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Abstract

Videogames have become one of the most 
popular leisure activities among children and 
teenagers. Schools have been progressively 
incorporating digital games as a formative 
complement although teachers and parents 
still show some resistance to their use in the 
classroom. This article proposes an analysis 
model to measure the adaptation of video ga-
mes to the educational environment from the 
perspective of education for development and 
global citizenship, combining methodologies of 
WKLV�FXUUHQW�ZLWK�RWKHUV�VSHFLȴF�WR�WKH�VWXG\�RI�
video games and applying it to the case of Ne-
ver Alone. It is concluded that the potential of 
video games for education in values requires 
the development of analysis tools and the in-
volvement of teachers and parents.

KEYWORDS

Videogames, Citizenship education, ICT in edu-
cation, Qualitative analysis, New literacies, Digi-
tal culture.

Resumen
Los videojuegos se han convertido en una de 
las actividades de ocio más populares entre ni-
ños y adolescentes. La escuela los ha incorpo-
rado progresivamente como un complemento 

formativo, pero todavía hay resistencia a su uso 
en el aula por parte de docentes y padres. Este 
artículo propone un modelo de análisis para 
medir la adecuación de los videojuegos al en-
torno educativo desde la perspectiva de la edu-
cación para el desarrollo y la ciudadanía global, 
combinando metodologías propias de esta co-
UULHQWH�FRQ�RWUDV�HVSHF¯ȴFDV�GHO�HVWXGLR�GH�YL-
deojuegos y aplicándolo al caso de Never Alone. 
Se concluye que el potencial de los videojue-
gos para la educación en valores requiere del 
desarrollo de herramientas de análisis y de la 
implicación de docentes y padres. 

3$/$%5$6�&/$9(

Videojuego, Educación ciudadana, TIC en la en-
señanza, Análisis cualitativo, Nuevas alfabetiza-
ciones, Cultura digital. 

Resumo
Os videogames tornaram-se uma das ativida-
des de lazer mais populares entre crianças e 
adolescentes. A escola tem incorporado pro-
gressivamente como complemento da forma-
ção, mas ainda há resistência ao seu uso em 
sala de aula por parte de professores e pais. 
Este artigo propõe um modelo de análise para 
medir a adaptação dos videogames ao am-
biente educacional na perspectiva da educa-
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sales increased by 18% compared to the pre-
vious year, reaching 1,747 million euros (Aso-
ciación Española de Videojuegos [AEVI], 2021), 
an amount that exceeds you grow the sum of 
WKH�ȴOP�DQG�PXVLF�PDUNHWV�� ΖQ�������ZLWK�WKH�
ERRVW�JHQHUDWHG�E\�FRQȴQHPHQW�������PLOOLRQ�
players were reached, of which 54.1% are men 
and 45.9% are women (AEVI, 2021). The age 
breakdown of video game consumption re-
veals that they are especially popular among 
users between 25 and 34 years old, although 
boys between 6 and 14 years account for 15% 
of male gamers, while girls of the same age they 
account for 11% of all female gamers (AEVI, 
2020).

In this context of growth of the video game in-
dustry, its use as an educational resource has 
also increased substantially (Checa-Romero, 
2016; Gilbert, 2019), while it has become po-
pular in other sectors such as business, or-
ganizational management, internal training, 
KHDOWK� RU� VRFLDO� SROLFLHV� WKURXJK� JDPLȴFDWLRQ�
processes (Caponetto et al., 2014), that is, “use 
of elements designed for the game in non-ludic 
contexts” (Dicheva et al., 2015, p. 75). In para-
llel, academic interest in the use of games for 
education has increased, which has generated 
D�PDSSLQJ�RI� JDPLȴFDWLRQ�H[SHULHQFHV� LQ� WKH�
educational context (Borges et al., 2014; Diche-
va et al., 2015).

���Ζ1752'8&7Ζ21
In the last decade, the consumption of video 
games for recreational purposes has increased 
exponentially (Newzoo, 2018). Some reasons 
for this growth, technological (the implementa-
tion of games on mobile devices) or sociological 
(changes in leisure models and interpersonal 
relationships), and have caused players, or ga-
mers, to have determined “the pace of change” 
(Newzoo, 2018, p.6) in an industry in continuous 
transformation. There has been a substantial 
change in the expansion of consumption mo-
des, which now expand beyond the action of 
playing towards the spectatorship associated 
with e-sports and a growing consumption of 
gameplays (Johnson and Woodcock, 2018) and 
towards collecting, as an attitude of emotional 
involvement at a time when most games can be 
purchased virtually. The COVID-19 pandemic 
caused the year 2020 to become an “unprece-
dented time for the video game market, which 
EURNH� UHFRUGV� IRU� SURȴWV�� XVHUV� DQG� JURZWKȋ�
(Newzoo, 2021). Although the industry expects 
a slight drop in consumption, the pandemic 
has contributed decisively to accelerating the 
process of erosion of the stigma that weighs on 
this cultural form (Wijman, 2021). 

