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Project Summary

Research Question: How can we use video games to teach social studies, model

potential careers, and develop environmental identities within our classrooms?

Project Description:

The objective of my project was to advocate for the greater use of video games as
instructional tools by educating and inspiring a general audience ranging from
professionals to parents. Through research on using video games as an educational tool
within schools in general, as well as more specific lenses focusing on video games being
used to teach social studies concepts, model careers, and develop environmental
identities, it was found that video games do carry a great amount of potential when used
as an educational tool, although that potential is currently unrealized due to more
experience of actual implementation being needed, as well as academic works not having
cohesion in regards to games being studied, methods of instruction in application of the
games, or common measurables of success. Additionally many of the studies on games
were conducted upwards of twenty years ago. The findings and academic merit of video
game play being used for learning may hold up over time, but the games being studied
might not appeal to students in 2022, and game capabilities could arguably have
improved due to advances in technology in that time

This research based insight led to the creation of the Low Five Education Project. The
Lowfive Education project is housed in its own section within the website Lowfive.com,
a casual video game entertainment podcast that predates the project. The project is a

multimedia offering including a video essay, written articles, and podcasts that take key



academic findings, relate them to a general audience, and pairs them with specific
modern games that exemplify learning principles or lenses covered. The idea was to
familiarize both education professionals as well as parents of school aged children with
the idea that video games are exciting educational tools and not just childish pursuits or
purely for entertainment. Articles include pieces on identity teaching within gaming,
semiotic domain learning, job or career skills within gaming, and a list of helpful tips for
any educator looking to use games within the classroom backed by research. There are
four podcasts falling under two categories. One is a feature podcast highlighting the game
Cities Skylines by explaining the game as well as all the ways it could be used to teach
within schools or even expand your learning at home. The other three are companion
podcasts that pair with articles on semiotic domains, identity, and career focuses
respectively. In the companion podcasts I focus and expand upon ideas from an
educational lens, while my co host relates the learning principles impact in a more
general or at home setting.

All artifacts within the project serve to inform the audience of the validity of video games
being used as an educational tool while also providing advice on different games that
could be used within classrooms. The idea is that a teacher looking into the idea of
teaching through video games could be emboldened by the source and given some of the
foundational resources and reasoning to start developing lesson plans or curriculum to do
so. More experience in teaching through games is needed which means we need more
professionals to take a chance. That being said fellow educators are only part of the
intended audience. Lowfive Gaming has a previously established and growing following.

Video game players are also parents and students themselves. By reaching this audience



we are also equipping more interested individuals with solid information that helps
change the narrative on video game playing being purely casual and could change the
way individuals look at the games they play.

Video games do hold the potential to engage, excite, and inspire our students, but only
when paired with intentional and skillful teaching. Video games are a readily available
resource currently underutilized within American education given all that they offer. The
Lowfive Education Project serves as a foundation for greater implementation moving
forward. Hopefully by taking academic work that highlights the educational merit of
video games and relating that information to a general audience in a more digestible
manner, we can see more progress being made. The idea to pair learning concepts with
specific modern games, as well as providing research backed advice on implementation
was done to hopefully give professionals, parents, or even more causal players ideas and

inspiration moving forward.



Project Website:

Home Blog Education  Merch WIVE f d v = Listen Now

Introduction

Semiotic Domains - . -
\dentity in Gaming Low Five Education Project
Epistemic Gaming

Teaching Video Games THE ARTICLES

Semiotic Domains Identity In Gaming Epistemic Gaming Teaching Video Games

The following is a script for a forthcoming, accompanying video essay.
Introduction

Hey this is Luke, Co-host of Low Five Gaming.

The video game industry has exploded into one of the most dominant cultural and commercial forces on the planet. Video game publishers are selling for billions, Hollywood is making a huge push to
make the next massive movie franchise based on your favorite video game ip, and everyone from your baby cousin to your grandmother very well may be playing games on their phone right now...

That or watching videos on Youtube about Minecraft that confuse you and make you feel old.

Despite this cultural ubiquity there is one place where video games are not being used to their potential, the classroom. Many of us have extremely fond memories of playing some iteration of The
Oregon Trail game series in classrooms going all the way back to its original publishing in 1974, but oddly the use of video games as a learning tool within the classroom has hardly grown.

