by selecting a day or range of dates and typing the information in. 
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Assignments 

 The assignments menu option lets SPs work on, view, and submit assignments. 

EPs use the assignments menu option to create assignments, view submitted assignments, 

and grade them. 

Grades 

 The grades menu option lets SPs view their grades and test out how potential 

assignment grades will impact their overall grade. 

Notebook 

 The notebook is a menu option that gives players an unlimited number of pages to 

write and draw on. They can be used to type up notes, draw things for class, and more. 

The pass note feature lets players send notes to friends as long as their friend isn’t in a 

class when the note is sent. In that case, the note is delivered to the player right after the 

campus registers that their class is over. 

Chat System 

Every player has a private chat system in their menu that lets them find other 

players and send messages with ease. If players want to be able to quickly message 

specific players, they can friend them. Though all chats in this system are private, 

messages can be reported. If reported messages are violent, inappropriate, or any type of 

bullying or harassment, the sender will receive a fair punishment. Outside of the menu, 

players can click on other player characters and initiate conversations that way, but the 

same rules still apply. 
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Bookbag and Game Case 

 The bookbag is a way for players to access any digital reading content they have 

within their campus. If a player buys or rents a book from their campus’ store, it’ll be 

ready for them in their bookbag. If a player borrows a book from the library, it’ll be in 

their bookbag until it’s automatically taken back by the library’s return system. The game 

case functions just like the bookbag except it’s for games. 

Closet 

 The closet is what players use to customize their character after the initial 

customization process. Any newly purchased or gifted customization item is 

automatically added to the closet. If a player no longer wants a certain item or want to 

give an item to someone else, they can either recycle or gift any item of their choice. 

Every player must have at least one standard set of clothing in their closet at all times. If 

a player wants to customize their character without using their closet, they can find a 

locker and customize their character that way. 

Help Button 

 A button on the menu screen that players can press whenever they’re having 

technical issues. As soon as the player’s request reaches a CP, the CP gets in touch with 

the player and they do their best to figure out how to solve the player’s technical issues. If 

players don’t want to use this feature, they can look for a CP wandering their campus or 

they can head over to the help center. 
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Emergency Button 

 A button on the menu screen that players can press whenever they or someone 

they know are having a physical, mental, or emotional crisis. This button should only be 

used when circumstances are dire and there is no time to lose. Any time this button is 

used, all appropriate WPs are automatically notified to increase the chances that the 

player will receive help immediately. Until help arrives, players are given the option to 

speak to someone or play a calming game while they wait. In order to prevent accidental 

use, the button must be pressed three times in a row for it to work. If someone treats the 

emergency button as a joke, they will receive a harsh punishment. 

Attendance Sheet 

 EPs all have a menu option that shows them attendance records for each of their 

classes. Because attendance is automatically recorded when students sit in their seats, EPs 

don’t need to worry about recording their attendance. If there’s ever a system error 

regarding attendance, EPs can fix the mistake manually using their attendance sheet. AP 

roles who typically have attendance-viewing privileges in in-person schools can view 

attendance sheets in the DCE as well, but EPs will be notified when someone other than 

themselves looks at their attendance sheet. 

Gradebook 

 The gradebook functions just like it does in traditional school settings, except 

basic pass/fail grades for game lessons will be recorded automatically. As with the 

attendance sheet, an AP viewing an EP’s gradebook will automatically notify the EP 

about who was looking at what. 
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Storage Unit 

 The storage unit is what staff members use to store decoration items for their 

classrooms and offices. When staff members aren’t in their classrooms or offices, they 

can access the quick decorate option through their storage unit and decorate their space 

regardless of where they are in the server.  

ScholarBills (SBs) 

ScholarBills are the digital currency used to purchase things from the campus 

store. SBs can’t be purchased with real money and can’t be used for physical purchases. 

Instead, SPs must earn SBs through participation in academics, extracurriculars, and good 

behavior. Staff members don’t have to worry about SBs because they are given unlimited 

SBs as a staff perk. This lets staff members customize their characters, classrooms, and 

offices freely and it allows them to be generous in giving out SBs to SPs when staff 

members feel like an SP deserves a reward. 

Lockers 

Lockers are present throughout each campus’ hallway. Players can use lockers to 

customize their character without having to use their closet. Individual lockers do not to 

belong to any one person, rather, they are all open to whoever wishes to use them. 

Lockers, closets, and storage units can’t be used to purchase new items; that can only be 

done through the campus store. 

 

 



38 
 

Vending Machines 

Vending machines are also present throughout each campus’ hallway. Though 

players can’t use vending machines to eat with other people (that’s what the cafeteria and 

teacher’s lounge are for), players can use them to order real food quickly when they are 

not in a meeting. Note: there is potential for a discount system within food purchasing 

options of a server. App companies and food companies can provide special discounts for 

people who purchase food through a game format should they wish to promote their 

businesses in that way. 

Drop Box 

Drop boxes are yet another item present throughout each campus’ hallway. Drop 

boxes are used to turn in assignments without going through the menu. Every assignment 

put in a drop box is sent to the appropriate EP automatically unless the assignment was 

submitted while the SP was in offline mode. In that case, the assignment will reach the 

EP as soon as the SP has access to an internet connection. 

Loading Screens 

Loading screens occur any time a player has to wait for the server to process 

something. While on the loading screen, players can see fun facts, education-oriented 

facts, and future event information. In each player’s settings, they can choose whether or 

not their loading screen caters to the types of classes they attend or teach. 
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Locations 

Campus (Server) 

The campus is each school’s server. Every campus requires a username and 

password before access is granted. Students and staff members have usernames and 

passwords they use on a regular basis, but those outside of a campus system must use a 

temporary username and password for entry into a campus. Design wise, each school can 

either use a basic template for a campus or may request a certain layout. If an in-person 

school would like a campus modelled after its physical school, that request can be 

processed by programming staff. 

Hallway 

The hallway is the largest part of each campus. Like an in-person school, a 

campus’ hallway is mainly used for social interaction and as an avenue to reach each 

destination on campus. This means players can find any room they might need to reach 

by exploring the hallway either with or without using their map. The hallway is where 

most LPs will be when they are not in the classroom. HPs and CPs also occupy the 

hallway on a regular basis in order to keep things running smoothly. 

Classroom 

The classroom is the destination that SPs and most EPs go to in order to 

attend/teach certain classes. In order to enter a classroom, players must either be the 

designated EP, an SP on the attendance roster, or someone with special permission to 

enter the classroom. If a player who needs to be in the classroom can’t get in, they can 

either send a request to the classroom’s EP or they can seek help from a nearby CP. Once 
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players enter a classroom, they can interact with those in the classroom and pick a seat. 

The number of seats matches the number of students and any EP present can interact with 

a lecture podium to begin teaching. During office hours, an EP can have their character 

sit at their desk to enter a standby mode that allows anyone with access to the classroom 

to meet with the EP. 

The classroom is also where in-class video meetings and class games occur. The 

EP is the player who controls these things by accessing their menu during a class/office 

session. Most games will take place in the classroom. To start a class wide game, the 

teacher must select a game, invite students to play, and all students must accept the 

invitation. Students can either play alongside each other or on their own depending on the 

teacher’s preference. If an EP wants to use a game in class that is not part of their game 

library already, they request a digital copy of the game from the server’s library. If an EP 

wants to use a game in class that doesn’t exist, they can put in a request for that game 

with an AP or they can ask the library staff for similar game recommendations. 

Library 

The library is where members of a server go to find eBooks and games. Much like 

current digital libraries, the library is full of various texts that players might want or need. 

In addition to that, these libraries contain access to games used both inside and outside of 

the classroom. If a campus library doesn’t have what a player needs, that player can 

request a copy of a book or game from another campus. If no campus has what the player 

needs, they can put in a request through the librarian.  
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The librarian and other library staff are present throughout the library in order to 

process player requests related to the library. Librarians themselves can request certain 

materials for their library if they think the library will benefit by contacting the 

appropriate AP. Library staff can also recommend tutors based on SP needs. If any 

players want to meet at the library to study (tutors included), they can sit at a library table 

with each other to trigger a meeting. If there are not enough seats at a table for everyone 

to study together, players can use a study room where an unlimited number of players can 

study together. 

Study Room 

The study room is an area only used for studying or similar academic purposes. 