In 2018, Spain ranked ninth in the world (and 
fourth in Europe) in revenue from the video 
game industry (Newzoo, 2018). In 2020, the to-
tal turnover of physical and online video game 

ção para o desenvolvimento e cidadania glo-
bal, combinando metodologias próprias desta 
FRUUHQWH�FRP�RXWUDV�HVSHF¯ȴFDV�DR�HVWXGR�GRV�
videogames e aplicando-a ao caso de Never Alo-
ne. Conclui-se que o potencial dos videogames 
para a educação em valores requer o desen-
volvimento de ferramentas de análise e o en-
volvimento de professores e pais.

3$/$95$6�&+$9(

Videogame, Educação cidadã, TIC no ensino, 
Análise qualitativa, Novas alfabetizações, Cultu-
ra digital. 
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�����25Ζ*Ζ1�2)�7+Ζ6�:25.
The participation of two of the authors of this 
article in a teacher training activity on the per-
sistence of gender stereotypes in the media, 
organized in 2019 by the Xunta de Galicia1, 
DOORZHG� WKHP� WR� OHDUQ� ȴUVW�KDQG� WKH� LPSUHV-
sions of a group of 44 teachers of initial, pri-
mary, and secondary school on the use of video 
games as a teaching tool. In general, the tea-
FKLQJ� VWD΍� GHPRQVWUDWHG� WKURXJKRXW� WKH� H[-
SHULHQFH�D�VLJQLȴFDQW�ODFN�RI�NQRZOHGJH�DERXW�
video games as a possible educational tool and 
a certain hostility towards this form of leisure 
of their students, which they linked above all to 
violence. Those attending the course were also 
especially concerned about the lack of supervi-
sion of families of the type of video games used 
by their sons and daughters. The demand, the-
refore, from the teachers participating in the 
course was more information on games suita-
ble for the age range of their students and with 
educational content, since they were willing to 
work with video games in the classroom. This 
SHUFHSWLRQ�UDWLȴHV�WKH�UHVXOWV�RI�WKH�UHSRUW�E\�
the Association of Distributors and Publishers 
of Entertainment Software (ADeSe), in which 
the teachers interviewed also asked for more 
in formation about video games.

Following this request, the course teachers de-
veloped a short list of video games as a sug-
gestion for primary and secondary students. 
The selection of materials responded to four 
criteria: content with education in values and a 
game system based on collaboration, adjusted 
to the PEGI age rating system, availability for 
GL΍HUHQW� GHYLFHV� DQG� RSHUDWLQJ� V\VWHPV�� DQG�

1Marta Pérez Pereiro and Marta Rodríguez Castro gave 
ȴYH�VHPLQDUV�HQWLWOHG�Ȋ*HQGHU�VWHUHRW\SHV�LQ�WKH�PHGLDȋ�
within the framework of the training program “Communi-
cate in equality”: https://www.edu.xunta.gal/portal/node/ 
26638. 

prices below 30 euros. Among the video games 
selected and shared with the course attend-
ees, some widely studied such as Minecraft 
(Mojang, 2011) were included. However, it was 
D�PRUH�LQWHUHVWLQJ�FKDOOHQJH�WR�ȴQG�JDPHV�WKDW�
had not been used in formal education, despite 
having educational values in their conception 
and gameplay. Of all of them, it was considered 
that the independent video game “Never Alone” 
(Upper One Games, 2014) deserved a delayed 
VWXG\�LQ�WKLV�UHJDUG��$IWHU�D�ȴUVW�JDPH�H[SHUL-
ence, the potential of the product to address 
the key elements of the Global Citizenship Ed-
ucation curriculum was discovered, so it was 
decided to guide the analysis in this direction 
and start working on the development of an 
analysis instrument that could be applicable in 
the evaluation of video games with similar con-
tents.

