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Engaging students with modern technology 

 

Megan Townes  

Megan Townes  (top row far 

right), ICT integrator at 

Abbotsleigh, lives in the 

Twitterverse.    

 

Affectionately known as 

Townsey, Megan taught 

English and IT for six years 

with the Department of 

Education NSW.  Leading 

the Digital Education 

Revolution Year 9 laptop 

rollout at Richmond High 

School, she empowered her 

students to plan and run 

workshops plus a help-desk 

for the Year 9s.   

 

Megan is a strong supporter 

and mentor for TeachMeets. 

 

What is a Role Playing Game (RPG)?  

There are many opinions as to what an RPG 

is  but it seems, amongst other generic /

obvious elements, defining  a Role Playing 

Game must ABSOLUTELY have the three 

following elements.  

 

Element one  

¶ statistical setup for characters that 

describe certain skills/aspects of that 

character.  

Element two 

¶ method of increasing and strengthening 

those statistics (usually but not necessarily 

by way of the experience/level system).  

Element three 

¶ menu-driven combat system that utilizes 

the skills/aspects of the characters.  

Game On! 

How many times have you stood at the front of your classroom looking at 

the glazed eyes of your students as you try to engage them with a novel?  

  

You have taught and loved the novel for many years, but students find it 

difficult to relate to the characters.  

 

Sometimes I feel like Professor Binns, the History of Magic teacher at 

Hogwarts.  The only time his students became interested in his teaching 

was when he told them the story of the Heir of Slytherin.  The students 

woke from their sleepy stupor and were captivated by the story because 

it related to what they were experiencing in their own lives.  

 

Our students today are no different; they want to engage with characters 

that  they can relate to in their own lives. 

 

Atticus Finch, Jo March, Mr Darcy et. al. are important characters in a 

well-rounded literary education, but we canõt deny that students are 

engaged by characters from the latest pop-culture novels.  

 

Thankfully we have moved on from Edward and Bella and todayõs 

generation of students are embracing characters from novels that 

appeal to their understanding of the world.  

 

From Paul Greenõs Hazel and Augustus in The fault in our stars through 

to Cassandra Clareõs Shadowhunters Jace and Clary from The mortal 

instruments series, todayõs teenagers are looking for characters who 

inspire them and understand the world they live in. 
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The latest and great pop culture literary 

phenomenon is Suzanne Collinsõ 

Hunger Games trilogy.  

 

While the first book was released in 

2008 to high acclaim, the movie 

release in 2012 has ensured that the 

novel is the most popular book walking 

out of libraries around the world.  

 

Set in dystopian America, the 

protagonist, Katniss Everdeen, is forced 

to compete in a televised fight to the 

death between children from Panemõs 

12 districts.   

 

While the Capitol citizens watch on with 

excitement from the comfort of their 

privileged city, the rest of the nation  

are left to mourn their children as they 

eliminate one another.  

 

Itõs reality television at its absolute 

worst.  

 

Even though it is set in the future, 

todayõs students engage with the 

sophisticated take on good versus  

evil, societyõs obsession with reality 

television and Katniss Everdeenõs  

will to survive without sacrificing her 

soul. 

 

As our teenagers become more 

politically aware of todayõs movements 

such as Occupy and Kony2012 via 

social media, they are able to compare 

the unjust world of Panem to the world 

they live in today.  

 

Like the Harry Potter series before it, 

the Hunger Games trilogy is engaging  

a new generation of students to  

explore literacy and embrace 

characters that reflect the kind of 

person they want to be.  

 

The phenomenon of pop culture novels 

provides an opportunity for teachers  

to engage students in engaging creative 

writing tasks.  

 

One such strategy is to create a role-

playing game challenge, also known  

as an RPG.   

The basic concept is that teachers use 

the plot of a novel as a structure for a 

creative writing challenge where 

students write from the perspective of  

a character.  

 

Recently, the Abbotsleigh library ran a 

Hunger Games RPG.   

 

Students were invited to register for  

the chance to become a tribute where 

they would be provided with writing 

challenges based on the concept of  

the Hunger Games.  

 

Instead of it being set in Panem, the 

setting would be a post-apocalyptic 

Abbotsleigh school site.  

 

Instead of being Katniss Everdeen or 

Peeta Mellark, they would imagine  

their own character as a tribute from 

the particular district they would be  

provided with on the day of the  

 

ôreapingõ.  

 

Close to one hundred girls signed up for 

the opportunity to be a tribute.  

 

As the ôreapingõ approached, the 

excitement began to build.  

 

To promote the event, we created a 

trailer video and website 

(hgamesrpg.weebly.com) and had the 

video playing on plasma screens set up 

around the school. 

 

Prior to the RPG beginning, two teacher-

librarians, Tania Moriarty and Wendy 

Quarmby, along with myself, sat around 

a whiteboard and mapped out how the 

games would play out.  

 

We had three weeks and in that time 

we needed to be able to create new 

challenges for the girls, read their posts 

and control the narrative.   
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We decided that one writing challenge 

each day would mean too much writing 

for the girls and too much work for us.  

 

Thus, we decided that we would 

distribute 2-3 challenges each week, 

allowing time for the girls to write and 

time for us, as game makers, to work.  

 

After our initial brainstorming session, 

we set up a Google Doc spreadsheet 

that showed when we would be sending 

out challenges, when girls would have 

to submit them by, and we also drew up  

a general timeline of when tributes 

would be eliminated.  

 

We couldnõt really decide on specific 

plot events, though, until the girls 

started writing.  

 

At the weekly assembly, the twenty-four 

tributes were drawn from the bowl  

and then asked to meet in the library 

for a brief meeting.  

 

They were given a Tribute Pack that 

explained the concept of the Hunger 

Games RPG as well as specific 

instructions on how to post, what the 

arena looked like (a post-apocalyptic 

Abbotsleigh was our arena) and what 

specific rules governed their writing.  

 

The excitement as they left the room 

was amazingñthese girls couldnõt  

wait to embark on their first challenge 

of creating their profile, avatar and 

backstory for their tribute. 

 

The spreadsheet we created in  

planning the RPG proved to be 

extremely valuable once the RPG 

began.  

 

We added the girlsõ names, their tribute 

character name, and as much 

information from their posts as we 

could so that we could track the 

narrative and location of the tributes  

in the arena.  

 

With three game makers working on 

this RPG, this live spreadsheet was 

fantastic for knowing exactly what 

needed to be done and how the 

narrative was building. 

 

The writing challenges provided a basic 

overview of the environment in the 

arena and specific requirements to 

guide the narrative. eg. òThe poisonous 

fog lies low on the ground everywhere 


