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The Courtesy of Spain: Theater for
the New Generations

Alejandro Romero-Hernandez, Manuel González Riojo, César Díaz-Faes-Pérez, and Borja Manero-Iglesias

Abstract— Educational video games are increasingly present in
the classroom. While their success as a learning tool has been
demonstrated in technical fields, they have been little used in the
arts. Plays, for example, would be excellent subjects for video
games, as they are similar in terms of design and narrative.
However, few video games are based on plays, and, of those
that have been created, their effectiveness has yet to be proven.
This material is limited due to the difficulty of the narrative
change, distancing a play, which is linear–without interactivity–
from a video game, in which the plot varies to allow interaction.
This article details the creation of a video game as an interest-
raising tool, based on the work of Lope de Vega’s The Courtesy of
Spain, in collaboration with the National Company of Classical
Theater (CNTC). CNTC’s main objective is to engage Spain’s
youth in classical theater, increasing their motivation and desire
to learn more. This project includes an experiment in a school
in Madrid with 154 students, between 9 and 11 years. The
experiment indicates that a video game based on a play not
only stimulates interest in young people, but also helps broader
learning processes.

Index Terms— Educational video games, theatre, e-Learning,
serious games, technology.

I. INTRODUCTION

NEW technologies are ubiquitous in the day-to-day of
present society, with younger generations coming to be

known as “digital natives” [1]. However, the same can not be
said about the spanish educational environment. The current
system has remained unchanged for generations. It provides
an education based on the use of paper and pen, encouraging
rote memorization.

Year after year, academic performance studies reveal that
students are performing consistently worse than previously,
indicating school failure [2]. The education system is unap-
pealing for many students, who prefer to spend their free time
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making use of the various technologies available [3]. The edu-
cation system needs to be updated through the incorporation
of new technologies as classroom tools.

Among these technologies, there is one that is unparalleled
in terms of effectiveness in the classroom: video games. There
are numerous studies that have scientifically demonstrated how
video games are beneficial in different aspects [4]. They can
help improve their users’ abilities [5] as their multitasking
skills [6], help individuals with developmental disorders [7]
and people of advanced age [8] among others.

When a video game is well developed and instructionally
oriented, it is an effective learning tool [9], [10]. They have
been shown to function in many fields of education, such
as mathematics [11], [12], computer science [13], social sci-
ences [14], and geography [15].

However, most applications of educational video games
are focused on areas known as STEM [16] (science, math,
technology, and engineering). The aim of this project is to add
the arts and humanities to this equation, making it STEAM,
where A refers to Arts. The project described in this article
applies to that “A”, as it brings theater to students through a
video game.

For a video game to be applicable in the STEAM frame-
work, it must teach art. In the case of this video game, it is
based on a play. It incorporates the many aspects that surround
a play: scenery, props, costumes, and, above all, narrative.
To develop the latter correctly, developers must apply narrative
techniques that logically adapt the original format of a classic
play into a video game. In this process, both the visual and the
sound elements are very important. Combining these elements,
developers are be able to represent the play in the most
authentic way possible.

Many students encounter plays through school field trips,
where they are forced to complete an assessment on what
they have seen. Consequently, students perceive theater as a
scholastic obligation rather than a cultural and leisure activity.
This perhaps contributes to the noticeable decrease in young
audience members, which has made theater an activity enjoyed
by a minority of the population [17]. This situation puts
forward a question: is the current education system damaging
to theater?

Applying STEAM techniques can solve this problem, since
video games can be more than teaching tools. Different
studies indicate that they can be effective in increasing stu-
dents’ interest in learning [13], [18] and their motivation to
learn [9], [19]–[22]. We will refer to these types of games as
awareness video games.
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When developing an awareness video game, the balance
between motivation and fun must be taken into account.
An awareness video game should seek to expose students to
a specific subject. However, if its development only focuses
on that, it runs the risk of not being fun. In the same way,
if it develops as a primarily fun video game, it loses its
educational value. The article by Iglesias et al. [23] offers a
series of techniques to transform the script of a play into
a video game of sensitization, and it also explains how to
give personality to different characters through Stanislavsky’s
method of action [24]. Using these techniques, a sensitization
video game was developed based on the play “The Courtesy
of Spain” by playwright Lope de Vega, seeking to show the
funniest side of classic theater to youth while raising their
interest in Lope de Vega and his works.

