
 

A brief description of the game. You may include images or even video clips to help give 

readers a better idea of the game. 

 The game I chose to review is Fortnite, which has been very popular for my high school 

students.  I have had to take many phones away due to the addiction some of my students seem 

to have toward playing and finishing a match during class time, so I thought I would see what all 

the fuss is about by playing it myself.  Fortnite is a first person shooter with some building 

aspects, and the goal of the game is to be the last person (out of 100) standing.  There is a free for 

all option and a 50 vs. 50 option that seems not much different.  I have provided links to some 

videos below to give a better idea of how the game works.  Keep in mind that the game can be 

played on PC, Xbox, PlayStation, or cellphones, but looks and works about the same not matter 

which console players choose. 

https://www.youtube.com/watch?v=FehINTf9a_4 

https://clips.twitch.tv/ShyLongPelicanDBstyle 

https://clips.twitch.tv/LazyEntertainingCroquetteCoolCat 

 

https://www.youtube.com/watch?v=FehINTf9a_4
https://clips.twitch.tv/ShyLongPelicanDBstyle
https://clips.twitch.tv/LazyEntertainingCroquetteCoolCat


 

 

The kinds of learning involved (i.e. What specifically did you learn from playing the 

game?). Think about the game tasks, objectives, terminology, etc. What skills did you need 

to learn to be successful at the game? 

 Some basics that I learned through a tutorial were how to run and walk, look 

up/down/right/left, use the pickax to gather materials, change weapons, look at the radar, jump, 

and shoot.  This was extremely difficult for me to do on my phone, which is the method in which 

I tried playing the game since that is the method I see my students using to play the game.  I also 

learned how to parachute down to the land at the beginning of each match and to try to find a less 

popular landing zone so I could elongate my character’s lifespan.  After landing, I had to gather 

materials and find weapons, since everyone starts with only a pickax and no building materials to 

make fortresses.  Something that I learned the hard way during my first time playing is that there 

is a purple zone on the outer edge of the map that closes in every few minutes to force players to 

move closer and closer together as time goes on.  I believe this is to avoid matches that are too 

long and to prevent people from “camping,” which is when people just hide out and wait for 

people to come to them, thus having an advantage over their opponents.  When the purple zone 



closes in, a rainstorm begins so that if a player is within the purple zone they lose health 

gradually until reaching their imminent demise and “eliminating themselves.”  This happened to 

me a lot until my students informed me that the rain was toxic and that I have a health bar to 

show me when I am dying.  To be successful at this game, one must know the controls, have 

quick reflexes, be aware of the radar and health bar, build a decent fortress, and kill other 

players.  Unfortunately, I have little to no one of these skills right now. 

The kinds of teaching involved (i.e. How did the game teach you?). Think about the kinds 

of feedback, rewards, guidance, and information the game gave you, and how it paced and 

structured your learning. Which Principles of Learning did the game utilize? 

 The game taught me how to use the controls through a tutorial, and I learned the game 

rules through written description and experience.  I learned that the purple zone is poisonous by 

getting the feedback of dying, and I learned that scouting for weapons and materials yields 

advantages regarding building protection and defending oneself from other players.  The game’s 

pacing was way too fast for me, and players go from tutorial to playing against 99 other people 

of random ability levels without grouping poor players and skilled players in separate matches.  I 

think having a campaign mode in which human players can practice against AI players at 

varying difficulties and grouping players based on ability level would make the game less 

stressful and intimidating for a low-skilled player like myself.  The learning in this game is 

currently outside of my zone of proximal development, so I would really benefit from scaffolds 

such as more tutorials, a campaign mode, and practicing against AIs. 

A brief description of the kinds (and quantity) of online sites, forums, wikis, etc. devoted to 

the game. What game activities (e.g. walk-thoughts/guides, databases, cheats, 

theorycrafting, modding, etc.) are most-commonly discussed? 

 According to my students, there are a ton of online sites out there for Fortnite.  The most 

popular sites for my students seem to be YouTube and Twitch.  Both sites allow players to watch 

other, extremely skilled players film themselves playing the game while voicing over the film.  

My students say that this helps them get more excited about the game and that they want to be as 

good as those players by practicing and using the strategies that the YouTube or Twitch players 

model for them.  I can see how modeling could be an important learning tool not only in games 

but in instruction as well.  I was not able to find any cheats, but there are special weapons that 

can be found in the game that are much more powerful than others and that give players a huge 

advantage in winning.  Other sources are blogs, forums, articles, and leaderboards that can be 

found online for players.  The blogs, forums, and leaderboards seem to be directed toward player 

communication and status, whereas the articles are directed toward parents, educators, and 

community members who want to know what Fortnite is and how it is impacting its audience, 

which seems to be mostly comprised of teenagers. 

Your overall reflections on playing the game. 



 Playing Fortnite was one of the most stressful experiences of my life. It is such a fast-

paced game with a lot of controls to learn, and the “last person standing” game style contradicts 

my desire to play on a team and be able to respawn and continue trying to win.  My students 

have been really entertained by my reported lack of success, and during breaks they will try to 

teach me different strategies or help me with figuring out the rules of the game.  It is sweet to 

watch my students try helping me with something I am bad at, which is what I get to do with 

them all day (except they are actually good at math).  I have always been a social gamer, so I do 

not like the free-for-all style game in which someone would be the last person standing, but I 

know my students have been able to communicate a lot in the game and in real life regarding the 

game, which is social for them.  Some things that I have learned that relate to teaching are to put 

myself in my students’ shoes more often and recognize that they might feel the same lack of 

confidence and stress doing math that I felt while playing Fortnite. Scaffolding, explaining in a 

detailed way that is tailored to my students, pacing appropriately, and teaching within my 

students’ zone of proximal development are all important components to helping them learn in a 

low-anxiety environment that motivates them to keep trying.  Overall, I am glad I chose a game 

that challenged me too much and that I ended up hating, because it gave me a lot of insight 

regarding my mathematics instruction and helped put myself in the shoes of my struggling 

learners. 


