




who will comment on their use of vocabulary within their written piece as well as their and depth of comprehension 
of text passages. These passages are encountered in the form of character dialogue and interaction with 3-D objects 
that provide information that can help learners complete game tasks, add detail to their writing, or provide further 
clarification of advanced vocabulary terms that students must understand in order to solve puzzles or write their 
stories. By having students engage with text that forces them to continuously engage in a process of comprehension 
of text followed by retelling, our goal is to help develop automaticity in reading comprehension more rapidly than is 
traditionally encountered (Samuels, 2002; Stewart, 2004). 

 

 
Figure 2. Three characters from the Chalk House. 

 
 
In terms of the reading comprehension goals, the dialogue texts of various characters, objects, and archival 

materials in the space required that students read for multiple purposes such as: 1.) identifying relevant information, 
2.) developing a context for their reading, 3.) entertainment, 4.) rereading when comprehension is unclear, and 5.) 
investigating the unknown, and 6.) making predictions and inferences using textual features and imagery such as 
pictures, paintings, and three dimensional images. As such, students are required to switch between reading purposes 
as they work through the learning tasks.  

 

 
Figure 3. A view of the Chalk House within the Created Realities game framework. 
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