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INTRODUCTION
Digital games have increasingly become of interest to educational researchers and
theorists. In order to address the unique skills and needs of this new generation of
students, it has been argued that classroom practice must specifically accommodate the
‘digital affinity’ of the net generation who are connected, creating, and likely know more
new technological developments than their teachers (Jenkins, 2006, 2009). The belief
that youth exhibit a digital affinity undergirds the push towards an inclusion of digital
games in the classroom. Supplementing a curriculum with games builds on the out of
school activities of these digitally connected youth, as many are already playing games
in their leisure time (Stanley & Mawer, 2008; Prensky 2006). Furthermore, it is argued
that – at least for some students -- games may be more engaging than the books,
worksheets, or lectures commonly used as teaching tools (Prensky, 2006; Steinkuehler,
Alagoz, King, & Martin, 2012; Steinkuehler & King, 2009).
Games have made their way into a variety of in/formal learning contexts with both
negative (Steinkuehler et al., 2011) and positive impacts (Vie, 2008, Galarneau & Zibit
2007, Gee 2003/2007) o n the learning outcomes. However, reporting on the results of
these investigations remain heavily focused on gameplay and/or student interactions with
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the technology, less on the peripheral materials that can also make up key components of
the gameplay and educational experience.
In this paper we describe various uses of one such peripheral text: the videogame
walkthroughs. Describing three different contexts - 1) an informal learning environment
where 11-12 year olds used text and video walkthroughs to supplement their Legend of
Zelda: Windwaker play during an optional, lunch-time video game club in their school
library 2) a formal learning environment where grade six students used a written
walkthrough

for Lost Winds 2: Winter of the Melodias played as part of their Language
Arts classroom and 3) The use of walkthroughs for both students and teachers in the
piloting of a proprietary educational game designed to instruct elementary schoolers core
geography curriculum - researchers explore the value of the walkthrough as tools for
learning with games as well as user attitudes to these supplementary texts.

VIDEOGAME WALKTHROUGHS
Videogame walkthroughs are a form of paratext that are now typically produced by fans
or the enthusiast press, rather than officially released by game developers or publishers.
Prior to the widespread availability of the Internet, walkthroughs were circulated via
magazines (an early example being Scorpia’s text adventure guides in Computer Gaming
World circa. 1983). More recently, the walkthrough format has gone audio-visual in the
form of the “Let’s Play” video.
Consalvo (2007) has argued for the inclusion of peripheral materials in the study of
digital games and their surrounding communities as such sources “serve a specific role in
gaming culture and for gaming capital; they instruct a player in how to play, what to play,
and what is cool (and not) in the game world” (p. 22). Beyond developer-created texts
(e.g. instruction manuals, advertisements) there also exists a vast array of player-created
knowledge about particular games including artwork (Carter, 2014), calculations about
the underlying mathematical mechanics of the game (Malone, 2009; Paul, 2011),
third-party modifications and ‘add-ons’ to the game client (Chen, 2012; Taylor, 2006),
and the conversations that exist on message boards and forums devoted to the discussion
of MMOGs and other games (Braithwaite, 2014; Brock, 2011; Paul, 2010). Building on
Consalvo’s foundational work, our goal is to add to the growing discussions about games
and education by means of reporting on the use of paratexts in both formal and informal
learning environments.

CASE STUDIES
The case studies presented in this paper come from two larger research projects: the
studies involving WindWaker and Lost Winds 2 were part of a multi-year federally funded
project entitled Study 1 (the anonymized name we have attributed to the study to ensure
blind review); Sprite’s Quest, a game developed by the [Anonymized Region] Ministry of
Education to supplement the existing geography curriculum, was part of Study 2.

Study 1: Adding Walkthroughs to a Lunchtime Gaming Club
In this first case study, students were invited to participate in an optional lunchtime club
using The Legend of Zelda: Windwaker. This club was part of a pilot study conducted to
determine the level of intervention required if digital games were be used to supplement
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the existing Grade 6 Language Arts curriculum. A study in three phases, walkthroughs
were introduced at the end of phase one and immediately deemed a “cheat” by
supervisory teacher and student participants. This section explores the politics of cheating
in games (Consalvo 2007) as well as the classroom (Murdoch, Miller & Kohlhardt 2004)
and how these issues impact learning.

Study 2: Using Walkthroughs to address Language Arts Curriculum
Objectives
The second case study was a two-week classroom intervention where students played a
game as part of their Grade 6 Language Arts curriculum. The goal of this study was to
add more empirical evidence to support the claim that games can act as a learning tool in
formal educational environments. Playing the age-appropriate and accessible game Lost
Winds 2, walkthroughs were presented as being an essential text to be used as part of the
unit, uptake by the students was less than optimal. While walkthroughs provide “lists of
actions to perform to complete the game” (Juul 2002) and share similarities with other
technical documentation (Vie 2008), students prefered to ask peers for help than consult
the walkthrough. Kringiel (2012) argues that walkthroughs contribute to both confidence
and competency with technology for students, however, classroom ecology, in this case,
played a role in the value and usage of peripheral texts.

Study 3: Walkthroughs as a Teacher Aid
The final case study explores how walkthroughs support classroom teachers in order to
help them implement games for learning. Reporting on the findings of a study of 30
teachers across 10 school boards in [anonymized region] in which an original game was
used to teach elementary level geography, this section demonstrates the value of support
documents (walkthroughs) and training for educators since knowledge of games is
required in order to create effective pedagogical strategies (Lankshear & Knobel 2006).

