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Globaloria is a social network for learning that empowers students to go deeper into any subject by creating web-based 
videogames about the subject.  In doing so, students learn the subject matter at hand, practice computational inventiveness and 

software design, and develop the skills of creating and using Web2.0 digital media. The learning comes through doingðas 

articulated in the Constructionist model of education. With the central objective of creating original video games using Adobe 
Flash Animation and ActionScript programming language, participating classrooms become skilled at utilizing wiki -based 

project-learning spaces, multimedia blogs, and other creative and social media technologies, tools, and resources. Typically, 

students work daily, at least five to seven hours per week, for one academic year, to create a game. Globaloria was designed and 

first tested in 2006 and introduced to five West Virginia schools in 2007. This comprehensive program demonstrates MIT-style 
Constructionist learning principles developed by Idit Harel Caperton (founder and president of the World Wide Workshop) and 

her MIT mentor and colleague Seymour Papert, in concurrence with their MIT colleagues such as Uri Wilensky, Mitch Resnick, 

Yasmin Kafai, and other digital learning theorists such as John Seely Brown, Allan Collins, Chris Dede, among other scholars in 

the so called Learning Sciences and Computational Creativity fields. Now in its 3rd pilot year, this innovative and bold 5-year 
Globaloria pilot in WV is already being practiced in 23 schools for the purpose of learning science, mathematics, health, civics, 

or game literacy. This paper tells the story of our newest sub-pilot initiative within five classrooms that use Globaloria for 

teaching contemporary digital literacy and computational thinking interlaced with the learning of civics.  

http://www.worldwideworkshop.org/
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Abstract 
 As the connected world continues its headlong advance into a media-rich and socially-dynamic Information 

Age, youth in underserved communities fall further behind in their ability to enjoy the rights and assume the 

responsibilities of democratic citizenship. Three realities prevent youth in rural and low-income communities from 

engaging fully in 21
st
-century civic life: 1) Out-of-date civics curricula in their schools, or no civics education at all; 

2) Lack of access to high-speed internet; and 3) Lack of the digital literacy needed to create (and not just consume) 

the web-based media that are the contemporary medium of civic participation. Reforming the way civics education 

is conceived and delivered in 21
st
-century classrooms is thus an urgent national need; we must ensure that all youth 

are equipped with the tools and education necessary to participate in a healthy democratic process.  

This paper describes Globaloria, a transformative learning technology innovation that was recently applied 

to civics education, in order to restore the role of civics education in our public schools using the very same 

technology tools and social media experiences that are crucial to real world democratic participation. Globaloria is 

currently being piloted in five poor and low-income communities in West Virginia, where it is simultaneously 

addressing the need for teaching civics in a new way and for advancing capabilities in the use of computational 

technology and 21
st
-century public media. 

 In this paper we show how Globaloria is integrated into classroom teaching and learning, and we 

demonstrate the impact it is having on the way students perceive civics and interact about it using todayôs web-based 

media and computational creativity and thinking. Just five months into the civics pilot initiative, it is too soon to 

have collected hard data measuring its long-term effectiveness. Moreover, the true effectiveness of civics education 

will be best measured when todayôs students take their place as voters and taxpayers. Therefore, instead of 

presenting outcome data, the aim of this paper is to present how the application of this new approach to civics 

intertwined with digital learning is working in the field, with the understanding that further scaling and research is 

required to fully attain the potential of Globaloria to contribute substantively to our national effort to mend the 

digital knowledge and civics divides afflicting our nation today.  
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Media, Democracy, and Civics Education in the 21
st
 Century:  

Changes and Consequences 

 
ñI really did not know my rights until I took Globaloria...ò 

- Charles, 7
th
 grade, Sandy River Middle School, Avondale, West Virginia 

 

 Since its founding, the United States has cherished the conviction that an informed 

citizenry is necessary for the proper functioning of our democracy. Historically, we have 

entrusted the informing responsibility to two key institutionsðpublic education and the press. 

Courses in civics have been a traditional mainstay of elementary and secondary education, while 

a range of media entities have reported on the actions of government and those who govern. 

As we commence the second decade of the 21
st
 century, this conviction remains as strong 

as ever while the ways in which the informing responsibility is carried out has changed radically. 

We are in the midst of a transformation in the way journalism works, with the internet 

undermining the pervasiveness of print journalism and giving rise to a blogosphere full of citizen 

journalists. At the same time, media consolidation has lessened the diversity of perspectives 

presented by the major national conglomerates which hold near-monopolies of newspapers, 

radio, and television stations. As revenue shares decline, these traditional information resources 

seem focused on printing and/or airing sensational news stories that attract eye-balls (and 

increase subscriptions/ratings) rather than on fulfilling their responsibility to report on stories 

that are arguably more related to the public interest. Public broadcasting stations and independent 

news organizations that utilize the internet are doing their part to keep our citizenry engaged and 

informed of multiple perspectives. Unfortunately, young people are not likely to follow these 

independent news sources. 

This evolution will clearly change the way citizens ingest and engage with news and 

information about civic lifeðmore interaction, less consumption. Understanding that evolving 

interaction will be as essential for todayôs students as knowing how their town is governed or the 

number of justices on the Supreme Court.  

In the schools, civics education in general is widely agreed to be in woeful decline. A 

study by the Center for Research on Civic Learning and Engagement (CIRCLE, 2006) found that 

58 percent of youth aged 15-25 were disengaged from civic life and unable to define more than 

one or two forms of civic participation.  Among high school seniors, only a shockingly low 9 

percent were able to identify two different benefits to civic involvement (Lutkus & Weiss, 2007). 

