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Abstract 
The purpose of this study is to cross-analyze the perception of different stakeholders 
(teachers, parents and students) on storytelling through the videogame medium while using a 
general theoretical perspective on videogame storytelling. The research question would be as 
follows; “What are the divergences and convergences in the perceptions of teachers, parents, 
and students regarding the integration of storytelling in videogames for educational 
purposes?” The study population is composed of educators, parents and students. This study 
uses mixed methods as research instruments; surveys and unstructured interviews were used, 
which were designed based on Storytelling in videogames literature. From the findings of the 
research, it is noted that the concept of education through the medium of videogame 
storytelling is divisive among all three target groups, particularly between parents and 
teachers as opposed to students. Both parents and teachers express concerns about the 
typology of content in videogame storytelling, especially regarding violence or mature 
themes. While there is an overall divergence in perceptions between students and the group of 
teachers and parents regarding distraction or time-wasting, from the latter group's 
perspective, students perceive storytelling through the medium of videogames as beneficial 
for concentration, engagement, and critical thinking. 
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Introduction and Literature Review 
 
“The art of storytelling is as old as humanity itself, for in every tale lies a lesson waiting to be 
learned” (Aristotle). Throughout human history, storytelling has served as the primary and 
most common means of teaching and learning. Through myths, legends, and tales, cultures 
worldwide conveyed lessons with the dual purpose of helping to make sense of complex 
issues and entertaining generations at the same time. Both storytelling and education 
experienced a significant milestone in the 15th century with the invention of the printing 
press by Johannes Gutenberg. This revolution democratized access to knowledge and 
education by making books like Euclid's “Elements” widely available, fundamentally 
changing how information was disseminated and learned. 
 
In the modern era, digital storytelling and video games represent the latest evolution in the 
marriage of storytelling and education. For example, “Minecraft Education Edition” is used 
in classrooms worldwide to teach subjects such as history, mathematics, and science through 
interactive and engaging lessons. Similarly, “Civilization VI” allows students to learn about 
history, geography, and the development of civilizations by managing resources and making 
strategic decisions in a game setting. 
 
Alaa Sadik emphasizes that students are nowadays no longer passive consumers but active 
constructors of knowledge. This is enhanced by the significance of meaningful activities 
facilitated by the use of technology, pushing students to construct knowledge in novel ways 
previously inaccessible (Sadik, 2008, p. 487). This perspective is also shared by Truong-
White and McLean, asserting that meaningful technology integration enhances social 
learning contexts and empowers students to create new knowledge, solve problems, and 
employ critical thinking (Truong-White & McLean, 2015, p. 5). A similar approach to the 
topic is noted by Strotmmen and Lincoln, who underscore that the importance of the 
pedagogical approach in leveraging technology for educational purposes lies not in the 
technology itself, but in how it is employed in learning environments (Strotmmen & Lincoln, 
1992, as cited in Sadik, 2008, pp. 487-488). 
 
The Digital Storytelling Association describes digital storytelling as a contemporary 
manifestation of the ancient art form, highlighting the medium's ability to adapt across 
different formats. Recently, this transition has created a bridge between storytelling and video 
games—a bridge not yet fully built between the two mediums and the process of learning. A 
similar picture is highlighted by both Sadik (2008) and Truong-White and McLean (2015), 
who assert that video games serve as effective tools for narrative learning and literacy 
enhancement, providing students with opportunities to engage with structures, narrative, 
character development, empathy development, emotional bonding, and other practical 
narrative techniques (Sadik, 2008, p. 490; Truong-White & McLean, 2015, p. 12). 
 
Furthermore, the educational strength of video games goes beyond the macro notion of 
storytelling. They further cultivate critical thinking and problem-solving by encouraging the 
audience to explore mathematical puzzles and social and cultural dilemmas, while also 
offering an engaging and non-addictive pedagogical approach when done right. This 
emphasizes interactive learning, active participation, motivation, and especially enjoyment. 
Enjoyment is really a key word when it comes to video games as a learning medium. In the 
1990s, video games were commonly referred to as “edutainment,” thus establishing a bridge 
between education and entertainment. 
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The current landscape of scholarly research on the topic is very rich and becoming 
increasingly international. Western countries have participated in the cause since the 1980s, 
beginning with Thomas Malone's examination of how video game design elements could 
engage students and enhance learning (Malone, 1981). Asian countries, especially Japan and 
South Korea, have long been integral to the discussion, focusing on cognitive and social 
benefits such as spatial reasoning and social collaboration (Matsuda & Hiraki, 2006). In 
India’s case, for example, the idea of video game usage for educational purposes is more 
recent, focusing on bridging educational gaps in developing areas. 
 