ACKNOWLEDGMENTS
Removed for blind review

BIBLIOGRAPHY
Braithwaite, A. (2014). “Seriously, get out”: Feminists on the forums and the
War(craft) on women. New Media & Society, 16(5), 703–718.
https://doi.org/10.1177/1461444813489503
Brock, A. (2011). “When Keeping it Real Goes Wrong”: Resident Evil 5, Racial
Representation, and Gamers. G
 ames and Culture, 6(5), 429–452.
Carter, M. (2014). Emitexts and Paratexts: Propaganda in EVE Online. Games and
Culture. https://doi.org/10.1177/1555412014558089
Chen, M. (2012). Leet Noobs: The Life and Death of an Expert Player Group in World
of Warcraft. New York: Peter Lang.
Consalvo, M. (2007). Cheating: Gaining Advantage in Videogames. Boston, MA: MIT
Press.
Galarneau, L., & Zibit, M. (2007). Online Games for 21st Century Skills. In D. Gibson,
C. Alderitch, & M. Prensky (Eds.), Games and Simulations in Online Learning:
-- 3 --

Research and Development Frameworks. (pp. 59-88). Information Science
Publishing.
Gee, J. P. (2003). What Video Games Have to Teach Us About Learning and Literacy.
Computers and Entertainment, 1(1), 20.
Gee, J. P. (2007). Good Video Games and Good Learning: Collected Essays on Video
Games, Learning and Literacy. Peter Lang.
Jenkins, H. (2006). Quentin Tarantino’s Star Wars? Digital Cinema, Media
Convergence, and Participatory Culture. In M. G. Durham & D. Kellner (Eds.),
Media and cultural studies: keyworks (Rev. ed, pp. 549–576). Malden, MA:
Blackwell.
Jenkins, H. (Ed.). (2009). Confronting the challenges of participatory culture: Media
education for the 21st Century. MA: MIT Press.
Juul, J. (2002). The Open and the Closed: Games of Emergence and Games of
Progression. In Digital Cultures Conference Proceedings (pp. 323–329).
Tampere, Finland: Tampere University Press.
Kringiel, D. (2012). Learning to Play: Video Game Literacy in the Classroom. In J.
Fromme & A. Unger (Eds.), Computer Games and New Media Cultures (pp.
633–646).
Dordrecht:
Springer
Netherlands.
Retrieved
from
http://www.springerlink.com/index/10.1007/978-94-007-2777-9_40
Lankshear, C. & Knobel, M. (2006). New Literacies: Everyday Practices and
Classroom Learning. Open University.
Macdonough, K., Fraimow, R., Erdman, D., Gronsbell, K., & Titkemeyer, E. (2016).
On the EVE of Preservation: Conserving a Complex Universe. In M. Carter, K.
Bergstrom, & D. Woodford, Internet Spaceships are Serious Business: An EVE
Online Reader. University of Minnesota Press.
Malone, K.-L. (2009). Dragon Kill Points: The Economics of Power Gamers. Games
and Culture, 4(3), 296–316. h ttps://doi.org/10.1177/1555412009339731
Murdoch, T. B., Miller, A. & Kolhardt, K. (2004). Effects of Classroom Contexts
Variables on High School Student’s Judgements of the Acceptability and
Likelihood of Cheating. J ournal of Educational Psychology, 96(4), 765-777.
Paul, C. A. (2010). Welfare Epics? The Rhetoric of Rewards in World of Warcraft.
Games and Culture, 5(2), 158–176. https://doi.org/10.1177/1555412009354729
Paul, C. A. (2011). Optimizing Play: How Theorycraft Changes Gameplay and Design.
Game Studies, 11(2). Retrieved from http://gamestudies.org/1102/articles/paul
Prensky, M. (2006). Don’t Bother Me Mom - I’m Learning! Paragon House Publishers.
Stanley, G., & Mawer, K. (2008). Language Learners & Computer Games: From Space
Invaders to Second Life. Teaching English as a Second or Foreign Language,
11(4), 1–12.
Steinkuehler, C., Alagoz, E., King, E., & Martin, C. (2012). A Cross Case Analysis of
Two Out-of-School Programs Based on Virtual Worlds. International Journal
of Gaming and Computer-Mediated Simulations, 4(1), 25–54.
https://doi.org/10.4018/jgcms.2012010102
Steinkuehler, C., & King, E. (2009). Digital literacies for the disengaged: creating after
school contexts to support boys’ game-based literacy skills. On the Horizon,
17(1), 47–59. https://doi.org/10.1108/10748120910936144
Steinkuehler, C., King, E., Alagoz, E., Anton, G., Chu, S., Elmergreen, J., … Zhang, B.
(2011). Let Me Know When She Stops Talking: Using Games for Learning
-- 4 --

Without Colonizing Play. In Proceedings of the 7th international conference on
Games + Learning + Society Conference (pp. 210–220). ETC Press.
Taylor, T. L. (2006). Does WoW Change Everything?: How a PvP Server,
Multinational Player Base, and Surveillance Mod Scene Caused Me Pause.
Games and Culture, 1(4), 318–337.
Vie, S. (2008). Tech Writing, Meet Tomb Raider: video and computer games in the
technical
communication
classroom.
E-Learning,
5(2),
157.
https://doi.org/10.2304/elea.2008.5.2.157

-- 5 --