It is ironic that both shiftsðthe decline in civics education and the corporate-driven 

consolidation and fixation on sensational newsðare occurring at a moment when networking 

technology has the power to enable ever wider and deeper civic engagement and more extensive 

and varied information-sharing. Recognizing the opportunity that digital media presents to 

address these problems, the Knight Foundation and the Aspen Institute formed a special 

commission in 2008 to explore the matter. Funded by Albert Ibargüen, CEO of the Knight 

Foundation, and Walter Isaacson, CEO of Aspen Institute, the Commission was led by Charlie 

Firestone, and co-chaired by Marissa Mayer of Google and Theodore Olson of Microsoft. The 

Commissionôs goal was twofold: 1) to investigate and report on how Americans in the digital age 

will access the information they need to keep their democracy vibrant, and at the same time 2) to 

assess the information needs of communities in a democracy. 

Where schools are concerned, the Knight Commissionôs report, Informing Communities: 

Sustaining Democracy in the Digital Age, (Knight Commission, 2009, p.xi), notes that while 
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digital media are creating an ñinformation and communications renaissanceò at a dizzying pace, 

civics education remains stuck in a stagnant one-to-many model of information distribution. This 

disconnect is disturbing. As the Knight Commission puts it, ñstudents who are deeply immersed 

in the world of online communication outside of school, may find classrooms that marginalize 

new technologies both tedious and irrelevantò (Knight Commission, 2009, p.46). Public schools, 

the Commission adds, must recognize and fix this disconnect if they are to do the job of civics 

education effectively.  

How can this disconnect be fixed? To answer this question we must first explore how 

online communication and new technologies are at work in our public life. We all know that 

public media plays an increasingly important role in democracy; indeed, the Obama 

administration has declared it ñwill encourage the creation of Public Media 2.0 as the next 

generation of public mediaò (Obama, 2007). And we recognize, with Mossberger, Tolbert, and 

McNealôs Digital Citizenship: The Internet, Society, and Participation (2007), that ñinformation 

technologyé has assumed a secure place today in the civilized life and prevailing standards of 

U.S. societyò and that ñthe internet has the potential to benefit society as a whole, and facilitate 

the membership and participation of individuals within societyò (pp. 22 and 33).  

 But how, precisely, does public media affect and advance that participation? The American 

University Center for Social Media has developed a framework for thinking and talking about 

the critical ways that social and political practices have changed in the digital age. The Centerôs 

construct identifies five major categories of practices it collectively calls Public Media 2.0. 

(Clark & Augfderheide, 2009):
1
  

1. Choice Practices: Public media practices led by individual choices, passions, and 
interests. Media and information are actively sought, rather than passively received by 

citizens, whose efforts focus on seeking, exploring, comparing, and choosing media.   

2. Conversation Practices: Commentary and discussion enabled by social media tools, 

blogs, comment threads, and forums. New conversational technologies allow citizens to 

share interests, mobilize around passions, and collaborate.  

3. Curation Practices: Public media practices of aggregating, sharing, ranking, tagging, 

reposting, juxtaposing, and critiquing content on a variety of platforms. Expressive 

Web2.0 tools such as social networking platforms, blogs, and wikis allow citizens to 

gather and distribute media and information.  

4. Creation Practices: Media practices of creating or remixing a range of multimedia 

content (audio, video, text, photos, animation, etc.) through collaborative, project-based 

initiatives or personal self-expression. 

5. Collaboration Practices: Media practices involving collective media creation and 

distribution through a variety of participatory platforms, to mobilize publics around 

issues, organize communities, and execute projects through remote teaming.  

  

 All five categories of Public Media 2.0 practices were vigorously at work in the 

unprecedented surge of virtual civic participation that occurred during the 2008 presidential 

election,
2
 when, according to the Pew Internet and American Life Project (Smith, 2009), 74 

                                                 
1 This language is ours and should be considered a paraphrase of the original Public Media 2.0 framework. 
2 According to the Aspen Instituteôs Forum on Communications and Society (FOCAS) Media and Democracy Forum in 2008, 24 

percent of Americans claimed to use the Internet as a source of information about campaigns. 42 percent of young people ages 18 

to 29 claimed to have used the Internet for information during the election. Both of these figures have doubled since 2004 (Adler, 

2009). 
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percent of internet users were politically active onlineðgetting information, sharing it, talking to 

one another, blogging, initiating action, collaborating on projects, etc.  That watershed election 

process vividly exemplified how the Internet has become ña strong democratizing tool because 

of its inherent interactive capabilitiesò (Kenix, 2008).  The increased use of the internet in 

subsequent elections, and in a wide variety of other political and social action movements, 

continues to validate the claim that it is a public responsibility to ensure that all citizens are 

trained to use social media technology effectively.  

And what happens if they are not so trained? In the words of the Knight Commission 
report, ñpeople with digital tools and skill have distinct political, social and economic advantage 

over those without themò (Knight Commission, 2009, p.i). Since the internet has become todayôs 

medium of human interaction, and since online communication is todayôs language of 

democracy, literacy in this language ðthe ability to engage in a range of public media 

practicesðis the pre-requisite of participation in our civic life. Citizens who are not versed in the 

new literacy are therefore disempowered from engaging in civic life, and they are in danger of 

becoming altogether disenfranchised as the use of public media grows and advances.  

This is precisely the plight of students in rural and poor communities with no broadband 

access or out-of-date broadband capabilities. 

In such communities, despite significant growth in the use of broadband, broadband 

penetration remains at 75 percentðwell below the national average of 89 percent. The lower 

penetration is compounded by lower internet usage overall. A 2007 analysis by the U.S. 

Department of Agriculture Economic Research Service found that while 73 percent of urban 

households had at least one member able to access the internet, only 63 percent of rural 

households could make that claim (Lipsman, 2009).  