Despite the promising perspective, there is also pushback towards the topic. Lee and Peng 
(2016) highlighted the potential for video games to decrease concentration, arguing that the 
overstimulation of the brain during extended gaming sessions can make it harder for students 
to focus on less stimulating educational content (Lee & Peng, 2016, pp. 112-125). Smith and 
Johnson (2017) explored the risk of over-reliance on digital media, finding that excessive use 
of video games might lead to a disconnection from traditional learning methods, potentially 
diminishing the effectiveness of physical education (Smith & Johnson, 2017, pp. 78-91; 
Anderson et al., 2019, pp. 245-260). Franks et al. (2019) discussed the physical and cognitive 
implications of prolonged screen exposure, noting how extended screen time can lead to eye 
strain and general fatigue, negatively impacting cognitive and physical development (Franks 
et al., 2019, pp. 213-225). Additionally, Papp et al. (2020) examined the addictive nature of 
video games, especially those with gambling-like design elements, which can create 
compulsive behaviors and interfere with students' academic effectiveness (Papp et al., 2020, 
pp. 173-185). 
 
To balance the benefits of interactive learning through video games while mitigating the 
negative effects of screen fatigue, Franks et al. (2019) recommend several strategies. These 
include taking regular breaks during gaming sessions, practicing ergonomic habits to reduce 
physical strain, and integrating a variety of activities that do not involve screen use. The 
importance of teaching students how to manage their screen time responsibly is also 
emphasized. By encouraging students to balance their screen time with other non-digital 
activities, educators can help minimize fatigue while still benefiting from the interactive and 
engaging nature of video games (Franks et al., 2019, pp. 226-230). Papp et al. (2020) suggest 
that the structured use of video games can prevent addiction and enhance learning outcomes. 
When video games are integrated into educational settings in a controlled manner, they can 
facilitate learning and improve academic performance without leading to addictive behaviors 
(Papp et al., 2020, pp. 186-192). Furthermore, augmented learning research by Smith and 
Johnson (2017) supports the idea that well-designed educational games can provide 
significant learning benefits. These games, if implemented correctly, can enhance focus, 
engagement, and cognitive skills without fostering addiction. The key is to balance the 
interactive elements of games with educational content, ensuring that the primary goal is 
learning rather than prolonged engagement for its own sake (Smith & Johnson, 2017, pp. 78-
91). 
 
From an international point of view, education through video games is in the implementation 
stage throughout developed countries. In South Korea, the Digital Textbook project aims to 
replace traditional textbooks with digital versions that include interactive and game-based 
content. One example would be Anyang Middle School, which has incorporated digital 
textbooks into their curriculum. Similarly, in Japan, at Tokyo Metropolitan Kokusai High 
School, gamified learning is used to teach English and other foreign languages to their 
students via interactive storytelling and problem-solving. A similar application is noticed in 
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King’s Cross Academy in London and Bournville School in Birmingham, which have 
implemented a GlassLab that helps students improve their problem-solving and critical 
thinking through interactive and immersive video game-based activities. Scandinavian 
countries are well known for their avant-garde educational system, which places a high value 
on interactive and student-centered learning. In Finland, the University of Helsinki’s Teacher 
Training School uses teaching methods that include the popular game Minecraft to teach 
history, geography, and coding. 
 