Unlike other locations, study rooms are not areas you can explore. Instead, it is a lobby 

where players wait for their study meeting to start. Players use a study room by creating a 

meeting time on their calendar, setting a code for the meeting, and going to the study 

room to wait for access to their meeting. When players enter the code for their meeting at 

the correct time at the campus’ study room, they’re put in a video meeting with others 

who have used the same meeting code. Because this is not a physical location, different 

meetings can be happening at the same time, but if there needs to be a cap put on the 

number of meetings held at the same time, this can be done by APs. If players want to 

host meetings with those outside of their classes without having to message them 

individually, they can post meeting times and codes on the community discussion board. 

Any member of a server is able to create study room meetings freely. 
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Staff Meeting Room 

The staff meeting room functions like the study room except it is only available to 

school staff members. If a VP is another campus’ staff member, they can request access 

to the staff meeting room either by being granted access by the meeting host while in the 

meeting’s waiting room or by messaging the meeting host directly. 

Cafeteria 

The cafeteria is where any player can go to eat with each other during their 

breaks. There are plenty of tables available for everyone and sharing a table is an easy 

process. To eat with specific people, players can click on other players while in the 

cafeteria and invite them to eat together. If a player accepts an invitation, they’re put in a 

video call with the other player as soon as each player has sat down at a table. If more 

than two people want to eat together, more invitations can be sent out and additional 

players can join a video call by sitting down at a table after accepting the invitation. 

Those who want to eat together don’t have to actually sit next to each other, all they have 

to do is find a seat in the cafeteria after sending out or accepting an invitation. 

If a player wants to order real food in their server, they must interact with the 

cafeteria line. In the cafeteria line, players have access to food ordering apps where they 

can either use funds connected to their school ID or standard payment methods 

(ScholarBills can only be used on digital purchases, so they are not used in the cafeteria). 

When a player orders food using the cafeteria line, an estimated delivery time will be 

displayed alongside delivery status at the bottom of their screen. When an order has been 

delivered to a player, the game sends the player an alert message accompanied by a 
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cheery tune. Cafeteria staff are present throughout the cafeteria to help players with any 

problems regarding their food or table.  

Teacher’s Lounge 

The teacher’s lounge functions like the cafeteria except it is only available to staff 

members. Instead of using a cafeteria line, the teacher’s lounge uses a delivery person 

statue. When staff members interact with the delivery person statue, they can order food 

the same way they would in the cafeteria. The teacher’s lounge is also a lot smaller than 

the cafeteria, but it has plenty of seats for staff members. 

Gym 

The gym is where players go to access workout videos, nutritional facts, tips, 

fitness plans, and activity meetings. The purpose of the gym is to promote healthy 

lifestyles through exercise and nutritional information that caters to people of all body 

types and fitness levels. At the gym’s entrance, players can either choose to freely roam 

and take advantage of the gym’s resources or they can choose to join a scheduled class or 

activity. Players can also create their own activity meeting with a unique password in the 

same way that they can create their own study room, except they do so at the gym to 

separate physical activities from sedentary activities. As with all meetings, players can 

post about anything taking place at the gym on the community discussion board. 

Stadium 

The stadium is where players can have their characters sit in order to access 

livestreams of games or performances so they can watch them alongside other players 

who are in the stadium. Example: if Texas State University is playing their homecoming 
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game and a student can’t watch it in-person, they can go to the digital stadium instead 

and watch a livestream of the game with other students who are watching the game in the 

stadium. If watching a game or performance ever costs money, players can sit in the 

stadium and choose whether or not they want to pay to watch the game or performance. If 

they refuse to pay, their character automatically gets up from their seat. 

Assembly Room  

The assembly room is where APs can call schoolwide meetings. Once a meeting 

time has been set, it is automatically put on every players’ calendar in the campus unless 

that player is a VP. Unlike other meetings, which require a code, these meetings are open 

to everyone on the server without a code as long as they’re not a VP. If a VP needs or 

wants to attend an assembly meeting, they can request access before the meeting from an 

AP or they can request access from an AP at the assembly room’s door. 

Help Center 

 The help center is where players can go to get help with technical issues. The help 

center is especially useful when all of the CPs are busy and during offline mode because 

it can be entirely NPC-dependent. Like most campus locations, this location has no 

closing time, making it a good place to go for assistance at any hour. 

Health Center 

 The health center is where players can go to speak to WPs and seek help with 

their physical, emotional, or mental help. There are two main parts of every health center: 

the general area and counseling area. In the general area, players can inquire about 

standard medical concerns, health insurance information, schedule medical appointments, 
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and more. In the counseling area, players can schedule meetings with 

counselors/therapists, meet with counselors/therapists, and learn about additional 

assistance they can receive for their general well-being. Each health center area has its 

own emergency button that players can quickly press when needed. 

Campus Store 

The campus store is where players go to purchase items with either ScholarBills 

or real money. ScholarBills can be used to buy additional customization options such as 

school spirit clothing, regular clothing, piercings, and more. Real money can be used to 

purchase items such as textbooks, physical clothing, and more. If a player purchases a 

physical item, they can either have it shipped to their home or, if their campus as an in-

person equivalent, they can potentially pick up their item there. Campus store staff are 

present in the campus store to assist players with anything relating to their purchases. If 

there are any current or upcoming sales in the campus store, students can also ask campus 

store staff for more information. 
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IV – LESSON PLANS 

For the purpose of demonstrating the potential use of video games in education, I 

have created four distinct games and accompanying lesson plans. Each lesson plan has its 

own category: mathematics, scientific, literary, or social. In order to capture the full scale 

of gaming’s influence on various ages, I used each category across the age groups. For 

mathematics, I created a lesson plan for kindergarteners. For the scientific category I 

created a lesson plan for sixth graders. For literary and social lesson plans, I chose to 

focus on high school freshmen and college students. As the age of students increases, the 

content slowly progresses into mechanics and complexities that are hard to find within 

most modern curriculums. 

The goal of each of these lessons is not to have students strive for a perfect score 

or grade. Instead, these lessons focus on encouraging critical thinking, exploration, and 

empathy. Those reasons, in addition to wanting to avoid causing feelings of 

discouragement, are why lessons that use games such as these are pass/fail; if the student 

completes the lesson in a satisfactory manner, they pass. If the student does not complete 

the lesson in a satisfactory manner, they can keep playing the game in order to improve 

without consequences. 

A Trip to the Market 

Elementary School Math Lesson: A Trip to the Market 

Grade: Kindergarten 

Established using:  

§111.1. Implementation of Texas Essential Knowledge and Skills for Mathematics, 
Elementary, Adopted 2012. (http://ritter.tea.state.tx.us/rules/tac/chapter111/ch111a.html)  

http://ritter.tea.state.tx.us/rules/tac/chapter111/ch111a.html
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§110.1. Implementation of Texas Essential Knowledge and Skills for English Language 
Arts and Reading, Elementary, Adopted 2017. 
(http://ritter.tea.state.tx.us/rules/tac/chapter110/ch110a.html) 

   

My game for kindergarteners, A Trip to the Market, is a 2D street market game 

inspired by the shop mechanics of traditional RPGs (see Figure 1, page 82), the farming 

elements of the Story of Seasons series, and the morality decisions in Undertale. Its 

lesson format is as follows: Each student will be given a unique grocery list and a set 

amount of money. Then, they will explore a virtual market area and talk to vendors in 

order to find the items they need. At the end of the market trip, the student will deliver 

the groceries and dialogue will differ depending on the choices they made. To pass the 

lesson, the student must be able to buy the right ingredients and give and receive the right 

amounts of money. The student can earn bonus points by having change left after the 

market trip, being kind and polite to NPCs, and offering to share their money. To finish 

the game, the student chooses when to leave the market and return to the quest giver. As 

each game sequence loads, the student can find hints, nutritional facts, and game tips on 

the loading screen. 

I decided to create this lesson based off of the need for young children to learn 

how to handle money responsibly. I’ve combined that with lessons on nutrition, manners, 

kindness, and math to create an age-appropriate experience that can enhance student 

understanding towards familiar topics. In the game, the student can have their character 

talk to NPCs and even say hello, goodbye, or thank you for politeness bonus points. 

These bonus points ultimately contribute to an end score that is impacted by every choice 

the student makes in the game. Once the student has cleared the game once, their first end 

score is saved and they can replay the game for new scores. If students want to compete 

http://ritter.tea.state.tx.us/rules/tac/chapter110/ch110a.html
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with each other for the highest score, they can enter their names on a high score board for 

their class. 