�����3(5&(37Ζ21�2)�
7+(�7($&+(5�21�7+(�
86(�2)�9Ζ'(2�*$0(6�
Ζ1�7+(�&/$6652206
The potential of video games as educational 
tools lies in their ability to turn the learning pro-
cess into a truly enjoyable activity for players 
(Gee, 2004). As Egenfeldt-Nielsen (2009) states, 
learning is part of all video games, including 
commercial ones. This is because, in order to 
progress within them, it is necessary for the 
player to know and learn the mechanics of the 
JDPH�� ΖW� LV� LQ� WKH�KDQGV�RI� WKH� WHDFKLQJ� VWD΍��
WKHUHIRUH��WKDW�WKLV�SRWHQWLDO�LV�SURȴWDEO\�H[SORL-
ted within the classroom, identifying the cha-
racteristics that make a video game a learning 
tool that is suitable for their teaching objectives 
and complementary to other more traditional 
methods; but also, outside the classroom, edu-
cating parents about the use of video games at 
home.
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However, despite the positive experiences 
that support the educational potential of vi-
deo games and initiatives such as Media Edu-
cation Booklets, which encourage parents and 
teachers to mediate the gaming experience of 
young people (Pereira et al., 2012), video ga-
mes continue to be a “neglected medium” in 
classrooms (Gilbert, 2019).

ADeSe2, in a 2012 study conducted in Spain that 
measured the use of video games by teachers 
of children between 5 and 12 years old, revea-
led that 30.9% of the 511 teachers interviewed 
had used video games in the previous year. Al-
though there are no more recent data to esta-
blish a comparison, it can be deduced that the 
percentage of its use in education has grown 
exponentially, along with the increase in its con-
sumption as entertainment. Some of the data 
from this quantitative study serve to explore 
the attitudes of teachers towards video games 
and their most frequent uses. Thus, with res-
pect to the areas in which a greater usefulness 
of video games was appreciated, the subjects 
chosen were mathematics (58.2%), knowledge 
of the environment (50.6%) and Spanish lan-
guage (50%), which presented values distant 
from others such as religion or ethics (3.8%).

Two years later, the report Level up learning: 
A national survey on teaching with digital game, 
which collected the responses of 694 teachers 
from public elementary and secondary schools 
LQ� WKH� 8QLWHG� 6WDWHV�� VKRZHG� D� VLJQLȴFDQWO\�
more intense activity in the use of video games. 
6SHFLȴFDOO\������XVHG�YLGHR�JDPHV�IRU�LQVWUXF-
tion and “teachers who used video games more 
regularly […] also reported better gains in foun-
dational and complementary skills” (Takeuchi 

2 The Asociación Española de Distribuidores y Editores 
de Software de Entretenimiento (ADeSe) became the Aso-
ciación Española del Videojuego (AEVI) in 2014, whose re-
ports are also cited in this work.

& Vaala, 2014, p. 47). The perception of Nor-
th American teachers in 2014 about the main 
problems to use digital games in the classroom 
was no longer focused on the lack of knowled-
ge detected in the previously cited reports, but 
on the lack of time to use games and their cost. 
The lack of familiarity with technology moved, 
in this report, to the sixth position of the per-
ceived barriers.

Despite the disparity of the educational sys-
tems, the data extracted from the reports 
shows an evolution towards a greater interest 
in taking advantage of the educational potential 
of video games, derived from a greater knowle-
dge and use for entertainment purposes in the 
private life of teachers. The integration of gami-
ȴFDWLRQ�VWUDWHJLHV�DQG�WKH�XVH�RI�YLGHR�JDPHV�
LQ�WKH�FODVVURRP�KDV�EHHQ�VKRZQ�WR�EH�H΍HFWL-
YH�LQ�GL΍HUHQW�DJH�JURXSV�IURP�FKLOGKRRG��0D-
rín-Díaz et al., 2020) to university education (De 
Souza et al., 2019), and in its application to di-
΍HUHQW�VXEMHFWV��IURP�VRFLDO�VFLHQFHV��0RQWHD-
gudo-Fernández et al., 2021) to mathematics 
(Marín-Díaz et al., 2020) or chemistry (Traver et 
al., 2021).

�����('8&$7Ζ21�)25�*/2%$/�
&Ζ7Ζ=(16+Ζ3�$1'�7+(�327(1-
7Ζ$/� %(1()Ζ76� 2)� 86Ζ1*� 9Ζ-
'(2�*$0(6�Ζ1�7+Ζ6�)Ζ(/'
Education for Global Citizenship (hereinafter 
EGC), also known as “education for develo-
pment, global learning or global education” 
(Longueira, 2019), is an area that has been 
expanding throughout the world since the 
PLG�WZHQWLHWK�FHQWXU\��DQG�FDQ�EH�GHȴQHG�DV��

a continuous socio-educational pro-
cess that promotes a critical, responsi-
ble, and committed global citizenship, 
at a personal and collective level, with 
the transformation of the local and glo-
bal reality to build a fairer, more equi-
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table and more respectful world with 
diversity and with the environment, 
in which all people can develop freely 
and satisfactorily. (Aguado, 2011, p. 5)