If such access is not available in the home, school may provide the only access to high-

speed internet and computers. But as the Knight Commission finds, ñfor students who lack 

online access at home, schooling that fails to provide digital and media skills threatens to leave 

them at a profound social, economic, and cultural disadvantageò (Knight Commission, 2009, 

p.46).  

 The good news is that significant financial resources are being allocated to ensure 

nationwide broadband access and to alleviate this disadvantage, and doing so is a top priority of 

the Obama administration (Lipsman, 2009). Additional support and advocacy for digital literacy 

also come from such groups as the One Economy Corporation, the National Cable and 

Telecommunications Association, the MacArthur Foundation, and the John S. and James L. 

Knight Foundation, which grants significant funding to initiatives that promote digital literacy 

and participatory media practices for the teaching and learning of civics. 

Providing technology access is a crucial part of the solution, but as the Knight 

Commission report recognizes, access is only the beginning. It must go hand-in-hand with the 

implementation of new classroom practices that leverage these tools. Such educational reform 

has been notoriously difficult, and it will require a profound pedagogical shift for our schools to 

take the first step toward meaningful education in Public Media 2.0 practices.  

That is why the Knight Commission report calls for ñnew thinking and aggressive action 

to dramatically improve the information opportunities available to the American people.ò  Where 

civics education is concerned, Globaloria represents precisely thatðnew thinking and 

aggressive action both to instill knowledge and simultaneously to enable the skills and 

capabilities 21
st
-century citizens will require for participation in the public life of their 

community and their nation (Harel Caperton, 2010). 
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The Globaloria Learning Philosophy 

ñI have learned things about civics that I have never even heard of before I got involved in Globaloriaôs 

civics track.ò 

 - Holly, 8
th
 grade, Crittenton High School. 

 

 Globaloria is a social network for learning that empowers students to go deeper into any 

subject by creating web-based video games about the subject.  In doing so, students learn the 

subject matter at hand, practice computational thinking and software design, and develop the 

skills of creating and using Web2.0 digital media. The learning comes through doingðas 

articulated in the Constructionist model of education.  

 With the central objective of creating original video games using Adobe Flash and the 

ActionScript programming language, participating classrooms use wiki-based project-learning 

spaces, multimedia blogs, and other creative and social media technologies, tools, and resources. 

Typically, students dedicate five to seven hours per week for one academic year, or sometimes 

one semester, to create a game.  

Globaloria was designed and introduced in 2006 by the World Wide Workshop 
Foundation (www.WorldWideWorkshop.org). The MIT-style Constructionist learning principles 

on which it is based were developed by Idit Harel Caperton, founder and president of the World 

Wide Workshop, and Seymour Papert (e.g., Harel, 1991; Harel & Papert, 1991; Harel Caperton, 

2010), and support the learning theory of John Seely Brown (2008), and others.  

Constructionism finds a positive correlation between a concrete or object-driven process 

of conception, construction, and creation and the abstract process of learning, knowing, and 

understanding. It brings this finding to life in virtual communities of practice, which, as Harel 

Caperton writes in Toward a Theory of Game Literacy, transform the traditional one-to-all 

lecturing model of classroom teaching into student-centered, creative and participatory learning 

environments. In these Globaloria communities, students learn by tinkering and building digital 

projects in a studio-like environment; in this way, they are not simply learning about a subject 

but are learning to be active and contributive within its dynamic field of knowledge. Moreover, 

the learning happens within a social context and is fueled by self-determination and passion; it is 

creative, relevant, and concrete (Harel Caperton, 2010). 

In creating their games, Globaloria students learn how to learn.  The process is self-led; 

as the students experiment with digital tools to follow their interests, they are free to channel 

their unique talents and passions into an expertise within the parameters of designing the game 

and achieving complex digital problem-solving. They collaborate in peer-to-peer sharing of 

expertise and information. Educators co-learn along with students, transforming the instructor-to-

student hierarchy into a democratic, reciprocal relationship that affirms the ethic of lifelong 

learning.  Finally, students learn how to seek expert help from outside the classroom through the 

use of virtual tools. This powerful learning platform and program, and the professional 

development that goes with it, have been described in detail elsewhere online, in print, even in 

video (e.g., Annual Reports by Harel Caperton, Oliver, & Sullivan, 2008, 2009; and 

www.WorldWideWorkshop.org).   

 Since its initial launch, Globaloria has been successfully implemented as a pilot program 

for students ranging from 6
th 

grade to university level in underserved regions as distinct as 

Dammam, Saudi Arabia; Dimona and Nazareth, Israel; Elkins, Welch, Clay, and Huntington, 

West Virginia; East Austin, Texas; and New Orleans, Louisiana.  It has been successfully led by 

http://www.worldwideworkshop.org/
http://www.worldwideworkshop.org/
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educators with varying backgrounds, most of them with little or no prior technological expertise.  

From conception to completion, Globaloria students learn to be digitally competent and 
to participate in networked learning communitiesða useful model for civic participation in the 

age of Public Media 2.0. 

The Globaloria civics education curriculum seeks to take this learning experience even 

further. In requiring that the games students create be a study of a civics topic, it propels students 

directly into practicing Public Media 2.0 as they acquire civics knowledge. That is why we 

believe Globaloria is uniquely positioned to address the crisis in digital literacy and civics 

learning across the nation today.  

  

Learning Civics in the Digital Age 
 

ñWhile making their Globaloria games in the Civics Track, I see students stepping out of their comfort 

zone to expand their understanding of what civics actually means.  This is not an easy topic.  You can 

almost see the wheels turning as they try to use new eyes to look at what is for them often just an annual 

repetition of dry phrases and catchwords. My students are starting to be excited by the possibilities.ò 

- Liz, Educator, Greenbrier East High School, WV 

 

 In the age of participatory media, knowing about civics and engaging in digitally-infused 

civic participation are inseparable, and mastery of both constitutes civics literacy 2.0. That is 

why our Globaloria civics learning curriculum is two-pronged, teaching both civics knowledge 

and what we call Civics Capabilities 2.0. These two constituent elements of the Globaloria 

curriculum help answer these questions: What civics knowledge must students learn, and what 

capabilities must they master to be able to apply what they know? 