While playing the game, the student will have plenty of opportunities to raise or 

lower their scores. Most interactions involving points will occur when the student 

interacts with street vendor NPCs. Each street vendor has their own personality that will 

impact how they interact with the student’s character. Some vendors might try to sell the 

student things they won’t need, while others might try to buy items from the student or 

give items to the student for free. How these interactions pan out depends on how the 

student responds to the street vendor. Manners play an especially big part in this game 

because it’s important to teach children a general respect for others. Often, when the 

student is polite, the game will reward them for it. An example of this can be seen when 

the student needs to buy something but is out of money. If the student hasn’t been 

especially polite, the street vendor probably won’t help them. If the student has been 

polite, there’s a chance that they’ll be leaving the booth with the item they needed 

regardless of how much money they spent. A typical interaction between student and 

vendor NPC can be seen as follows: 

The student walks up to a vendor stall and interacts with the vendor. 

NPC: Welcome to my booth! Do you see anything you’d like? 

The student is shown a variety of products. They see the two onions they need. They select 

the buy option and choose the onion option. 

NPC: Onions? Sounds great! How many do you need? 

(Student selects two onions)  
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 Two.     

 Two, please! (bonus points)  

NPC: That’ll be $2.70! 

The student pulls out their wallet and sees a lot of change. They sort through the money 

and pick the bills and/or coins they need. If they don’t have the exact amount they need 

they must ask for change, lie, or leave depending on the choices they make. 

(Student gives exact amount)   NPC: Thank you, come again! 

 

(Student needs change) NPC: Thank you! Do you need 
change? 

       Yes.   

Yes, please! (BP) 

No. 

No, thank you. (BP) 

 

If the student asks for change, they are asked to count the change they need. 

 

(Student doesn’t have enough money)  NPC: It looks like you don’t have 
enough money, so you can’t 
purchase this. I’m sorry! 

 

If the student was polite before, this dialogue appears: 

 

NPC: It looks like you don’t have enough money, but since you’re so polite you 
can have this for free! Come again! 

 

The student can choose to be generous to street vendors as well if they decide to 

let the street vendor keep change leftover from a purchase. If the student gives a street 
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vendor the wrong amount of money, the street vendor will ask the student if they’re sure 

they gave them the right amount. The student can then either lie or incorrectly assume 

they gave the right amount, tell the truth and give the right amount of money, or admit to 

not having enough money. Though the lying option will most likely result in the student 

getting more money, the points taken away for lying will be harsh enough to make a 

point of how wrong it is to lie and steal (and being polite/kind will reward the student 

with a generous number of points). 

Side quests in the game present even more opportunities for points. Both side 

quests, Feed the Dog and Stop the Bullies, focus on knowing when you need an adult’s 

help. The Feed the Dog quest is triggered when the student meets a dog at the market and 

decides to interact with it. A pop-up will appear that tells the student about the dog’s 

hunger and how it needs something healthy. If the student brings something good for the 

dog to eat, the dog will happily eat and be happy. If the student brings something bad for 

the dog to eat, a nearby adult NPC will interfere before the dog can eat and take the food 

away from the student while telling them that it’s bad for the dog (and the item won’t be 

returned to the student). This won’t result in negative points because it’s assumed the 

student had good intentions. To avoid giving the dog the wrong food, the student can 

interact with adult NPCs and ask for advice on how to feed the dog. 

Stop the Bullies involves the student walking over to four kids near the back of 

the market. When one of the kids sees the student, the side quest is triggered and the 

student realizes that they’ve stumbled into a bullying situation where three big kids are 

stealing money from a smaller kid. To make it out of the situation unscathed, the student 

either needs to convince the bullies to leave or ask an adult for help. If the student fails to 
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handle the situation properly, they might have their money stolen or the bully victim’s 

money stolen. Once again, failing to respond perfectly won't result in losing points 

because I don’t want to discourage student engagement with NPCs. 

At the end of the game when the student returns to the quest giver, there are 

several endings the student can receive depending on their actions within the game. The 

following are the main endings: 

(Student brings all of the right items) NPC: This is just what I needed! 
Thank you very much! 

 

(Student brings all of the right items and change)  NPC: Wow! You got me everything 
I need and even brought change! 
Thank you very much, and great job! 

 

(Student brings some items and no change) NPC: Oh no! This isn’t everything I 
need. Did I not give you enough 
money? I’ll try my best to cook with 
this. 

 

(Student brings some items and change) NPC: Oh no! This isn’t everything I 
need. It looks like you still have 
money left. Could you not find 
everything? 

 

(Student brings some right and wrong items) NPC: What’s this? It looks like you 
bought some things I didn’t ask for. 
Why would you do that with 
someone else’s money? 

 

(Student brings only wrong items) NPC: Did I give you the wrong list? 
None of this is right! I hope I can 
make something good with this. 
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(Student brings all of the right ingredients NPC: Wow! How did you get all of  

without spending any of the quest giver’s this without spending any of my  

money) money? Thank you, but I hope you 
didn’t do anything bad to get all of 
this for me. 

 

(Student returns to the quest giver without NPC: Uh-oh. It looks like you forgot 

buying anything)  to shop! Can you please go back to 
the market for me? 

The student returns to the market. 

At the end of the game, the student can see the anonymous choices their 

classmates made while playing the game, but only the teacher can see the specific choices 

each student made. General choice anonymity in games like this will be a consistent 

theme right up until college aged students because it’s vital to student progress for them 

to be able to make choices without worrying about judgment from classmates. One vital 

choice in the game that remains entirely hidden from other students is the usage of an in-

game assistant. If a student knows they’re going to have trouble with the lesson, they can 

ask the original quest giver to come with them to the market as an assistant. The 

assistant’s role in this situation will be asked questions to make the student think about 

their choices, math help, and moral help. These aides will make the game more accessible 

while also adding a fun sidekick to the mix. 

My Periodic Pet 

Middle School Science Lesson: My Periodic Pet 

Grade: 6th Grade 

Established using: §112.17. Implementation of Texas Essential Knowledge and Skills for 
Science, Middle School, Adopted 2017. 
(http://ritter.tea.state.tx.us/rules/tac/chapter112/ch112b.html)  

http://ritter.tea.state.tx.us/rules/tac/chapter112/ch112b.html
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My game for sixth graders, My Periodic Pet, is a 3D pet game inspired by the 

Nintendogs series format and the pokémon types from the Pokémon series. Its lesson 

format is as follows: Each student is given a random element/compound pet (examples 

being an Oxygen Bird, Carbon Cat, Hydrogen Dog, etc.) to take care of. The pet will 

grow and react to things differently depending on how the student plays with or feeds 

their pet. There is no official end to the game. It is all about experimenting with different 

elements on the periodic table and how the elements interact with each other. This lesson 

covers the matter and energy unit and focuses on chemical reactions, lab safety, and 

general caution towards interacting with chemicals. As each student plays the game, fun 

science facts, safety tips, and gameplay suggestions will be scrolling across the bottom of 

the screen. Though loading screen time is very limited in this game, students can count 

on seeing this helpful information on loading screens as well (with the added bonus of 

visual references). 

I decided to create this lesson after watching Andre Thomas’ TED talk, “The 

Effective Use of Game-Based Learning in Education,” which pointed out children’s’ 

ability to memorize pokémon types and related information with relative ease despite 

struggling with learning basic information from the periodic table of elements. This 

disconnect from school materials alongside enthusiasm for a game full of science-

inspired monsters made me realize that there is not enough of an emotional connection 

between children and science lessons. Without a face for each element on the periodic 

table, elements are just random letters and numbers that children are told to memorize to 

pass a class unit. Keeping that in mind, I made My Periodic Pet as a potential bridge 

between the need for emotional connections and the vital scientific information children 
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must learn in order to interact with science safely. In the game, students can feed, pet, 

play with, and evolve their pet (see Figure 3, page 83). Each of these actions directly 

relates to how we interact with elements in the physical world. If a student wants to turn 

their Oxygen Bird into a Water Whale, they should feed the Oxygen Bird two hydrogen 

pellets. If the student pets their Water Whale, the game will show their hand covered in 

water, but if the student pets a different type of pet with a more dangerous element or 

compound, the student’s character might hurt themselves if they don’t take certain safety 

precautions first. With the wear function, students can have their character put on gloves, 

goggles, and more to avoid hurting their character or distressing their pet. 

