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Abstract

The video games industry has beena constant rise for the past decade and a half, it has seen
itself evolve from a medium of pastime entertainment into a medium pieenedh potential to
assist, supplement and enhance other mBdigpite the many use$ video games todayany
acacgmic fieldsar e st i | | in dire need of modernizati
academic subjects could make use of historical video games as a medium of presentation and
accessibility for potential scholars.

This dissertatiomnd its associategkperimenaims on exploring mitiple historical video games
and their individual mechanics in relation to their effectiveness as an educative mEugum.
experiment involved 14 subjects both male and female of various ages and backgrounds, play
through bur historical videgames. Mting and subsequently questioning their feedback both
during and after their gameplay sessions, regarding the effectiveness of the vag@ug in
mechanics, texts and visuals aimed at providing historical context,robackband information
for the playersThe experimenivas very effective in demonstrating the abibfythe four video
games in delivering constant and accurate flow of historical information and knowleatige to
players.Despite some disadvantages, egame had multiple methods or mechanics that
incorporated and subsequently displayed educatmradities, whichhelped the players
understand and learn various historical conteagggrdless of their age, gender or background.
Through indepth analysisdf hes e educati onal qgualities and
experiment became a strong indication that video games are an effective way of teaching
historical knowledge.



Introduction:

In his article for The Guardian, Nick Shepley addressessthees that history classes in
universities and high schools face regarding their biasness in presenting history through a singular
point of view, adding to that the dull and uninteresting traditional syllabuses, which constantly fail
in attracting student® carry out their studies in history. Shepley goes on further explaining how
even his second year university students majoring in history, were not able to recollect historical
facts that are consi der e dgo-teaahen mabos, @kvorked bne d g e
stressed teachers, and eebanging syllabuses result in dull, flat lessons that involve a VCR and
a handout. Without the capacity to experience the subject in anything more than the most surface

and prosaic of ways, no wonder pupilsfindio r i ng and of no relevance

History classes within academic establishments are in dire need modernization. During the
past three decades, ever since the rapid rise of computers and digital media, every aspect of
education has appld computers and digital media in their methods of teaching but historical

studies remain seemingly stuck in the ancient times that it teaches.



There needs to be a change to the traditional methods through which history is taught in
schools and universés, where students are issued a standard textbook while the professor merely
reads from it to the entire classroom, with a standardized exam at the end of the semester. This
renders the subject utterly uninteresting for the students, turning a fascisabijggt into a
monotonous experience, where most students tend to gloss over without any sort of long lasting

knowledge sticking with them.

Which is why the modernization of the subject in its current academic status needs to be
addressed, sooner ratheanhlater. Adopting the learning experience of the history class to the
medium of historical video games, would provide ample opportunities and unexplored teaching
met hods that could prove vital in revigalizi.:
medium of video games beyond their capacity as mere media of entertainment could prove to be
a turning point in modern teaching methods. The open ended and adaptive nature of video games,
as they allow the player to leave their own mark in history asptay through it, could be the
missing link in teaching students details of history that are otherwise considered uninteresting or

difficult, such as names of historical figures and dates of certain historical events and even simple
geography.

This expeimentexploressaid missing links in order to identify the exact features and
mechanics in historical video games that yield the best resuéaching historyvhen providing

historical context and information to individuals playing said video games.

The specific game mechanics or features that prove to be most effective in the
aforementioned goals, could then be strategically and methodologically used whilst either
developing new historical video games or individually taking advantage of the varioes ga

mechanics and features to provide an interactive and effective medium in teaching history.






Literary Review:

Video games have always been received with a degree of skepticism and uncertainty
regarding their nature as a medium that might be usedroethong more than just mere
entertainment. The medium has proved itself quite successful as a vehicle of knowledge. Across
various studies there were positive results of video games effectively delivering knowledge

towards their respective players or eveere observers.

In my socialexperiment, | want to study the various methods in which historical
information is embedded within historical video games and how effective each distinct method

can potentially be when delivered to people with various backgsou

Hi storical video games are a two way mediwu
conducted by the video game developing team and the potential eoesgarch done by the
gamers experiencing the video game. The research conducted by the devetopites daken
care of in incredible professional standards. As Joseph Fordham mentioned in his dissertation
Leaving in the Past: The Role History Plays in Video Ganmegsyrding the historical accuracy of
video games he sai d 0oritdhacaraqy resulted in tpordaughtesearehs t i n
and the use of historical advisors in order to insure that these games were constructed with an
acute attention to detail. o (Fordham, 2012: 2
the developerpush the boundaries of academic and historical research in order to have the
information presented through the video game as accurate as possible. Despite all the historical
research and accuracy put into a game, sometimes developers deliberately as&ets #nd

resort to counterfactualisiiithe result would potentially lead to better gameplay mechanics or if



it would result in overall more enjoyment by the playeiCbntroversies: Historicizing the

Computer GameDr. Esther MacCallurStewartalsogxr essed t hi s i dea, sayi
games, must, by default, involve counterfactualiseven if the events portrayed are supposedly
accurately recreated, they must still contain aspects of creation or alteration to facilitate

gamepl ay . 0-Stewdd 20G7a RO5)WAlNough, despite some of the counterfactualism

present in historical video games, said games still contain enough historically accurate

information that the player manages to grasp on to a very solid foundation or -elepthin

information of actual history.

My experiment aims to explore the idea of the courgsearch, which the player of any
particular historical video game may conduct upon stumbling on certain historical background
information triggered as a result of their actionsihe game. #AThi s i nteractd.i
popul arity of gaming in today 0 s-deptlohisioredly, c an
research and raise interest in learning about any time period they find themselves playing
t hrough. 0 ( B3 Itrdnaiastg be e6nlif any particular period in history possesses
a stronger push factor to it compared to another, which would more effectively drive a player

into conducting further research into that particular historical period.

Meanwhile, apdrfrom the baseline difference in historical periods when
comparing one video game to another, each distinct historical video game depending on the
period which it is set in, has a specific game mechanic specific to that historical period acting as
the foal point of the game. For example, a game set during the ancient times would have a
larger emphasis on slavery and military traditions, whereas a game in the same genre but set in
the Middle Ages would have vassals and kingdom management and religi®masnit

gameplay features through which history is represented. Whereas games suciakzeiteon



series, where both our present and the entire history is represented, contain unique gameplay
elements that correspond with all the historical eras piredevithin the game, albeit not as in

depth as games focusing on specific time periods. As such, there are limitations ordieptiin

and simultaneously expansive a video game cou
Teaching Historical Theory thrgh Video Gamese talks about game mechanics being the

least historical aspect in historical video games, but he says that they are essential in order to
understand the limitations of video games as vessels of historical content (583). There is a
plethoraof similar differences in game mechanics andgebres between different historical

video games. When highlighting the differences between three historical strategy games
[Civilization, Age of Empires and Europa Universali§ lll Wa i nwr i gh feremcai d, A The
between gameplay mechanics and subject theme, arguing convincingly that one does not
necessarily depend on the other. Whereges of Empiregeads the player through carefully

scripted tactical scenarios, hopping from one recreated event to alatfegra Universalis Il

gives the player enormous freedom to guide a
2014: 583) The difference betweergame events being scripted or not, plays a large role when

it comes to the method of which informatiors passed t hrough tAge gameod
of Empiresdoes a great job in narrating and presenting specific encounters that have occurred
throughout historyEEuropa Universaligpresents the entirety of our world at a certain point of

time in historyfor the player to play through and explore at their own leisure. This difference in
turn extends to the graphical aspecAgedf the v
Empiressacrifices detail for graphicEuropa Universaligloes the oppositéll three games

[including Civilization] portray vast stretches of time, but in very different ways and through

mar kedly different i nt eAgtaf Enepgesedders &dehiindividual g h t



unit that you train and every building that yoanstruct. Whereas Buropa Universalis

individual units and buildings are shown using small icons and numbers, representing what your
faction possesses or has built in terms of infrastructure and it conducts its gameplay using the
entirety of the worldnap instead of the focused battlefields compared té&geeof Empires
seriesCivilization encompasses aspects from both and it lies in the middle of the spectrum so to
speak. Whereas games from Traal Warseries contain all of the above, where the gam

alternates between two modes. One showing the entire world map where you can make your
diplomatic and administrative decisions and another mode where the camera zooms in whenever

a battle is ensued, in this mode every individual soldier, general adthgagi(during siege
battles) are rendered in full detail . Wainwri

than the other when it comes to portraying and by extension teaching history to the player.