 

Civics Knowledge 

 

 In the Globaloria curriculum, students select a topic for their game at the start of the 

courseði.e., even before acquiring the level of civics knowledge competency the course aims at 

fostering. To assist them in indentifying a meaningful and level-appropriate topic to explore, a 

framework of civics knowledge was created by the World Wide Workshop Foundation in 

collaboration with OurCourts.org, Sandra Day OôConnorôs game-based civics learning website. 

This knowledge framework meets the existing Content Standards and Objectives (CSOs) of the 

West Virginia State Department of Education, where the Globaloria civics pilot is being 

conducted, and is designed to orient students towards established civics knowledge. In other 

words, the State of West Virginia established knowledge standards in civics, but no 

contemporary curriculum to cultivate it in todayôs youth.  Globaloria studentsô game topics must 

fit into one of the three domains of civics knowledge the framework has identified:  
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Domain 1: Ideals 

What are the key principles 

and values underlying US 

government? 

¶ Origins/history of key ideas and values 

¶ Government systems (democracy, dictatorship, communism, 

monarchy) 

¶ Majority rule 

¶ Minority rights 

¶ Separation of Powers 

¶ Individual Rights and Freedoms 

 

Domain 2: Function 

How does the US government 

work? 

 

¶ Local, state and national/federal levels of government systems 

¶ Local, state and national/federal court systems 

¶ The three branches of government (Executive, Legislative, 

Judiciary) 

¶ Role of citizens and outside groups (unions, lobbyists, media) 

 

Domain 3: Citizenship 

How can I be an active and 

effective citizen at any age? 

 

¶ Stay informed (locally, nationally, globally)  

¶ Explore a variety of sources and perspectives 

¶ Develop a position on local, national and global issues  

¶ Volunteer and participate in community service 

¶ Develop a strategy for achieving results on the ground 

¶ Learn to use action tools: protest, petition, letter writing, town 

meeting 

¶ Lead and/or support at different capacities and levels (student 

government, community, local, national, etc.)  

¶ Vote (whenever able) 

 

 

  

Civics Capabilities 2.0 

 

 With this framework as the basis for what students need to know about civics, the next 

issue was to define the capabilities they must master in order to grow, practice and apply their 

newly-acquired civics knowledge.  By mapping the Public Media 2.0 practices identified by the 

American University Center for Social Media onto Globaloriaôs established pedagogical 

framework of Six Contemporary Learning Abilities (6CLAs, e.g., Reynolds & Harel Caperton, 

2009; Harel Caperton, 2010), we defined Civic Capabilities 2.0 as follows:  

 

1. Capabilities related to self-led invention, prototyping, progression, and completion of an 

original project, such as an educational web-game about civics or a simulation of a civics 

topic of choice (PM2.0: creation, choice)  

2. Capabilities related to project-based self-learning and project management within a 

democratic, open, wiki-based networked environment (PM2.0: collaboration, creation, 

choice) 
3. Capabilities related to producing interactive digital media, posting, publishing,  and 

distributing self-created media, graphics, designs, videos, prototype notes, and completed 

games about civics (PM2.0: conversation, collaboration) 
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4. Capabilities related to social-based learning about civics, socio-cognitive participation 

and exchange of ideas, opinions, reflections, process notes, code (PM2.0: conversation, 

collaboration) 
5. Capabilities in information -based learning about civics, online research, purposeful 

search and exploration from multiple online sources; (PM2.0: choice, curation) 

6. Capabilities to surf and critically anal yze websites, games, and web applications about 

civics (PM2.0: curation, choice)   

 

Fusing these two frameworks (PM2.0 and the 6CLAs) provides the glue that makes 

Globaloria work. After choosing a specific game topic within the frameworkðfor example: in 

Ideals, the rights of minors; in Function, how a bill becomes a law; in Citizenship, community 

organizingðstudents plan and prototype educational game-play informed by research in the 

selected area. The idea is that students master a knowledge topic they are interested in as they 

apply it in multiple ways through Civic Capabilities 2.0. This is how they will successfully 

couple civics context with civics abilities and become civics-literate in the 21
st
-century.  

 

Civics Literacy in Action: Stories from the Field 
 

ñGlobaloria is definitely helping my students develop critical thinking and evaluation skills when it 

comes to various civics topics. Through the creation of games on civics, the students explore the issues of 

rights, freedoms, court systems, or responsibilities of the branches of the government... They get to 

question, argue, and develop scenarios...ò 

- Ingrida, Educator, Sandy River Middle School, Avondale 

 

The World Wide Workshop Foundation chose West Virginia as the pilot location for its 

Globaloria program at large because, along with Mississippi, West Virginia is the least internet-

connected state in the union, with only a third of its population able to access broadband at home 

(Knight Commission, 2009). The state also has a longstanding commitment to educational 

innovation and the use of technology in schools.  

Funded by the Knight Foundation, the Globaloria civics initiative is being piloted in 

classrooms in five schools across the state (see Appendix A). By design, the five schools 

represent a diverse sampling of poor, rural, and underserved middle schools and high schools, 

including one special facility for at-risk young women. The pilot is led by educators from 

varying backgrounds; they are certified in business, English, French, and GED. Not surprisingly, 

each of the five teachers takes a slightly different approach to implementing the pilot, 

customizing it to their students and their own teaching objectives. 