When students play with their pets, they can use different tools to create fire, ice, 

and more that pets will interact with and react to differently. None of the play actions will 

be shown as hurting the pet, but if an interaction is dangerous the pet will show a distaste 

for it or will refuse to participate. If students want to play the game with each other, they 

can invite other players’ pets to their game with the playdate function. When different 

pets interact with each other, students are given the option to evolve their pets with the 

mixture feature by combing the chemical makeups of both pets together. Mixing 

chemicals from multiple pets can result in all sorts of combinations, but sometimes pets 

aren’t compatible and can’t utilize the mixture feature due to potential hazards from 

combining certain elements. Regardless of whether pets can mix or not, they can all still 

play together and react to each other. If a student wants to play with the same pet again 

after a lesson is over, they can save their progress and return to the game later. If they 

want to experiment with an entirely different pet without giving up their old one, they can 

rely on multiple files. 
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Frida Kahlo: La Casa Azul 

High School Literary/Historical Lesson: Frida Kahlo: La Casa Azul 

Grade: Freshman 

Established using:  

§110.35. Implementation of Texas Essential Knowledge and Skills for English Language 
Arts and Reading, High School, Adopted 2017. 
(http://ritter.tea.state.tx.us/rules/tac/chapter110/ch110c.html)  

§114.31. Implementation of Texas Essential Knowledge and Skills for Languages Other 
Than English, High School, Adopted 2014. 

(http://ritter.tea.state.tx.us/rules/tac/chapter114/ch114c.html)   

§128.33. Implementation of Texas Essential Knowledge and Skills for English as a 
Second Language, High School, Adopted 2017. 
(http://ritter.tea.state.tx.us/rules/tac/chapter128/ch128c.html)   

§117.301. Implementation of Texas Essential Knowledge and Skills for Fine Arts, High 
School, Adopted 2013. (http://ritter.tea.state.tx.us/rules/tac/chapter117/ch117c.html)  

 

My game for high school freshman, Frida Kahlo: La Casa Azul, is a 3D 

simulation game inspired by Façade, Valiant Hearts: The Great War, and VA-11 Hall-A: 

Cyberpunk Bartender Action. Its lesson format is as follows: The student is a guest at 

Frida Kahlo’s house. When Kahlo opens the door, she tells the student to make 

themselves comfortable while she prepares drinks (once she is done, she will set a plate 

of drinks down and busy herself with other tasks). This allows the student to explore 

Kahlo’s house where they can uncover facts about Kahlo’s life, talk to Kahlo and Diego 

Rivera, and find artwork and pictures. This game would include voice acting and a 

multiple English/Spanish language options for immersion and foreign language classes. 

The game ends when the student exits Kahlo’s home or is kicked out/asked to leave. 

 A vital part of this lesson plan is its language options. The default language 

setting for the game is its Spanglish mode 1 (primarily English with some Spanish). This 

http://ritter.tea.state.tx.us/rules/tac/chapter110/ch110c.html
http://ritter.tea.state.tx.us/rules/tac/chapter114/ch114c.html
http://ritter.tea.state.tx.us/rules/tac/chapter128/ch128c.html
http://ritter.tea.state.tx.us/rules/tac/chapter117/ch117c.html
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mode has both Spanglish text and Spanglish voice acting, but if a lesson requires more 

variety, there are other options including English mode (English text and English voice 

acting), Spanish mode (Spanish text and Spanish voice acting), ENG/SPAN (English text 

and Spanish voice acting), SPAN/ENG (Spanish text and English voice acting), and 

Spanglish 2 (primarily Spanish with some English). Each option caters to different 

teaching types and skill levels, potentially changing how well students play the game. If a 

student is ever struggling too much with a language option they chose for their 

playthrough, they can choose another language option in the menu, but their teacher will 

be made aware of this change once the student’s playthrough is complete. 

 As Kahlo’s houseguest, the student’s best way to progress through the game is to 

explore Kahlo’s home, find more information about Kahlo’s life, and discuss what they 

find with Kahlo and Rivera. Kahlo and Rivera will have different reactions to everything 

the player says, and there will be times where students can bring up things they’ve 

discovered that might anger the two artists. If the student is kicked out of the Blue House, 

they can knock on the door, apologize, and continue exploring the home if they wish. If 

they leave the porch, the student will be asked if they’re ready to leave. Choosing the 

“Yes” option will end the game while choosing the “No” option will allow the student to 

continue playing the game. Depending on how pleasantly the player leaves things, they 

will either receive a kind goodbye from Kahlo and Rivera, receive a kind goodbye from 

Kahlo, receive a kind goodbye from Rivera, receive a bitter goodbye from Kahlo and 

Rivera, receive a bitter goodbye from Kahlo, receive a bitter goodbye from Rivera, or 

they will leave with no goodbye at all. Regardless of how students play, the story’s 

middle is where they can find the most information. 
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While wandering the Blue House, students can have their character talk to Kahlo 

and Rivera (see Figure 4, page 83), interact with items in the house (which can trigger 

additional dialogue and unlock special dialogue options), find artwork from Kahlo and 

Rivera, and find real pictures/artifacts from Kahlo’s life and time period. With endless 

interaction possibilities, the student can choose to focus on Kahlo, Rivera, both artists, or 

neither of them. As long as the student explores the house and interacts with its many 

items, they’re bound to find something educational. Most forms of dialogue include 

historical information that can help students learn more about Kahlo’s life. An example 

of a standard piece of dialogue can be seen here: 

The student walks up to Frida and decides to talk to her. 

 

Frida: Hm? You need something? 

 

                  >What made you start painting? 

Where’s Diego? 

  Is it true that you know Georgia O’ Keefe? 

  No, I’m just looking around. 

 

Frida: Ah, that’s a good question. On September 17th, 1925, I got into a bus 
accident and had to leave the pre-med program to recover from my injuries. My 
parents helped me get what I needed to paint while I was stuck in my hospital bed 
and since then I’ve dedicated my time to my art. 

 

Was anyone you knew with you on the bus? 

          >Are your parents artists too? 

  Would you ever reenter the pre-med program? 

  How are your injuries these days? 
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Frida: My father, actually. He’s the one who lent me oils and paints. My mother 
was supportive in her own way, of course. She had a special easel made for me so 
I would be able to paint in bed. 

 

Frida’s eyes wander towards her window. The student watches as Frida strolls over to 
the window, her eyes cast downward. 

 

At this point, the conversation could come to an end. If the student has explored 

the house and found an item like Special Easel, however, the conversation can continue 

as follows: 

The student walks over to Frida who is now almost stuck against her window. The student 
talks to her once again. 

 

 Frida: … 

 

  Frida? Are you okay? 

  Frida? What are you thinking about? 

  Frida? Do you see something outside? 

          >(Show Frida the Special Easel) 

  

Frida: Where did you...? Never mind. Would you mind listening to me for a 
moment, my friend? 

 

  Yes, actually. 

           >Not at all. What is it? 

 

Frida: That easel was one of the few times I really felt my mother’s love. Before, 
it had always felt like it was me and my father, like she was just the woman who 
gave birth to me and not much more. I didn’t quite know how much she cared 
until she gave me that easel. 
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         >What was she like when you were growing up? 

  What was she like with your siblings? 

Did your father know you felt that way? 

  Did your mother know you felt that way? 

 

Frida lets out a heavy sigh. 

 

Frida: Where do I even begin? She was cold, angry, and so, so, devout. But I 
loved her. I still do, even though she’s dead. I can’t bring myself to believe she’s 
anywhere but the ground, though. 

 

  Are you not religious at all? 

  Cold and angry? 

                    >Did she ever warm up to Diego? 

Did you two ever reconcile? 

 

Frida laughs. 

 

Frida: You should already know the answer to that. She always hated our 
relationship. Looking back, I can see why. You remember what Diego was like, 
don’t you? 

  

Yes, it hasn’t been that long.  

                      >No, care to remind me? 

 

Frida: Oh my. It really has been a while since we’ve spoken. Let’s just say that 
Diego is very liberal with his affections. Feel free to ask him for more details; 
despite his support throughout my current illness, I love to watch him squirm. 

 

                    >How is Diego these days?  

Liberal with his affections? 

That seems a little cruel. 
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It sounds like I need to talk to Diego.  

 

Frida: Scandal and usual temper aside, I’d say he’s doing quite well. He’s been more 
agreeable ever since I’ve gotten more ill. Say, why don’t you ask him yourself? He’s 
somewhere around here. 

  

                     >Will do. 

  I’d rather talk with you. 

 

Frida: Excellent. Let me know if he’s got any good gossip. 

 

Frida turns away from the student and continues looking out the window. 

