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INTRODUCTION 
Postcolonial literary theorists have used the term ‘worlding’ to explain the effects all 
texts have in world-making. Edward Said (1983) argues that all texts are worldy, 

because they are compiled, composed and read in the world, while for Hayot (2012), 

worlding is not an act of replication or capture, but inclusion and exclusion, “To world 

is to enclose, but also to exclude. What falls in the ambit of those enclosures and 

exclusions will determine the political meaning of any given act of world-making” 

(2012, 40). Donna Haraway’s (2013) use of worlding as a verb, and as  a generative 

practice and a contributing factor in knowledge making and world making, is 

particularly important given this paper’s interest in how digital games are played and 

studied in school-based contexts. 

Worlding represents an apt frame with which to consider the ways that digital games 

have been included in formal learning environments and how new understandings of 

pedagogy might prompt us to reconsider their potential for transformative learning. 
Digital games have been lauded as tools for facilitating a wide-range of social and 

cultural practices associated with teaching and learning (Gee 2003; Squire and Jenkins 

2011; Steinkuehler, Squire, and Barab 2012). An existing body of research has 

employed critical pedagogies and critical literacies as tools for teaching young people 

how games are complicit in systems of disempowerment and domination. These studies 

have explored how critical approaches to digital games’ curricula can support students 

to: question representations of the world that are established by digital games (Berger 

and Mcdougall 2013; Beavis 2007), understand how digital games are constructed 

(Bacalja 2021; Marlatt 2018) and explore how digital games position their audiences 

in particular ways (Bacalja 2020; Apperley and Beavis 2011). However, historical 

criticisms of critical pedagogy’s desire for “reassuring sureties” (Lather 1998, 489), 

and the quest for a praxis of “not being so sure”, where questions are “constantly 

moving and one cannot define, finish, or close” (488), raises opportunities for 

rethinking how digital games are played and studied in schools. 

Informed by new materialist perspectives that seek to problematize constructivist and 

anthropocentric thinking, discourses of speculation have emerged that are critical of 

humanist approaches to education that conceive of the endpoint of such teaching as 

almost always a version of Western Man, where knowledge is treated as stable and 

unproblematic  (Snaza et al. 2016). 
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This paper asks if pedagogies of speculation, those practices that “move against the 

grain of traditionally conceived, tightly disciplined and narrowly focused human-

centred/humanist education systems” (Carstens 2020, 78), can be combined with digital 

games to move us towards more open systems of knowledge production in education 

which are orientated towards a future that is “not only uncertain, but radically 

contingent” (Cortiel et al. 2020, 10). It explores how educators might embrace 

speculative pedagogies and speculative practices as tools for navigating the digital 

games classroom so as to imagine different worlds and particpate in worlding. 

A synthesis of current approaches to speculative pedagogies will be employed to 

discuss how one game, Surviving Mars (Haemimont Games 2018), could be used for 

the purposes of speculative thinking. Surviving Mars is a city-building simulation game 

that allows the player the agency to colonise the red planet within certain constraints. 

Upon the arrival of a shuttle on the surface, the player is tasked with using drones and 

rovers to prepare the colony for the arrival of humans. Mining operations, 

electrification, oxygen and water generation and the construction of shelter become the 

first steps necessary to prepare the ground for colonists. Apporaching the gamestory, 

gameworld and gameplay through activities that encourage defamiliarization, cognitive 

estrangement and thinking otherwise (de Freitas 2017) raises many questions. What do 

such pedagogies look like? How will play be enacted? What will be the effect on the 

player/learner? What knowledge matters?  

If the “experimental mode of practice/thinking” (Atkinson 2021, 10) associated with 

speculative philosophy is to transform a learner’s (and thus a teacher’s) experience, and 

provide opportunities for worlding that troubles the present and future, then perhaps 

the immersive world of digital games is a good place to start investigating the potential 

of such work. 

 

BIBLIOGRAPHY  
Apperley, Thomas, and Catherine Beavis. 2011. "Literacy into action: Digital games 

as action and text in the English and literacy classroom." Pedagogies: An 
International Journal 5 (2): 130-143. 

Atkinson, Dennis. 2021. "Inheritance, disobedience and speculation in pedagogic 

practice." Discourse: Studies in the Cultural Politics of Education: 1-17. 

https://doi.org/10.1080/01596306.2021.1975911. 

Bacalja, Alexander. 2020. "“It’s got that power over you”: Negotiating Projective 

Identities in the English Classroom." Game Studies 20 (2). 

---. 2021. "“There’s more going on”: Critical digital game literacies and the imperative 

of praxis." In Critical Digital Literacies: Boundary-Crossing Practices, edited 

by JuliAnna Avila, 185-204. Leiden, Netherlands: Brill. 

Beavis, Catherine. 2007. "Writing, digital culture and English curriculum." L1 
Educational Studies in Language and Literature 7 (4): 23-44. 

http://l1.publication-archive.com/publication/1/223. 

Berger, Richard, and Julian Mcdougall. 2013. "Reading videogames as (authorless) 

literature." Literacy 47 (3): 142-149. 

Carstens, Delphi. 2020. "Toward a pedagogy of speculative fabulation." Critical 
Studies in Teaching and Learning 8 (1): 75-91. 

Cortiel, Jeanne, Christine Hanke, Jan Simon Hutta, and Colin Milburn. 2020. "Practices 

of Speculation: An Introduction." In Practices of Speculation: Modeling, 
Embodiment, Figuration, edited by Jeanne Cortiel, Christine Hanke, Jan 

Simon Hutta and Colin Milburn, 7-29. transcript. 

de Freitas, Elizabeth. 2017. "Nonhuman findings from the Laboratory of Speculative 

Sociology." Minnesota Review 88 (1): 116-126. 

https://doi.org/10.1080/01596306.2021.1975911
http://l1.publication-archive.com/publication/1/223


 

 -- 3  -- 

Gee, James Paul. 2003. What video games have to teach us about learning and literacy. 

New York: Palgrave Macmillan. 

Haemimont Games. 2018. Surviving Mars. [PC].  Paradox Interactive. 

Haraway, Donna. 2013. "SF: Science fiction, speculative fabulation, string figures, so 

far." Ada: A Journal of Gender, New Media, and Technology 3: 21. 

Hayot, Eric. 2012. On literary worlds. Oxford University Press. 

Lather, Patti. 1998. "Critical Pedagogy and its Complicities: A praxis of stuck places." 

Educational Theory 48 (4): 487-497. 

Marlatt, R. 2018. "Get in the game: promoting justice through a digitised literature 

study." Multicultural Perspectives 20 (4): 222-228. 

Said, Edward W. 1983. The world, the text, and the critic. Harvard University Press. 

Snaza, Nathan, Debbie Sonu, Sarah E Truman, and Zofia Zaliwska. 2016. 

"Introduction: Re-attuning to the materiality of education." In Pedagogical 
Matters: New Materialisms and Curriculum Studies, edited by Nathan Snaza, 

Debbie Sonu, Sarah E Truman and Zofia Zaliwska, XV-XXXIII. Peter Lang. 

Squire, Kurt, and Henry Jenkins. 2011. Video games and learning : teaching and 

participatory culture in the digital age.Technology, education--connections : 
the TEC series. New York: Teachers College Press. 

Steinkuehler, Constance, Kurt Squire, and Sasha Barab. 2012. Games, learning, and 

society: Learning and meaning in the digital age. Cambridge, Massachusetts: 

Cambridge University Press. 

 