In the case of Albania, video games as a learning method are in their infant stages. Research 
seems to be minimal while the implementation stage is dependent on the individual desire of 
the teacher rather than institutional. Cela (2020) in the Journal of Educational Innovation 
emphasizes the challenges that video game-based learning would face in Albania. Mrs. Cela 
points out that video games are predominantly viewed as forms of entertainment and harmful 
ones for that matter, which contribute to addiction, distraction, and violence. Secondarily, the 
challenge of infrastructural barriers and a traditional curriculum that wouldn’t accommodate 
the implementation of video game-based learning in the country of Albania. While 
acknowledging these setbacks, Cela (2020), Kërcaj (2019), and Berisha (2021) have 
acknowledged the benefits of adapting video game-based learning. Benefits such as 
engagement, motivation, critical thinking, collaboration, communication, enhanced cognitive 
skills, and emotional empathy development (Cela, 2020; Kërcaj, 2019; Berisha, 2021). 
 
The added value of this paper is contributed by undertaking a cross-analysis of the 
stakeholders’ perspective on video game usage for educational purposes. By using a mixed 
methods approach, combining surveys and open-ended questionnaires, it intends to identify 
and understand the divergences and convergences.  
 
Methodology 
 
Research Design: This study employs a mixed-methods approach, combining both 
quantitative and qualitative techniques to provide a comprehensive understanding of 
stakeholders' perceptions regarding the use of storytelling in videogames for educational 
purposes. The study encompasses three key stakeholder groups: teachers, parents, and 
students, ensuring a diverse representation of perspectives. 
 
Participation in the study: The study population consists of 379 teachers, 738 parents, and 
1225 students, totaling 2342 participants. This broad sample size enhances the reliability and 
generalizability of the findings, capturing a wide range of perspectives from each stakeholder 
group. 
 
Data Collection 
 
1. Quantitative Data: A structured questionnaire was designed and distributed to the 

participants electronically according google form. This questionnaire uses a five-point 
Likert scale. 

 
The questionnaire is divided into five main sections. The first, “Demographic section”, 
encompasses demographic questions, capturing essential background information from 
parents such as gender, age, zone, and place of residence, as well as educational attainment. 
The second section, “Technology Based Learning”, delves into technology-based questions, 
inquiring about the frequency and challenges of using the internet, computers, and cell 
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phones for educational purposes. These questions aim to provide an overview of the usage of 
information technology in schools, its benefits and challenges. The third section, “Movie and 
Animated Movies based learning”, focuses on learning through movies and animated films, 
assessing respondents' interest in and perceived effectiveness of these media as educational 
tools. This segment highlights a non-interactive yet technological form of education. The 
fourth section, “Simulation games from real life based learning”, examines simulation games, 
also known as serious games, which emulate real-life scenarios such as business management 
or emergency assistance. These questions capture interest in and the potential educational 
benefits of non-technological but interactive learning methods. Finally, the fifth section, 
“Video Game based learning”, explores video game-based learning, which combines 
technological and interactive elements. This section evaluates interest in video games as 
teaching tools and the associated challenges and benefits. An open-ended question at the end 
invites stakeholders—parents, teachers, and students—to share their opinions on interactive 
based learning, enriching the quantitative data with qualitative insights.  
 
Data Analysis 
 
1. Quantitative Analysis: Statistical techniques, including descriptive statistics (such as 

mean, median, and standard deviation) are employed to analyze the survey data. These 
analyses facilitate the examination of overarching trends, differences, and similarities in 
stakeholders' perceptions across demographic variables and stakeholder groups. 
 

2. Qualitative Analysis: Thematic analysis is utilized to analyze the qualitative data gathered 
from interviews. This method involves systematically identifying, organizing, and 
interpreting recurring themes, patterns, and nuances present in the qualitative responses. 
By examining emergent insights and divergences/convergences in perceptions, thematic 
analysis provides a deeper understanding of the underlying factors shaping stakeholders' 
attitudes towards storytelling in educational videogames. 

 
Integration of Findings: The quantitative and qualitative findings are integrated to provide a 
holistic understanding of stakeholders' perceptions. Triangulation of data sources enhances 
the credibility and validity of the study, allowing for a more robust interpretation of results 
and the formulation of comprehensive recommendations for practice and future research in 
the field of educational videogame design and implementation. 
 