Children learn best when they are motivated by interest.
The more interesting something is, the easier it becomes to
learn [25], [26]. Therefore, the main objective of this video
game is to increase interest in classical theater. The second
objective of the video game is to familiarize students with the
plot lines of the play.

To test the effectiveness of the game, an experiment was
conducted in a school in the Community of Madrid during
the month of December 2015, in which the students played
the video game. This paper details the experiment’s results.

This paper has been structured as follows: Section II dis-
cusses the video game that has been developed as a research
tool. Section III explains the experiment performed to obtain
the necessary data for further analysis and results. Section IV
is results analysis, and section V discusses the results and
develops the conclusions obtained during the experiment.

II. VIDEO GAME AND RESEARCH QUESTIONS

Converting a theatre play into a motivational video game is
not trivial, especially if the main objective is to design a video
game that entertains and, at the same time, produces interest.
The first complication is that the storyline that is going to be
narrated, a story firstly created to be represented or read, must
be transferred to a video game to be played.

Currently there are a lot of theatre plays. In many cases,
the public can interact directly in the play, changing the plot.
However, this video game is based on a classic theatre play
of the Spanish Golden Century (17th), when all plays had a
linear plot, meaning, the actors represented the play on stage
while the public was watching without participating in the
play. Unlike this, a funny video game must move away from
the linearity and offer the players the possibility to participate
and be part of the narrated storyline.

The second complication is the complexity of designing a
sensitization video game and to make it funny. If we only
focus on designing a video game like an educative tool,
forgetting the main purpose of every video game, which is
to have fun playing it, we can create a tool that despite
being very motivational does not succeed because it is boring.
On the other hand, if we only focus on the fun, without paying
attention to the motivational part, it is possible that the final
product does not work like a sensitization tool and does not

reach the objective. It is important to design a sensitization
video game keeping in mind that, like a video game, must be
as funniest as possible, and as a motivational tool, it must teach
the main theme that is treated, achieving the sensitization tool
that teaches without the player having the feeling of studying.

Finally, the most important purpose of a video game is to
give a spark of humanity to the play’s characters, giving to
the players the feeling that the video game’s characters are
real actors representing the theatre play. And, at this point,
definitely, theatre has something to teach.

Considering these complications, some researchers devel-
oped a motivational video game using the Unity engine as a
tool for their experiment. The video was based on the play
“The Courtesy of Spain”, written by the Spanish playwright
Lope de Vega. The video game was developed with the col-
laboration of the Spanish Classical Theater National Company
(CNTC) and it was based on the staging represented in the
Matadero Theater in Madrid during 2015.

The play could be described as a “road movie” of the 17th
century, which narrates the life of a Spanish knight known
as Don Juan, who is coming back to Spain after having been
defeated in the Battle of Flanders and having lost all of his
money. On his way back home, he meets some new characters
and will have to overcome a lot of challenges, always adhering
to the most important value for the Spanish knights of his time,
courtesy. That means, this is a propagandistic theatrical play,
as American films that publicize the marvels of its military
force.

The first thing that must be clear before starting to develop a
video game or a motivational tool is the main goal. In this case,
the video game has two clear goals: 1) to motivate children
about the classical theatre, because it is necessary that they
learn about it and have the desire to attend plays, since it is
gradually becoming a show of minorities, and 2) to teach the
plot of “The Courtesy of Spain” by Lope de Vega. With these
goals in mind, the process of designing the videogame can
begin.

One of the first things to keep in mind in the previous
phases of design is the target audience. Setting a target age
range is key to designing and later developing a video game
that works in the best possible way with the objectives set.
At the beginning of the project, it was decided that the target
audience for the video game would be students between 8 and
12 years old. However, during the development of the video
game, the pedagogue involved in the project decided to reduce
this range to 9-11. This was because they considered that a
conversational adventure fits better that age range.

