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ABSTRACT
This proposal is the result of an innovative experience that explores new educational methodologies in
which the design of video games becomes an allimportant activity during school hours. These cultural
tools, present at Spanish schools in Madrid, have become platforms from which to generate new literacies
needed to cope in the 21st century society. The main goal of this paper is to analyze the experiences of
adolescents when designing video games in an innovative learning environment based on the concept of
participatory culture. More specifically, we will look at the process of designing video games in a
collaborative and interdisciplinary workshop.
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INTRODUCTION
The specific goals are the following:
● To explore the game design process in the classroom looking for educational strategies supporting
the acquisition of new literacies. Students become producers, not just receivers.
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●
●

To analyze how the process of designing video games helps raise awareness of their internal
mechanics in a virtual world.
To examine the interaction and scaffolding situations among the workshop participants during the
video game creation process.

We will consider 
the theoretical framework t
hat structure these specific objectives. First, new
technologies offer users not only the chance to be consumers (Jenkins, Itō, & Boyd, 2015; Wenger, 2015)
but also creators. Playing is not enough, now it is necessary to create games and become the sender of
information and not only the receiver. Second, the development of literacies demands becoming aware of
the language used (Gee, 2013). In this case, the discourse is related to two dimensions, the game rules and
the drama behind the presentation of its contents (FernándezVara, 2015; Schell, 2008). From this
perspective, we understand 
game design as a meaningbuilding process immersed in a specific
cultural context. 
Finally, the design of video games also offers new forms of collaboration that
challenges the relationships between individuals and the social world. The complexity of the design
(Murray, 2012; Squire, 2012) in virtual worlds no doubt calls for interdisciplinary collaboration. Besides,
traditional social roles can be exchanged in the classroom: those who were teachers now become
apprentices, even though they can keep their role as guides in learning situations (Lacasa, 2013; Lacasa,
Pernía, & Cortés, 2015).
Considering 
the methodology
, his study is part of a broader project which involved a whole secondary
education school. The students used Game Maker to design the games and we were participant observers,
adopting an action research and ethnographical perspective (Pink, Horst, Hjorth, Lewis, & Tacchi, 2015).
The workshop lasted fourteen sessions during school hours and was carried out with the collaboration of
the research team, the teachers and the IT support team
. In this paper, we shall analyze the process
followed in the workshop to understand the process itself and not only the final product of the video
game design activity.
The corpus of data 
consists of all videorecorded sessions, the photographs taken in each session, the
recorded computer game and the video games designed; moreover, the researchers elaborated an
interpretative summary of the session. Besides, once the workshop was over, we carried out interviews to
the groups. The 
analysis 
was carried out with Transana software in a twophase approach in order to
understand the adolescents’ experiences in the context in which they occurred. In the first phase, the
recordings of each session were segmented and transcribed in order to analyze the conversations from a
discourse analysis perspective to understand the meaning that this experience had for teenagers and
researchers. During the second phase, we explored the video games designed by the students.
Focusing on 
the results
, we can conclude that the design of video games in the classroom contributed to
generate a multimodal educational activity with 3 key moments:
● Phase 1 (from session #1 to session #3): The students worked in a large group analyzing
commercial video games guided by the researchers and the teacher.
● Phase 2 (from session #4 to session #5): The students prepared their projects' pitches in small
groups, which helped them define their games. Each student plays a different role as part of the

design team (director, art, sound, design, programing). At a later stage, the games were shown in
a joint session and discussed with the authors.
● Phase 3 (from session #6 to session #14): This phase was focused on the prototypes creation,
working in small groups.
The first analyses of the sessions and the games designed by the students show the following preliminary
results. 
First, 
designing a video game in the classroom contributes to the development of new literacies,
different according to the role that the students play designing the game. 
Second
, the analysis of the video
games created reveals the representation that the adolescents have of the game, according to the role they
play as part of the design team. The elements that constitute the game (sound, images, stories, graphics)
start making sense once they become aware of the rules, the virtual environments in which they are
created and the arguments to attract the player. 
Third
, the context created and the people participating in
the workshop allowed us to design a learning space based on the different roles played both by the
students when creating the games and by the researchers while supporting and helping the kids. 
The roles
played by the kids helped them understand that computational design is not the only important thing in
the game, the artistic dimension, the sound and the director's role are also essential. 
The
researcherseducators favored reflection and analysis in the first stage, while the experts in the design and
the technical part of the game were key at the time of creating it.
The 
discussion and conclusions 
will focus on how the roles that the play during the process determine
the game representation. We will considerer the results of other research exploring teens and adolescents’
game design (Kafai & Peppler, 2012) and especially how students develop a critical approach to the
games when they design them in formal context for learning.
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