Findings 
 
Comparative Overview of the Stakeholders Perceptions 
 

Table 1. Comparative Table based on Stakeholder Interest 
 Extremely 

Interested 
Very 

Interested 
Somewhat 
Interested 

Little 
Interested 

Not at all 
Interested 

Students 34% 27% 27% 8% 5% 
Teachers 21% 45% 25% 7% 2% 
Parents 14% 35% 35% 11% 6% 
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Table 2. Video game learning obstacles 
Obstacles and 

Challenges 

Student 

Distraction 

Worry 

about 

Screen 

Time 

Addiction 

Possibility 

Monitoring 

Difficulty  

Lack of 

Adaptation 

to the 

Curriculum. 

Negative 

Video Game 

Bias 

Resistance 

to Change and 

Preservation of 

Traditional 

Teaching 

Mean Teachers 3.01 3.25 3.33 2.99 3.09 2.89 3.05 

Mean Students 2.53 2.51 2.50 2.47 2.47 2.42 2.50 

Mean Parents 2.95 3.24 3.24 3.09 3.07 2.91 3.07 
 

Table 3. Video game learning positive aspects 
Positive 

Aspects 

Concentration 

and 

Engagement 

Improvement  

Critical 

thinking about 

characters 

and stories 

presented in 

video games 

Emotional 

connection 

with the 

characters 

and their 

events. 

Mathematical 

Intelligence 

Enhancement 

by solving 

puzzles. 

National 

Values 

Promotion 

International 

Culture 

Curiosity 

Enhancement 

Learning 

Responsible 

Technology 

Usage 

Mean 

Teachers 

3.70 3.65 3.70 3.91 3.90 3.92 3.85 

Mean 

Students 

3.41 3.37 3.30 3.44 3.41 3.48 3.45 

Mean 

Parents 

3.26 3.22 3.24 3.56 3.48 3.56 3.41 

 
The stakeholders’ perceptions are divided into three categories: Negative, Positive, and 
Neutral. Consequently, the negative perceptions are divided into: Justified Concerns, Holding 
to old traditions and fear of innovation and evolution, and Bias/Disinformation. Below, the 
full table of the negative perceptions of the stakeholders is shown: 
 

Table 4. The negative perceptions of the stakeholders 
Justified Concerns o Decreased concentration 

o Disconnection from the learning environment 
o Screen fatigue 
o Screen addiction 

Holding to old 
traditions and fear 
of innovation and 
evolution 

o Usage of technology in schools should be as minimal as possible. 
o Kids should not be learning with computers; the teaching should 

be done through the blackboard and chalk as the go-to method.  
o Practical learning is done through the teacher and traditional 

learning, not via computers.  
o The issue with modern teaching is not the methods but the 

curriculum.  
Bias and 
Misinformation  

o Digitalization limits students’ analytical skills and makes them 
lazy 

o Technology equals aggressiveness, distractions and no social life.  
o Technology limits the student’s imagination, analytical skills and 

makes them lazy 
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Discussion 
 
Appeal on Video Games as a Teaching Method 
 
As mentioned above, based on the comparative table of stakeholder interest, it shows that the 
students tend to be the group most excited about the idea of video games as an educational 
tool. This is illustrated by the disparity in “extremely interested” responses between the 
stakeholders: 34% from the students, 21% from the teachers, and merely 14% from the 
parents. Teachers are overall the most intrigued by the matter; this is reflected in them 
showing the highest combination of “extremely interested” and “very interested” responses at 
66%, compared to the students' 61% and the parents' 49%. In addition, the teachers show the 
lowest response percentages in all three categories: “somewhat interested” (25%), “little 
interested” (7%), and “not at all interested” (2%). The opposite is true for the parents, who 
lead in response percentages: 35% for “somewhat interested,” 11% for “little interested,” and 
6% for “not at all interested”.  
 
Obstacles and Challenges 
 
As per the “obstacles and challenges” table above, teachers seem the most concerned, on 
average, when it comes to the challenges and obstacles. More specifically, teachers tend to be 
the most concerned about “worry about screen time” (mean = 3.25) and “addiction 
possibility” (mean = 3.33). Parents share similar concerns with slightly different frequencies. 
Similarly, they seem most worried about screen time (mean = 3.24) and “addiction 
possibility” (mean = 3.24). Also, similar to the teachers (mean = 2.89), the parents are least 
worried about “negative video game bias” (mean = 2.91). On the opposite side of the 
spectrum, students tend to perceive fewer obstacles, with the lowest mean scores across all 
categories. Their lowest score is for “negative video game bias” (mean = 2.42). 
 
