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§Games built for local private 
school located in a downtown, 
historic district.

§This location provided many 
opportunities for taking social 
studies instruction outside!

§Enthusiastic faculty

§Worked with grades 2-4

§2 of the games are portable
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Community Needs Game Great Government Guru Game Moravian History Mystery
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§ Teaches concept of “community needs” such as food, 
water, safety, and education

§ QR codes are placed around the school campus on 
people, places, and things that represent ways the 
school community meets its needs.

§ Players are challenged to meet all of the 
community’s needs by hunting for and scanning QR 
codes that fulfill all the different types of needs. 

§ Game is embedded within a wrap-around lesson that 
begins with Google Earth and worksheet.

§ After game, homework to reinforce lesson. Julieoltman.com
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• Quests were ”Needs”

• Players had to collect a 
certain number of each 
need to complete quest

• Game flaw: 
No accountability for not 
knowing what need is 
being met
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§ Designed for elementary students learning about the 
role of local government and private offices that 
support government interactions.

§ Game is played after class has had lesson on role of 
government. 

§ Small teams of visit various locations and must 
decide if that entity a) provides services, b) protects 
rights, or c) maintains order and then scan the 
corresponding QR code. 

§ If the team chooses correctly the first time, they earn 
more “Civic Credibility Coin”. 

§ As teams earn more coins, they level up, ultimately 
becoming a Government Guru!
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• 4 QR Codes for each location
• 1 title & 1 for each answer

• Correct answer awarded 30 
coins

• Incorrect answer took away 10 
coins

• Levels determined by amount 
of coins earned
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§ Embedded within a long-standing curriculum 
unit

§ 2 iterations over 2+ years

§ Most complex game we’ve built – basis for 
dissertation research

§ Utilizes both GPS triggers
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• Introduction in classroom

• Game played mid-unit

• Students played in pairs or triads
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Pre and post gameplay

Julieoltman.comMore on data collection in the next session!
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• Levels = scenes

• To allow multiple paths, 
multiple quests included 
in one scene/level

• Level up by completing 
certain quests
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For young learners:

• Geospatial skills require significant scaffolding

• Reading requirements needed to be both grade level and not 
distracting to gameplay.

• Video content was not received well in initial testing. 

• Certain types of gaming activities were popular and well 
received such as collecting items, typing codes, and figuring out 
the right order. 

• Curriculum content needs to be an active part of the game 
experience and not provided as "additional info". 

• Teachers provided valuable insights that guided the researcher’s 
design process. 
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https://www.flickr.com/photos/danielcosta/4886807743/
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