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Gaming the Past
Using Yideo Games to Teach
Secondary History

Analyzing agency in systems
using bespoke defensible models

g ' | Fostering disciplinary questioning

| Using evidence-based arguments
to determine what can
& cannot be SUPpF
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WHY? STUDENTS

Skills: Analytical and Expository writing;
Presentation skills; Purposeful research; Multi-
ayered problem-solving (including Ethical
oroblem solving & Global and Local issues);
Inquiry learning; Experiential learning; Iterative
design (MakerSpacing); Collaborative Leadership;

;D’mﬁ\management; Community engagement
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Games as Agenlial Problem Spaces
(Not just any game but many games)

5 Gameworld /Qbstacles
Elements (block progress)

Agents Action Choices

dodge
(non-player) exploit
(help & hinder)

Action Choices ]
8 Spatial Action-Choices compete Metrics

] ] collaborate (measure states
occupy; travel; employ & trigger events)

PLAYER explore; control;

AGENT contest; exploit; Action Choices

e occupy
develop; witness Resources contest

(acquired & spent) manage

Action Choices
explolt Tools
sp‘;nd (acquired & used
for benefits)

Action Choices
locate
exploit
spend

What counts as a plaver agent¢

GAME
GOALS

primary &
secondary)

evaluatable
or
quantifiable
outcomes
(score)
(win v. lose)




DESIGN PROCESS
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1 2 3 4 5 6

Brainstorm Resear.ch Craft Prototype Playtest Settle Finish
& Agential from & on annotated

Identify topic Problem Space [ | Apg Blueprint Revise Stable rules & design
Blueprint Prototype Prototype statement

S S S_Y

DESIGN PRODUC

PLAYABLE REVISED PROTOTYPE====
ANNOTATED MANUAL
DESIGN STATEMENT




1.Brainstorm & e Triad of Agency

e APS Blueprint
o Researched
o Written or

- Diagrammed
o Evidence-

based and
sourced
e Shorter versions

Identify Topic
2.Research
Agential
Problem Space
Blueprint

Gameworld

Kingdom of Jhansi politically

and geographically - British c.o.mmand.er d rulers resisti
Political and physical geography | - 2000 British soldiers ane e TesIstng

of India c. 1858 - EIC army EIC domination

Opposing Agents Allied Agents

- other Indian states

Player Agent Action- Choices Goals

Rani Lakshmibai - Diplomacy vs open rebellion

o shorter
e A bell e Maintain Jhansi'
- Appease rebellious ministers i
Queen of dhans! —Bﬁﬁd forces without provoking ;?(iiptel?j }egli?gsh S O u r C e S
clampdown East India Co.
o smaller

- See allies for Indian resistance

Resources & Tools Subordinate Agents Metrics

- Military equipment
- Jhansi fortress

- Soldiers

- Money

- Soldiers of main army

- Battalion of women
soldiers

- Government staff

- British EIC's tolerance

for independent Jhansi

- Jhansi minister's

willingness to fight

- Suspicion level of EIC

projects



3.Craft prototype
from APS
Blueprint

8 Spatial Action-Choices

occupy; travel;
YER explore; control;
NT contest; exploit;
develop; witness

i
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Start with gameworld

space
e Most agency spatial
e Most agential games
spatialize subjects
e Collaborative
brainstorming

ONE=[zHOUR
WORLD WAR II

run — 3
@00000

[ B L e e

NNNNNNNN
ppppppppppppp

NNNNNNNNNNNNNN
oooooooooooooooooooo

INDIVIDUAL
SUPPORT



3.(continued)
Craft prototype Determine how
from APS A.R.T.M.O.s Ix
Blueprint Make notes 1n a
design notebook
5 Gameworld /Obstacles D O N O T G ET

Elements (block progress)
Agents \ e ATTACHED TO THE
(elp &einden \ =P
Action Choices - P R O T O T Y P E
compete Metrics

o s messure atee, Check the
Acti Choi °
Blueprint

occupy

Resources
(acquired & spent)

contest
manage

Action Choices

(L?(cakt)?t Tools EEE
span (acquired & used

for benefits)

Action Choices
locate
exploit
spend




4.Playtest and revise prototype
5.Settle on stable prototype
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1-4 Players

15-20 Minutes
Assign groups?
Set aside time?
Playtest analysis /
reflection (written,
presented, discussed, =
recorded) ;

MakerSpagce
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6. FINISH ANNOTATED RULES AND
DESIGNER STATEMENT

1. HISTORICAL BACKGROUND
2. GAME OVERVIEW

3.9ETUP AND NEEDED PIECES
4.WINNING THE GAME

5. PLAYING THE GAME

6. MORE GAME CONCEPTS



FINAL THOUGHTS ...

Alternatives +o writing?