It's not as if gaming hasn't gotten better since then. There seems to be an endless amount of
games to play where you can be anything. | mean there are literally games where anbea '
piece of bread, a murderous shark narrated by Chris Parnell, or just simulate mow wn after A

Low Five Gaming predates this project and has its own casual games podcast, so all
education materials can be found under the education tab or section of the website seen in
the top right corner. In this early state or website build, articles are linked at the top of the
page. Each of the articles above has a companion podcast embedded within them that was
designed to enrich the conversation from the article with greater detail and application to
both schools and casual gamers. An introductory script is also included on the home page
that introduces the project and motivations for, which will later be recorded and turned
into a video essay.

Links to Article PDF and Website:

Video Essay Script: Video essay script is a written introduction that serves as the
emotional home to the project. The who, what, when, where, and why of the project are
given. It can be seen as a public facing version of chapter one of my capstone paper.

As currently published on the Website



https://www.lowfivegaming.com/education

PDF Format

Semiotic domains article and companion podcast: Semiotic domains are an academic
learning concept from academic author James Paul Gee. This article and companion
podcast explain the concept for a general audience and then relate how video games can

be used for learning for both school and general settings.

Low Five Education

Semiotic Domains and Learning Through Video Game Play

If you told somebody befare 1985 that the character who would surpass Mickey Mouse in household popularity was an Italian plumber named Mario who travels through colorful worlds battling a

giant dinosaur named Bowser that, once again, kidnapped a princess named Peach, you would have sounded insane. If you continued that he is aided by a helpful and significantly more cute dinosaur

named Yoshi, and a small ?named Toad, they probably wouldn’t continue listening when you explained that Mario gets bigger when he eats mushrooms or can shoot fireballs when

he eats a red flower. Why is it exactly that Mario eats mushrooms to gain power or an extra life, but also stomps on different mushrooms that are his enemies working under the tutelage of Bowser? It
doesn’t really matter because the Super Mario games are fun and the characters and world they inhabit are cuter than heck. We accept all absurdities and ignore reasonable truths of life, aka basic

logic, when we play video games in a phenomena lovingly called video ga

gic. When taken seriously you'll learn that although video game logic is often goofy, it also serves as an example of

ingenious game design. The developers are teaching you how to interact with their world, which means that you are definitely learning. I'm not here to tell you that your kids need to learn about

Mario, but there are tons of games that actually teach valuable content through their gameplay and they could really help school come alive for our students.

Companion Podcast

@ o LFEd Ep. 001: Semiotic Domains

LFEd Ep. 001 Semiotic Domains

As currently published on the site

PDF format

Identity learning articles and companion podcast: In two articles and one companion
podcast, identity learning with video games is explored in great detail. Topics include
learner identity, exploring outside of one’s identity, and both environmental and civic

identity.


https://drive.google.com/file/d/1LicPzy3wqKp9s_fZhQWQ-f_Q06r07bp_/view?usp=sharing
https://www.lowfivegaming.com/semiotic-domains
https://drive.google.com/file/d/12WGayMlNeLPFMhj3nrOnAn5uwHB1Cbg3/view?usp=sharing

Low Five Education

Identity in Gaming

Although certainly not a perfect person, I've always struggled to play as the bad guy when given the choice in video games. Hilariously, the sweetest most gentle friend | had in high school had no
such issues as he relished the ability to follow the dark side. Both of us turned out fine so this isn't a critique of how video games shape players, but instead an example of how video games allow
players to try out and explore different identities. Books, movies, and board games have long offered the ability to explore different perspectives or see the world through a new set of eyes, but the
interactive nature of play within video games means you can literally be whoever or whatever you want. They take the imaginative nature of childhood games or the more serious and structured play
of dungeons and dragons and visualize the realities for the player. You can poke and prod the worlds you play in, test them to their limits, or simply enjoy an expanded reality through active role
playing.

Civic and Environmental Identity in Gaming

When looked at as a tool, video games offer an excellent opportunity for students to engage and learn within a classroom. Through the lens of identity, video games offer an opportunity for students

to explore their identities as learners, different or unique perspectives outside of themselves, as engaged citizens within a local or glebal community, and as environmental stewards. A

discussing learner identity and role playing outside of one’s own identity, there is still a lot of ground to cover. This article serves as a continuation of how video games offer unique learning

opportunities related to identity exploration. The following sections cover civic and environmental identity. They are each identified and explained before offering suggested video game pairings that
could help strengthen them in schools.

Companion Podcast

o LFEd Ep. 002: Identity in Gaming

LFEd Ep. 002: Identity in Gaming

As currently published on the sit

PDF format (Part One / Part Two)

Epistemic gaming article and companion podcast: Epistemic games are defined and
discussed alongside conversations on using video games to inspire and teach career
related skills. Within the companion podcast the conversation is given greater detail

alongside reflections on our own academic and professional careers.

