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You are all experts in video game here. 
(Most probably more than me ☺)  

This presentation’s aim is to highlight some 
elements useful for a reflection in educational 
contexts.





What does it mean to educate to a video game culture?

1. consider the video game as an artistic, cultural and economic
phenomenon worthy of being the subject of study and of an 
accurate and careful analysis of its characteristics, its 
mechanics, its languages, its economic, production, distribution 
and communication models

2. to generate and nurture a pedagogical reflection on the medium 
that interests it in a transversal manner and that leads it to be 
considered as a tool capable of offering a significant stimulus 
not only to amusement and entertainment, but also to thinking, 
learning and the development of the person as a whole with a 
view to education for citizenship;

3. stimulate, in the players, a meta-reflection on their own gaming 
practices and on the creative-expressive potential that the 
medium makes available.



New Literacies Studies
Potter, J., & McDougall, J. (2017). Digital media, culture & education. Theorising third space literacies. Pallgrave
McMillian UK.

• It is important to reflect about the meanings that circulate in the digital
culture, how these products are made, how they are perceived and how all of
this impacts on the society.

• Develop Critical Thinking is not enough anymore: we must foster citizens’
responsibility and ethical posture.

Video Games can offer a very fertile ground for igniting this kind of reflection.
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Why is it necessary to educate to a video 
game culture?
The world of education needs to embrace the fact 
that video game is an extremely complex and diverse 
medium AND:

• it is one of the most impressive and relevant 
entertainment industries within the market;

• they have become a mass phenomenon that is 
gaining more and more weight in the media 
practices of the population, mainly due to lower 
prices and the spread of gaming on mobile devices;

• the relationship of mutual influence between video 
games and the cultural and value systems of our 
society.

https://www.videogameseurope.eu/publication/2023-video-games-european-key-facts/


Three important premises 

• Don't talk about ‘video games’ in general terms
• Video games are very different from one another (gameplay, genre, 

budget, production values, distribution models, aesthetic values, 
accessibility, quality of the representations, etc.)

• Don't talk about the ‘effects’ of video games in general 
terms
• The same content can be perceived very differently...

• Context: social, political, economic
• Mediation: adults, peers, educatorsPersonal experience
• Personal intentions

• Every video game deserves to be considered: even 
those that are not strictly educational.
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Keep Talkning and Nobody Explodes

Mario Kart 8 Deluxe

Gris

Fortnite



Direct 
use

Indirect 
use

Critical 
use

Creative 
use

Use games specifically designated 
to activate learning (serious games, 
educational games, news games….)

Use commercial games to reflect on subjects' 
motivation and push them into spontaneous 
and self-regulated forms of learning.

Use VG of any kind to activate the exercise of 
critical thinking about the content (media literacy, 
women’s representations, violence…) but also 
about one’s relationship to the medium itself

• To exercise critical and lateral forms of 
thinking through VG

• VG as a tool to exercise one’s own creativity
(create new games, new levels…)

Minecraft Edu

Not For Broadcast

Game Builder Garage

Gerda: A Flame in Winter

Fortnite
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