The game is full of interactions like this one. If students want to explore all of the 

different dialogue options, they can replay the game as many times as they want. The 

type of information students receive is partially dependent on how much they choose to 

interact with Kahlo and/or Rivera. There are times where either artist might lie about 

certain events and the student must explore and talk more to uncover the truth. There are 

also times where one of the artists might suggest speaking to the other artist (as seen 

above) in order to open up a new avenue for the student’s playthrough. Students can 

either follow the suggestion or ignore it, and both choices have their own consequences. 

In addition to the main gameplay, there are also optional elements present in the 

game. One feature, the record player, is an item in the living room that the player can turn 

on to hear different kinds of Mexican music from the 1900s to the 1950s (primarily from 

the 1930s to the 1940s). At the start of every playthrough, a random record will already 

be on the record player. To listen to other records, the player must explore the house and 

find them. All records let the student see the record’s art and facts about the record. 
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Certain records can even unlock special dialogue with Kahlo and Rivera when they’re 

played. Another feature, New Game+, lets students replay the game with previously 

selected dialogue highlighted so they can keep track of past choices they made. This is 

included to increase replay fluidity and motivation to replay the game. Lastly, there is an 

Easter egg in the game where the student can pick a flower while they’re outside and 

present it to Kahlo and/or Rivera for a variety of funny reactions. As with some of the 

other games, the student can see the anonymous choices their classmates made while 

playing the game, but only the teacher can see the specific choices each student made. 

An Average Outing 

College Social Lesson: An Average Outing 

My game for college students, An Average Outing, is a 2D adventure game 

inspired by Night in the Woods, Stardew Valley, and Oxenfree. Its lesson format is as 

follows: The student’s character wakes up as an LGBT+ teenager in a small town. When 

they look at their phone, they see endless messages from various people and realize 

they’ve been outed. When the student reluctantly heads downstairs, both of their parents 

have already left for work. The game is a platformer that consists of the student exploring 

the small town on the way to school and interacting with the various townspeople. When 

the student gets to the teenager’s school, they must navigate a whole school day knowing 

that everyone is talking about them. The game ends after the student arrives back home 

and is confronted by the teenager’s parents. Depending on the student’s choices 

throughout the game, the teenager may or may not be disowned. Note: interactions differ 

depending on the gender, sexuality, and outfit the student chooses for the teenager. 
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The main purpose of this lesson is to put college students in the shoes of someone 

who is going through an experience that might be unfamiliar to them. Though most 

college students have spent over a decade in school by the time they turn eighteen, they 

have probably never been given a lesson on LGBT+ issues. This game is an attempt at 

making up for lost time by having students from all sorts of backgrounds come together 

to try and experience what it’s like to grow up as a member of the LGBT+ community 

when their struggles are constantly ignored or made worse by people who should be there 

to support them. For that reason, the game focuses on a tightknit community where any 

form of being different is shunned. 

At the beginning of the game, the student’s character wakes up and looks at their 

face using their phone camera. This is when the student chooses their name, sex, and 

race. When the student is done selecting their appearance, a text message from their best 

friend pops up on their phone screen and this is when they pick the type of playthrough 

they want to experience. The dialogue appears as follows: 

A text from the student’s best friend, Danny, appears at the top of the student’s phone 

screen alongside piles of messages from other people. The student reads Danny’s 

message first. 

 Danny: ok don’t freak out 

 Student: ? 

 Danny: idk how it happened but everyone knows 

  

Student Option 1: Knows what? Danny: ABOUT YOU 

  Student Option 2:  Oh no  Danny: yeah, MAJOR oh no   
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Student: What should I do? 

 Danny: no clue, but im here for you 

Student: Dude. If my parents find out I’m (select one: gay, lesbian, bi, trans male, 
or trans female) they’re seriously gonna KILL me 

Danny: maybe they’ll surprise you? 

 

Student Option 1: I think I’m the one with a surprise atm Danny: LOL 
yeah 

Student Option 2: I doubt it     Danny: tru 

 

Student: What should I DOOOOOO 

Danny: get ready, probably. look at the time 

 

Student looks at the time on their phone and sees that it’s 8:45 AM. 

 

Student: Oh my goood how did I not notice how late it is!? It’s literally right there 

 Danny: it literally is 

 Student: But I can’t go downstairs 

 Danny: why not 

 Students: Parents? ME? DEATH? 

 Danny: not digging the caveman talk rn 

  

Student Option 1: ug ug Danny: go downstair 
ug ug 

Student Option 2: Can you say anything helpful? Danny: yes, go 
downstairs 

Student: FINE see you at school 

 Danny: see ya. good luck, dork 

 

Student gets up from their bed in a hurry. 
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 Once the student is out of bed, they have to pick out an outfit for their character 

from the closet. There are two feminine clothing options, two masculine clothing options, 

and two gender- neutral clothing options. If the student picks a gender-neutral clothing 

option, their playthrough will be solely dependent on dialogue choices (see Figure 6, 

page 84). If the student has their character wear an outfit that doesn’t match how they are 

“supposed” to dress, that is reflected in how various characters react to their outfit. This 

is one type of interaction: 

The gay/bi male student (wearing a feminine outfit) sees an old friend that he had hung 

out with just last week. 

Student: Hey, Carson. 

Carson: Hey… 

 

Student Option 1: I’m guessing you saw? Carson: Yeah, I did. And I’m 
seeing something right now 
too. 

Student Option 2: What is it? Carson: I heard that you’re… 
you know. Look at you. 

 

Student: Do you hate me? 

Carson: I just don’t get it. Are you a girl now? 

 

Student Option 1: A girl? Carson: You like dudes and you’re 
dressed like a girl. 

Student Option 2: What if I was? Carson: I’d kill you. 

 

Student: Why are you treating me like this? Last week we were hanging out 
together just fine and now you think I’m some kind of freak? 

Carson: You are a freak! 
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Student Option 1: Are you kidding me? Carson: No! It’s disgusting! 

  Student Option 2: I’m out of here.  Carson: Good! 

 

Student sighs and begins to leave. 

 

Carson: So, what? Are you in love with me? 

 

Student stops walking. 

 

Student: You can’t be serious. 

Carson: Are you? 

 

Student Option 1: Yes, how did you know? Carson: GROSS! 

Student Option 2: No, you idiot.   Carson: Riiiiiiiiight. 

 

Student: Look: I can tell this isn’t going well. Just tell me what you want. 

Carson: I never want to speak to you again. 

  

Student Option 1: …  Carson: Get out of here! 

Student Option 2: Bye. Carson: … 

 

Student quits talking to Carson and leaves. 

 

This interaction could have gone very differently just by wearing a different 

outfit. A different version of the conversation can be seen here: 

The gay/bi male student (wearing a masculine outfit) sees an old friend that he had hung 
out with just last week. 

  

Student: Hey, Carson. 
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Carson: Hey. Listen. I’ve been hearing a lot of weird stuff about you today. 

 

Student Option 1: Yeah? What kind of weird stuff? Carson: I don’t want 
to say it. 

Student Option 2: I’ve been hearing a lot of weird  Carson: Oh. 

            stuff about me too. 

  

Student: How are you feeling about it? 

 Carson: I guess I want to know if it’s true, is all. 

 

  Student Option 1: It’s true.  Carson: I don’t believe you. 

  Student Option 2: It’s not true. Carson: That’s what I thought. 

 

From this point on, the student can either convince their friend that they are 

telling the truth or let them believe a lie. This is quite different from earlier where the 

student’s outfit had such a negative impact. While the student’s outfit won’t make this 

drastic of a difference in all interactions, going against the norm in any way will make it 

harder for the student to get positive responses from the more closeminded characters. A 

bad ending isn’t guaranteed with an atypical outfit and a good ending isn’t guaranteed 

with a typical outfit, so it’s best for players to focus on dialogue choices. Having said 

that, it is important to note that an outfit choice can end up contributing to a win or loss 

depending on how different social interactions are navigated. That is made especially 

apparent at the end when the student is confronted by their parents. An example of that 

can be seen here: 

The trans female student (wearing a feminine outfit) arrives home after a long day. When 
she opens the door, she sees her parent waiting at the kitchen table. Her parents call her 
over to the table and she sits down, the kitchen light shining over the table.  
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Student: Hi, Mom. Hi, Dad. 

 

Student’s parents stare at her. 

 

 Student Option 1: Listen… I’m sorry. 

Student Option 2: Listen… I’m not sorry. 

 

 Dad: Do you have any idea how much you’ve embarrassed us? 

 Mom: Honey, please- 

 Dad: Don’t interrupt me! 

 Student: I can explain. 

