
The use of video games in the 
classroom 



• A video game is a computer program that creates an 
electronically manipulated image on a television screen 
or display screen. 

• For most young people, playing games is just a regular 
part of the day. Whether it be on computer, video 
game console or handheld device.  

•  It has been around for over 30 years giving a mean of 
entertainment in a virtual world, where you can 
become anyone and take on different roles that you 
normally would not be able to in your real life. 

What is video games 



The negative impact of video games on 
kids. 

Computer and video game can help young people who feel 
powerless in their daily lives a purpose by suddenly giving 
them command of an army, drive cars, and wreak havoc on a 
virtual world with no real-life consequences. 
It can also make them addictive and not able to handle their 
daily lives, school, sports and extra curricular activities, 
resulting in: 
1. Falling asleep in school. 
2. Falling behind with assignment and on grades. 
3. Abusing of drugs, being irritable, social isolation. 
4. Teaching wrong values: violent behavior, vengeance and 

aggression are rewarded 
 



The positive impact of video game on 
kids.  

Video games changes your brain: 

• Playing interact with your brain the same as 
learning to read, playing the piano, or 
navigating using a map. 

• The skills required to win involves abstract and 
high level thinking skill that are not even 
taught in schools.  

 

 



Mental skills 

Video games enhances mental skills such as: 
• Following instructions. 
• Problem solving and logic. 
• Hand-eye coordination, fine motor and spatial skills. 
• Planning, resource management and logistics. 
• Memory 
• Simulation and real world skills. 
• Games are also uniquely suited to fostering the skills necessary for 

navigating a complex, interconnected, rapidly changing 21st century 
 
Which makes you think. Could video games be used in the classroom? 

 



Video games in the classroom 

• Educators, policy makers, investors, and developers are 
trying to build games for schools. 

• Video games can let teachers assess students in terms of 
self-confidence, discipline, goal setting, and social 
interaction with their classmates. It then becomes easier 
for teachers to report back to the parents when giving 
them feedback about their children’s progress in school. 

• Video games can teach children the importance of ‘speed’ 
and getting things done in a timely manner. A lot of games 
are timed, allowing children to challenge themselves and 
each other by breaking a time record, finishing first in a 
race, or building something on time. 
 



Video games in the classroom 
cont’ 

• Video games such as SimCity, for example, 
give people the mission to develop an entire 
city and maintain the well being of its citizens, 
while managing budgets. Through building 
properties, decorating homes and other 
activities, students get a basic comprehension 
of how to manage and handle finances. 

 



Skills from video games that could be 
learned in school 

 
• Problem-solving skill. 
• Boost motivation. 
• Encourage students to focus.  
• Your ability to process information. 
• Reasoning skills. 
• Language skills. 
The implementation of gamification in the 
classroom is also inexpensive, and is easy to set up. 



• Gamification is the use of game design and mechanics 
to enhance non-game contexts. Games, in any form, 
increase motivation through engagement. Nowhere 
else is this more important than education.  

• Students today are digital natives; not like their digital 
immigrant teachers. On the plus side, this means that 
students interact with technology much better. On the 
down side, it means that they have very short spans of 
attention. This makes traditional teaching methods 
lacking the motivation incentive students may need to 
be motivated to learn. 

The concept of gamification 



Ideas of gamification 

Gamify grading: One success story is Lee Sheldon, a 
professor at Indiana University, who gamified his 
course by abandoning grades and implementing an 
experience point system. 
Integrate educational video games into your 
curriculum: The use of games allows students to 
fail, overcome, and persevere. Students are given a 
sense of agency—in games, they control the 
choices they make, and the more agency students 
have, the better students do. 
 
 

 



 
Stir up a little competition: Professors have found that the 
tournaments incentivize students to learn the material and practice. 
After all, everyone wants to see his or her name on the leaderboard. 
 
Award students with badges: For each assignment completed, award 
students with badges. This may seem like a regression back to 
Kindergarten stickers of gold stars, but it’s working for Khan Academy. 
As students watch instructional videos and complete problem sets, 
Khan Academy awards them with points and badges to track progress 
and encourage perseverance 
 
Sources:  https://blog.tophat.com/4-ways-to-gamify-learning-in-
your-classroom/ 

Ideas of gamification Cont’ 



• Kudo Game lab – Build games. Play Game. Share 
Games: 

Kodu lets kids create games on the PC and Xbox via 
a simple visual programming language. Kodu can be 
used to teach creativity, problem solving, 
storytelling, as well as programming. Anyone can 
use Kodu to make a game, young children as well as 
adults with no design or programming skills. 

 

Games that could be used in schools 



Video Games in the classroom 

• Minecraft:  

Is a popular sandbox software game in which players 
build structures out of blocks.  

The game’s free-form structure has made it popular with 
kids and adults alike. But little by little, teachers, parents, 
and students have discovered that the game can be used 
for educational purposes, too. 

It helps students and teachers of all disciplines use their 
creativity to design projects, free from the kinds of 
limitations they would face using traditional methods. 

 

 



Kerbal EDU: 
 

• Kerbals are little green creatures who are trying to build 
their own space program… It’s up to players to solve 
problems and learn about physics at the same time.  

• Build rockets with versatile tools and find challenges in a 
sandbox universe! Do you want to build a space shuttle 
or colonize moon? Go for it!  

• Experience advanced problem solving: Does your rocket 
break up in launch? Add more structural struts! Now you 
have too heavy rocket? Strap in more rocket boosters! 
Learn space exploration in low threshold, easy to 
approach, ‘fun to loose’ game experience! 

 

Video games in the classroom 



Kerbal edu cont’ 

• Problem Solving and Innovation: 

KerbalEdu unleashes student creativity with an 
iterative design approach to learning from 
mistakes.  