Researchers decided to develop an adventure video game
because this genre is perfect for immersion and storytelling.
The video game uses the Point & Click interaction system,
a system easy to use, which has already proven itself in other
research [27].

In order to effectively narrate the story of “The Courtesy of
Spain”, researchers studied the historical framework in which
it was written, and to understand daily life in the 17th century.
With the collaboration of the CNTC in this project, they
allowed the researchers to attend rehearsals of the play, and
introduced us to the members of the artistic team. As shown
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in the following figure, every set and character in the video
game was based on the original production.

Once the main idea of the story that was going to be
told through the game was clear, it was time to choose
which character or characters were going to be responsible
for transmitting it. Specifically, “The Courtesy of Spain” (like
most plays of its time) is a play with a lot of different
characters, whose lifestyles, personalities and concerns are
very different, which adds richness to the story and the
possibilities of narrating the video game.

To facilitate storytelling, each character has been performed
with a different voice, making the locution in a recording
studio. This is intended to facilitate the game’s understanding,
especially for those players with poor reading skills.

As mentioned above, video games must run away from
linearity that can lead them to turning into films masquerading
as video games, which means that they must offer the possi-
bility to decide, and those decisions may have transcendence
in the story of the video game, generating interest in players
in exploring other possibilities. Therefore, “The Courtesy of
Spain” offers the players at all time the option to choose
how to story should advance, having to make decisions and
evaluate the situation in which the player is. Through those
decisions, the player can achieve four different alternative
endings, thus, contributing to the game in a very important
aspect: the possibility of being played repeatedly without
becoming boring and monotonous.

To give more information to the player that the actions have
consequences and to make it more entertaining, a fundamental
element has been added to the original story of the play: money
and honor. The first is necessary to advance the story and must
be managed well. The second is the most important value for
Spanish knights of the 17th century and, therefore, will affect
the outcome of the story. With these elements, the player must
learn to balance them and use them according to his/her own
criteria, making him/her the owner of the story that is narrated.

Another elements of entertainment added to the videogame
are the mini-games. In this case, up to three different mini-
games have been added that can be played or not depending
again on the decisions the player takes. This adds even more
re-playability since, even if two players reach the same end,
they may have achieved it without going through the same
mini-games.

For the inclusion of these mini-games, the experience
reported in the article by Manero et al. [22] should be taken
into account, where it warns that care must be taken in the
design of video games so as not to give the player the feeling
of undergoing evaluation. In this case, it was possible to
observe how certain mini-games developed in this experiment
were counterproductive, decreasing the interest of the students.

Finally, to ensure that no player is left wondering how to
continue in the game, a list of tasks has been created that the
player can consult at any time in the game’s pause menu.

A formative evaluation was carried out with a finished
version,. To do this, a total of 18 users met, including two
expert pedagogues and two experts in video games. The test
consisted of the users playing the game several times and
then filling out a form where they were asked about their

Fig. 1. Aesthetic of the game.

Fig. 2. Story outline.

gaming experience. In addition, the questionnaire measured
the suitability of the contents of the videogame for a young
audience, to which the game is mainly aimed.

Subsequently, all the questionnaires and opinions of the
previously mentioned formative evaluation were analyzed. The
first phase served to correct the errors detected in the test.
Next, the possible improvements proposed by the users were
analyzed. The most repeated ones were chosen and a plan for
the re-implementation of the video game was elaborated.

Once this stage of re-implementation was completed,
the video game was tested by an expert pedagogue, with more
than 25 years of experience in primary education, to give us
an age recommendation. For the experiment to be successful,
hitting the age of the future players is crucial. After testing
the video game in depth, experts determined that the ideal age
was between 9 and 11 years old, that is, between the 4th, 5th
and 6th grades of primary school.

The basic architecture of the game has been created through
different managers (see figure 5) that direct the flow of the
game. Below is a detail of each of the managers:

1. The dialogue manager is in charge of managing the
conversations, as well as the flow of the story.

2. The scene manager controls each of the actions that the
player can perform in each scene.
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Fig. 3. Money and courtesy.