Dad: No. Instead, let me explain. You’ve spent this whole day parading around, 
looking like a pansy, blabbing about your illness to everyone who’d listen. 

 

Already, the conversation has taken an awful turn. If the student had chosen a 

different outfit or different dialogue choices, the conversation might’ve gone different. 

An example of that can be seen here: 

The trans female student (wearing a masculine outfit) arrives home after a long day. 
When she opens the door, she sees her parents waiting at the kitchen table. Her parents 
call her over to the table and she sits down, the kitchen light shining over the table. 

 

Student: Hi, Mom. Hi, Dad. 

 

Student’s parents stare at her. 

 

  Student Option 1: Listen… I’m sorry. 

Student Option 2: Listen… I’m not sorry. 

 

 Dad: Care to explain what’s going on? 

 Mom: Honey, we’re really worried about you.   
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Student: >I didn’t want everyone to find out. 

             I’m glad everyone found out. 

 

Dad: That’s pretty obvious, son. Danny told me you’ve been trying to get the 
rumors to quiet down all day. 

 

Student:   I really have, you have to believe me. 

                 >I’m not your son. 

 

Dad: You look like my son. 

 

Student Option 1: You’re right, I’m sorry. 

     Student Option 2: But I’m not your son; I’m your daughter. 

 

Much like the earlier interaction with Carson, this interaction has the player make 

a choice between a safe lie and the dangerous truth. This set of options can be reached 

even if the character is wearing an “unacceptable” outfit, but, as stated before, outfit 

selections can make the game a bit easier or harder. Another choice that can be made, 

ignoring characters, can influence the game’s outcome as well. Some character 

interactions are mandatory, but others are not. Ignoring a character can have either 

positive or negative effects depending on who it is. For example, if the student ignores 

one of their teachers the teacher might make a phone call to the student’s house which 

could negatively impact the ending. If the student simply walks past a character like 

Carson, however, they might be able to avoid more drama at school which makes it less 

likely for their parents to get super angry at the end.  
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The student’s friendship with Danny is arguably the most important bond 

throughout the game. Danny will text the student different things that might help or harm 

the student’s relationships depending on whether the student decides to listen to Danny or 

not. If the student is able to connect the dots before the school day is over, they will 

realize that it was Danny who outed them. Whether the outing was intentional or not 

depends on how the student and Danny interact throughout the game. If the student was 

mostly unkind, the outing was intentional. If the student was mostly kind, the outing was 

unintentional. Either way, discovering Danny’s actions unlocks bonus endings. All 

standard endings and bonus endings are listed below: 

Good Ending: Both parents accept Student despite judgment from the other townspeople. 

The family eats dinner together. 

Good Ending (Danny unintentionally outed Student): Both parents accept Student despite 

judgment from the other townspeople. The family eats dinner together. After dinner, 

Danny arrives at Student’s house to ask for forgiveness and Student forgives Danny. 

Good Ending (Danny intentionally outed Student): Both parents accept Student despite 

judgment from the other townspeople. The family eats dinner together. After dinner, 

Danny arrives at Student’s house to ask for forgiveness and Student does not forgive 

Danny. 

Bad Ending: Both parents are against Student and decide to disown them. Student leaves 

their home all alone, not sure of what to do. 

Bad Ending (Danny unintentionally outed Student): Both parents are against Student and 

decide to disown them. Student leaves their home and sees Danny waiting for them 
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outside. Danny understands what happened immediately and offers Student a place to 

stay. The two friends leave together. 

Bad Ending (Danny intentionally outed Student): Both parents are against Student and 

decide to disown them. Student leaves their home and sees Danny waiting for them 

outside. Danny understands what happened immediately and tells Student that they 

deserve what happened to them. The two friends walk separate ways. 

Neutral Ending: One parent supports Student while the other does not. There is an 

uncomfortable silence in the house so Student decides to take a walk. 

Neutral Ending (Danny unintentionally outed Student): One parent supports Student 

while the other does not. There is an uncomfortable silence in the house so Student 

decides to take a walk. Danny is waiting outside for Student and asks to join them on 

their walk. The two friends walk away together. 

Neutral Ending (Danny intentionally outed Student): One parent supports Student while 

the other does not. There is an uncomfortable silence in the house so Student decides to 

take a walk. Danny is waiting outside for Student and tells them not to get too 

comfortable. The two friends walk separate ways. 

 After completing any route once, students can use the New Game+ feature just as 

they would after playing Frida Kahlo: La Casa Azul. Seeing past playthrough choices 

and other players’ choices is yet another feature both games share, but An Average 

Outing also includes an insight feature in New Game+ where the character will 

occasionally have thought bubbles above their head before interacting with other 

characters. These thought bubbles contain information about characters from previous 
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playthroughs that might come in handy. Using these thought bubbles unlocks new 

dialogue choices that can contribute to unlocking secret endings and new interactions. 

Depending on past playthroughs, students might even be able to discover who outed them 

at the very beginning of the game, drastically altering their potential interactions with 

Danny. Throughout any playthrough, students learn about their character’s childhood, 

relationships, school life, home life, and more, but to unlock all of the information 

available about their character, they must play the game multiple times. 
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V – CONCLUSION 

As technology has evolved, education systems have failed to utilize innovative 

platforms. Today’s students still struggle with accessibility despite the presence of 

modern opportunities for educational growth using things like video games and the 

internet. The U.S. has around 73 million children (“Number of Children in the United 

States”) and millions of them are unable to access a quality education due to their 

location, class, and/or racial/ethnic background. How can the United States claim that 

there is “no child left behind” in education when plenty of children don’t have proper 

access to education in the first place? By creating a theoretical new education system 

with my thesis, I hope to especially cater to the children who are either left behind or 

forced to move ahead in the education system when they’re not ready. Most of all, I hope 

to make education more accessible to everyone regardless of their circumstances. 

45% of Americans have no access to public transportation (“Public 

Transportation”) and around 13.4 million American children under the age of 18 live in 

rural areas (“New Census Data”). With our current educational formats (in-person, 

online, etc.), many students have very limited schooling options that don’t always 

accommodate to a student’s needs. Rural schools often lack diversity and urban schools 

often lack funding, so regardless of where a child ends up, they’re bound to face 

obstacles that get in the way of their personal growth. Factoring in limited transportation 

options for children adds an additional obstacle: distance. Rural children tend to have to 

either commute, homeschool, or attend a local school that might not fit their needs while 

urban children are faced with transportation that isn’t necessarily child friendly or wallet 

friendly. Either way, children in poverty struggle to make it to school whether they’re in 
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a rural or urban location. Options such as the DCE would ideally bridge these distance 

and class gaps by providing an education alternative that prioritizes equity over 

convenience or zoning. It would also allow rural and urban children to attend school 

together and learn from each other’s experiences. With the DCE’s offline mode, students 

living in places with poor internet connection would still be able to work on assignments, 

turn in assignments, and watch class meetings even when they have no access to the 

internet at home. As long as they log in to their DCE account at a place that does have 

internet connection, they can stay caught up with their studies, educators, and classmates. 

Aside from transportation issues and internet issues, there are other additional 

problems students have to face: instability. There are more than 400,000 children in 

foster care in the United States, and most foster children stay in the foster care system for 

just over a year (“About the Children”). For those who leave the system, they must deal 

with reuniting with their parents or joining a new family. For the 20,000 children who 

end up aging out of the system each year (“About the Children”), they have to deal with 

an increased risk of poor educational outcomes, homelessness, and unemployment. These 

children all experience trauma, abandonment, and drastic changes in their routines, so the 

last thing they should have to worry about on top of all that is their education. Children 

who face instability at home should be able to find comfort at a familiar, unchanging 

place with supportive staff and classmates.  

Using the DCE or AE educational formats can establish a constant link between 

students that doesn’t change just because a student is in a new location, which can 

directly help people like foster children who might have to abruptly move. Tearful 

goodbyes with friends and staff could become a thing of the past if schools can embrace 
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location diversity and modern communication technology. This would not only help 

people like foster children, but others as well such as students who constantly move, 

students who are regularly confined to places like hospitals for medical reasons, and 

more. Children can’t normally control where they end up, which leads to feelings of 

insecurity, uncertainty, anxiety, and distress. If school can become a constant in their life 

that they can always rely on, that’s exactly what society should strive for. Children are 

happier and healthier when they have consistent group of friends, reliable educators, and 

a routine. There is a direct link between mental health and a student’s ability to function 

properly in school as well; even in prekindergarten schools, expulsion rates are 89% 

higher when classrooms don’t have regular access to a psychiatrist or psychologist 

(“Mental Health Impacts”). If a student’s school can act as a safe space for students, that 

student is more likely to academically, mentally, and emotionally flourish. 