Another aspect worth exploring, which is by fae largest limitation of my research is
time. Strategy games, even more specifically grand strategy gaorepé Universalis,
Civilization, Total Way drive their players to spend hundreds of hours exploring every aspect of
these highly detailed and mient rich video games, most dedicated fans of the genre even
spending upwards of thousands of hours on eac
nature provides the players with new and unforeseen consequences and events even after
thousands of hars of playing them. Soaking the historical information provided by these games
over the span of a thousand hours is very feasible. The challenge lies in having a player be
accustomed to the mechanics of the games and find themselves comfortable enaughaa
game in order to start diverting their focus towards the historical contexts and descriptions
provided by the game, which serve as a backdrop to the actual gameplay mechanics. When

talking aboutCivilization Il and its service as a subject fozlassroom study, Kurt Squire



shared similar concerns regarding the overall playtime provided for his students to experience

the game. IriReplaying History: Learning World History through Playing Civilization tig,

sai d i A Cdiezdtioncllbptagadnight spend 20 hours playir@jvilization Il in a

weekend; these students had relatively little time to learn the game interface, experiment with
alternative strategies, or explore the game more generally. One can imagine how a unit htat
lasted the dutaon of a semester, a learning environment with more flexible time allotments, or
educational programs where students had laptops or access to home computers where they could

play the game, might develop differently. o



Central ResealcQuestion:

It was evident to me through questioning a fair number of historical gamers that historical
video games do have the ability to teach history when each game is played for quite an extensive
amount of time. Based off that, my soegédperiment wl aim on exploring the medium as an
educational when exposed to individuals of various backgrounds playing historical video games
for shorter amounts of time. As such the main question that my experiment as a whole will aim

on answering is:

x Can historial video games, provide adequate and accurate historical information in order

to effectively teach world history to the player within a limited amount of time?



Methodology:

| conductedhe experiment by havinfigurteenpeople from various backgroundsapl
four historical video games under my supervision, followed by a questionnaire designed around

the experience of each individual player.

Subjects:| handpickedhe subjectsof mygxer i ment based on t he
backgrounds regarding history, gaming &meir academic status. The subjects are both males
and femalesarying betweerl6 to 25 year olds in order to simulate the prime years of high
school ad university education periods. Each of the 14 selected volunteers belonged to one of

the following caggorizations:

1 Subjects who already have adequate knowledge in world histornyobetperience
with video games.

1 Avid gamers of various genres who have never playedriuat video games.

1 Volunteers who have taken history courses but have found theimgark
uninteresting.

1 Subjects who have taught themselves history using other media apart from video

games.

Two of the fourteen subjectd the ages of 22 and 24, both makeady hadears of
experience playing historical video games. While anothendijests were avid video gamers
but with little to no interest in history four of timemale and the other two female. The other six
subjects had no experience in gaming, while two of themmtwad than adequate knowledge in
world history, their role in thexperiment was overviewing the historical facts and information

presented in the games, confirming their accuracy. The other four, three male and one female



approached the experiment with no prior knowledge of video games and formed the research
basis of ptentially using video games in classrooms where not all students are guaranteed to

have a video gaming background.

Questionnaire:dur i ng each o fplaytsédssonsif aphkpyerrlacked g a me
knowledge in the game, they weasked to play the tut@i levels provided in the game,lgn
after which they were to move om playing the actual gamesuipervisedhe gameplay sessions
of every player, whiclhastedapproximately 5 to 6 hours per game. Having extensive knowledge
in the gameplay systems arne thistorical information that each of these games preyide
supervisdt he pl ayer s 6 aaltinfoonation tranthey canseosshdurisg theeir
playtime Based on whichasked them questiotisat immediately followdtheir playing
sessionin order to see how accurately they remeratidre specific information that they have
come across in the ganie.addition, herewerequestions based on the gameplay systems, in
order to see if thplayeswerea bl e t o | i nk e a c hnids witth theiriorijimsa | g a me
based on our real history. Finallll throughout the session, l also mondgdt he pl ayer s 6
reactions, live feedback and thoughts as theygalagch gameyhich provided me with all the

necessary data to draw out a satisfactonctusion for this experiment.

Games:For the experimentself, | chosefour historical video games for my subjects to
play, each video game handles and presents the accurate historical knowledge in different ways
and | have decided to have the gamefedifom one another based on the historical periods that

they represent and the overall gameplay systems that they are built on.

1 Civilization VI: lets the players settle a village and govern its people while advancing
througha | | o f h u ma ndds,rstdriing fromithe dncdentiera alllthe way up to

the information era (current times), the game provides the players with historically



T

accurate characters, names, units etc. but allows the player do with them as they please.
The game also provides arngame encyclopedia, which provides the player with

historical context regarding all aspects of the game.

Total War Rome lirepresentsie ancient times starting at 8. The game provides

the best representation of military actions, units and tacted during those times.

While also presenting the diplomatic, political and the administrative side of cultures and
nations during the ancient times, all the while providing the players with quite an
extensive amount of knowledgeair actual history thiegh pop windows.

Europa Universalis IV: provides a historically accurate representation of our world
starting from 1444AD all the way to 1821AD. It allows the player to choose any nation
located on the world map and play as them, making all their desi&o them, such as
setting succession laws within your authority, military decisions, administrative
decisions, religion, family relations, and politics andeoThe game provides a pgp

text containing historical information on anything which playavers their mouse

pointer onwhile also providing larger pap windows showing actual happenings in real
history during those times and how they affect the gameplay session.

Age of Empires Il: unlike the games mentioned above, this game provides vaficspe
historical scenarios that the player plays through. You get to play specific scenarios that
have happened during the lives of notable historical figures such as Genghis Khan,
Saladin etc. This game also features its own encyclopedia where it sstoeisdl

information on all the nations, units, characters, buildings etc. found within the game.






Analysis:

In the followingsection, | have writtenmyid e pt h anal ysi s of the vario
as they played through each individual gahlighlighting the key features that were most

successful in providing historical information and context for the players, the various design

aspects that helped in making the games much more engaging africuséy, especially for

the subjects who had mior experiences in playing video games.

| have split each video game into its own separate section, in order to ease navigating through the
different sections whilst searching for any specific information. Each sesitiarates

approximately the saméeps that the players took after launching each game and delving deeper
into them. Starting with an analysis of the main menu that greeted each player when first

entering the game. Followed by analysis of the tutorial sections of the individual games, sinc

the tutorial was the next thing that the players who had no gaming knowledge experienced after
launching the game. Finally, analysis of each game mechanic or feature that the players
interacted with, which resulted (successfully or otherwise) in histidkhowledge intake for the

respective players.

In the following section, the games are sorted in no particular order, as some players chose to

play one game before the other, based on their preferences or by random if they had none.



Age of Empires I(Ensemble Studios, United States)

Main Menu: (encyclopedia)

Upon launching the game,

-

the subjects of my
experiment were greeted by
the main menu screen. To
proceed, players have the
choice to either click on

Learn to Play or Single

Player, which takese FigureliAge of Empires |1 main menu"

players to the campaign screen.

Note that between the two previously mentioned buttivese isa clickable tab named
AHI storyd which contains a very | arge portion

and audio files for the cultures, famtis and time periods available to play in the game.

The button is smaller and less centered than the two main buttons at the top, which isewly it

mostly ignored by the majority of players who were unfamiliar with navigating video game

menus. On the ber hand, players who had some experience with games and a couple of players
who were generally interested in world histor

and were interested enough that they clicked on it, prior to delving into the aatuspigy.



