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VK 373.1

USING OF COMPUTER GAME CIVILIZATION AS STEM-PROJECT
Shapovalov Ye.B., Zhadan S.O., Tarasenko R.A., Usenko S., Shapovalov V. B.
(sjb@man.gov.ua)
National Center “Junior Academy of Science of Ukraine”

Abstract. STEM-education nowadays is a trend. One of the ways to provide it is using
games. Perspective game to use is Sid Meier's Civilization VI. Previously, it was noted that using of
Sid Meier's Civilization VI in education is perspective, but there are no any specific methods to use
it. The main advantages of using is Sid Meier's Civilization VI in educational process and method of
its usage.

Nowadays STEM-education and Science education are trends. Their usage declared by a lot
of international documents [1] and Ukrainian’s documents [2], [3]. However, STEM now is not
very spread in Ukraine [4] and it seems relevant to disseminate it by delivering of specific methods
of its usage. STEM-education foresees using of the methods that involves students in education
using interactive forms and enhance motivation of students. One of the ways to do it is provide
gamification [5]-[9]. It was proposed to use Sid Meier's Civilization game line in education [10]
due it bases on real history objects and events. However, there wasn’t proposed a specific method of
its usage in education before. So, this paper is devoted to development and describing the specific
method on usage of Sid Meier's Civilization VI in STEM-based education process. To reach the
aim, it seems relevant to substantiate rationality of using of Civilization VI as STEM project and
develop and describe specific method of it usage.

The Civilization V1 is historically-based game and it uses as game objects the most known
art and culture objects created during the history, has science development tree and most known
persons in all human history, including writers, painters, scientist, merchants, sailors, religious
leaders and engineers. In addition, players can build the world wonders and find the nature wonders.
Game uses real nation leaders and nations that exist in real-life with their personalized abilities that
corresponds to main achievements and specializations in real-life. General view of the Civilization
VI interface is presented in Figure 1.

Figure 1. General view of the Civilization VI interface

So, using the game is easy interactive and motivated way to study multi disciplines in same
time such as history, culture, politics, science, geography and others. Users of the game must use all
their history-based features to led the nation to domination (culture, warmonger, religion, etc.) and,
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so, it develops creativity and critical thinking. Therefore, using Civilization VI as STEM-project
due it may correspond in case of correct didactical approach usage. The method of using
Civilization VI that can be used as STEM-project will be further:

Before starting the game, research the nations, leaders and their specific abilities. If you like
someone, use Google to get more information about it. Start the game and be ready to define Name
of the period, Approximate time interval, Main scientific achievements, Main cultural
achievements, Main outstanding people of the period, Other features of the period using Table 1
and define the most liked objects and search information on it using Table 2.

Table 1. Features of the period each historical period

Th
Seque Na Appr Major Major e  main Other
nce number offme of the|oximate time|scientific cultural prominent|features  of
the period period interval achievements|achievements people of|the period
the period
1
2
Table 2. The most liked objects
Creat Specif C
_Numbe _Nam . Type or of thejic of the|ountry of
r of object e of object |of object . . -
object object Origin
2

It is easy to use the results of the project by preparing of the essay to describe the experience
and the most liked objects. The essay will be interactive and there’ll be a lot of discussions that will
develop critical thinking such as: why that object was chosen or “I think that object is more
interesting, because...”

Therefore, it is substantiated that using of Civilization VI can be used as STEM-project on
history, culture, politics, science, geography and others classes. The proposed specific method of its
usage is useful instrument to provide multidisciplinary STEM-projects giving frame basic
understanding of the history of development of the humanity. It will involve students to provide
researchers of the historical objects, science progress and will motivate to travel and to see the
objects by themselves.
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