A range of outside resources enriches the core pilot (see Appendix B), and a game 

competition has been added to generate excitement and engagement in the program (details in 

Appendix C). Both the competition and, by extension, the Globaloria civics initiative itself have 

received the enthusiastic support of Justice OôConnor (Appendix D), with whose OurCourts.org 

initiative Globaloria is aligned.    

As this paper is being written five months into the pilot course, it is still too soon to 

measure long-term results. Preliminary empirical evidence suggests that students are acquiring 

civics knowledge and the skills of Civics Capabilities 2.0 in a fresh and effective way through 

this new pedagogical construct. The pilot is also succeeding in pinpointing problem areas and 

raising issues that must be addressed to refine the concept and add value to its implementation.  
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ñIt is very fun working on the civics topics. I get to learn so many things when I come to class to work on it, 

because civics is one of my low points in school and every day I get to learn more about civics, it was also 

pretty hard though coming up with a topic but in the long run it is very fun!!!   

- Matt, Student, South Harrison High School 

 
ñThis Online Social Network scene is really starting to make sense to me. I like being able to read my 

student's blogs and those of other Globaloria educators and their classes. I learn from them, I am inspired by 

them. In concentrating on having my students writing, reading, commenting, learning from each other and 

their peers, reaching out for help..... it happened to me. I like it. Surprise, surprise.  

ñAs Jim Alder was saying the other day, lessons learned, and confidence gained here in Globaloria are now 

spilling over into our other classes as well. I have my International Studies class posting research on a wiki 

with collaborating students from Japan, Scotland and Germany, so far. I am setting up a wiki for my French 

students to post their writing. I hope to soon set up a blog with an American ex-pat living in Paris where he 

can answer questions that my students want to know about living in France. The possibilities are endless.ò 

- Mrs. Daigle, Educator, Greebrier East High School 

 
A selection of quotes and empirical evidence is presented herewith. First, two case 

studies show how the two strands of knowledgeðhow government and civic life work, and the 

use of communications tools and technologiesðgrow together and are inextricably intertwined. 

These case studies demonstrate how the self-learning that Globaloria makes both necessary and 

possible can help students mature, find or strengthen their talents, and think and perceive in fresh 

ways. 

Following the case studies, a selection of screen shots of games-in-progress and  blog 

entries by students and educators show how the Globaloria pilot, as one student put it, is setting 

studentsô brains ñon fire.ò  Finally, an educatorôs progress report (Appendix E) offers reflections 

on both student and educator project-based-learning.  

 

Case Study 1: How Calebôs Ambitious Self-Learning and Collaboration Matches His 

Ambitious Game Design about the Three Government Branches 

 

Caleb is a junior at Elkins High School in Elkins, West Virginia, a town with a 

population of 6,926 and with a median income just below the state average. Elkins is also home 

to the Randolph Technical Center (RTC), a federally-funded vocational school where Digital 

Imaging and Business teacher Mrs. Stalnaker is the designated educator for the Globaloria civics 

initiative. Stalnaker is a veteran Globaloria educator; she joined the program in summer 2007 

and now serves as a mentor to other Globaloria educators.  

Caleb joined the RTC Globaloria civics course because he had an interest in game design 

and, in his words, hoped ñto achieve a wider knowledge of computer technology.ò After first 

considering a game about ñgreen energy,ò Caleb decided in October, 2009 to work on a civics 

game. The reason?  ñToo many people have no idea how our government works,ò he told 

educator Stalnaker. Working with a teammate named Adam, Caleb spent the months of October, 

November, and December conceiving, researching, planning, and creating an ambitious civics 

game focused on the three branches of the federal government. A demonstration of the game was 

presented to the class and to representatives of the World Wide Workshop and OurCourts in 

mid-January 2010.  

 The game, Galaxy Guide: Operation Government Branches, is designed to teach players 

about the checks and balances among the three branches of government. The player must keep 

the planets Legistivo, Judiciante, and Executivo in balance by winning a different branch-
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themed mini-game on each planet.
3
  ñIf you lose,ò Caleb wrote, ñyou knock them out of orbit. 

 The basic idea is to learn the basic philosophy of how the branches operateò (October 27, 2009: 

http://judyshotspot.blogspot.com/2009/10/civic-game9-weeks-info.html).  

 Calebôs game design required complex and labor-intensive coding in a rather short time 

frame of 10 weeks. In order to complete his game in time, Caleb frequently stayed after school 

throughout the semester to work on Galaxy Guide. Caleb showed further initiative in venturing 

beyond the resources Globaloria provides to find outside tutorial sources for the ñTower 

Defenseò coding in Flash that helped him create the final product.
4
 

 

 
Figures 1 & 2: Sample Screens from Calebôs Game Galaxy Guide: Operation Government Branches. 

     

From a technical standpoint, Caleb's greatest challenge was coding a conditional 

statement in ActionScript that would take the game player to either a win or lose screen when 

the timer ran out.
5
 For help, he turned to Meredith, the World Wide Workshop Foundationôs 

Wiki - and Webmaster. Between November 20, 2009 and January 15, 2010, Caleb and 

Meredith collaborated frequently and productively; he shared his code and sought her 

expertise to facilitate his self-guided learning in just-in-time, on-demand.  

 

 
Figure 3:  Meredith and Caleb interact on Meredithôs ñTalk pageò on her wiki. 