([SHULHQFHV�LQ�WKLV�ȴHOG�WHQG�WR�LQFRUSRUDWH�DF-
tive methodologies and innovative resources, 
VR�WKH�XVH�RI�YLGHR�JDPHV�ȴWV�SHUIHFWO\�LQWR�WKLV�
area. This is demonstrated by the academic re-
search carried out in the last decade, which has 
been oriented fundamentally in two directions: 
the analysis of video games linked to CGE or to 
other bordering areas, such as ethical educa-
tion or environmental education (Marino and 
Hayes, 2012; Rojo and Dudu, 2017; Galván-Pé-
rez et al., 2018; Moreno Cantano, 2019), and 
their application to the classroom (Bachen et 
al., 2012; Blevins et al., 2013; Chee et al., 2013; 
Lugo Rodríguez and Melón Jareda, 2016; Sousa 
et al., 2018). In this sense, the guide for fami-
lies and teachers on digital games and global 
citizenship published by the Joan Gantz Cooney 
Center in New York (Shapiro, 2018) also stands 
out. The results of these publications indicate, 
on the one hand, that there are more and more 
video games on these topics and that they are 
of higher quality and, on the other, that their 
introduction in school, if accompanied by ade-
quate teaching intervention and a dialogical 
methodology, can contribute to a greater in-
volvement of students in the struggle for global 
justice.

���0$7(5Ζ$/6�$1'�0(7+2'6
The video game Never Alone (Kisima Ingitchuma 
in Iñupiaq) was created in 2014 by the produ-
FHU�8SSHU�2QH�*DPHV��D�QRQ�SURȴW�RUJDQL]D-
tion dependent on the Cook Inlet Tribal Council 
(CITC), the tribal council of the natives of the 
central region of the south of Alaska. The de-
cision to create this video game, together with 
the educational production company E-Line 

Media, was made by the elders of the council, 
who saw their cultural legacy in danger due to 
the alienation of the younger generations due 
to new technologies. Thus, “the elders presen-
ted a plan: they were going to use those same 
technologies that were taking our children to 
bring them back” (Colleps, 2016, p. 140). The 
result of this initiative, Never Alone, is an atmos-
pheric platform puzzle inspired by an Iñupiat 
legend in which little Kunnunkaayuka travels 
through the tundra to discover the origin of 
a storm that destroys his village. In the video 
game version, the protagonist of the action is 
Nuna who, accompanied by an arctic fox, tra-
vels to the heart of the storm to stop it. 

This game has aroused quite a bit of interest 
from academic critics. One of the aspects that 
has been most emphasized is the fact that, with-
in an industry in which games featuring male 
and white characters predominate overwhelm-
ingly, Never Alone questions these hegemonic 
repertoires in a commitment to self-represen-
tation, visual sovereignty, and intersectionality 
(Gaertner, 2016; Lietz, 2017; Longboat, 2017; 
Murphy, 2017). In this sense, the values   of the 
Iñupiat people are an intrinsic part of the prod-
uct’s design, not only at the narrative level, but 
also in the game mechanics themselves. Thus, 
as the adventure progresses, the player learns 
the importance of responsibility towards the 
community and the land, judgment, and emo-
tional control (Meloche, 2017) or cooperation 
�/RQJERDW���������$V�IRU�WKH�H΍HFWV�RI�WKH�YLG-
HR�JDPH�RQ�XVHUV��WKHVH�ZLOO�GL΍HU�GHSHQGLQJ�
on whether they belong to the community. For 
Iñupiat players, the recognition of scenarios, 
situations and values   can suppose the rein-
forcement of their self-esteem as a group and 
an incentive for linguistic revitalization (Lacho 
and Leon, 2017). For the non-Iñupiat player, 
the Never Alone experience makes it possible 
to establish an ethical relationship with this 
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community (Cariou, 2016), which could incite 
cultural curiosity and, eventually, political com-
mitment (Braith, 2017).

Although the potential of the game for EGC 
seems obvious, it has never been explored 
from this point of view. So, this proposal con-
sists of analyzing it to assess its applicability in 
formal educational contexts. In this sense, the 
objective of this research is twofold: 1) develop 
an analysis tool that allows evaluating the appli-
FDELOLW\�RI�D�YLGHR�JDPH�LQ�WKH�HGXFDWLRQDO�ȴHOG�
and 2) test said tool with the Never Alone case 
study. The methodology of this research was 
designed based on the objective of merging 
own methods of video game analysis as a me-
dium (Nacke et al., 2009; Malliet, 2007; Pérez 
Latorre, 2015) with others linked to the EGC. 