The fAHistoryo tab provided the players who cl
background on all the assets included inthe gahpeo n e nt e r i nngenutheyecanieHi st or

upon a massive scrollable index on the left hand sideaicomg:

1 Historical information on the all factions and cultures in the gsonied in alphabetical
order

1 Separate tabs for Medieval & naval warfare, weaponry, battle tactics, army organization,
usage of castles and gunpowder

1 Specific noteworthy eventhat shaped history, information on the dark ages, middle
ages, late middle ages and the renaissance with additional tabs expanding from each of

these providing yet further more detailed information

Figure2i I-ma me encycl op

The players spent around an hour each filing througliffierent tabs reading as they went
through themWhat kept the process entertaining for the players was the fact that clicking on any

particular tab played an audio file representativeaid clicked tab. A small piece of



instrumentation or sound effethat captures a significant and iconic sound related to the culture
group or faction that is clicked, e.g. clicki
famous Viking battle horn, or a sample of thr
Alongside the audio files, each tab contained two sketched artworks depicting the content of the

tab, either showing a depiction of a culturally significant object, relic, invention or a depiction of

Figure3n Ar t wor k entriesA' the encyclopedi abo

a nationbs peopl e s udepcting the Notdie longlmat Whemalickirgy ore x a mp

AThe Vikingso and the famous English | ongbowm



The sound files, artworks and the large amounts of text successfully had the (ldngensd
already showimnterestin history) spendinga minimum of an hour and upwards reading on all the
information presented in the AHIi storyo sectio

about the factions that they had planned on playing in the game afterwards.

Her eds a f uolfl tshaempilHei sptaogrey 6 secti on:

For mosto the Middle Ages, e technology of weapons was lle
. changed from that of the ancient world,
3 ud-mafdudub,lmﬁa,speur,m,udm

Figure4din Over vi ew aonfe teme yich opedi ao

Note: The main body of text on the right hand side can be scrolled down, as it contains quite a significant amount
more text than the two paragraphs depicted in the picture above.

The Tutorial:

Players who were unfamiliar wittaghing or who were unfamiliar with historical strategy games
in general <c¢clicked on the ALearn to Playo but

Afcampaigno of the game, teaching players the



The tutorial of thegame proved itself to be a learning experience both game mechanics wise and
hi story wise, since the tutori al i's a seven p

by Sir William Wallace during the Wars of Scottistuependence.

Uponopening he fALearn to Playo screen the players

Figureb5i Tut or i all emits ®inomscs@®eno
The menu depicted to the players in a clear and easily navigatable manner both the basic

mechanics that they could learn by clicking on the respective swords, as well as an ovkerview

Sir William Wallacebs campaign during the ind

One player made note of the design decisions made for the tutorial screen, notiegytftat
their lack of historical knowledge regarding the subject at hand, they immediately figured out

who they were playing as after seeing the Scottish highland dress cloth on the top right corner.



Upon clicking on the various individual tutorials in their respective order, similar to how it is
done with the main campaign of the game, the players were shovim cutscene movie with
sketched depictions and text accompanied by a voiceover, presenting the historical background

and situation of the what the players were about totplaygh.

Figure6id Tut or i al prol ogue screeno
A player noted how just playing through the first two tutorig@sions and direbt controlling

the fate of the &ts had given them lot ofhhistorical context regarding the Scottish and logic on

how things functioneduring medieval times (albeit on a simple level)

Three of the players halfway through the tutoiiidéed the unfolding story with that of the
American war film Braveheart (1995). For one player, the background music during one of the
cutscenes as depicted above which was a tune played with a scottish backpipd vatu e

aesthetic of the highlardgfress cloth and metal pin on td@ad them realise that they were in fact



playing through the same storyline as the movie Braveheart. Whereas another player who also
linked the game and the film together, expressed how having direct control on thén Swaips
and villagers presented them with a more real sense of urgency and the true scale of the uphill

struggles of the Scottish against the English forces.

Single Player Campaign:

Both groups of players i.e. the players who played through and fihisadutorial andhe
players viho decided to skip the tutorialere asked teahoose and play a campaign of their own

choosing.

Upon visiting the campaign screen the players were presented with several options to choose

from. Most of the campaigns in &gf Empired| follow notable events revolving around major

Age of Kings C;unp‘ligns

£

1:William Wallace: Tearning Campaign

1:Genghis Khan

3:Saladin

Figure7Ai Campai an sel ection screeno



historical figures, such as William Wallace as we saw in the tutorial camg@zegighis Khan ,

Saladin etc. etc.

This was the AAge of Kingso campai gnmanedase en,
AThe Conquerorso which foll owed the events of
unli ke the AAge of Kingso campaign this one h

Congqueror so.

ABattles of the Conquleveloeach depictiogromespecifis magor ght s e
historically significant battle, compared to the other campaigns where each followed the

achievements and notable events of a single character throughout history.
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Figure8fi Mi ssi on selection screeno
One of themaleplayersaged 23 who had no prior éwledge to world history and was average

in his skillinvideogamesic apt i vileetve dida thtgleecsioded t o expl ore t
the Conqueror s o dJpompparing the cangpaign escreen (dee screehshot

above), he realized thatropared to the other campaigns, where each campaign was named after



the named historical figure which it depicted, the names of the individual battles which these
separate campaigns contained did not say much to the player exploring their options upon first

reading the campaign names.

This in turn led to the player quickly searching the individual battles and reading a short synopsis
on each battle prior to playing them. Upon reading about the battle of Hastings and learning
about the massive importance redjag the outcome of the battle, the player decided to play said

battle first.

Upon first clicking on the battle, similar to the tutorial level and the all the other campaign levels
in Age of Empires I, the player was greeted with a vaiecered prologe providing historical

context to the battle that was about to commence.

Edward the Confessor is dead and
now three men claim mlets]alpd
England. Harold the Saxon sits on

the Englul: throne and even now
hastens to fortify his shores against
two invasions.

Mercenaries and Norman knights

look dubiously at the ships that

wobble in the black, fog-choked sea.

What man is this Duke William to

put somany horses on leaky

transports? William ignores their
tioni 1 and stares

asrbus the SUMMBI A e o roghiom of

Figure9i Mi ssi o s preé¢nyg ue i
The battle introduction first off introduced the player with a map to provide geographical context

for the placement of the coming battle. The voiced narration of the rest oktloa tine right

hand side of the map, told the player of what had happened which led to the battle (albeit not



indepth, it stillprovided the necessary context for the player to be aware of the consequences of
their actions in the game, and to play the gdar both its entertainment value and educational

capabilities.)

The text on the right hand side of the map and the one that followed, also provided the player

with a small glimpse of what it was required of them to do during the battle.

-

Hamldﬂndxnﬂa,KmadDmmxknnJNawg.nn&Vleﬁthwﬂ:u
William invades from the south. The outcome of this three-way conflict is as
murky as the fog that shrouds the English Channel.

Harold the Saxon's huskarls are prof | soldiers, not William's
only chance of defeating them is to use heavy cavalry. But to do so, he must first
get all of these horses onto these unreliable boats. The future of England is about to

Figure10A Mi s s i n p r:‘:.:(J(Iob ue scr een 20
The player dgsite not having any prior knowledge on this particular historical period and events,

now knew that during the Norman invasion of England, there were Scandinavian raiders present
there as well, on top of that they learned how William the Conqueror hahgpart all his

troops, horses, including armor, provisions etc. using boats to cross the English channel.

This historical context was later translated directly into the game for the player to influence and
play throughAs in every historical knowledgegarding this specific event that the player just
read about, was now presented to them in gameplay form for them to play through and influence

one way or another.



The player started off in his own small warcamp, next to a coastline the player immediately
recognized the piece of water as the English channel, and knew through the historical context
that they had read about beforehand, that he was now supposed to cross said area of water to
reach Harold the Saxon. After about five minutes of playing timexgwvhich the player

gathered wood and farmed the land for food (to build ships and sustain more troops respectively)
there was a development in the gameplay. A small piece of land was revealed on the other side
of the water, which had a Norwegian warcarapup on it, the piece of land was connected to
another piece of land by a small bridge, on the other side of the small bridge was King Harold of

Saxonbés camp.

The player continued about gathering more wood and training more soldiers, when there was
anotter development, the camera showed that the forces of Harold Hardrada (Norway) and
Harold the Saxon were now fighting on top of the dgeidat that moment the voice of the

narrator mentioned how the forces of Hardrada and Harold the Saxon were fightitigeover

Stamford bridge.

The player having read a synopsis about the battle prioring to choosing the campaign,
i mmedi ately recalled to reading about the bat
during said battl e. T anewfound historcal lnowdedge,@d minuteg ht o
later, the Norwegian soldiers were all but decimated at the bridge, leaving only a few Norwegian

sol diers which offered themselves to fight fo

The player expressedstsatisfaction regardintdpeir full awareness of the historical context that
they were playing through in that moment. After that point, the player was informed that they

needed to build yet more ships to transfer the remaining Norwegian forces tejoariiny,



which the player did and then they followed that by crossing the channel and eventually

defeating Harold the Saxonés forces.