                                                 
3 For example, before the user begins the Judiciante level, he or she must study a list of 10 Amendments. Once the user is ready, 

the game begins: a bill travels down a conveyor belt, a caption indicating what kind of law the bill is proposing. The user must 

decide if the bill is unconstitutional before it reaches the end of the conveyor belt.  
4 http://www.walterreid.com/blog/53/how-to-build-a-tower-defence-flash-game-part-1-waypoints-and-enemies 
5 Expressed in blog post dated November 20, 2009 (http://judyshotspot.blogspot.com/2009/11/my-game-updates-2.html)  

http://judyshotspot.blogspot.com/2009/10/civic-game9-weeks-info.html
http://www.walterreid.com/blog/53/how-to-build-a-tower-defence-flash-game-part-1-waypoints-and-enemies
http://judyshotspot.blogspot.com/2009/11/my-game-updates-2.html
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As all of these behaviors indicate, Caleb has achieved substantial mastery of key Civic 

Capabilities 2.0ðespecially in the Public Media 2.0 practices of collaboration, creation, and 

choiceðin just three months of game-creation in the Globaloria program.   

 

 
Figure 4. Caleb expressed himself by installing a Blogger template to personalize his blogging space on his own 

(without the guidance of Mrs. Stalnaker or the Globaloria curriculum). He also added an information aggregation 
widget to the blog, unprompted. 
 

Caleb also acquired significant civics knowledge. Although he admittedly had little interest 

in civics before starting the course, he was intrigued to find that ñwhen you actually make a 

game, you want every detail you can.ò The result, as he expressed it in an interview, is that ñIôve 

really learned more in depth about how the government branches balance their power.ò In fact, 

the collaborative studio-li ke environment of the Globaloria classroom taught him more than that, 

as he posted on his blog in December, 2009: 

ñI've learned many things about civics since I started this game project, and the interesting 

thing is that I didn't learn it all from my game.  My class did presentations the other day and I 

found all of the information that they had gathered very interesting.  Such as, how Luke's game 

goes off of the court system, I learned there are many long, drawn, out intricate situations. And 

such as another project that a classmate is working on where it deals a lot with EPA, a protection 

agency.ò (December 14, 2009:  http://judyshotspot.blogspot.com/2009/12/civics-learning.html) 

 

 

Case Study 2: Matt and Nick Team Up and Tinker with t heir Wikis and Blogs, Envisioning 

their Game about the Electoral Process 

 

Greenbrier East High School (GEHS) is in Lewisburg, West Virginiaðpopulation 3,533. 

Nearly half of the students attending GEHS participate in free or reduced-cost lunch programs, 

which suggests a median income level below the state average. Liz Daigle, a teacher of French, 

joined the Globaloria pilot in the summer of 2009 and decided to lead a civics-initiative class at 

GEHS. Her lack of technical abilities at this early stage of her participation and a number of 

unavoidable absences have meant that the GEHS pilot has moved more slowly than pilots at 

other locations, and with less direct guidance from an educator.  

http://judyshotspot.blogspot.com/2009/12/civics-learning.html
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One by-product of this particular set of circumstances is that the GEHS pilot has fostered 

considerable peer-to-peer and self-led learning among its students. Although the students have 

done little actual game programming as of this writing, the qualitative evidence of blogs and 

wikis affirms that deep civics learning is taking place, as evidenced in the dynamic partnership 

between high school senior Matt and sophomore Nick in their team, which the two dubbed Super 

Squirrel Alpha Beta.  

 Super Squirrel Alpha Beta is a pairing of opposites. Our data from Mattôs pre-course 

survey indicates that he tends to keep to himself, is not close to many other people, and often 

finds it easier to do as heôs told passively rather than to self-initiate. The pre-course survey also 

showed that he likes technology. Nick has a contrasting personality; he is extremely social, 

outgoing, and not particularly oriented toward technology. Mattôs pre-course survey reveals a 

young man who is ambivalent about in-person teamwork and has a preference for virtual 

collaboration; Nickôs shows a firm dislike of virtual collaboration and strong preference for in-

person teamwork.  

 Yet through their teamwork in the civics initiative, Matt emerged as a leader given to 

collaboration with peers and actively engaged in self-motivated tinkering, while Nick has 

strengthened his talents for drawing and art and has discovered the expressive capacities of such 

virtual platforms as blogs and wikis. In the process, both have shown dramatic improvement in 

the development of Civics Capabilities 2.0. Just follow the learning curve in this timeline, taken 

from Mattôs blog: 

 

- September 21, 2009: ñI've messed around on my blog, adding stuff then removing it if it 

didn't work how I wanted.ò  (http://darkmatticus.blogspot.com/2009/09/up-and-running.html) 

 

- September 21, 2009: ñI found one gadget that worked well and I liked, which was a Google 

Talk chat roomé Personally, I didn't really know that Google had a chat thing, but I guess 

itôs pretty interesting to learn that and maybe use it.ò 

(http://darkmatticus.blogspot.com/2009/09/up-and-running.html) 

 

- September 23, 2009: ñI finally have a music player on my blog. It took soooooo long, but 

it's finally up and running.ò (http://darkmatticus.blogspot.com/2009/09/finally.html) 

 

- September 29, 2009: ñI messed around with Choosing a Topic a little bit, but I still have 

some work to do on it. And as usual, we had fun messing with the music gadgets and fooling 

around, which is almost a necessity for us.ò 

(http://darkmatticus.blogspot.com/2009/09/beauty-day.html) 

 

- October 30, 2009: ñSo, I was told today that people were unable to comment on my blog. 