In relation to the EGC, there is no consensus 
about what its contents and learning objecti-
ves should be. On the one hand, because the 
school curriculum is the responsibility of the 
states (Organization of the United Nations for 
Education, Science and Culture [UNESCO], 
2017) and, on the other hand, because there 
LV� DQ� RSHQ� GHEDWH� RQ� LWV� GHȴQLWLRQ�� GRPDLQV��
and pedagogical practices, led in recent years 
by criticism of universalist visions of EGC from 
a postcolonial perspective (Andreotti, 2010; 
2014; 2015; Digón, 2019). However, among the 
publications that have come to light in recent 
years, there are some guides to introduce EGC 
in formal and non-formal education: these are 
documents without normative intention, crea-
ted by NGDOs or international entities. Among 
them, Oxfam (2015) has been selected due to 
its international relevance and the breadth and 
ȵH[LELOLW\�RI�LWV�FDWHJRULHV�

In this way, an analysis sheet was designed (see 
Table 1) articulated from two axes: a horizontal 
axis with three large categories (character/play-
er, game world, and rules and game mechan-

ics), and a vertical axis with the key elements 
of the CGE curriculum, as formulated by Oxfam 
(2015). From this combination of analysis cate-
gories, it is hoped to understand to what extent 
WKH�VSHFLȴF�FKDUDFWHULVWLFV�DQG�JDPH�PHFKDQ-
ics of Never Alone have the potential to be linked 
to the EGC.

��ANALYSIS AND 
RESULTS

The game is based on Kunuuksaayuka, an Iñu-
piat oral story spread by the narrator Robert 
Nasruk Cleveland and collected in the volume 
Unipchaanich imagluktugmiut: Stories of the Black 
River People (Gaertner, 2016). The traditional 
story tells of the adventure of Kunuuksaayuka, 
a young hunter who sets out in search of a so-
lution to a problem: the constant snowstorms 
that prevent him and his people from going out 
to hunt caribou. After several days of travel, he 
realizes that a giant is the one who causes the 
storms by removing the snow from the road 
with an adze. Kunuuksaayuka manages to re-
move the tool and, with it, the storms cease.

On this simple argument, close to the etiolo-
gical myth, the Never Alone team built a more 
complex narrative in which a series of elements 
typical of the Iñupiat culture were seamlessly 
incorporated: mythical beings, beliefs, objects 
linked to traditional forms of life, community 
values, etc. Other changes were also introdu-
ced to adapt the story to the present time, such 
DV�WKH�IHPDOH�UROH�RU�UHIHUHQFHV�WR�WKH�H΍HFWV�
of climate change. The story is narrated throu-
gh two common devices in video games: the 
voiceover and the interspersed texts. The oral 
story is in the Iñupiaq language and is subtitled 
in the languages in which the game is available. 
The texts are literal quotes from Nasruk’s story, 
which are interspersed as a presentation of the 
GL΍HUHQW�VWDJHV�RI�WKH�SURWDJRQLVWȇV�MRXUQH\�



2222 Videogames and global citizenship: analysis of the use of Never Alone in an 
educational context

*DPH�6SHFLȴF�)HDWXUHV Key Elements of the 
CGE Curriculum

Cha-
racter/
player 

analysis

Character 
structure

State stan-
dards

Behavior 
inducing 
norms

Concepts
K1. Social justice and 

equity
K2. Identity and diversity

K3. Globalization and 
interdependence

K4. Sustainable develo-
pment

.���3HDFH�DQG�FRQȵLFW
K6. Human rights

K7. Power and gover-
nance
Skills

S1. Critical and creative 
thinking

S2. Empathy
S3. Self-awareness and 

UHȵHFWLRQ
S4. Communication
S5. Cooperation and 
FRQȵLFW�UHVROXWLRQ

S6. Ability to manage 
complexity and uncer-

tainty
S7. Informed and thou-

ghtful action
Values and attitudes

V1. Sense of identity and 
self-esteem

V2. Commitment to so-
cial justice and equity

V3. Respect for people 
and human rights

V4. Diversity of values
V5. Concern for the 

environment and com-
mitment to sustainable 

development
9���&RQȴGHQFH�LQ�WKH�

transformative capacity 
of people

V7. Cooperative mode

Game 
world 

analysis

Non-playable 
characters
Natural ele-

ments
Cultural ele-

ments

Analysis 
of the 

rules and 
game 

mecha-
nics

Connection 
between 

actions and 
objectives

Conditions to 
win or lose

7DEOH��

Summary of the categories of
 analysis used in the Never Alone study

Source: information synthesized by the authors from 
Pérez Latorre (2015), Malliet (2007) and Oxfam (2015).