Fig. 4. Minigame - duel.

3. The character manager deals with both the main char-
acter and the other characters NPCs (non-player charac-
ters).

4. The screen information manager is responsible for dis-
playing the updated information of the main character,
modifying the variables of courtesy and money.

5. Finally, as the central module is the game manager, who
acts as a mediator between the rest of the managers,
performing the necessary operations for the proper func-
tioning of the game.

The game, developed with Unity3D, is fully available for
free download on different platforms. In addition, the game
is open source, and its code is available on GitHub, so that
anyone can download and modify, consult or see everything
they want.1

Once the game was over, it was time to conduct an exper-
iment, in order to know if the developed videogame was able
to motivate young people to go to the theater, and above all
that they played it and had fun.

The main objective of this experiment is to verify the
effectiveness of these videogames as a motivation and learning
tool about classical theater for young people while having fun.

Therefore, the research questions are the following:
RQ1: Can the video game of “The Courtesy of Spain”

motivate young people to go to the theater?

1http://cortesia.e-ucm.es/

Fig. 5. Video game arquitecture.

Fig. 6. Quasi-experimental design.

Fig. 7. Likert 7 scale with emoticons.

RQ2: Can the video game of “La Courtesy of Spain” teach
players the plot of the homonymous play?

III. EXPERIMENT

The following outlines the steps of the experiment and its
features.

A. Participants

The experiment was carried out with 154 students from
the Benito Pérez Galdós school in Móstoles, Madrid. The
participants’ ages ranged from 9 to 12 years old. 55,2% of
the participants were boys, while the remaining 44,8% were
girls. In terms of gender and age, the sample is representative
of the student population in the Autonomous Community of
Madrid [28].

From the total 154 participants in the experiment, the results
obtained from the 12-year-old students were rejected, because
the students were not in the video game’s target age range.
After removing these 9 students, the total number of partici-
pants was 145.

One of the first steps, prior to the experiment, was commu-
nicating with the school to determine the students’ familiarity
with the play’s plot. The play had been performed in Madrid
in 2015, and the school may have taken the students on a
field trip to see the performance. The school management
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confirmed students did not know the play. Nonetheless, and
to avoid bias on the experiment, the initial questionnaire
asked students directly if they knew the play. 97,2% of the
participants indicated that they did not know the plot before
the experiment. 4 participants of the 145 did confirm that they
knew it in advance. They were also eliminated, as the purpose
of this experiment was to determine if students’ interest in
the play increased and to measure how much they learned.
Ultimately, we had 141 research subjects.

Since differences in use of new technologies could introduce
errors in the experiment, we ensured that each subject was able
to use the devices

B. Experimental Design

The experiment has a quasi-experimental design, which
consists of three phases. In order to be able to compare results
between each phase, an identification number was assigned to
each participant. The identification number allowed results to
remain anonymous, encouraging the subjects to speak freely
in their answers.

The first phase consisted of a pre-test or “before” ques-
tionnaire. Students had 5 minutes to complete the test. Each
participant had to write their identification code, gender and
age. The questionnaire includes questions to measure prior
knowledge of the play’s plot and their motivation to attend
the theater.

After finishing the pre-test, students were introduced to the
game. The game had been installed in the different devices
made available by the school. Each participant received a
device with the game ready to play. The video game is
designed to be finished in one class period of 50 minutes.
In order to ensure maximum immersion and comprehension,
students used headsets, which canceled interference from other
students’ games.

After the experiment, each participant received the post-
test, a questionnaire to be filled out in 5 minutes maximum.
If, for some reason, students had not yet have finish the
round 10 minutes before the experiment’s conclusion, the test
was administered as they finished, and the post-test would
be given after. All subjects finished the round with plenty of
time to fill in the second questionnaire. The full description
of both questionnaires is included in the Instruments section
(see section III.C).

Once the questionnaires were finished, participants could
continue to play the video game until the end of the allotted
time for the experiment.