After finishing off the remai rovenegclammédi Ahke Saxo

hail William the Conquer,
King of England and

Nor ma rsignpliing the
playerods suc
replaying the events of the §&

Battle of Hastings, at which

pOint the game stopped an iuelﬁ Upon completin b- a ssion

the player was greeted with a AYou are victor

After clicking on the button to quit ghcompleted level, similar to the tutorial missions and the
other campaign missions, the player was presented again with a narrated epilogue, recapping the

aftermath and final moments of the battle.

With the epilogue over, the player expressed how refigghie experience was, to be taught

both how to think strategically in video game terms, while putting two and two together in
historical terms to eventually craft a whole picture, giving them a completely new point of view
on history as a whole but othtiian that learning about very specific historical events in a way

that they never thought would actually work. The player mentioned, how the prologue, epilogue
and the in game narrator, heavily supported by the actions that they took in the game, helped
create geographical, historical and most importantly logistical context, which massively helped
the player to grasp the fundemental events and happenings which shaped that specific historical

event.



Harold the Saxon's huskarls locked certain to
defend the crown for him as they fought the
Vikings to a bloody stalemate at Stamford
Bridge. Desitte hts Josses, Harodd narclied
his exhausted troops south to meet William
the Conqueror near Hastings.

William's archers and pikemen were no
match for Harold the Saxon’s veteran
huskarls. Harold even broke the c.l:‘rae of
William's knights. William himself went
down in ﬂwba\, and as rumors of his death
spread. the Normans turned toflee.

But William was not dead, and he rallied his troops by

L vt asidde his helinet so thet comld see his
clean-shaven face and know he was alive. William and
his armored knights rode down the huskarls, breaking the
Saxon force, and continued their ride all the way to
Imdm.wﬂkamwnuownedhneonclnhtmmg

Because his reign eventually ushered England intoa
position of unprecedented world leadership, the year 1066
became established as the most famons date in English

e

Figurel2i Campai gn mi ssion epilogue screeno



Total War Rome |I(Creative Assembly, United Kingddm

note: the version of Rome Il Total War used for this experiment was modified with the Divide Et Impera
modification, version 1.2. Made by Dresden.

Divide Et Impera is an overhaul mod for Rome Il Total War that seeks to provide a challenging,
historically accurate, realistic experience of the ancient world and warfare.

Main Menu: (encyclopedia)

When the players first entered the gamterad small ctscene they wererought to the main

menu of the game.

CONTINUE CAMPAIGN |

Figurel3fn Tot al m&at | Rmai n menuo
The main menu contains six main buttons ondbpne another, in the following order from top

to bottom ACampaigns, Battles, Options, Encyc
Most players upon hovering over the buttons were quick to distolee A Encycl opedi ao

around half the players evexpressing the interest to click on it as well.

Upon clicking on the Encycploedia button, an automated webpage opened up on the browser
containing the world map as it was known at the time period which the game is set in (278BC).

Underneath the map, tipdayers found icons of all the playable factions in the game. Upon



hovering over the world map a tooltip shovied name of the area, whichever nation/tribe/clan
that controled said area, whichever nations/tribes/clans that said nation/tribe/clan wawitt wa

at the time and so on.

Figurel4n Tot al Wa r Rome | | browser based encycl opedi ao
The players could also click on any of the faction icons below the map which then opened a new

page containing historical description on the selected faction, the military units that said faction

specialized and so forth.

The Tutorial:

Pl ayers who were newer to the game and presse
up with the subsequent buttons, had the optio
explained to the pl ayer mdwhichundetnorendnmal t ut or i a
circumstances the game would disallow clicking on any of the other campaigns before playing
through the APrologueo.

Upon clicking the prologue button the players caipen a menu named the Samnite Wars,

splitting into three chaprs:



I.  The Siege of Capua (Battle Tutorial)
II.  The Defense of Campania (Campaign Tutorial)
lll.  The Invasion of Samnium (Advanced Campaign Tutorial)

THE SieGe orF CAPUA

BATTLE TUTORIAL
It is 316BC, and the fledgling Roman Republic is engaged in a long and
deadly war against the Samnite peoples of the hills and mountains of
central Italy. The campaigning season has just opened and in a bid to gain
the initiative both consuls, Laenas and Rutilus, have marched out at the
head of a combined army.

News has just reached Rome that this army has been defeated in the field.

Consul Rutilus is reported captured by the Samnites, and the remnants of
his consular army are now besieged at Capua. A call to arms has been
sounded to any able-bodied men to assist Capua's plight.

Tribune Gaius Fulvius Silanus, commander of the grain store at Tarracina,
prepares to mobilise his garrison troops in response.

THe DEreNCE OF CAMPANIA

CAMPAIGN TUTORIAL

The actions of Silanus and the swift response of Rome's Lucanian allies
have resulted in victory over the Samnites at Capua. The field was not
won without cost, however. Consul Laenas is slain, Consul Rutilus is still
missing, and the remainder of the Roman army has been decimated.

With fresh Samnite armies bearing down upon Rome and her allies, the
Senate has tasked Silanus with the defence of the Campanian plain, which
guards the approach to Rome itself. Should Silanus fail then Rome will be
defencele

THE INVASION OF SAMNIUM

ADVANCED CAMPAIGN TUTORIAL

With the nose of the Samnite attack bloodied on the slopes of Vesuvius
and the home front now secure, the Romans can take the fight to their
enemy. To this end the Senate have appointed Silanus to the position of
proconsul, giving him responsibility for all state affairs and a mandate to
build an army and invade Samnite territory.

First to feel the wrath of Rome will be Salernum, taken relatively recently
and with a populace still resenting the Samnite invaders. With the port at
Salernum captured, the Romans will be free to launch attacks from both
land and sea.

Silanus knows he has the support of every Roman as he seeks to reconquer
Salernum, avenge the demise of the Lucanians, take the fight to the
Samnite capital, and discover the fate of Consul Rutilus.

Figurel5f Tut ori al sel ection panel so



As seen in the screenshots above, clicking on any of the three tutorial chizgsielss telling
the player a the naturef the selected tutoria.g. Battle Tutorial, Campaign Tutorial, ett.
alsoprovidesthe player with a fia amount of historical context, rendering the situation that the

learning player is put in much more easily understandable

That tihaanly ldstorically contextual text regarding the preset scenarios of the three
tutorial chapterseach time a player clicked on a button or made an action in the tutorial that
would take the game to a loading screen (either loading the campaign thegbattle map, or
the transition time between them), the game provides even further contextual text during the

loading screen for the player to read through while waiting for the game to load.

THE SiEGE oF CAPUA

a.d. Nonae April, the year of the consulship of Sp. Nautius Rutilus and M. Popillius Laenas.

The war with Samnium continues into another year. Three weeks have passed since a consular army marched from Rome passing the outpost that I, Gaius Fulvius
Silanus, command.

Grave news has been received from the front, for this army has met with heavy defeat. Consul Rutilus is taken hostage and Consul Laenas has retreated to Capua,
which now faces a Samnite siege. An urgent call to respond to Laenas's plight has been sounded.

THe DEFENCE OF CAMPANIA

Consul Laenas died of his wounds on the third night after battle. His body, washed and anointed, has been sent to Rome, attended by his surviving guardsmen. He died
a true Roman.

It took two days to clear the last of the bodies from the streets, so great was the slaughter. The citizens of Capua have opened their houses and shared what little
grain remains. Our Lucanian allies have returned to their homeland to the south, the Samnite threat as great to them as it is to us. Our debt to them is inmeasurable.
What fate has befallen Consul Rutilus we cannot know. For now we sit and wait for the enemy to attack once more. I fear that Capua cannot sustain another assault.

Tue BATTLE.OF VESUVIUS

I have been appointed Propraetor for the coming battle. It is a great honour, no Silanus has ever served the Republic as high. My focus remains devoted to the task
at hand.

The army has made camp at the foot of the great mountain Vesuvius. The priests have been conducting prayers to ensure the favour of Jupiter and divine the health
of Consul Rutilus. From these heights we can guard the pass into the Campanian plain.