A perfect fit for physics and math curriculums in 
higher levels. Can also be used for any age 
group to demonstrate physics concepts and 
motivate students to engineer creative 
solutions through experimentation 

 

 

 



Kerbal EDU cont’ 

• Teaching ideas: 

Earth History Campaign: Introduce your students to different types of 
forces and Newtonian mechanics. 

Physics testing lab: What happens when you drop an egg? What 
happens when you drop egg on moon? 

Teamwork: Take roles, work together for a space mission. Try out, 
debrief. Lear project work and iterating designs. See the project from 
the different perspectives like from the side of manager or pilot? 

Simulate real life space mission and learn what it takes to launch a 
satellite or build space station? 

 

Sources: https://store.teachergaming.com/12-games 



Universe Sandbox 

• Universe Sandbox: 
 
Experiment with planetary size and gravitational forces 
with sophisticated simulations. Observe cause and effect: 
what happens if two galaxies collide or or an asteroid 
crashes into Earth? Don’t forget about the ecological 
effects either!  
Advanced atmosphere simulations measure and mirror a 
wide range of variables from greenhouse gases to 
måagnetic fields, and your choices shape surface 
conditions on dynamically generated planets. All of this 
packed into an approachable, easy-to-use game. 



Universe Sandbox Cont’ 

• Learning Possibilities:  

Universe Sandbox ² is suited for demonstrating natural 
phenomena, and it works well as a laboratory for celestial 
experimentation. The program simulates stellar evolution, 
material composition, and even the climates of planets. 
You can observe how collisions shape planetary surfaces, 
followed by shockwaves and fragmentation. As a sandbox 
game, it’s an excellent tool to spark interest in STEM-
subjects. 

 

 



Universe Sandbox Cont’ 

• Use in the classroom:  

Understand how solar systems are balanced and how easily that 
balance is disturbed. 

What would happen if the Moon collided with Earth and why? 

Follow the outcomes of RCP models of greenhouse gases 
affecting Earth.  

Examine the n-body problem of predicting the movements of 
groups of celestial objects. 

Introduce students to the gravitational constant of the universe. 

 

Sources: https://store.teachergaming.com/12-games 

 

 



Terratech 

• Is physics-based simulation that is all about designing, 
building and driving different kinds of vehicles called Techs.  

• You play the role of an intergalactic miner exploring alien 
planets for natural resources and fighting other prospectors 
for better materials. 

•  It is up to you to decide if what kind of approach to take: is 
your Tech an excavator or a land battleship?  

• Terratech provides several game modes from survival to sumo 
wrestling, speed races and hair-raising gauntlets. 



Terratech Cont’ 

Learning possibilities  

• Terratech features child-friendly block graphics and an easy-to-use GUI. 
Iteration and learning from one’s mistakes is at the heart of the game, and 
its gentle learning curve makes it effortless to improve Techs little by little.  

• The basic laws of physics apply to vehicles in the game: smaller and lighter 
Techs may be nimble, but might not withstand as much damage as their 
more robust counterparts.  

•  The game’s R&D test laboratory lets players freely plan out Techs using all 
the materials available in the game, and provides them with preview 
access to new parts and game modes. 

 



Teaching ideas for the classroom 

 

• Learn about concepts like the center of gravity, friction and 
weight. 

• How do machines work? Build an excavator or a crane. 

• Competitive iteration: Have students build their own Techs 
for Sumo Showdown and pit their creations against each 
other. Iterate and try again. Encourage scientific approach to 
iteration. 

 

Sources: https://store.teachergaming.com/12-games 

 



Influent Basic 

 
• Influent is a game aimed to inspire people around the word to pick up a new 

language by offering a fresh and rewarding learning experience.  
• Players explore an interactive 3D environment with hundreds of selectable objects. 

The game is all about learning a new language through exploration.  
• Primarily, Influent focuses on nouns and pronunciation with the added bonus of 

learning related adjectives and verbs on the side. 
•  Everything happens at the player’s own pace, so fast learners won’t be bored 

either! Master 50 words and unlock a flying spaceship - with lasers! 
 
• Influent comes in 4 different packages each including several different languages: 
 
Influent Nordic: Includes Danish, Finnish, Norwegian and Swedish language packs. 
Influent Europe: Includes German, French and Russian language packs. 
Influent Southern Europe: Includes Bulgarian, Brazilian Portuguese, European 
Portuguese and Italian language packs. 
Influent Asian: Includes Japanese, Hindi, Chinese and Korean language packs. 
 
 
 



Influent Basic Cont’ 

Learning possibilities  
• Influent is perfect for getting to know a new language. The game 

heavily utilizes environmental association of words, and learning 
happens much like in real life.  

• Players explore the main character’s apartment, learning the words 
for everyday objects and actions. Influent supports 14 user 
languages, and currently has 18 target language packs ready - with 
even more content and grammar instructions on the way.  

• Each language pack includes 400-700 common words. Verbs and 
adjectives are unlocked by mastering vocabulary lists, and the 
game’s challenging Time Strike mode helps with getting over 
plateaus in learning. 
 
 

 



Influent Basic Cont’ 

Teaching ideas 
 
• First steps with any new language. 
• Learn a few words and the basics pronunciation 

before tackling grammar. 
• Helpful for keeping absent students up to date on 

their language studies. 
• Can be used as a crash course before exchange 

periods. 
 
Sources: https://store.teachergaming.com/12-games 

 



conclusion 

• Video games represent a diverse, exciting and 
potent media form, and they offer fresh 
possibilities as digital learning tools. Getting 
them to "do what you want" is a matter of 
experimentation and professional 
development, as are most powerful teaching 
tools. Video games not only have a role, but 
also demand a seat next to novels and poems, 
speeches and letters, essays and short stories. 