C. Instruments

In order to answer the research questions, two question-
naires were developed: a pre-test, to be answered before the
experiment, and the post-test, to be completed afterwards. The
video game is detailed in the video game section and research
questions (see section II).

The first part of the pre-test provides a box for students
to put their identification code, which was distributed on a
sticker by the teachers before starting the test. With this code
the researchers could then compare the results between the

TABLE I

CORRELATION OF PAIRED SAMPLES

pre-test and the post-test. The questionnaire then requested
social-demographic information about the participants. The
second part of the questionnaire measured prior knowledge
about the play’s plot (see questions 1) and their interest in
theater in general and in this plot in particular (see questions
2). The questions used to measure participants’ interest in
theater follow a Likert 7 scale.

The post-test measured how much the students have learned
about the play’s plot and their motivation to go to the theater
after the experiment. In order to measure their learning, 8 ques-
tions ranked different difficulty levels with 4 possible answers,
when only one of them is correct (see question 3). Once again,
this followed a 7-point Likert scale (see question 4). In the
second part of the questionnaire, students were instructed to
assess the game (see question 5) and the experience (see
question 6), to indicate if the experience had been satisfactory
for the students and if future experiments should be performed
similarly. To understand students’ opinions, various questions
were asked using a 7 point Likert scale.

It should be mentioned that, because the age of the target
audience is young and their reading skills could be poor, all
the questions with a 7 point Likert scale were represented,
in addition to numerically, with whatsapp emoticons (symbols
with which most of them are familiarized).

IV. RESULTS

In this section, we analyze the data resulting from the
experiment detailed in the experiment section (see section III).

A. Interest on the Theater

To answer the research question RQ1 we proceeded to
analyze the interest that the video game aroused in students
for attending the play. This analysis is based on the results
obtained in the questions on motivation. In order to see
whether the results were statistically significant, we performed
a T-Student test of related samples since we did not consider
any control group in the test. First, it gave us the results
of correlates of related samples, that is to say, data from a
single group, without a control group. This test gave us an
analysis of the relationship between the groups and is useful to
corroborate that, indeed, we are before related samples. When
we obtain a significance lower than 0.05, we can assume that
we are facing this type of samples and that, therefore, we can
proceed to the analysis of the test of t, being assured that this
test is valid for this sample.

In Table 2 we can see the t test with an alpha of 0.05 (95%
significance). In this test, we can see that the mean difference
is −2.05 and that it is within the confidence interval, located
between −2.662 and −1.437. Therefore, we assume that the
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TABLE II

TEST OF PAIRED SAMPLES

TABLE III

MOTIVATION FOR GOING TO THE THEATER

TABLE IV

KNOWLEDGE ACQUIRED ABOUT THE PLAY

means are different. Finally, we can observe the t-statistic
(−6,619) and its significance (0.000). Since the significance is
less than 0.025 (0.5 / 2 since the contrast is bilateral) we can
reject the null hypothesis of equality of means, and, therefore,
assume statistically significant results.

Knowing there are statistically significant results, we pro-
ceeded to analyze the descriptive. In the following table
(see table 3), we can observe the means resulting from all
the answers obtained in both the pre-test and the post-test.
An increase between the pre-test (mean of 4.96 out of a total
of 7 maximum points) and the post-test (mean of 5.47 out of 7
maximum points) can be observed. The standard deviation can
be observed very similar in both the pre-test (1.1820) and the
post-test (1,140).

B. Knowledge About the Plot

To answer question RQ2, we must study the knowledge
acquired by students about the argument of the play. One of
the starting points of this experiment is that the students had
not seen the play represented in the game. With this as a basis,
we assumed that the students did not know anything about the
argument. As can be seen in the table below (see table 4),
the students obtained an average of 6.07 correct answers out of
a total of 8 possible. The standard deviation (1.402) indicates
that the fluctuation of correct responses per student is low.

C. Assessment of the Game and Experience

In order to evaluate the students’ experience in the exper-
iment and the game, the data obtained were analyzed. In the
first, an average of 17.04 points was obtained on a maximum

TABLE V

ASSESSMENT OF THE GAME AND EXPERIENCE

of 21. In the second, an average of 36.42 out of a total
of 42 was obtained.