A foraging party has already skirmished with scouts from the Samnite army. Our camp has not been found, but the enemy will reach us soon.

THE AFTERMATH OF VESUVIUS

I may be a low-ranking commander, but the force and fury with which the Samnite army was vanquished at Vesuvius was a shock and delight to me. There is more
vigour and cheer about the camp than ever before. You can see it in the eyes of every man: they know they have the beating of any Samnite army.

I must leave them now, for I have been summoned to Rome. It has been a busy few weeks and it somehow sits wrong to leave the front line. The immediate threat is
quelled, however. Roman lands should be safe for now.




THE BATTLE OF SALERNUM

I have observed a spring in the step of every soldier since our enemy was driven from Roman soil. Yet the Samnites, a people native to the mountains, still occupy
lands on the coast that were once allied to Rome. We must now march to reclaim them.

My guard and I passed through Capua five days ago. Repairs to the city are still ongoing, but great cheer was roused from the populace by our arrival and we were
greeted by a feast. A shrine was erected to the fallen city defenders before our departure the next day.

The Samnites seem content to sit in the town and let us advance. Perhaps they lack inspiration, perhaps they plan a ruse. We will find out soon enough.

THE INVASION. OF SAMNIUM

The population of Salernum came out of their houses and cheered our troops after the resolution of battle. So heady was the strength of feeling against the enemy
that the remaining Samnite settlers were compelled to seal themselves in the town hall for fear of their safety. Amid the excitement, a fire took hold in which a
number of the Samnites perished; the remainder being pulled from the building and beaten by the townsfolk.

I have been recalled once more to the capital. Salernum's capture has opened up routes to the sea and into the hinterlands for Rome. I will stress the importance of
retaining this vital intersection to the Senate.

Figurel6h Loadi ng screens during tutorialo
The players noted thesefulness of the historicadxts during the loadings creeand also the

contextual text when choosing which tutorial chapter to play through, stressing how little they
knew beforehand of the Samnite Wars, despite
Empireo as tmbtethaaitwag, rmasttof the pldyers knew very little of the initial
years of early Romeds formation. The fl avor

into clear context for thenaware players.

On top of that during the actual tutoriaiilst
playing through thenthe players are presented with
Q even more contextual text, but this &m was in

6\ ’i\\ Pl § the form of the advisor. In Rome II: Total War,

Tribune Silanus, news from Rome! Following

LEELENERE R SNSHIEDERUER SR L throughout the game, whethaaying through the
of Consul Laenas at Capua, the Senate have

moved to grant you emergency powers to . . .

command the defence of Campania. Your main campaign, tutorial or battles the game hes t
intervention at Capua saved the settlement

and has earned you the highest praise on the featur e of feafwting the partiaizt ofsor o
Senate floor.

CAMPAIGN MAP: ' either a ma or a woman depending on the

e The campaign map is the theatre in which . . .
R S L LR R TR el situation it pops up on the top left corner of the
surveyed, commanded and destroyed.

RSt BN UL BBt Ren st D | a y e r Gusd astltemane suggests, offers
of up to four regions.

Figurel7A Advi sor panel duri advice on the current situation of the player.



In the tutoral levels, the advisor provided instructions on how to play the gaswmpanied by
voice-overed lines providing contextual commentary on the immediate happenings during the

level.

For the players the advisor provided an extra layer of immersion in alaletailed and

immersive looking video game.

Single Player

Campaign:

After playing through the LoAD CAMPAIGN

tutorial the players made & 3+ CAMPAIGNS &

their waytowards the single o RN ) T A s |

player sandbox mode of the

GRAND CAMPAIGN

game known as\
TP TneS—

- N ! } J
Campaigno. IMPERATOR AUGUSTUS

Upon hovering over the EMPIRE DIVIDED

iCampai gnthete bi{ § CAESAR IN GAUL

was a drop down menu e — e
‘ HANNIBAL AT THE GATES
containing all the available

campaigns in Rome |1 Total /7 s | MACEDONIAN WARS

War (as seen on the right). |
MuLtiPpLAYER CAMPAIGN

instructed the players to hea

towards the 0

Campaigno sin

five campaigns already Figuke18ﬁ Campaign selection screeno



provide a much narrower and focused jourrtesgugh a short specific period of history, also |
much more wanted to test the gameds ability

popular and sought after feattirthe Grand Campaign.

The players stressed the fact that a narrower campaigsdd on a specific character would be
easier to grasp in terms of historical context compared to the much more open Grand Campaign.
Despite my full agreement with the statement, | had no doubts that the other campaigns would
have been easierto followtbu I wanted to test the | imits of

test the educational grasp of the players when given the freedom of pursuit for information.

Upon clicking on the

NEew.

iGrand Campeée ~

the players were now at ?
the ANew Carnr™
screa, where they were
asked to pick one out of
the thirteen culture groupg™
and subsequently a

faction from the already s ot gl

ic order penalties

selected culture.

START CAMPAIGN

The players took their
Figurel9i Cul t ur e and faction selection pa

time reading through the numerous cultural groups which varied quite a lot from one another

with cultures such as Roma, Carthagenian, Diadokhoi (Successors), Poleis Hellenika (Greek

States) etc. etc. despite the names being in their original latin, greek, etc. the players found no

difficulty in understanding what each culture group represented.



Noneof the players saw th

New CAMPAIGN

needto opena browser 5 _ Cutrures _

window in order to look up

ound the 5th century BCE
eéne culture north of the A
an influenti i

any of the names as the : hem o the

they ha

Gaulish

faction selection window

Figure20f Cul ture sel ection panel o

itself had its own smaller
panel containing historical background informatonall of the thirteen culture groups in the

game.

Readng through these provided the players with all the information they needed to be informed
of the state of the time period that they were playing in and the contextual text helped the players

choose whichever cultural group they wanted to play as.

After choosing their Pt ), Fierions

respectives cultural groups,

)

the players now had to choos
|

their specific faction from

within their chosen culture

group. " START CAMPAIGN

Figure2liFacti on sel ection panel 0

The process again was identical to selecting a culture group. The names of the factions once

more were in their origindhnguages, but the panel of text coupled with the small map that
showed the geographical | ocation of the playe
all the players to have the necessary contextual awareness to fully understand and be committed

to the choice of faction that they were about to make.



The players noted the sheer amount of knowledge that they received simply clicking through the
different culture and faction icons whilst trying to find a faction that appealed to them.

Eventually, itwas due to the historical background information in the panels of text that

persuaded each player in choosing their respective factions. Whilst a couple of the more gaming
orientated plagrs mentioned that they made their choice based on the unigagereffects

and bonuses that each culture group and faction had (written in the panels on the right) such as
Armeni abds diplomatic bonuses with both Hell en

research rates.

Il td6s worth ment i ointjhavong gorte htough poth thentttoridl and thoosingp o

a faction for the main campaign, the players were provided with all the necessary historical
information, maps and contexts that none of the players found themselves drawn &owards

online search gginesinordetoadd any fimi ssingo information to

already provided.

After each player had chosen a faction that appealed to them the Grand Campaign was

underway.

Right after the loading screen which again contained historicaéguwvith citations underneath
of whoever has said the quote and when. The number of quotations are quite a lot in the game,
and the game inserts a random quote during each loading g€ithen that or a small paragraph

of text that provides tiny gamepsi or explanations of certainrgame mechanics.



He is best secure from dangers who is on his guard even when he seems safe.

Publius-Syrus;-Roman-philosopher-(c.Ist-century-BC)

Rome's auxiliary barracks now acts as a recruitment center for the AoR units in a
given area. The barracks will open up recruitment of the surrounding region’s
units. Post-Marian Reforms, there are many new auxiliaries for Rome to hire

based on historical auxiliaries.

The proper atts of a general are judgment and prudence.

Tacitus, Roman-historian (ADS56 - 117)

Figure22i Def ault | oading screenso
Due to the large number of quotes, tips and explanations each player received different quotes or




tips during their loading screens. Those quotes and tips trigger during every loadingrstireen
game, whether loading the game for the first time from the main menu into the campaign, or

during the transitions from the campaign map to a battle map and vice versa.

BATTLE OF PoNTOS, 276 BC

y A&

Figure23iLoadi ng screen prior to battle sequenceso

Example of the transition screen from the campaign map to the battle map. The tw@dastias
represented on either side of the minimap representative of the battleground, with the name of the battle
and the name of the two armies and their respective factions on the top of the screen, and the quotation
and its citation below the minimap.