After searching and looking at the HTML for around thirty minutes or so and finally found 

out how to fix this annoying problem.ò (http://darkmatticus.blogspot.com/2009/10/you-may-

comment-once-again.html) 

 

- November 18, 2009:  ñWell, today was my multitasking day. First, Nick and I finished up the 

Imagining Your Game project and uploaded it to the wiki. Then I helped my friend Matt with 

his flash game. At the same time, Nick and I were working on the paper prototype. I have to 

give Nick some props, well a lot, because he sure knows how to draw (not one of my personal 

http://darkmatticus.blogspot.com/2009/09/up-and-running.html
http://darkmatticus.blogspot.com/2009/09/up-and-running.html
http://darkmatticus.blogspot.com/2009/09/finally.html
http://darkmatticus.blogspot.com/2009/09/beauty-day.html
http://darkmatticus.blogspot.com/2009/10/you-may-comment-once-again.html
http://darkmatticus.blogspot.com/2009/10/you-may-comment-once-again.html
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skills). We got a few more ôscreensô created with some cartoony and kind of comical 

drawings. Also, Matt did finally finish his game after I showed him some way to program 

things on Flash. It's actually a rather entertaining game, as I believe Super Squirrel Alpha 

Beta's final game will be.ò (http://darkmatticus.blogspot.com/2009/11/im-helper.html)  

  

 Mattôs burgeoning leadership abilities grew from month to month. As Mrs. Daigle replied 

to Matt in a comment thread for his November 18 blog excerpt,  ñyou have a great way of 

helping your fellow students. I saw patience, an amazing mastery of flash and a gift for 

presenting the directions with clarity. Good job! Thanks for your willingness to help.ò 

Mattôs propensity for self-led learning has become an impetus to further peer-to-peer 

collaboration and co-learning with his educator. As a result, he has become the natural team 

leader in Super Squirrel Alpha Beta. Meanwhile, with Mattôs technical guidance, Nick has been 

able to contribute actively in his own area of passion as an artist and designer. As the course 

progresses, it is clear that the personality profile differences between the two boys fosters a 

symbiotic partnership where each is able to leverage his interests and talents to achieve the 

common goal of game-creation and to extend and expand their abilities as public actorsðthat is, 

as citizens.   

http://darkmatticus.blogspot.com/2009/11/im-helper.html
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Hereôs what their blog posts show about their advances in Civics Capabilities 2.0: 

 
Civics Capabilities 

2.0 
Matt Nick  

Capabilities related to 
project-based self-
learning and project 
management, within a 
democratic, open, wiki-
based networked 
environment (PM2.0: 
collaboration, 
creation, choice) 

 

Capabilities related to 
producing interactive 
digital media, posting, 
publishing and 
distributing self-created 
media, graphics, 
designs, videos, 
prototype notes, and 
completed games about 
civics (PM2.0: 
conversation, 
collaboration) 

 

Capabilities related to 
social-based learning 
about civics, socio-
cognitive participation 
and exchange of ideas, 
opinions, reflections, 
process notes, code 
(PM2.0: conversation, 
collaboration) 
 

 
 

I found a template online. If you want to put 
up a new template, maybe because the 
one's online are just too plain for you, 
check out this website Blogger Templates 

. 
(http://darkmatticus.blogspot.com/2009/09/f
inally.html) 
 
But today in Globaloria, we mainly focused 
on helping each other with our blogs to put 
new things on there and explored the 
website a bit more to greater understand 
what exactly we will be doing later on this 
year. If anyone needs help, feel free to ask 
anything.  
(http://darkmatticus.blogspot.com/2009/09/f
inally.html) 
 
Well today, after some collaboration with 
fellow classmates, we updated the Wiki 
Home. None of us liked the photo that was 
there, so we decided to updated itéI still 
have some work to do, either at home or 
next class, and I'm guessing that we are 
going to continue to work on the Wiki Home 
until it's a more enjoyable site to see. 
(http://darkmatticus.blogspot.com/2009/09/
beauty-day.html) 
 
Well today, I added everyone in my class 
into my blog log. So, now it'll be easier to 
access their blogs and see if they posted 
anything interesting or helpful to me and 
my "walk" in Globaloria. 
(http://darkmatticus.blogspot.com/2009/10/l
ets-bring-in-others.html)  
 
If anyone else is dealing with 
[malfunctioning blogger templates] feel free 
to ask and I can help. 
(http://darkmatticus.blogspot.com/2009/10/
you-may-comment-once-again.html) 
 
[W]e (Nick and I) will give greater detail 
once we have a fully planned idea and a 
good beginning of our game. If you have 
any ideas that may help us along, please 
share. 
(http://darkmatticus.blogspot.com/2009/10/
honey-will-you.html) 
 
Nick and I got to play with the flip video 
camera today to test out Viddler so we'd 
have some knowledge we could share with 
other classmates if they need help. 
(http://darkmatticus.blogspot.com/2009/12/
survey.html 

WOW my blog is really looking 
great........ I've added songs and 
an avatar that looks like Borat!! 
HOW COOL IS THAT!!!! next time 
I'm going to try to edit my wiki and 
my blog with Videos and more 
animation... I just have to find out 
how to.......... any advice? 
(http://bigkillernick.blogspot.com/2
009/09/yeahhhhhhh.html)  
 
I got some Major ideas for some 
game topics that I must share with 
my Globaloria friend MATT.. O 
yeah and If any one can tell me 
what all went down the the class 
room that will be great. Peace out 

(Matt comments):  
SKIPPER!!!! >.< 
so share these "ideas" 
you have sir 

(http://bigkillernick.blogspot.com/2
009/09/home-all-alone.html)  
 
Today as many of my Globaloria 
classmates should know I didn't 
show up for school totally today, 
but that doesn't mean I didn't do 
some gaming research!!! 
(http://bigkillernick.blogspot.com/2
009/09/home-all-alone.html)  
 
