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VIDEO GAMES AS TOOLS FOR SELF-IMPROVEMENT AND LEARNING 

ENHANCEMENT 

Modern technological development is one of the foremost factors of our life being 

changed so swiftly year after year and the perspectives of which are unforeseeable. 

Back in the days of recent old it would be almost fictional for us to have a phone with 

the potential of a computer or a laptop handling its computing power much surpassing 

one of the most sophisticated of contraptions that needed rooms of space to be placed. 

And so, humankind, by accumulating this much of resources and developing them to 

this height, has been reaching new horizons of self-improvement and education in 

many different ways, one of which is media that is not so obviously participating in the 

aforementioned process — video games. In this discussion, the focus is on elucidating 

how exactly pleasure can be mingled with self-perfection. What is important to note, 

we are about to cover not games which were initially intended to be educational, but the 

ones we would start without an intention to learn something new. 

What is the format of a story to be fascinating and persuasive in its try to engage 

the one experiencing it into the plot?  This could be found on the pages of a book or 
displayed on a screen, as seen in a film adaptation. However, the new way of 

building a narrative is an exploration that transcends traditional storytelling 

mediums, prompting us to reconsider the traditional methods. Evidence from a 

survey conducted by the International Journal of Human-Computer Interaction 

suggests a compelling alternative-narrative-driven video game. This dynamic 

medium not only captivates but also stimulates critical thinking skills and decision-

making abilities in players, ushering in a paradigm shift in how we engage with and 

shape stories [3]. 

Good examples of this are «The Valiant Hearts» [8] and «This War of Mine», 

both of these games are the reflection of war. The former is a historically accurate 

portrayal of the blood-spangled companies of WW1, with some fictional elements 

included [6]. During the war, civilians are depicted, with player decisions influencing 

the fate of the characters. All plans are good when executed well, and these two were 

executed verily as they should have been. As a result, they are highly respected, 

with 'This War of Mine' even being included in Polish school programs. Video 

games have a unique ability to transport players through historical events, foreign 

countries, and imaginary universes. They do not replace literature or cinema but serve 

as valuable supplements to them [5]. 

Seeing the world from home takes on an unparalleled dimension through the 

‘Assassin's Creed’ series, offering not only a delightful means of leisure but also 

an educational odyssey. ‘The Assassin's Creed’ has always been a great way to 

spend 
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________________________________________________________________________________________________________________________ 

57 

Актуальні проблеми інформаційних технологій - 2023 

____________________________________________________________________ 

leisure time by experiencing semi-historical stories [1]. You can gain more education 

by using the so-called 'Codex,' where paragraphs are filled with brief data about many 

historical events and personalities. But the most astonishing aspect of these games is 

how they recreate cities and countries during some of the most interesting times in their 

development. To dream of the sand of ancient Egypt, walk the streets of Paris engulfed 

by the Revolution of 1789, take part in signing the Declaration of Independence, or 

contemplating the beauty of the Italian Renaissance among other experiences, is just a 

fraction of what awaits across more than 20 titles. The attention to detail in Ubisoft’s 

creations is most deserving of praise, particularly for its naturalism. Furthermore, even 

universities in America and some European countries use the specialized 'Photo mode' 

to show their students what humanity can no longer witness, as these times have long 

passed. [4]. 

“Minecraft” is a game that needs no introduction - a construction game where 

players are free to create almost anything that comes to mind, from combining 

ingredients to create materials to entire cities. However, it may not be widely known 

that it is used in many educational institutions. In fact, this trend started when Clemson 

University embraced it [2]. Microsoft acquired the company of Minecraft creator 

Marcus Persson and developed a new version, Minecraft: Education Edition, 

specifically tailored for educational purposes [7]. 

While we have only shared a small selection of examples from the video

game industry, the overarching message throughout our writing is clear: 

games are increasingly becoming a crucial part of education. They are highly 

accessible, user-friendly, and enjoyable, making them ideal tools for learning. 
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