After the first loading screen the players came upon the campaign ntlae vasceovered
advisor popped up narrating an introductory p
The briefi ng oaurrehtsitnatianh, the Hamgeneihfacgdeandsndihich potential

direction they could head to.



-
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You ARE PoNTUS

Fortunate in your ties to both Hellenic and
Eastern cultures, you nonetheless face
adversity: Cappadocia, now independent from
Seleucid rule, is eager to establish itself in
Asia. Cultural differences with the Galatians
may lead to hostility, but they are fearsome
warriors and might prove valuable - if
unconventional - allies. Maintain close
relations with Bithynia and Trapezos, and
establish ties with the venerable Greek states:
this way, you will be better protected against
the machinations of the Seleucids and can
focus on seizing control of the Pontic sea from
barbarian hands. Power and riches will be
yours: Pontus will reign supreme!

You ARE ARMENIA

After years living under the yoke of foreign
rule you are at last free to rebuild your
kingdom. The former Persian lands, shattered
by Alexander, lie unprotected and vulnerable -
enstre you are the one who profits from this.
A rapid conclusion to your war with Ardhan is
essential, and you may wish to forge an
alliance with the friendly Pontians to this end.
With enotgh haste you may even be able to
subjugate those who denied your liberty, as
Media Atropatene have granted you
permission to march your armies through their
territories and into the heart of Persia. Such a
reversal of fate will be glorious indeed! It is
your destiny to take back what is yours and
carve a new. Kingdom of Armenia for posterity!

Here the players

were introduced

with their

respective

factions. With an
ample amount of

historical context

through all the

various means

ntoroducti on the players noted

panel

Figure24i Facti on i

having learned much more about tifeictions than they ever had before, which gave even the

pl ayers who werenét avid gamers a sense of se

to do next.

After this point the players were free to act of their own volition, the game presketedvith
their first faction specific Primary Objective and a set of Bonus Objectives with small paragraphs

of text explaining the historical context behind the reasoning of the set Bonus Objectives.

THE SYRIAN WARS

® Be at war with the following faction: Prolemaioi

Conflict between Alexander's Successors was seemingly endless. The
Seleucids and Ptolemaic Egypt fought many wars for control of the

eastern Mediterranean and the Levant.

Reward:©4000




SECURING THE LEVANT
e Control the following 1 settlements either by direct ownership or through
satrapies and military allies: (Current total: 25)

Yehuda

War with Egypt led to a struggle over the Levant. By 198BC, Antiochus
the Great had assumed control of Jerusalem and driven the Egyptians
from Judea.5

Reward:© 2500

RECLAIMING ASIA

e Completely control the following 1 provinces either by direct ownership or
through satrapies and military allies:

Galatia et Cappadocia

Seleucid power in Asia Minor waned. Independent Greek-speaking states
arose and the Ptolemies assumed control of much of Cilicia. Antiochus the
Great marched westward to re-assert control.

Reward:0 2500
Figure25A Bonus objectives panel o
This gave the players the choice of recreating vieats of our real world histoypr carving

their own path through history. Either way, reading the objective flavor texts gave the players

even further context of their factions current situation and the near potential future.

At this point the advisor wsaguiding the players providing them with all the necessary
information on whatever the playerods were cli
theadvisowas dependant on the advisordés | evel whi
campaigni€ is also possible to change this setting during the campaign as well), where players

who were newer to the game chose set the advisor on the highest setting and a few players who

had played the game before chose either the medium setting or the log @eisi possible to

also completely switch the advisor off). The advisor depending on its setting provided assistance

on any inrgame panel or button whenever a player clicked on them for the first time, the advisor



woul dndt gi ve o0 uuponfartber dicksme alreadyf visitedvpartels lmunit is
possible to scroll through the advisoroés alre
panel. This system provided even the newer players the very basics necessary to be able to move

further forward in the gameithout hampering their pace

After this point, the players continued playing the game each in their own pace, doing however
they felt | i ke while the game kept trickling
various paels and ingame system$anels such as the Objectives window that was covered

earlier.

In Rome Il Total War, whenever a player presses on
i EVENT MESSAGES

End Turn button the igame time advances by three

New Political Appointment

months, during which the othéctions controled by

. . Manipulation Attempt!
the Altake their turns, and as time passesy events g e

h a ppen i n t he back groun d‘ - Unseasonal Conditions | | t he
direct actions, such as characters developing traits or Unseasonal Conditions

quirks, diplomatical actions by other factions, flnanC| boeat P

reports, disease and attrition repotts etc.
Unseasonal Conditions

Household Expands

Household Expands

every player turn a panel pops up on the top right sidj
| Character Personality Report
the screen namdiEvent Messageésin this panel the

player may click andead through all the

Fiqure26fi Ev e n t messages pan

aforementioned reports that happen during the



Once every few turns an event

THE YEAR IN HISTORY: 277 BC
message pops up in the panel name

AThe Year in His
blank is whichever year the player ig

currently in.

As the name suggsts these windows

provide summaries of notable event
Greece:

that have happened during Il @e-r-1] | Antigonus crosses the Hellespont and defeats the Celts under
the command of Cerethrius at the Battle of Lysimachia near

. . Lysimachia at the neck of the Thracian Chersonese. After this
o] (o MalESi(e]gYAe [VIgIalo MigloRICRVIEISHAN | suiccess, he is acknowledged by the Macedonians as their king.

Sicily:
-Pyrrhus captures Eryx, the strongest Carthaginian fortress in @
Sicily. This prompts the rest of the Carthaginian-controlled
the name Of a State area factlon et cities in SlClly to defect to Pyrrhus.
) )

seen in the example here, it provide

Roman Republic:
and a small summary of events that e S

()
have happeneadvolving the

Figure270 Event infehses aygeear i n hi story.
aforementioned. It also provides a list of noteworthy names of philosophers, leaders, historians,

artists etc. who have died or were born during the highlighted year.

THESMOPHORIA

Another window that shows up
panel is ancient religus rituals and festivals depending
on the playerds faction of <c¢h

or years such rituals may occur which besides providing
®
y goddess meter, and grieve . i i
pds aldaRiadle the historical context necessary to understand the event it
Hades, Persephone v elled to

also provides irgame bonuses such as happsand

& Thesmophoria

public order for the playeros

pl ayerds put the events much




These two aforementioned panels (The Year in History and Religious festivals) and are additions
by the Divide Et | mpedinabpanal@ldoipéartofctte DEI smodificatiom e r e 6 s

which i snét part of the base game is the majo

During the game whenever a player clicks and selects a
city on the campaign map which has historical
significance, a panel pops up the top left side of the

ANTIOCHEIA screen similar to the advisor. The panel provides the

e Antiocheia, or Antioch, is located on the i N i
T emeeestl s el ected cityodos history and v
Syria. Antioch was founded by Seleucus, one
of Alexander the Great's generals. After
Alexanders death, his generals began to
compete for the empire. After Jong and
bloody civil wars, Seleucus founded what
became the Seleucid Empire and made These three panels that are part of the Divide Et Impera
Antioch his capital. Seleucus built a port city,
called Seleucia Pieria, where the Orontes . . . . .

River meets the Mediterranean; Antioch is modfication are |mplemented n ehgame INn a sense
located about ten miles up the river.

Antioch's wide streets accommodated .

caravans carrying goods from the East. There that they popp natura”y on thEII' own as the player

were theaters, , a library, and public
squares adorned with s s of heroes and
deities that provided meeting spaces for the

citydbs construction, past r es

plays the game, in the sense that they do not require

(%] any special conditions or actieivy the player for them
Figure280 | nf o7 gigaifitaak hi st o
to popup. For example, the Year in Histaapd Fatival panels automatically pop in the
middle of the screen whenever the player reaches their respective years eihdghnels
automatically popp whenever a player clicks on the respective cities, which they would

anyways at one point or anethwhilst playing the game by default.

There are two more panels in Rome Il Total War which provide historical context to the player,
which are included in the base unmodified game as well. These two panels unlike the

aforementioned three, do not open bhgrhselves but rathenly if the player wills it.



