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                     Abstract
Games have great potential as teaching tools, in part due to their immersive, intrinsically motivating narratives which compel players to deeply engage with their worlds. However, little research has been done into how the culture of the player shapes the design and impact of the narrative, and therefore the design of an educational game so it can most effectively teach to particular cultures. To help resolve this issue, several theories of narratives, education, immersion and cultural issues in games were investigated, in order to find the core aspects and common aspects about what can make educational game narratives culturally relevant and immersive. The outcome of this investigation is the INDEC framework, which demonstrates how to structure an educational game’s design to incorporate cultural issues, in order to identify how engaging a game would be to players across different cultures.
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