�����1(9(5�$/21(�
&+$5$&7(5�3/$<(5�
$1$/<6Ζ6
The main character is Nuna, an Iñupiat girl who 
appears from the beginning of the game as the 
protagonist that the player will control. This 
change with respect to the traditional story res-
ponds, according to the creators of Never Alone, 
to an attempt to compensate for the underre-
presentation of women in video games and 
R΍HU� JLUOV� D� ȊVWURQJ�� LQJHQLRXV�� LQWHOOLJHQW� DQG�
brave” character model (Upper One Games, 
2014) (V1). In addition, for male players, the fact 
of embodying this character could contribute 
to the development of empathy (S2). Soon af-
ter, an arctic fox will also appear as the second 
character to accompany Nuna. Contrary to 
what usually happens with the companions of 
the hero or heroine of video games, who help 
at certain times and do not carry out decisive 
actions, the fox, a kind of totem animal, will be 
essential for Nuna as the game progresses, not 
only advance in her mission, but directly sur-
vive. Thus, the relationship between the two 
characters through the game mechanics be-
comes an essential element that also endorses 
the title of the game, which in turn is the poetic 
summary of the way of life in the Arctic of the 
Iñupiat community (K2, S5, V4). 

The status rules for both characters are simple, 
so there are no extra actions to keep them in 
their original status other than those that must 
be performed to progress through the game. 
This means that the health of Nuna or her fox 
DUH�QRW�D΍HFWHG�XQOHVV� WKH\� IDLO� WKHLU�PLVVLRQ�
and one of them dies. In this case, the game 
restarts at the last checkpoint. However, when 
it comes to the moods of the characters, Never 
Alone presents a peculiarity: every time one of 
the characters dies, the other mourns ostensi-
bly. This is an unusual form of empathy in video 
games (S2), in which the action usually conti-
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nues without any emotional reaction from the 
main characters.

Regarding the rules to induce behaviors that 
serve to make the character behave in a certain 
way in the medium or long term (Pérez Latorre, 
2015), there are online multiplayer games such 
as World of Warcraft (Krzywinska, 2007), which 
reward cooperative behavior. In Never Alone, 
these rules are based on a system of corres-
pondence and codependency, which will deter-
mine the success or failure of your actions in 
the game (S5, V7).

�����7+(�:25/'�2)�
NEVER ALONE
Following the analysis model of Pérez Latorre 
(2015), the video game world would be made 
up of non-playable characters, objects, natu-
ral and cultural elements. The relationship be-
tween these is especially useful for the analysis 
of Never Alone. In the game, a material plane is 
superimposed, constituted by the environment 
of the Alaskan tundra, its inhabitants (humans 
and animals) and some culturally relevant ob-
jects. Also, there is an immaterial plane, in which 
cultural aspects such as the Iñupiat language 
and mythology are integrated (K2, V4). Both 
planes are presented as an indistinguishable 
whole in the creation of the game environment.

The non-playable characters of Never Alone res-
pond to the sentient world on the one hand, 
and to the mythical world on the other, and are 
shown as enemies or allies in Nuna and the 
fox’s progress towards the origin of the storm. 
Thus, they will be chased by a hungry polar 
bear and swallowed by a whale, but they will 
DOVR� IDFH� VSHFLȴF� FKDUDFWHUV� IURP� WKH� Ζ³XSLDW�
culture, such as the Little People or the Terri-
EOH�0DQ��+RZHYHU��SHUKDSV�WKH�PRVW�VLJQLȴFDQW�
aspect in relation to the values   transmitted by 
the game is the constant presence of charac-

WHUV�ZKR�KHOS�WKH�SURWDJRQLVWV�LQ�WKH�GLɝFXOWLHV�
they encounter throughout their journey (S5, 
9���� )URP� WKH�EHJLQQLQJ�RI� WKH� VWRU\��ZH� ȴQG�
the helper spirits, who manifest themselves in 
WKH� IRUP�RI�GL΍HUHQW�DQLPDOV��VXFK�DV�KHURQV�
DQG�VFKRROV�RI�ȴVK��ZKLFK�DUH�DFWLYDWHG�WKDQNV�
to the intervention of the fox. These are multi-
ple representations of Sila, the spirit that lives in 
the natural elements and in which a fundamen-
tal part of the Iñupiat worldview is summarized: 
the connection between spirituality (K2) and 
respect for nature (K4).