The first one is the lgame encyclopedia, the player may access the encyclopedia by pressing its
assigned button on the top left side of the screen, alternatively if the player wishes to obtain
information on a specific unistructure char acter etc. they may ri gl

(orstructure et c.) button or Acardo to open up said

Foor COMPANIONS

These elite heavy pikemen, disciplined, well-armoured, and hard-faced, are a
terror to face.

DETAILS STRENGTH & WEAKNESSES ABILITIES

Recruitment Cost 1220 Very good defensive unit @ pike Phalanx
Upkeep Cost 200
Melee Attack 49
Weapon Damage 28

Low damage but average armour penetration teml
= 2 P Disciplined

Average attack

= Encourage
Charge Bonus 13 Good morale @ 5

Melee Defence 43 1 Very vulnerable when not in phalanx @ Formation Attack
Armour 70

Health 60 @ Hide (forest)
Base Morale 70 -

DESCRIPTION

Historically, the Macedonian phalanx innovated the use of the fearsome sarissa: a pike of up to 21 feet in length. First
introduced to the army by Alexander the Great’s father, Phillip II, the sarissa was cumbersome but created an almost
impregnable phalanx formation. Presenting a wall of pikes from five files of men, it protected more of the front ranks and

| created a much bigger killing zone than the traditional hoplite phalanx. Defensively, the Macedonian phalanx could not only
withstand and repel any cavalry or infantry charge to the front, it could also deflect incoming arrows, as the back rows kept
| their pikes vertical until needed. Arrows were caught up in the raised pikes and fell harmlessly to the ground, where they

Figure29i i-mame encycl opedia and historical unit descri
As shown in the example above, the encyclopedia page for a specific stnitabure(a

Macedonian Foot Companion in this case) conttiasngame statistics, abilities, details etc. in
the center of the page, in the bottom section

which provides the historical background andteahof the selected unit, structure etc.



The other and final panel that provides historical information in Rome Il Total War is the
technology tab in the game. All of the factions in the game contain a technology/research tab
where the player may conduesearch in various categories such as economy, philosophy,
architecture, battle tactics, siege warfare €h® more research the player does the further their
faction develops and as time passes in the game and the years go by, so too do the in game

factions advance technologically.

3 -
Siippty Reform: Whenever a player hovers the

o

- You are currently researching this technology.

p ; : ~mouse over a certain research

M B 2= o Research rate: 115%
- Hi

button, such as ASup

Reformso in the exan

develop land upply methods that
SuppLy REFOF chang ficantly. These methods increased the

Upon hovering the mouse a small

v

tooltip appears next to the mouse

Research this technology to

unlock the three military A e - " cursor Showing the name of the

technology chains.

selected resech, with a small

A+0 sign next to it,

Figure30fi i-gnrame Research panel and co
holds the mouse cursor in place for a couple of seconds further, the tooltip expands considerably

providing the player with the historical background and context for their selected research.

The playes noted on the sheer amount of varied information that they had access to by simply

playing the game, some players mentioning that it almost seemed like too much information if it
werenot for the fact that someyefsdhehpiaocnes s |
that the three panels added by the DEI modification, provided them with a small yet consistent
amount of info and contexthat kept them both engaged in the game while igniting their interest

in the faction that they were playing@s an overall basis.



Civilization VI (Firaxis Games, United States)

note:the version of Civilization VI that is used for this study does not contain the Rise & Fall expansion
pack which adds a good share of both gameplay mechanics and historical infornaatthe expansion

pack was released a month after the players had already played the game. It also does not contain any of
the purchasable scenario packs, which adds preset historical scenarios and conditions to play through.

Intro Cinematic & Main Menu:

Prior to reaching the main meniéithe gamehe players watched the opening intro cinematic

(short movie) that plays when a player launches the game. The cinematic starts off with a man
and a woman in a scene depicting ancient Greece with its settidgyith each transitional cut

the characters chronologically move forward in time and historical setting. The cinematic
summari zes Civlizationdbs gameplay system and
attractive design and art of the cinematic ehuiting the beauty of being taken to an abridged

journey through history and how everything was put into perspective within the span of only

three minutes.

The main menu was very smooth and clutter free allowing the players to navigate it without any

probl ems. Ci v igamezrcyclopedia (Gvilopedia)iisronly agsible whilst playing

the game itself and not through the main menu

choose to dive
into the main 1) )
game orplay  INEEA CIVILIZATION VI
through the

tutorial.

Figure3lAi Mai n MeniuzdtirorCi VIi ¢



The Tutorial:

Eleven of the thirteen playeopted to play through the Tutoriahd upon clicking on the button

another short animated video narrated by the actor Sean Bean. The short video depicts a group of
settlers searching for a suitable land to establsttttement, while the narrator spoke of the

harsh conditions from which the settlers have arrived to more suitable lands, the video showing a
green lush land near a river and then the video and theewoice r t al k of how t he

choices will either se their civilizations prosper or fall to ruin.

The players then were asked to select one of two leaders to play as through the tutorial.
WELCOME TO CIVILIZATION

It is here that we begin our journey of raising an empire from humble beginnings to greatness, and write your own version of history.

Will you conquer the world in great battles or be the first to send your people to the stars? Will you influence the world with the culture of
your people, or will your beliefs spread to the ends of the earth?

Only time will tell...

All great civilizations begin with a great leader. Choose the clvilization you would like to play through this tutorial below.

Cleopatra of the Egyptian empire Gilgamesh of the Sumerian empire
rules a civilization of strong allies and rules vast lands and is a respected
great city builders. conqueror.

Play as Cleopatra Play as Gilgamesh )

Figure32i The Tutori al menubod

The small description beneath each | eaderds p

overview of the portraykleaders.



All eleven of the players already knew or have heard of Cleopattadutajority were not
familiar with Gilgamesh nor the Sumerian empire. This in turn led to four players immediately
openingup an online search engine and researching boeflgilgamish before moving forward

with their choice of leader for the tutorial.

Despite the fact that all of the players knew of Cleopatra, six of the players chose to play as her
while the other five chose to play as Gilgamish, as Gilgamesh had plegieduriousity much

more so than Cleopatra who they knew about already.

Just like in Total ADVISOR
Welcome Cleopatra. Our people's fate lies in your hands.
Great is the responsibility placed upon you. Perhaps | may be
War: Rome II, the e FpRatie P ETy
tutorial and Let's get started

gameplay tips is

Figure33fit hgaime Advi sor 0o
conducteu wy oo

advi soro who appears in the top center of the
upon selecting either Cleopatra or Gilgamesh apart from the very first introduction screen which

is covered in th&ingle Playesection below, the tutorial did not contain or provide any

historical context or flavour text to the players. It was much rfummésed on teaching the

gameplay systems and mechanics to the player, which it successfully did. Altltoougtist the

very endthe tutorialinformed the players to access wilopediafor more irgame and

historical context regarding the differenpasts of the game.



Single Player:

Civilization VI does contain a narrativampaign based on history, the two options that the
players had upon clicking on the Single Player button were Create Game and Play Now. The
Play Now button immediately startsmall sized game assigning the player a random

civilization and leader, the players were asked to press on the Create Game button to have the

players choose the leaders they wanted to play as, by themselves.

| preset the rest of the

settings identical foall the

CIVILIZATION VI

CREATE GAME BAck

players.The difficulty was

on fiSettl ero
first option on a difficulty

scale of ten, since the Al | ’
presenting a challenge for
the players did not affect thg
nature of the historical

information that the game

possessed. The game spee
wa s set t o ﬁcFigureS4ﬁCreate Game menuo

allows the game to move forward 33% faster than the Standard speed, this was set to allow the
players to reach towards the later historical eras and technologies faster, in order to explore

everything that the game had to offer.



The players then clicked on the Choose Civilization button, scrolling through the list of available

leaders to play as.

Figure35i Leader

Sel ection

Monument building in the Ancient era).

ROME
ArLRoapsLEap To RoME
All cities you found or conquer start
with a Trading Post.Ifin () Trade
Route range of your # Capital, they

g through Trading Posts in your
wn cities.

LeGion
Roman unique Classical era melee unit
that replaces the S dsman. Can
build a Roman Fort.
BatH
A district unique to Rome for city

h. Replaces the Aqueduct district
and cheaper to build.

It provides this city with a source of
om an adjacent River,
untain. Cities that do

adjacent to the City Center.

