
 

SIMS: Impact Guide 
For Teachers 
 
SIMS are games developed by Origin.com available for PC’s and Mac’s. There are 
many varieties of Sims games available; this impact guide reviews the basic 
edition, “Sim 3”. These simulations allow players to set up and explore a virtual 
community as a character (avatar). “Virtual Worlds are persistent, avatar-based 
social spaces that provide players with the ability to engage in long-term, 
coordinated and conjoined action.1” In the course of playing this game, the 
player creates a persona, selects a house, starts a family, and applies for jobs. 
What is the goal of the game?  In terms of your lesson plan, this game will be interesting as a possible 
tool for a collaborative, construction activity. One goal might be for the student to explore design issues, 
and another might be to explore facets of living in the community.   

This guide presents two key themes—Design and Living in the Community—and provides class activities, 
prompts for discussion, and deliverables around these themes.  

  

 

Theme: Design 

SIMs is meant to get players to design a virtual world for themselves. Thinking like a designer—about 
not only how to play a game but how to construct features of their world—can be empowering for 
students who often have no control over their curriculum or activities in the classroom. It also supports 
meta-awareness of their own play, and lets them ask questions about how they approach the 
construction tasks in the game. Students can also share their creations with others; a good exercise for 
them is to share designs and re-work them in order to make them even more intricate.   

We’ve provided a lesson plan to help students think about designing and testing their creations. We also 
have a worksheet to help students reflect on their play. Do you have other lessons you might use? Share 
them with other teachers and students at gamesandimpact.org. 

How to use this guide: Teachers – We’ve identified two interesting or important themes in the game.  
We recommend that you play through the game and reflect on it as a player first, then think about how 
to incorporate it into your class. How have you experienced these themes? Will students experience them 
as well? How do they align with how you might normally teach them? Are there other important ones 
present in the game? What kind of impact does your play allow in the larger world? Answer the 
questions we’ve provided – but feel free to add more at www.gamesandimpact.org. 

We have also included potential lesson plans and classroom activities, as well as handouts for in-class 
student reflection or homework.  

Warning: Questions contain some spoilers about the games.  

http://www.gamesandimpact.org/


 

 

Class Activity (75 minutes) 

Grade Level:  7-9 

Teacher Materials: Computer, projector (optional). 

Teacher Pre-req: Player Impact Guide (optional but recommended) 

Student Materials: Computer (individual or group), Student Impact Guide 

Summary of Goals: To get students to design features of a character, home or community; to develop 

a vocabulary around their experiences and play; to understand the relationship between design and 

use. 

 
Lesson Plan:  
First go through the tutorial with the class in large group. Show a worked example of the design task 
you would like them to complete inside the game. Outline one segment of the game each person or 
team should complete, and provide the player impact guide. Have students work individually or in 
small groups to finish a segment of a new game. For example, students might spend time designing a 
character, selecting a house, or exploring a scenario. Have them pick roles not limited to (Technical 
specialist, choice specialist, designer, recorder, etc.). As they design, have them periodically record 
their progress (who has been responsible for what, the features of their object of design, questions 
encountered.) You may wish to have students list specific features of their world objects: the 
characters, the homes, the places to explore, and the story line (perhaps in conjunction with other 
course content you are teaching). Details might be: personality traits, career, house features, 
character goals, wishes, cost of home, bills,  etc. 
 
Once the groups have completed a design task, have them save the game. Explain specific ways for 
peers to review aspects of each other’s creations, such as how to provide specific, constructive 
feedback, or focus questions to ask about the worlds created. Next, allow a period for students to 
walk around and see parts of episodes that other students are completing.  Encourage the design 
team to explain what was easy, what was difficult, and get input from peers on how to resolve the 
issues.  The design teams should then be provided with time to refine their simulation segment. Prior 
to beginning a different episode in the game, students might wish to change roles, or you may wish 
to outline a new set of goals for the segment. Finally, have students reflect about their experience—
either through class discussion or free write.  
 
Discussion Prompts:  
What happened for you in this episode of design? Describe the character you designed or features of 
the world you encountered or designed.  
 