Another relevant character is the Owl Man, who 
introduces Nuna and the fox in their adventu-
re and plays the role of donor within the story, 
that is, the character who delivers a magical ob-
ject to the protagonist if he can pass a certain 
test. (Propp, 1971). In this case, the test con-
sists of obtaining a ritual drum and the reward 
is a Bola, a traditional Arctic weapon that will 
help Nuna complete her mission. These two 
objects, together with the adze that the prota-
gonist snatches from the Giant at the end of 
WKH� JDPH�� KDYH� D�XQLTXH� FXOWXUDO� VLJQLȴFDQFH�
(K2).

In addition to the characters and objects, the 
physical environment itself, understood as 
a natural and cultural landscape, acquires a 
prominent role in the game. The blizzard not 
only works as the puzzle that Nuna must solve, 
but also constitutes an ongoing challenge in her 
progress, in the face of which she must develop 
survival skills. The northern lights will also be an 
obstacle for the protagonists, in this case due 
to the Iñupiat belief that it contains the spirits 
of dead children, who can attack people if they 
do not follow the advice of the elders (K2). Fi-
QDOO\��DQRWKHU�GLɝFXOW\�GHULYHG� IURP�WKH�HQYL-
ronment is the appearance of a thin and fragile 
layer of ice, on which Nuna and the fox must 
VWD\�DȵRDW��LQ�D�UHIHUHQFH�WR�WKH�FRQVHTXHQFHV�
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of climate change for the lives of people in the 
Arctic. (K3, K4).

�����1(9(5�$/21(�58/(6�
$1'�0(&+$1Ζ&6
The rules and mechanics of a video game, on 
which its playability largely depends, invol-
ve performing certain activities to achieve a 
goal (Pérez Latorre, 2015). In this sense, each 
game presents a series of behavior patterns 
of the characters to achieve partial objectives, 
such as overcoming certain phases, and the 
result of completing the game. In Never Alone, 
the actions of the characters must be aimed 
at discovering the origin of the storm without 
creating parallel missions except the rescue 
of the Owl Man’s drum. Again, the cooperative 
mode is the most relevant element of the game 
(S5, V7). The player must change the actions of 
Nuna and the fox to overcome the obstacles 
and solve the puzzles that arise throughout the 
game. Each time one or the other character is 
selected, a white halo surrounds their bodies, 
so the player can know what actions to take. 
While Nuna relates to the natural elements, the 
fox activates the supernatural elements of the 
game, particularly the spirits that allow them to 
transit between platforms (K2, V4).

When the characters manage to save a screen, 
the player obtains rewards external to the de-
YHORSPHQW�RI�WKH�VWRU\�LWVHOI��$Q�RZO�ȵ\LQJ�LQ�WKH�
background indicates that a video of “cultural 
stories” has been unlocked, a series of short 
GRFXPHQWDULHV�RQ�GL΍HUHQW�DVSHFWV�RI�Ζ³XSLDW�
FXOWXUDO� OLIH�� 7KHUH� DUH�� VSHFLȴFDOO\�� ��� SLHFHV�
that show the oral testimony of the elderly 
and cultural ambassadors of the community 
around reasons and situations that appear in 
the story of the game. Thus, instead of rewar-
GLQJ�FKDUDFWHUV�ZLWK�QHZ�DELOLWLHV�RU�D�GL΍HUHQW�

look, the reward for overcoming a certain obs-
tacle goes to the player, who will have to pause 
the game’s progress to enjoy the reward. It is 
in these videos where the aspects linked to the 
EGC are shown in a more explicit way, since the 
general discourse of the interviewee’s points in 
that direction. The main topics addressed are 
the following:

• The relationship with nature. The traditional 
way of life of the Iñupiat people, sustainable 
and respectful of the environment, is valued 
(K4, V5). The special incidence of climate 
change on the Alaskan environment and its 
repercussions for the local population are ex-
plained (K3).

• $UW�DQG�FXOWXUH� �.����'L΍HUHQW� IRUPV�RI� WDQ-
gible and intangible Iñupiat cultural heritage 
are described, such as ivory carvings, the 
drums, oral storytelling, and mythology.

• Community values. A society characterized by 
cooperative work (K7) is portrayed, articula-
WHG�PDLQO\� DURXQG�KXQWLQJ� DQG�ȴVKLQJ�� 7KH�
LQGLYLGXDO� GRHV� QRW� DFW� IRU� KLV� RZQ� EHQHȴW��
but rather assumes a responsibility with res-
pect to the collective (V6).

• Spirituality (K2, V4). This aspect can be found 
across many of the videos. The idea of Sila, 
the spirit of life, shows the sacred links of the 
human being with the natural world. The spi-
ritual dimension of art and even hunting is 
also highlighted.