Positive Perspective 
 
On the other side of the spectrum, the stakeholders seem to have higher scores, on average, 
when it comes to the positive aspects that might come from adopting video game-based 
learning. Teachers, while being the most aware of the challenges involved, are also the most 
excited about the benefits. They particularly value the potential for video games to enhance 
international culture curiosity (mean = 3.92) and mathematical skills (mean = 3.91). It seems 
that the lowest score was given to literature and storytelling-related benefits such as “critical 
thinking about characters and stories presented in video games” (mean = 3.65). Similarly, 
“emotional connection with the characters and their events” is among the lowest scores from 
the teachers (mean = 3.7). Parents seem to be the most cautious regarding the positive aspects 
that video game-based learning offers, while students tend to be more neutral. Both groups 
recognize the benefits of video games in promoting international culture curiosity and 
enhancing mathematical intelligence. While both parents and students see substantial 
potential for video games contributing positively to education, they do not see video games as 
a storytelling medium in education as the main benefit. Parents gave the lowest average score 
(mean = 3.22) to “critical thinking about characters and stories presented in video games”. 
 
Overall, teachers show the most positive perceptions, while recognizing both the benefits and 
challenges on average. Parents share many of these views but remain cautious about potential 
negative impacts. Students, while acknowledging some educational benefits, do not have 
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ground-breaking average perceptions towards the benefits and are the least concerned about 
the potential drawbacks. 
 
Open Questionnaire Analysis 
 
Building upon the quantitative analysis previously conducted, which focuses on average, it is 
essential to understand the qualitative aspect of the stakeholders’ perceptions. Based on the 
open questionnaire responses, it is revealed that the students are the least engaged group, 
indicating a possible, and relatively understandable based on the age group, lack of strong 
opinions or a reluctance to voice their thoughts extensively. In contrast, teachers exhibit the 
highest level of engagement, suggesting they are the most vocal and at the same time most 
concerned about the current educational status quo in Albania. In the context of the parents, 
while less engaged than teachers, they still show significantly higher participation than 
students, reflecting their noticeable interest in their children’s future, contributing to a 
balanced view of positive and negative perceptions. 
 
Positive perceptions are highlighted via three main groups: the need for innovation and 
preparation of the students for the future. This is reflected by both the teachers and parents, 
who recognize the importance of integrating technology to prepare students for contemporary 
times and the future. The second positive perception is the shaking up of the traditional status 
quo, and thirdly, the practical benefits of video games as a means of learning. Thus, the 
stakeholders acknowledge the diverse educational benefits that video games as a means of 
education can offer. 
 
Of course, the parents and teachers who show an optimistic approach to the matter in many 
cases balance it with cautious optimism which in this paper is grouped as “neutral 
perceptions”. The neutral perceptions of the stakeholders are divided into two segments: 
cautious integration of technology in a traditional educational setting like that of Albania and 
an implementation of mixed methods to merge both the new and the old educational 
approaches. In synthesis, many parents and teachers advocate for a balanced approach that 
incorporates technology while holding on to the traditional safety net, suggesting a hybrid 
teaching model that combines traditional methods with new technological tools.  
 
Moving back to the justified concerns of the stakeholders, there is a need to analyze them 
further. Teachers and parents express their concerns regarding video games’ potential to affect 
students’ concentration. Lee and Peng (2015) mention that extended gaming sessions can 
overstimulate the brain, thus making it harder for students to focus on less stimulating 
educational content (Lee & Peng, 2016, pp. 112-125). On the other hand, Prensky and 
Gardner (2018) argue that it all depends on the design of the game; a well-designed 
educational game can enhance focus and concentration when used in a balanced manner. 
They suggest that these games can aid in the development of cognitive skills through 
augmented learning (Prensky & Gardner, 2018, pp. 45-58). 
 