When children don’t receive the help they need, they’re more likely to become 

one of the over 1.2 million students that drop out of high school in the United States each 

year (“11 Facts”). These dropouts end up earning less money than their peers who 

graduated high school and are much more likely to commit crimes. In the U.S., around 

75% of crimes are committed by high school dropouts (“11 Facts”), yet engaging, 

adaptable, education is not prioritized. There are many reasons as to why a student would 

drop out of high school, but the one problem that can be solved on a global scale, the 

availability of a proper education, is widely ignored. Almost 2,000 “dropout factory” 

high schools across the U.S. graduate less than 60% of their students (“11 Facts”), and 

those schools are still allowed to exist as-is. We must ask ourselves why schools that fail 

to help a large portion of their students exist. Do they exist because they’re helpful to 
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their communities or do they exist because those communities have limited resources and 

their schools rely on students having nowhere else to go? Even video game characters can 

see how neglected education is when a community has to focus survival first (see Figure 

2, page 82). 

Every school should be held to high standards while also receiving the resources 

it needs, but our current education system doesn’t make that possible. These physical 

locations have proven to not be suitable for their community’s needs (and they appear to 

lack resources needed for improvement), so students should be able to have more options. 

Non-white students in particular need schooling alternatives due to being 

disproportionately affected by dropout factory high schools, accounting for 89% of the 

overall dropout factory high school population in the United States while white students 

make up only 11% (Balfanz & Legters). The education system’s neglect towards its 

minority students unfortunately can’t be solved overnight. More tragically, it can’t be 

solved at all if the correlation between being a minority and having no access to a proper 

education isn’t addressed. After facing many years of oppression, minorities have been 

forced to work towards catching up with their peers instead of focusing on thriving in 

their environments. It’s not a matter of “when” things get better, rather, it’s a matter of 

“if” things get better. 

Areas with high levels of poverty, crime, and bigotry are full of minorities who 

live in those places out of necessity. These people don’t want to live in such volatile area, 

but after facing problems such as generational trauma, immigration, and systemic racism, 

they’re left stranded. Adults in these places don’t want their children to grow up 

disadvantaged only to end up stuck in the same place they grew up in, though it’s hard to 
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imagine any other outcome when daily life is a struggle. When children in these 

circumstances go to school, they’re undervalued, disrespected, and seen as a burden when 

they should be nurtured. It’s not the fault of these children or their families that they’ve 

ended up at a school that doesn’t cater to their needs, but that doesn’t change the fact that 

many schools view certain types of students as hopeless based on their backgrounds. 

When children go through the school system knowing that they are seen as an inevitable 

failure, they’re unable to see the potential they have. Being born in a certain place or 

looking a certain way does not determine the value of a human being, and the education 

system needs to reflect that in how it treats all of its students. The DCE and AE formats 

of education uniquely cater to this issue by letting students have more control over how 

they present themselves. Users don’t need to know where everyone is from, what outfits 

they do or don’t have, or any other potentially superficial piece of information. The most 

important part of being a student in these formats is simply being willing to learn. 

Monetarily speaking, a video game educational format also creates new job 

opportunities. In order to create everything needed for the DCE, IPE, and AE formats, 

people from a wide variety of fields would need to be recruited. The DCE, the largest 

format, would need the standard set of school staff, additional staff members specifically 

needed for a video game format, programmers, writers, artists, mathematicians, 

historians, scientists, health specialists, nutritionists, and more. Altogether, each format 

would probably require hundreds of people working for each digital campus. The chance 

to create thousands of new jobs across the U.S. alone (and maybe even millions 

worldwide) would promote furthering educational funding, which could contribute to 

more funding for in-person schools as well. This could eliminate the continuation of 
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phenomena such as dropout factory high schools. Selling games used in this education 

system to the general public could easily generate more profit by taking that profit and 

pouring it right back into the educational system while also encouraging learning outside 

of school. As long as the games created for this format maintain a universal appeal, they 

can maintain a universal profit. No matter how it’s spun, this theoretical format has the 

potential for furthering widespread access to a proper education, encouraging more 

educational funding, stimulating the economy, and providing more jobs. Our society has 

spent too much time relying on old practices. The world is constantly changing; it’s time 

to make the education system strive for progress instead of dwelling in the past. 

A proper education should not be treated as a privilege that only some are lucky 

enough to experience. Education, like food, water, and shelter, should be treated as a 

necessity. With a more educated global population, the world can look forward to social 

progress, emotional progress, and mental progress like we’ve never seen it before, but we 

have to fully value education before that progress can happen. Primarily, we need to 

value all children regardless of who they are. Whether it’s with this educational format or 

another, we should all do our best to accommodate those who struggle to find a place in 

the world the most. With that, I choose to look at the future of education as an 

opportunity for things to get better. If future generations can learn to understand what’s 

outside of their little bubble while also receiving the guidance they need to learn more 

about themselves as children, they can grow up to be the kind of adults who break 

harmful cycles established in the past. Only then can we truly move forward. 
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GLOSSARY 

administrator player (AP). A member of a campus who wields a high amount of 

authority and controls campus happenings (e.g., principals, vice principals, 

superintendents). 

alumni edition (AE). A version of the DCE made specifically for use after graduation. 

An Average Outing. A 2021 2D graphic adventure video game concept that has players 

explore a conservative small town as an LGBT+ teenager. 

A Trip to the Market. A 2021 2½D puzzle adventure video game concept that has players 

shop for specific cooking ingredients in a colorful, busy street market. 

campus. The server type used for the DCE and AE. 

Canvas. A course management system mainly used for online learning and teaching. 

custodian player (CP). A member of a campus who offers technical support. 

digital campus edition (DCE). An entirely digital school campus that utilizes a video 

game format. 

easter egg. A hidden feature that is often present in various forms of media (e.g., video 

games, films, shows). 

eBook. An electronic book that can be accessed on electronic reading devices, 

smartphones, and computers. 

educator player (EP). A member of a campus who teaches (e.g., teachers, professors, 

substitutes, student teachers, tutors). 
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emergency button. A function present in the DCE and AE that is used when a member 

of a server is in dire need of help and can’t afford to wait. 

Fable III. A 2010 3D action role-playing fantasy video game developed by Lionhead 

Studios that has multiple morality-dependent paths and endings. The game follows a 

male or female protagonist who must work to overthrow the corrupt king, their brother, in 

order to either save or ruin their kingdom with their own hands. 

Façade. A 2005 3D artificial-intelligence-based interactive story video game developed 

by Procedural Arts that has players play as close friend of Trip and Grace, a couple 

struggling to stay together. Players can type anything they want to say to the couple, 

leaving plenty of room for diverse playthroughs. 

fast travel. A game mechanic used to quickly teleport from one location to another. 

Frida Kahlo: La Casa Azul. A 2021 3D interactive story video game concept that has 

players explore the home of Frida Kahlo, speak to Frida and Diego, interact with different 

items, and unlock dialogue that is in both English and Spanish. 

Game Boy Advance (GBA). A 2001 32-bit handheld game console manufactured by 

Nintendo. 

game console. An electronic device made specifically for playing video games. 

game server. A roamable and moldable system that games use for online and multiplayer 

functions. 

hall monitor player (HP). A member of a campus who acts as a moderator and guide. 
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in-game assistant. An individual who accompanies a player while they’re playing a 

game to offer help and guidance. 

in-person edition (IPE). A version of the DCE made for in-person learning that includes 

DCE games, but does not include a campus. 

insight feature. A game element that lets players use information gained during their 

past playthroughs to directly influence future playthroughs. 

Khan Academy. An American non-profit educational organization that creates online 

learning content to help educate students. 

lesson player (LP). A member of a campus who helps conduct lessons outside of the 

classroom. 

livestream. A real-time event that is both recorded and broadcasted using the internet. 

loading screen. A picture shown while a computer program is loading. 

login screen. A digital page where a user enters their identification and authentication 

information in order to access certain content.  

massively multiplayer online game (MMO). A video game that many people can play 

together on the same server.  

Minecraft. A 2011 3D sandbox video game primarily developed by Mojang. This game 

gives players a wide array of blocks and other building materials and encourages players 

to create to their heart’s content. Survival mode has players gathering resources and 

carefully planning as they narrowly avoid death while creative mode removes hazards 
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and gives players unlimited resources. After gaining its own conventions, merch, and 

spin-offs, the series still stands as one of the most celebrated games of all time. 