V. DISCUSSION

This section responds to questions asked in section II.
RQ1: Will the video game “The Courtesy of Spain” moti-

vate young people to go to the theater?
No, this fact can not be assured. In the results, we can

observe a statistically significant difference between the
responses given by the students in the pre-test (4.96 out of 7)
before they played the video game and the post-test (5.47 out
of 7) after they played a game. The experiment cannot assert
that playing a game will result in the students going to the
theater. However, we believe that the results are meaningful
enough to establish a line of research, with longer experiments
that may claim that motivation increases through video games.

The data demonstrates that the techniques used for the
development and focus of the video game have been effective.

RQ2: Can the video game, “The Courtesy of Spain,” teach
the argument of the eponymous play’s plot?

Yes, the results of this section are high, as participants
marked high scores in questions relating to the play’s plot. The
average score was 6.07 out of 8, which is a very high score
speaking in terms of classical evaluation. This point shows
that marathon sessions are not necessary for students to learn.
With this technique, students can effectively learn the plot of
a seventeenth-century play in a 50-minute class.

With the last statistic, and as a complement to the previous
answers, a high score is obtained in the evaluations on the
experience and the game. The results in the field of lived
experience are 17.04 with a maximum possible score of 21.
In addition, in the evaluation of the game a score of 34.16 was
obtained on a 42-point scale. Both results are higher than
can classically be understood as approved. This shows that,
in addition to teaching and motivating students in the field
of classical theater, the video game was a fun and enjoyable
learning experience.

VI. CONCLUSIONS

Based on the results interpreted in the discussion section
(see section V), the conclusions are clearly positive. We can
conclude that video games developed similarly to the one
described in this article (see section II) are effective in
achieving our priority objectives: 1) to arouse students’ interest
in art (in this case, classical theater), 2) that the student /
player learns about the argument of the play and, 3) that the
experience is positive and the participants have fun, like any
video game objective.
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It is also interesting to point out that many of the participants
verified among themselves that their games had differed. They
not only arrived at different endings but, due to the branching
of the game, the experiences of some had been different from
others. This motivated students to return to the game, and some
asked how they could download the game at home.

We also want to point out the limitations of this study.
Firstly, the experiment was conducted in a very specific
context, that is, with students of 9-11 years old and with a
video game about classical theater, which makes it difficult
to generalize the results. In addition, the students performed
the experiment for a short amount of time, 50 minutes,
which possibly did not show all the possible effects of the
video game. It would be interesting to continue this research,
to develop improvements in the video game and to expose
the students to the experiment for a longer amount of time,
which would help to see other different and significant effects.
We also intend to perform a longer term test to check the
effects of the game over time. Finally, in a future experiment,
we will use a control group, like the usual teacher, to be
able to compare our results with those obtained in classical
education.

The main future work after this research is the extension of
this experiment. This will consist of the students being able
to attend the actual play after playing the game. In addition to
the experiment participants, a control group that has not played
will be added to check for differences. With that, it will be
possible to evaluate if playing the game affects participants’
interest in classic theater.

Finally, we would like to point out that all the students
were provided with earphones, in order to ensure they could
fully hear and not be distracted. However, some students
found the headphones to be uncomfortable and refused to
use them. Researchers observed that students who did not
use headsets were prompt to copy their classmates’ actions
instead of finding the best answer by themselves. This
leads us to think that the sound environment can be an
important factor in the immersion of players in the game
world.

All the data collected, as well as the observations of the
investigators, leads us to conclude that games can be a real
solution to youth disinterest in theater.

ANEXO A
PRE-TEST

Questions 1 (Questions About Knowledge):

Questions 2 (Questions About Motivation):

ANEXO B
POST-TEST

Questions 3 (Questions About Knowledge):
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Questions 4 (Questions About Motivation):

Questions 5 (Questions About Game Evaluation):

Questions 6 (Questions about experience evaluation):
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