The second concern revolves around the disconnection from traditional learning 
environments, which can be seen as an extended problem of concentration, as mentioned 
above. Smith and Johnson (2017) explored the issue of over-reliance on digital tools 
potentially diminishing the effectiveness of traditional education methods specifically (Smith 
& Johnson, 2017, pp. 78-91). This is also supported by Anderson et al. (2019), who 
emphasize that excessive usage of digital media can lead to disengagement from traditional 
learning, negatively impacting social interactions and overall learning experiences (Anderson 
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et al., 2019, pp. 245-260). However, Williams and Brown (2020) take a more optimistic view, 
advocating for less excessiveness and a more balanced approach, suggesting that integrating 
digital and non-digital methods can mitigate these risks while promoting healthy screen use 
(Williams & Brown, 2020, pp. 112-125). 
 
Screen fatigue is a universally acknowledged concern, especially with youth spending so 
much of their leisure time in front of multiple screens. This is such a hot topic that IT 
companies in the recent past have tried to innovate screen technology specifically for 
educational purposes. Franks et al. (2019) discuss the physical and cognitive implications of 
prolonged screen exposure, such as eye strain and general fatigue, which can hinder students’ 
academic performances (Franks et al., 2019, pp. 213-225). To balance the benefits of 
interactive learning through video games while mitigating screen fatigue, Franks et al. (2019) 
recommend regular breaks, ergonomic practices, and integrating non-digital activities to 
reduce physical strain and fatigue (Franks et al., 2019, pp. 226-230). 
 
Lastly, screen addiction is a significant concern for both parents and teachers. The study by 
Papp et al. (2020) acknowledges that video games can be addictive, particularly those with 
gambling-like elements such as loot boxes, which can create compulsive behaviors (Papp et 
al., 2020, pp. 173-185). As mentioned above when discussing distraction and lack of 
concentration as the first concern, it vastly depends on the ethical responsibility of game 
designers (Brown, 2018, pp. 112-118). Both Brown and Papp et al. argue that structured use 
of video games can prevent addiction while enhancing learning outcomes. When integrated 
into educational settings in a controlled manner, video games can facilitate learning and 
improve academic performance. Smith and Johnson (2017) also support the idea that well-
designed educational games can enhance focus, engagement, and cognitive skills without 
promoting addiction, provided they are implemented with a balanced focus on learning 
(Smith & Johnson, 2017, pp. 78-91). 
 
Conclusions 
 
This study reveals significant divergences also convergences in the perceptions of their 
stakeholders regarding the use of video games for educational purposes. Students seem 
excited and highly supportive of video game-based learning, with 61% of them being either 
"extremely interested" or "very interested". This enthusiasm is portrayed throughout all 
demographics: gender, age, place of residence, and even combinations of them. However, 
students show the least engagement in open questionnaires when it comes to the topic.  
 
In contrast, teachers demonstrate the highest engagement in open questionnaires, highlighting 
their deep interest and investment in video game-based learning as an alternative educational 
method. Similar to the students, 66% of the teachers represent a combination of "extremely 
interested" and "very interested" answers. Similarly, the interest is reflected throughout all 
demographics. In addition, the unique teachers' point of view comes from the positive aspects 
and challenges that video game-based learning brings. With the teachers having the highest 
average means in both categories, they know the vast benefits, but they also know that the 
obstacles would be significant in the case of Albania.  
 
While students and teachers seem to be overall homogeneous, parents have a more divided 
perspective (49% of the parents are either extremely or very interested in the matter), 
depending highly on demographics as well. For example, older parents tend to be against 
video game-based learning. Overall, according to the open questionnaire, parents seem 
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dissatisfied with the current education. Some parents seem enthusiastic about exploring 
future-oriented, alternative methods for their children. But, on the other side of the spectrum, 
a substantial group of parents remain firmly opposed to digitalization of education, citing a 
multitude of fears and stigmas. Specifically, regarding video game storytelling as an 
educational method, the lowest scores were given to literature and storytelling-related 
benefits such as “critical thinking about characters and stories presented in video games” and 
“emotional connection with the characters and their events” throughout the stakeholders. 
Thus, they do not value the potential of storytelling in video games nearly as highly as 
dexterity and kinesthetic learning. 
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