Yet another day at home sitting on 
the computer......but yet I do not 
slack on my blogging and having 
fun on some games. 
(http://bigkillernick.blogspot.com/2
009/09/alone-in-dark.html) 
 

http://www.pyzam.com/bloggertemplates
http://www.pyzam.com/bloggertemplates
http://darkmatticus.blogspot.com/2009/09/finally.html
http://darkmatticus.blogspot.com/2009/09/finally.html
http://darkmatticus.blogspot.com/2009/09/finally.html
http://darkmatticus.blogspot.com/2009/09/finally.html
http://darkmatticus.blogspot.com/2009/09/beauty-day.html
http://darkmatticus.blogspot.com/2009/09/beauty-day.html
http://darkmatticus.blogspot.com/2009/10/lets-bring-in-others.html
http://darkmatticus.blogspot.com/2009/10/lets-bring-in-others.html
http://darkmatticus.blogspot.com/2009/10/you-may-comment-once-again.html
http://darkmatticus.blogspot.com/2009/10/you-may-comment-once-again.html
http://darkmatticus.blogspot.com/2009/10/honey-will-you.html
http://darkmatticus.blogspot.com/2009/10/honey-will-you.html
http://darkmatticus.blogspot.com/2009/12/survey.html
http://darkmatticus.blogspot.com/2009/12/survey.html
http://bigkillernick.blogspot.com/2009/09/yeahhhhhhh.html
http://bigkillernick.blogspot.com/2009/09/yeahhhhhhh.html
http://bigkillernick.blogspot.com/2009/09/home-all-alone.html
http://bigkillernick.blogspot.com/2009/09/home-all-alone.html
http://bigkillernick.blogspot.com/2009/09/home-all-alone.html
http://bigkillernick.blogspot.com/2009/09/home-all-alone.html
http://bigkillernick.blogspot.com/2009/09/alone-in-dark.html
http://bigkillernick.blogspot.com/2009/09/alone-in-dark.html
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As the blog posts make clear, Matt has learned to use virtual platforms to offer real-world 

help to his peers, and he consistently asks for their insights and opinions to aid his own progress. 

He is demonstrating an investment in outreach to others and a level of collaboration that are in 

stark contrast to his anti-social viewpoint at the start of the course. When asked to reflect on 

civics three months into the program, he declared that ñthe civics track is interesting because 

civics is normally considered a 'boring subject,' but using games may cause a spark of interest in 

people's minds. With growing interest, more and more people may be drawn to study civics and 

who knows what a simple change of many minds could cause in the future.ò This statement 

indicates a remarkable shift in both social and civic disposition.  

Nick, while still oriented towards his immediate environment, is learning from Mattôs 

example to use the digital tools at his disposal to reach beyond his immediate locale. For 

example, he used his blog to communicate with Matt on two separate occasions while he was 

absent from school. Nick is also excited by the creative potential of blogs and wikis, and he 

seems to have learned from Matt the habit of asking others for their input and help. In his mid-

course survey, Nick claimed that ñbefore joining this class, I only had a small understanding of 

what was happening around me, but afterwards I have a wide knowledge of conflict from around 

the world.ò Nickôs reflection demonstrates an imaginative shift beyond the immediate and local 

to the national and global, instilling in him a true civic sensibility.  

 As this paper is being written, the Super Squirrel Alpha Beta team has chosen to create a 

game about the electoral process. It is requiring a great deal of research on both their parts, as 

Mattôs post reflects: ñMost of this class has been filled with research though, because we need to 

find out which state focuses on which political party the most and what major concerns it focuses 

on. Those aspects are essential to finish our game, so they must be known and noted.ò 

(http://darkmatticus.blogspot.com/2009/11/some-more-paper.html). 

As they work on their game design and prepare for programming, the teammates are 

clearly excited. Matt writes: ñNow, the true adventure begins as we build our game up from the 

ground. We aren't just building a little house, we're going to try and make a skyscraper, don't be 

surprised when we ask for help along the way.ò (http://darkmatticus.blogspot.com/2009/10/you-

may-comment-once-again.html) 

 To which Nick adds, ñSo heads up everyone this is going to be EPIC!!!ò 

(http://bigkillernick.blogspot.com/2009/10/competitions-suprise-visit.html#comments) 

 

 

Visual Snapshots: A Collage of Civics Games in Progress 

 

In Globaloria, studentsô learning is open and transparent. Students post their research and 

design process and creative products of thinking and problem solving on their wikis and blogs; 

studentsô erudition is saved for others to observe and comment, interact, and help.  Thatôs what 

being a citizen in a Globaloria classroom means. It is a recapitulation of whatôs needed from 21
st
-

century citizens nationally: to make an effort to read and observe everybodyôs work, contribute, 

and be active on various public networks.  These daily digital outputs offers substantive insight 

into what students are practicing in these areas. For example, an examination of student posts on 

the community wikis of the Globaloria civics classrooms shows their progress in learning both 

content and capabilities, as this sampling of games-in-progress demonstrates:  

 

http://darkmatticus.blogspot.com/2009/11/some-more-paper.html
http://darkmatticus.blogspot.com/2009/10/you-may-comment-once-again.html
http://darkmatticus.blogspot.com/2009/10/you-may-comment-once-again.html
http://bigkillernick.blogspot.com/2009/10/competitions-suprise-visit.html#comments
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Figures 5 & 6. South Harrison High School student team, Ethnix, designs a game about the different 
political parties (http://www.myglife.org/usa/wv/shhswiki/index.php/Team:EthniX)   
 
 

  

Figures 7 & 8. Randolph Technical Center student team, Prestige WorldWide, creates a game demo about 

matching forms of government with representative imagery 
(http://myglife.org/usa/wv/rtcwiki/index.php/Team:Prestige_WorldWide)  
 
 
 

  
Figures 9 & 10. Sandy River Middle School team, The Dancing Goombas of Doom!!!!!, plan and research 
their game on the journey of Lewis and Clark 
(http://www.myglife.org/usa/wv/srmswiki/index.php/Team:The_Dancing_Goombas_of_Doom!!!!!)  

 

 


