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ABSTRACT 
This paper reports on a three year Australian Research Council project in six Australian 

secondary schools: Literacy in the Digital Age of the Twenty First Century: Learning 

from Computer Games. The project had three foci: games as cultural artefacts, new forms 

of narrative and multimodal contemporary textual forms; young people’s knowledge of, 

and engagement with, the world of digital games and what might be learnt from that to 

support the learning of new and traditional literacies; and teachers and curriculum 

change. Drawing on classroom case studies and other data, it presents an overview of key 

findings, outcomes, and recommendations. 
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INTRODUCTION 
The capacity and potential of digital games to engage students, foster a range of 

multimodal literacy learning and literacy practices, create contexts for collaborative and 

problem solving approaches through the generation of affinity groups, and provide 

complex learning environments and deep learning, have been widely argued and 

recognised (Gee 2007, Schaffer Squire Halverson and Gee 2005, de Castell and Jensen 

2003, Chee 2011). Internationally, research reviews have mapped a wide range of 

curriculum interventions organised around games, particularly in relation to learning in 

curriculum areas (Perrotta, Featherstone, Aston & Houghton, 2013; Young et al. 2012,) 

However, to date there has been little Australian research reported in this area. This paper 

reports on findings from a three year Australian Research Council project in Australian 

secondary schools on games-based learning, with a particular focus on literacy and 

learning: Literacy in the Digital Age of the Twenty First Century: Learning from 

Computer Games. The project had three foci: (i) video and other forms of digital games 

as cultural artefacts, new forms of narrative and multimodal contemporary textual forms;  

(ii) young people’s knowledge of, and engagement with, the world of digital games and 

what might be learnt from that knowledge and engagement to support the learning of new 

and traditional literacies in school and (iii) teachers and curriculum change: the 

challenges and opportunities teachers faced in reconceptualising the curriculum subject 

English to encompass digital games, to support the learning of new and traditional 

literacies.  The paper discusses key elements emerging from the study – shifting 

constructions of school subjects and subject boundaries brought about by the 

incorporation of games into the classroom, the value of paratexts in curriculum design, 

classroom pedagogy and students’ out of school lives, the importance of gaming capital 

(Consalvo 2007), teachers’ changing attitudes and practices consequent upon the 

introduction of games.  Analysis of specific games produced insights into the ways in 

which digital games as cultural texts are imbued with ideologies which manifest in their 

design and in the story elements they incorporate, and the ways in which, as complex, 

evolving forms they invite analytic strategies which take account of the multifarious ways 

in which they produce meaning and create subject positions for players. The project 

developed a model for working with games in the classroom, and for the observation and 

analysis of play – the games-as-text/games-as-action model. Drawing on classroom case 

studies and other data, the paper presents an overview of key findings and outcomes, and 

the recommendations to arise. 
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