My Periodic Pet. A 2021 3D pet simulation video game concept that has players taking 

care of their own element or compound pet. The way pets play, eat, speak, and evolve 

depends on how each player interacts with their pet. 

new game+ (NG+). A game mode that carries over elements from a past playthrough 

into a new playthrough (e.g., items, abilities, stats). 

niche player (NP). A member of a campus who is designated to a specific location or 

expertise that does not fall under other player categories.  

Night in the Woods. A 2017 2D adventure platformer video game developed by Infinite 

Fall. In this game, players control recent college dropout Mae Borowski who has just 

returned to her hometown. The game is an existential murder mystery that has the player 

uncover Mae’s trauma and the trauma of other characters through various side plots and 

decision-making moments. 

Nintendogs. A 2005-2011 3D real-time pet simulation video game series developed by 

Nintendo. This series centers around taking care of a dog (or cat, sometimes) and 

maintaining a pet/owner bond in real-time. When players are kind to their pet, their pet is 

happy. When players haven’t played the game in a while, their pet can start to feel 

neglected and might even run away. The game has plenty of toys, treats, and other in-

game items to keep players and their pets entertained, and players can even talk to their 

pets directly using their game console’s microphone. 

non-player character (NPC). A game character not controlled by a player. 
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Oxenfree. A 2016 2½D supernatural mystery graphic adventure video game developed 

by Night School Studio. This game follows a group of teenagers who end up trapped on 

an eerie island after interacting with a dimensional rift. The game explores themes 

surrounding the fluidity of time, supernatural horror, and the intricacies of reality.  

personal computer (PC). A multi-purpose computer that is optimal for individual use. 

platformer. A game genre that has players navigate various landscapes and platforms by 

running, jumping, and climbing. 

player menu. A list of game options and commands available to players at the push of a 

button. 

playthrough. Playing a game from start to finish. 

Pokémon. A 1996-2021 2D/3D role-playing video game series developed by Game 

Freak. This series is one of the most popular franchises of all time and has many spin-offs 

across different types of media that embrace diverse themes (e.g., photography, typing, 

racing, dungeon exploring, rangering, stealing, pinballing, artmaking, puzzle solving, 

detecting, tactical planning, petkeeping). The main games always start with a young 

trainer choosing their starter pokémon and going off on an adventure in an attempt to beat 

the best trainers in their region and catch ‘em all. 

quest giver. An individual who gives a player their quest. 

quest. A major task or mission given to a player during their playthrough. 

role-playing game (RPG). A game genre that has players take on the identity of a 

fictional character in a fictional setting. 
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scholarbills (SBs). A digital currency used in the DCE and AE to purchase digital items 

from the campus store. 

side quest. A minor task or mission given to a player during their playthrough. 

Stardew Valley. A 2016 2D farming simulation role-playing video game developed by 

ConcernedApe. This game starts with the player’s farmer character moving to a small 

town after their grandfather passed away. The farmer inherits their grandfather’s old 

farmland and uses it to get a fresh start away from their old city life. Stardew Valley’s 

main plot revolves around restoring the farm and the town’s Community Center while 

forging bonds with the diverse cast of characters. Unlike most games with romance 

options, this game allows players to date and/or marry any eligible bachelor or 

bachelorette without gender restrictions. 

Story of Seasons. A 1996-2021 3½D farming simulation role-playing video game series 

developed by various companies. Formerly known as the Harvest Moon series, each non-

spin-off game typically follows the same plot; the player is a young person who arrives at 

a small town and becomes a farmer who quickly builds a new life by farming, raising and 

befriending animals, making new friends and finding love, and starting a family. There is 

usually an end-goal like helping the Harvest Goddess restore the town to what it once 

was or saving your newfound home from ruin. 

student player (SP). A member of a campus who enrolls in and takes classes. 

The Sims. A 2000-2021 2½D/3D life simulation video game series developed by Maxis. 

This series gives players control over a vast number of characters. The main games in the 

series don’t have a concrete plot to adhere to, letting players act as an all-seeing, all-
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controlling master of their own world of Sims. For players who seek a more story-

oriented experience, the series has many expansion packs and spin-offs dedicated to 

following specific occupations, circumstances, or choices (e.g., spy, castaway, pet 

owner). 

Undertale. A 2015 2D role-playing video game developed and created by Toby Fox. This 

game follows the journey of a young child who falls into a world full of monsters. Unlike 

most RPGs, Undertale lets players win the game without hurting anyone and even 

encourages mercy. Should players desire, they can complete the game through peace, 

brutality, or neutrality. The game changes drastically depending on the choices a player 

makes, and past decisions are acknowledged in later playthroughs. 

Valiant Hearts: The Great War. A 2014 2D side-scrolling puzzle adventure game 

developed by Ubisoft Montpellier. This game is set during World War I and has the 

player play as different characters whose stories come together as the story progresses. 

For the sake of historical accuracy, the game creators listened to first-hand accounts, read 

letters, and travelled to old battle zones. One aspect of the game involves uncovering 

nonfictional information about the war accompanied by real-life images.   

Va-11 Hall-a: Cyberpunk Bartender Action. A 2016 2D indie bartender simulation 

video game developed by Sukeban Games and Wolfgame. In this game, the player is a 

bartender in a dystopian town. The story’s direction changes depending on the type of 

drinks the player serves and how the drinks’ recipients react to them. As time passes, 

zany patrons and returning customers alter the destiny of the player and those around 

them. 
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video call. A call made using an electronic device that lets users see each other as they 

talk. 

video game. An interactive electronic game that lets players take control and interact 

with various story and/or puzzle elements. 

visitor player (VP). A non-member player visiting a foreign campus. 

wellness player (WP). A member of a server who is in the health department (e.g., 

counselors, therapists, nurses, fitness specialists). 

World of Warcraft. A 2004 3D massively multiplayer online role-playing game 

(MMORPG) developed by Blizzard Entertainment. This game is part of the Warcraft 

universe and acts as a sequel to Warcraft III: The Frozen Throne. It is widely known for 

its huge influence on later MMORPGs and overall success. 

Zoom. A communications technology company that provides online video chatting 

services. 

Zork. A 1977-1982 2D interactive fiction computer game series that was released 

commercially in three parts and developed by various people and companies. The series 

was originally one whole game, but it had to be split up to work with memory limits on 

personal computers at the time. Plot wise, the game has the player take control of a 

nameless adventurer who must explore a dangerous empire and return from their journey 

with the treasures they need to complete their adventure. Due to the game’s heavy 

reliance on text, having a vivid imagination can greatly enhance one’s playthrough. 
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IMAGES 

 

Figure 1. Undertale. The player is interacting with one of the game’s shop owners. 

 

Figure 2. Stardew Valley. Penny, one of the residents of Pelican Town, attempts to provide an education for the small 
towns' children. 

https://undertale.fandom.com/wiki/Shop
https://www.androidauthority.com/stardew-valley-marriage-friendship-guide-994769/
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Figure 3. Nintendogs. The player feeds both of their pets. 

 

Figure 4. Façade. The player asks Trip and Grace if they're okay. 

https://fictionalcrossover.fandom.com/wiki/Nintendogs
https://www.gamasutra.com/blogs/TommyThompson/20200423/361473/The_Story_of_Facade_The_AIPowered_Interactive_Drama.php
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Figure 5. Valiant Hearts: The Great War. The player looks through old photos and historical facts. 

 

Figure 6. Oxenfree. The player must pick between different dialogue options. 

http://www.geekchicelite.com/valiant-hearts-the-great-war-now-available-on-windows-10/
https://www.gamespot.com/videos/oxenfree-gameplay-w-developer-commentary/2300-6428598/
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Figure 7. Fable III. The player has to decide between a profitable evil choice and a nonprofitable good choice. 

 

 

 

 

 

 

 

 

 

http://zsprawl.com/wp/2011/06/game-review-fable-iii/
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APPENDIX 

A Day in the Life of a DCE Student: The Basics 

This is a short video of a DCE model that I made in Minecraft to provide a visual 

representation of my thesis. The video includes a walkthrough of the login process, 

customization process, community discussion board, global discussion board, hallway, 

attending class, playing games in class, and offline mode. Though this video does show a 

standard interpretation of the DCE, its main function is to act as a simple blueprint.  

https://youtu.be/VWuwVPA0-fs 

 

 

 

 

 

 

 

 

 

 

 

https://youtu.be/VWuwVPA0-fs
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