The version of the
game that the players
experienced
contained 20 leaders
to choose from with
the possibility to add
more by purchasing
the expansion pack o
purchasing individual
leaders. Although
there are no historical
background texts

during the process of

selecting a leader, the rich graphical renditions of the portraits and looks of the leaders captivated

the interest of all the plers to highlight and check out every individual leader in the game.

Although the box next to the portraits contained text only relevant in terms of¢laenie@ effects

of the leaders, the names and titles of those effects and abilities did beardtistoriext upon

t hem, such

Teddy Roosevelt.

ATrajands Columno when sel ect

n



Four players figured
TEDDY ROOSEVELT
COROLLARY out the fact that the
a+5 ¥ Combat
Strength on their home continent. +1 .
Appeal to all with a names representlng
gh Rider
unigue unit when they research the
Rifling technology. eac h | egﬁrdee r 6 S |
AMERICA

FounDING FATHERS abilities were not
Earn all government legacy bonuses in
half the usual time.

random, but rather

had atual history
flight range,
experience.

RouGHRIDER behind them. Which
American unique Industrial era unit
when Teddy R Is their leader.

& Culty 1 from kills on i
their # Capital's continent. +10 Ied Sald players to
Combat Strength when fighting on
Hills. Lower maintenance cost.

FiiM conduct further

g unique to America. +100%
Ism pressure from this city

wards other civilizations In the researChl by
searching online

some of those names

Figure36i Leader Selectic o )
Rooseveltod such as AfEdr ESmairn adroitfedl t er u o

them to further informatioon their respective leaders which helped thegraghoose a leader

they deemed more interesting based on their historical background to play as.

After selecting a leader, during the loading scrdenplayers arshown the large portraits of
their selected leaders theirgame abilities as we saw inet leader selection panels and on top
of those abilities there are two paragraphs of text that are narrated by Sean Bean during the

duration of the loading screen.

The first paragraph is a small introductory summary based on whidBevéine ongoing or th
|l oading game is at, e.g. Ancient Era, Classic

The second paragraph right below the first on



chosen leader, summarizing a couple of their traits and igsabased on their real life historical

achievements.

GREEK EMPIRE
As such, the players Joins THE WORLD STAGE

experienced different From the first stirrings of Ilfe beneajh wat_gr... to the great beasts of
the Stone Age... to man taking his first upright steps, you have come
far. Now begins your greatest quest: from this early cradle of

paragraphs based on how civilization on towards the stars.

far they have reached in th GORGO

Gorgo, Queen of Sparta; glory to you and your loyal hoplite armies!
Greece savors the blessings from Ares that every victory brings. And
your people applaud your thoughtful governance and cultural
marvels. Stand proud, for the legacy of Greece, and of your
gameplay session. achievements, will be told over and over again for generations.

game in before each

Figure37A Anci ent Er ao

The historical summaries FrRENCH EMPIRE

o Jomns THE WORLD STAGE
were the first ingame texts

You have built great cities of stone and seen early empiresrise and
fall. Soon youwill stand under the towering pinnacles of castles
alongside your gallant knights, That is where the story of your people
will be written. Just as the young apprentice learns to carry a sword, so
shall you grow to understand your place in this world.

that povided historical

context for the playergll
CATHERINE DE MEDICI

It falls to you, Catherine de Medicl, to use your gifts of knowledge and
of the arts to unite your people. Steer carefully through these
fact that the summary troubled times, Queen Mother of France. You will build great wonders,
drawing visitors from all corners of the earth. With your keen
. awareness of all things, both those seen and those hidden in the
paragraph of their shadows, your empire will certainly stand the test of time.

Figure39fi Me di ev al Er ao

of the players expressed t

respective leaders were all
NORWEGIAN EMPIRE
voice overed by Sean Bea Joins THE WORLD STAGE

and addressed the p|ayers Aworld of information rests in the palm of your hand, and networks
for instantaneous communication span the globe. Yet a unified vision

of our future has never been built. We compete in technology, culture,

direCﬂy in the Singu|ar and politics. We have deadly weapons that could destroy our planet.
Lead us carefully, but boldly, and build a global community that can
stand for years to come.

second person form i.e.

HARALD HARDRADA

A Al | eanth@apgroach

All men fear the approach of your ships, King Harald of Norway,
Thunderbolt of the North. Your longboats dominate the waves, always
of yours h i ps o} ’ f at the ready to unleash their berserker armies on an unsuspecting

shore. May Odin bless your kingdom and may the skalds sing tales of
the victories of your mighty warriors.

players with a sense of  Figure3sii | nf or mati on Erao




strength and responsibility that would accompany the realization of actually becoming such a
leader. The players felt as if they were their selected leaders and felt the responsuiitiyaf

their citizens to a better future just as their selected leaders once have. Upon feeling this way,
nine of the players immediately opened up an online search engine prior to starting their games
and researched further on their leaders in ordeave h better understanding of their character

and personalities.

After the loading screen the game was underway, having played the tutorial the players were
already familiar with the first dozen turns of the game but now had access to some of the features

key for this sadcessibje dwimhgithe tutorialei.e. tha Givilopedia.

In Civilization VI accurate historical informatiaa not

incorporated into the gameplay elements or mechanics
rather accessible by the players through a few menus
panels. The information and historical context does no
automatically pop up except for two exceptions which 3
upon completingesearches and discovering/building

wonders

In Civilization VI as time progresses the player conduc

LB ) 6

technologicablnd cvic researches, starting Wit

#&“liam fond of pigsaBogs look up to
researches such as Pottery and Code of ity stiid i D
- Winston S. Churchill

ancient era advancirajl the way to Nuclear Fusion and
Social Median the Information Era. Upon the
Figure4d0h Resear ch compl e

completion of each researclksmall panel pops in the middle of the sereaecompanied by a

relevant quote from a historical figure narrated by Sean Bean.



In the same manner
whenever a player
constructs a wonder
(a historically
significant structure)
such as the Pyramid
of Giza or upon
discovering a natural
wonder e.g. Mt.

Kilimanjaro, the

ui& .“'{v;\
h ®

game is halted for a

“Museums are on the front lines of the fight for culture, of good with evil - in

feW Seconds HERMITAGE any case, of the fight against platitudes and primitiveness.”

- Mikhail Piotrovsky, Director of the State Hermitage

highlightingthe Figure4dliWonder construction completion pant

newly constructed or discovered va@m with Sean Bean narrating a relevant quotation.

These quotations provided good flavor and a moment of respite for the players to hold still for a
momert to contemplate the different quotations and the technologies and wonders associated

with them.

Apart from these three panels that provide some historical quotations albeit small, the rest of the
historical context that Civilization VI provides for theapérs are all consolidated in one easily
accessible panehs it was covered iiThe Tutorialsection, the advisor told the players to visit

the Civilopedia for more historical or-gjame context regarding various aspects of the game and
that they would bable to access it by right clicking on whatever they wanted to conduct further

reading on.



In Civlization VI there is no other panel or game system that provides historical context other
than the Civilopedia but despite that, the Civilopedia is much largkextensive than any

historical database in the other games which they played through.

The fact that very early on the tutorial informed the players on the availability of the Civilopedia
and how they would access i tninforndderrthe awaikbilitg n 6 t

of the Civilopedia.

All the players made use of the Civilopedia during their time with the game, quite extensively in
fact. The players were able to access the Civilopedia by right clicking on any portrait, unit,
technoloy, name, term etc. in the game which took them exactly to the Civilopedia entry of
whateverthing that was clicked on. Alternatively, the players are able to access the Civilopedia

by clicking on its designated buttdthe question mark on the top rightisiof the screen.

& w B10:23) %o
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Figure4d2i Ci vi |l opedia I ntroducti on panel and access butto

a



The Civilopedia contains 17 separate talgs Great People, Religions, Technologies, Buildings,
Leaders etc. witleach tab containingp to 200+ data entries. All the data entries provide the
players with both the hgame effects andatistics of the chosen subject and a separate section
named fAHiIi storical Contexto that provides t

and context of the selected subject.

Figure43n A dat amenheyRéFribgi on tab in the Civilopediad

Every single data entry in the civilopedia contains the historargtext section, some data
entries contain both tgame information and historical context, while some data entries such as
the ones for the different Civilizations, contain geographical and social data as well i.e. the

population, location, size and capitaty for the chosen civilization.

he



