cial Action-Choices

Jccupy; travel;
xplore; control;
ntest; exploit;
elop; witness

5 Gameworld /Qbstacles
Elements (block progress)

Action Choices
Ag ents dodge
(non-player) exploit
(help & hinder)

Action Choices

\
compete Metrics \
collaborate (measure states \
employ & trigger events) \

Action Choices
occupy

Resources contest

(acquired & spent) manage

Action Choices

locate Tools

exploit
s);iné (acquired & used
for benefits)

Action Choices
locate
exploit
spend

Designing

with the

Historical Games

Historical Problem
Space Framework

Jeremiah McCall

Cincinnati Country Day School

jmc.hst@gmail.com

gamingthepast.net

@gamingthepast.bsky.social
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ONE=[/=HOUR
WORLD WAR II

5 Gameworld /Obstacles E 8
Elements (block progress) g

EEEE it

EEEEE ==

Action Choices
dodge
exploit

Agents
(non-player)
(help & hinder)

Action Choices i GAME
8 Spatial Action-Choices compete Metrics GOALS
occupy; travel; collaborate (measure states primary &
’ ’ employ & trigger events)
PLAYER explore; control; secondary)

Action Choices evaluatable

AGENT contest; exploit;

- occupy or
develop; witness Resources i quantifiable
(acquired & spent) manage outcomes
(score)

Action Choices

(win v. lose)

it Tools
spind (acquired & used

for benefits)

Action Choices
locate
exploit

spend

TuRK
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odified Design L

(

Event/process/situation approached through research or media
exposure. The conventional historical record, as it were,’

Historical Content though convention is always subject to debate.

(abstraction)

¢

The historical content organized into a historical problem space.

Historical A historical agent with goals and action-choices in a spatial context.

Problem Space
(abstraction)

The content organized as a historical problem space that is then
Game implemented as a certain type of game. The main types are listed
below

¢

Implementation
(abstraction)

SPECIFIC GAME TYPES

¢

Boardgame Choice-Based Text Tabletop Roleplaying Videogame
History History History History

oop

Revise
Prototype

A0
B“?Q
o Agents esources
non-player (+ metrics)

yer Actions / Choices
nt {+ Strategies / Behaviors)

’ Tools )

Blueprint

Implement HPS — 4, —
in Prototype

Playtest
& Evaluate

Tip: start w/ gameworlad
space & mechanics




HPS - platform & genre agnostic

ORDER OF PLAY

Barbarian Kings Counter Section Nr. 1 (100 3: Froat 1. Rell dice and collect goods and food
Qrmsmiiy of Soctboms of Ehis iewiical typer 1. (rmiity of Secions isll typest s game: 1. ﬁ ClT[ ES 2. Feed cities and resolve disasters

A @' (@ 3. Build cities and/or monuments
’ . " @ moRinm 4. May buy a development
@ O (OO0 a0 (00 5. Discard goods in excess of 6
U0 (o4 \oy (0o
DICE

& DEVELOPMENTS H1 3kood i 3Workers

Name Prs  Effect i 1:Good 122 2 Food or
Leadership Reroll 1 die (after last roll) 2 Workers

Drought has no effect ) 2 Goods gi
= ) 7 Coins
+1 food / food die 88 s @ 7c

Irrigation

Agriculture
Quarrying +1 stone if collecting stone

Medicine

DISASTERS

Cause Result Effect

Mo food Famine =1 pt (percity)
None No Effect
Drought -2 pts
Pestilence -3 pts fopponents)
Invasion -4 pts

L ll. 2

im2| traz| 2zl Pestilence has no effect

2

2

3

3

3
Coinage 4 Coin die results are worth 12
Caravans 4 No need to discard goods
Religion 6 Revolt affects opponents
Granaries 6 Sell food for 4 coins each
Masonry 6 +1 worker [ worker die
40 Engineering 6
50 Architecture 8
60 [ Empire 8

30
Use stone for 3 workers each
Bonus pts: 1 / monument

O0O00000000oOoOo

Revolt Lose all goods

Bonus pts: 1/ city o
GAME END

& . Game ends at the end of the round when:
m MONUMENTS « All monuments are collectively built or
- One player has 5 developments

L]
LIS anan ‘ Fill in scores and determine winner
(=] E ||
1] F .

Stop Pyramid 300

‘—‘ D'}' v Developments

DEIDDLL\
0000
8

Var

+ Monuments
12 | 6 Groat Pyramid

+ Bonuses

IO IC T T

| I— 5]
minmininsinis|ninininin

10 | 5 Gooat Wl lnwasion has no effect) = Subtotal

DISASTERS
oooog
aooooa
oooona

- Disasters

=Taotal

Taam Desthamaich & 56

» 60

VIE R b gkt




HPS Blueprint - Defensible Models,
Analogous Action Choices, & Abstractions

—_
g—
o)
\NO(\\’\?G)Q@C@S
S a“ 20 % ® 5 Gameworld /Obstacles
tute 60{\{3‘ 3 “-{“\'P Elements (block progress)
(€ .taﬂ
(@ Action Choices
“— o) Agents Hotige
0 (non-player) exploit
(help & hinder) GAME
Action Choices )
8 Spatial Action-Choices compete Metrics GOALS
occupy; travel; collaborate [zl z ey primary &
’ ’ employ & trigger events)
PLAYER explore; control; o Secl"”‘:ag)
. it Action Choices evaluatable
AGENT contest; EXPlOlt, pliloy or
develop; witness R o
esources contest quantifiable
(acquired & spent) manage outcomes
. . (score)
Actlclagcg:nemces (win v. lose)
exploit TOOIS
(acquired & used
SPEnC for benefits)
Action Choices
locate
exploit
spend
S

Historically Defensible Problem Spaces