Deliverables: 

• New Sim Game “saved”. 
• Handout/worksheet (attached) 
• Journal of experiences/reflection 

 



 

Questions for Teachers 
• Should students play the “official” game first before designing? Or should they 

learn as they develop their virtual world as they go?   
• Does a player/designer complete tasks which allow them to gain confidence or 

clarify themes such as job-search?  
• Does the task of designing require help from TA or the teacher or were students 

able to figure it out themselves, working in peer teams? 
• Are there any ground rules you should set/ content to exclude? 
• What did you learn from student choices?     
• Did teams collaborate well in the process of designing an object or experience? 
• How can the SIMS help students think about the things they encounter in the 

world around them?  
• What does it teach them about ways to explore the world in relation to their 

personal goals and wishes?   



 

Name:___________________________    

 

Sims Design Activity 
 

Instructions: You’ve had a chance to design something in the simulation, and review designs by your 
classmates. Now, we’d like you to think about what happened while you were playing, designing, and 
testing your creations. Think about how you felt, and what kind of choices you made when you were 
building and playing.  
 
Do you feel you were able to use the tool bars in the SIM effectively?   
 

 

 
Where does your Sim character live?  What did you design about this environment? 
 

 

Describe one of the choices you had to make.  
 
 
 
 
Was this project fun? What’s the relationship between challenge and enjoyment? 
 
 
 
 
Who designs things in the real world (like your shirt or your textbook)? What kinds of choices do 
they make? Do you see any relationship with designing in your simulation? 
 
 
 
 
 
 
Have you played the Sims before? If so, how did you use your expertise to assist your classmates in 
completing the project? If not, what helped you to learn to work and build inside of the game? 

 



 

Theme: Exploration of Lifestyles within a Community 

The Sims game allows players to learn about life by exploring features of their community and what 
happens in the pursuit of one lifestyle or another. In this game, students will be able to explore real 
estate, review a map of a community, complete household tasks, visit stores, museums, and recreation 
areas. In the adventures, as they unfold, the student will have opportunities explore options related a 
careers, social relationships, family, and personal skills. 

We’ve provided a lesson plan to help students think about designing and testing their creations. We also 
have a worksheet to help students reflect on their play. Do you have other lessons you might use? Share 
them with other teachers and students at gamesandimpact.org. 

 

 

 

Class Activity (75 minutes) 

Grade Level:  7-9 

Teacher Materials: Computer, projector (optional) 

Teacher Pre-req: Use Player Impact Guide (optional but recommended) 

Student Materials: Computer (individual or group) 

Summary of Goals: To get students to think about one aspect of the community (cost of living, 

family, career or job) etc. and make choices through the game options to see what results. 

 
Lesson Plan:  
Have students begin an episode and ask them to improve the character’s life in one of these 
aspects: financial, career, social relationships, health, skills, etc. Have them send the character to 
different locations in order to improve skills. For example, if the character has no job, have them 
send the character to the library to find a job on the computer. If the character has to manage bills, 
send them to a store on a shopping errand, or furnish a house.  Have students take notes on what 
is happening in the story: what choices are presented, what happens as a result, what the 
characters are trying to achieve, challenges of life, and the places the character visited.  
 
Discussion Prompts:  
Why did you make the choices you made (as designers, as players)? What did you learn?  
 
Deliverables: 

• Handout/worksheet (attached) 
• Journal of experiences/reflection 

 



 

 

Questions for Teachers 
• Which life issues/dilemmas, features of the community were of interest to 

students? 
• Are students aware that they are learning? Do they have the chance to reflect on 

it or articulate it?  
• Are students deeply engaged? Are they communicating with one another? Are 

they confused? Is creative confusion a new experience for some students? 
• Are students gaining expertise in navigating the game? Do these map to real life 

skills?   
• How does the game connect to other themes you are teaching?   What would you 

like students to obtain from the game? 
• Have any students played the game prior to class? How might that experience 

change how they approach the game in school? 
 

 

 

 

  



 

Name:___________________________    
 

SIMS Community Exploration Activity 
 

Instructions: You had the experience of “exploring around” in your virtual world, and hopefully you 
have had the opportunity to see the consequences of one or two of your choices as you explored. 
 
Briefly describe your character. 
 
 
 
What was happening to the character during in this episode? 
 
 
 
 
What were two main choices you made, and what happened as a result? 
 
 
 
 
 
Did you ever get stuck and could not figure out how to move your character toward success?   
 
 
 
 
 
What part of the game world would you like to explore next? 
 
 
 

 
 
Was the process of selecting character traits, direction, or choices with your team fun? 

 

 

 
 
 Would you like more community exploration activities using SIMS? 

 

 