Low Five Education
Using Video Games to Spark Student Careers

A small but meaningful piece of advice | would give to any new teacher going fresh faced into education, especially middle school, is that they should have some playful and serious responses ready
for the inevitable question of "when are we ever going to actually use this?” It's basically the coolest most counterculture anti establishment thing that a 13-14 year old is going to come up with that
perfectly encapsulates their growing teenage angst. They have every right to question you given it is their education and future, but in my experience it's often more about the act of rebellion than
actually seeking answers, which is why | suggested playfulness in the potential response. Despite not being perfect, educators work tirelessly year after year to equip students with the tools they’ll
need for a future we can't read. Therefore the best we can do is make students well rounded, provide them with experiences, and hopefully help them figure out who they want to be.


https://www.lowfivegaming.com/identity-in-gaming
https://drive.google.com/file/d/1tTP4fNYYErWmTyCHBo64d3gK-YUPCLo_/view?usp=sharing
https://drive.google.com/file/d/1ckRK8YynZhww36zt4DYyJBjtdF2wCWDe/view?usp=sharing

Companion Podcast

@ ° LFEdEp 003: Epistemic Gaming

LFEd Ep. 003: Epistemic Gaming

As currently published on the site

PDF format

6 Things to keep in mind when gaming for class article: In this article advice is given
on the best ways to implement using video games as a tool within a classroom. Advice is
based on both research and personal teaching experience. The article is scheduled for a

later publishing date and is not yet on the website.

Home Blog Education Merch WIVE f d v = Listen Now

Low Five Education

Research Based Advice for Teaching Video Games in Classrooms

Think of video games as a tool. A way to switch things up and excite your students, but not your sole method of instruction and not something void of support or structure. I'm obviously convinced
that video games would be an awesome addition to the classroom, but realistically it's never going to be as easy as booting up some games and letting kids play. Physical education is an incredibly
important class for students where they often get to play fun games, but a teacher still needs a plan and doesn’t just simply roll a ball out and supervise. Although there are some smaller examples,
the idea of video games as instruction is still inits infancy at best. Studies have been done on the effectiveness of teaching through games and results are positive, butinconclusive. This is due to
different games being studied, the games being taught in different ways, and success being measured in different, non uniform ways. AlImost all studies have called for further work to be done in
understanding video game effectiveness and justify the positive results as a reason for educators to continue being curious. So really just like any other form of education we need to keep tweaking
and working on our methods before things are optimized. To do that teachers need to communicate what has been tried and most importantly what did and didn't work. Through my research for this
project, here are x things that I've learned to be very important in order to properly implement video game instruction within the classroom.

As currentl lish n the si

PDF format

Cities Skylines feature podcast: This full length podcast was created and published for
the preexisting section of the casual games website Low Five Gaming. The podcast
associated with the site has an established and growing fan base that we wanted to pull

into the project in order to widen the audience. In this podcast the project is introduced


https://www.lowfivegaming.com/epistemic-gaming
https://drive.google.com/file/d/1bjDmQIw3wfgztJfBvGtK8gt7M8sCE701/view?usp=sharing
https://www.lowfivegaming.com/teaching-video-games
https://drive.google.com/file/d/1qM8cOcCBrCIpmGWOaIGQ5LnbHC5lr0xW/view?usp=sharing

and explained before going into great detail on the video game Cities Skylines both in

general, and its potential for learning in and out of the classroom.

aming

s: Skylines

LFG Ep. 013: Cities Skylines

Luke and Alex talk Cities: Skylines.

Cities: Skylines is a city-building game developed by Colossal Order and published by Paradox Interactive. The game is a single-player open-ended city-building simulation. Players engage in urban
planning by controlling zoning, road placement, taxation, public services, and public transportation of an area. They also work to manage various elements of the city, including its budget, health,
employment, and pollution levels. It is also possible to maintain a city in a sandbox mode, which provides more creative freedom for the player.

Cities: Skylines was first released for the Windows, macOS, and Linux operating systems in March 2015, with ports to the Xbox One and PlayStation 4 game consoles being released in 2017, for the
Nintendo Switch in September 2018, and for Google Stadia in May 2022 developed by Tantalus Media. The game received favorable reviews from critics, and was a commercial success, with more

than twelve million copies sold on all platforms as of June 2022.
Both Luke and Alex played Cities: Skyfines on their Windows PCs.

Read Luke's capstone project at lowfivegaming.com/education.

Join the Low Five Gaming Discord.

Have questions? Comments? Email us at hello(dlowfivegaming.com and you could be featured on a future episode!

As currently published on the site



https://www.lowfivegaming.com/blog/ep-013-cities-skylines
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