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• 21st Century History/Social 
Studies and Procedural 
Literacy 

• Systems analysis and 
contextual thinking 

• Critiquing interpretations; 
developing questions 

• Learning about trade-offs & 
human behaviors first hand 
 

Why Simulations? Why Use Simulation Games? 



Navigating the Problem Space 

• Problem spaces 
• Analogies between the 

medium and the reality  
• Consideration of 

constraints and choices 
• The modeling of choice 

and decision in causal 
chains 

• Consideration of 
possibilities 

• Feedback 



1. Finding Games 

• Gaming the Past (Book) 
• Gaming the Past (Website) 
• Games for Change  
• Playing History  
• BBC’s Interactive History page.  
• PC Gamer (Website and magazine) 

http://books.google.com/books?id=MKFEbwAACAAJ
http://www.gamesforchange.org/
http://www.gamesforchange.org/
http://playinghistory.org/
http://playinghistory.org/
http://www.bbc.co.uk/history/interactive/games/
http://www.bbc.co.uk/history/interactive/games/
http://www.pcgamer.com/


City Builders 



Politics 



Trade & Industry 



Life Management 



Nation/Civ Building 



Evaluating Games 

Content 

• Core vs. 
details 

• Systemic 
factors vs. 
real 
outcomes 

• Dynamics of 
choices 

Difficulty 

• Time to learn 

• Learning 
payoffs 

• Integration 
with other 
elements of 
class 

Tech 

• Hardware 

• Browser vs. 
Desktop 

• PC/Mac 
(what about 
tablets?) 

• Cost 
 



Developing the Lesson Structure 



Play, Observe, Reflect, Analyze, Criticize 

Topics Products 
• Generalization vs. 

details 
• Processes vs. 

outcomes 
• Goal orientation 

vs. ambiguity 
• Control vs. 

passivity 
• Centralization vs. 

diffusion 

• Notes 
• Annotations 
• Reflective 

writings 
• Analytical 

worksheets 
• Essays 
• Discussions 
• Game 

improvements 



Analysis Work 



Civilization IV 

• What would be the likely 

outcome of conflict between a 

civilization that has had cities 

developing for a thousand years 

longer than its opponent? 

• How important is access to 

industrial resources? 

Extension Questions 



What would be the effects of this 

geography on developing civilizations?  

Extension Questions 



One common criticism of presidential candidates is that 
they are not completely truthful and completely 
consistent in the views they present on the campaign 
trail. Another, related, criticism, is that they do not fulfill 
all the promises they made while campaigning. 
According to the models in the Political Machine, is it 
possible for a candidate to be elected who is: 

•completely truthful, 
•completely consistent in their stands on issues, 
•largely unwilling to make promises? 

If the answer is no, what does that suggest about the U.S. 
presidential election system? Must candidates, if they 
wish to succeed, be less than completely forthright about 
their beliefs and plans?  

Extension Questions 



Annotated Screenshots 



Propose a design for a new Roman city-builder game 
that offers: 
• Historically reasonable and evidence-based 

portrayals of city construction, city management, 
and city life  

• Ease of play. Students should be able to learn to 
play the game in 30 minutes and have a good 
understanding of the game in 2 hours of play. 

• Engaging gameplay that does not sacrifice historical 
validity purely for entertainment 

 

Design Project 



Your Turn - Case Studies 

• Fill in the problem space 
presented by the game 

• Assess strengths and weaknesses 
of the game interpretation 

• Identify several historical sources 
(or historical examples) that bear 
on the problem space of the game 

• Develop some questions 
• Comprehension 
• Analysis 
• Extension 

• List two reflection exercises 



Final Thoughts… 