When it comes to the conditions to win or lose, 
there are stable problem-solving patterns in 
Never Alone: it is essential to advance and over-
come each of the scenarios, among which 
cutscenes and quotes from the narrator are 
interspersed. In these, the natural elements 
of the tundra such as ice, the arctic wind or 
icebergs are the obstacles or advantages nec-
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essary for the protagonists to continue their 
adventure. In the progress of the story, there 
LV�D�ȴ[HG�VWDJH�WKURXJK�ZKLFK�WKH�SOD\HU�PXVW�
QHFHVVDULO\�SDVV�DQG�PDUNV�WKH�HQG�RI�WKH�ȴUVW�
part of the game: the Terrible Man kills the 
fox who, in a particularly emotional cinematic, 
transforms into the spirit of a child. Although it 
can be understood as an error caused by the 
inexperience of the player, the narrator’s voice 
suggests that it is part of the story: “The fox was 
reborn in a new form, or had it always been like 
this?”. It is, again, a cultural reference, since in 
the Iñupiat people there is the belief that all 
animals also have a human form and that, like 
people, they are endowed with a soul (K2, V4). 
From this point on, the game controls for this 
character change, forcing a new learning pro-
cess. In this aspect, as in overcoming most ob-
stacles, the player is required to have the ability 
to seek imaginative solutions (S1).

���'Ζ6&866Ζ21�$1'�
&21&/86Ζ216
Video games are formed as essential products 
of the cultural industry that can serve educatio-
QDO�SXUSRVHV��WKDQNV�WR�VRPH�RI�WKHLU�VSHFLȴF�
characteristics. The interactivity of the stories 
or the need to mobilize skills such as spatial in-
telligence, the ability to perform several tasks 
at the same time or the use of the imagination 
KDYH�EHHQ�QRWHG� LQ� WKH�VFLHQWLȴF� OLWHUDWXUH�DV�
values   that video games can contribute to the 
academic curriculum. In recent years, parallel 
to the expansion of the EGC in the educational 
V\VWHPV�RI�GL΍HUHQW�FRXQWULHV��LWV�XVH�KDV�EHHQ�
explored for learning content or, rather, for the 
experimentation of experiences that can result 
in the construction of a critical and citizenship 
committed to global challenges. For its part, 
the video game industry has begun to develop 
programs that raise awareness of the impor-

tance of its products beyond mere entertain-
ment, by understanding video games as cultu-
ral and, in many cases, educational products. 
Thus, the Asociación Española del Videojuego 
has developed The Good Gamer, an initiative 
that since 2018 promotes collaboration be-
tween administrations, educational and health 
communities, and parents, with the aim of pro-
moting the responsible use of video games. In 
this line, this work connects with the concern 
of creating a pedagogy for the use of video ga-
mes and opens a path to continue researching 
the products available in the market and carry 
out experimental studies on their educational 
applications by proposing an analysis model 
applicable to other video games that can be 
used in classrooms.

In the case study proposed here, the video 
game Never Alone is presented as an interes-
ting example of how an interactive narrative 
can smoothly incorporate aspects that can be 
linked to the contents of the EGC. As the ad-
YHQWXUH�SURJUHVVHV��WKH�SOD\HU�OHDUQV�GL΍HUHQW�
things, becomes familiar with the Iñupiat way of 
life, their language, art, beliefs, and values; reali-
zes the need to be creative and work coopera-
tively to solve problems; feels the responsibility 
WR�DFW�IRU�WKH�EHQHȴW�RI�WKH�FROOHFWLYH�DQG�H[SH-
riences the unequal consequences of climate 
change while coming into contact with lifestyles 
that are more respectful of the environment. 
The immersive experience of the game would 
thus allow the development of what Bachen et 
al. (2012) call global empathy, a necessary dis-
position for global citizenship. All these aspects 
contain great educational potential, but only 
with adequate mediation could they provoke 
WKH� QHFHVVDU\� UHȵHFWLRQV� WR� WUDQVIRUP� PHQ-
talities and encourage action to build a fairer 
world. As stated in the title of the analyzed vi-
deo game, “Never Alone”, schoolchildren must 
know and play accompanied by their teachers 
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in the school environment, and by their parents 
or guardians at home. For this, and for a fruit-
ful use of these interactive narratives, a cons-
tant investment is necessary in knowledge of 
universes that have become the main source 
of leisure today, in addition to conforming as 
cultural constructions, which are not only crea-
ted from proposals merely industrial, but from 
independent art as in the case of Never Alone.
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