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humanities.games is a web platform that enables students with paper and drawing
supplies to create digital games.

Supported by the National Endowment for the Humanities, the project strives to inspire
students with limited access to computers to engage in a new way with content they are
studying, and also to stimulate an interest in digital work.

As an education partner, your role is vital to this project. Your participation will not only
expand the options we can provide to students, but will also help the project collect
data with a workshop to evaluate the experience, refine the project design and hopefully
improve outcomes for students.

Our team is delighted to work with you on this exciting stage of the project!

Enclosed are the following materials for your review:

|. Preject overvview

2. EAucation Pavtwer Role Overvview
3. Exawmple Materials

4. Frequently Asked Questiouns

If you have additional questions, you can reach

out to info@humanities.games for more details.
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What is humamities.games?

humanities.games is a prototype platform that will enable educators, students and the
general public to create digital humanities games via a website with pre-built minigame
templates. Users will select a minigame mechanic that best suits the subject matter
they are studying, and then will be given instructions on how to create artwork and
educational content for the game. Once this material is scanned and uploaded to the
humanities.games platform, a new customized minigame will be created that can be
played by all. Users will witness their art, characters and text come to life in a playable
experience without needing to learn complex software or write code.

We are currently in Phase Il of the project. In our first phase, also funded with an NEH
grant, we created a brief game alongside a WordPress tool that explored violin prodigy
George Bridgetower and his relationship with Ludwig van Beethoven:
http://beta.searchforharmony.org/full-game

With the tool successfully built, we now aim to take the project to the next level, creating
an easy-to-use platform and partnering with educational groups such as yours to
expand the catalog of available minigame options, run workshops with students and
refine the approach. While our software will empower both educators and students to
apply humanities concepts with game creation, this phase will emphasize ways that
students who have limited access to technology can still participate in creating and
sharing a digital game.

How i+ Wovks

Our design team provides a teacher or group leader with a username and password to
access humanities.games, where they can then review a series of minigame templates
that can all be customized and adapted into a basic educational video game.

The teacher or group leader selects a few minigame templates from this catalog that
are the most applicable to the themes or topic of study being taught. Examples could
include using a brick-breaking game to learn about the fall of the Berlin Wall (with
context indicating its history and significance), or a Frogger-style game with a 17th
century ship crossing the Atlantic as the ‘frog’ (with obstacles representing perils of the
journey).

The teacher will present the minigame options to the class, and students will form
groups (or work as a class) and choose which minigame to they want to make and why.
The groups will then research the topic and strive to explain and justify that minigame’s
relevance through game text and visual assets, which can be written and drawn in
provided paper packets. The art from these packets can then be scanned, and text
entered, into a single computer. Our system then integrates these assets into the code
so that the students can play and share a unigue game, which will live on the web at an
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http://beta.searchforharmony.org/full-game/

Heve is am example of the software at wovk:

Default Art Packet Generated
http.//beta.searchforharmony.org/game/demo-game-2/ http.//beta.searchforharmony.org/game/scenic-scramble/

For the brick-breaker example, a student could create their game considering the
following:

. Why was the Berlin Wall built and what did it come to symbolize during the Cold
War?

2. What goal would motivate a player to want to destroy the bricks? What
motivated people to want to remove the Berlin Wall? How do | explain that
motivation to a player?

3. What was the experience like watching the wall come down (as bricks are
removed in-game)?

4. What does it mean for the player when the bricks are gone? What was the
significance of the wall being destroyed? How do | explain the meaning of the
player’s actions at the end of the game?

humanities.games is being designed keeping in mind that not all users will have access
to computers. All that will be needed is one computer and one scanner, which the
teacher or facilitator will have on-hand during the workshops. By mid-2020 we also
hope to have a mobile app up and running that will allow the digitizing to happen with
a smartphone camera, so a group of students will be able to make one or more digital
games with a single smartphone as the only required piece of technology, eliminating
the need for a computer and scanner, and helping to further reach across the digital
divide for this exercise.
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Student Value

The experience of doing research on a particular topic and then applying themes and
facts so that they make sense in a game context is a valuable learning moment for the
student - and one that may allow for a deeper understanding of a subject than simple
memorization could provide. There is also the novelty of a classmate creating an educa-
tional game, which will encourage other students to play the game and engage with the
humanities content.

For students who have more access to technology and an interest in game creation and
design, we have also exposed the code that makes the game work within the dashboard.
Students who would like to ‘peer behind the curtain’ can explore the software behind
the content.
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One major goal of humanities.games is to create a catalog of minigame options
that are highly likely to be a sensible choice for students when they begin

this exercise. Our approach to help ensure this outcome and to help test the
platform is to collaborate with partners in various humanities fields who work
with students. These partners will help choose the minigames that would make
sense for their students and their area of study, so we know once the minigame
is built that there will be at least one reasonable application.

v has thvee Aistinct pavts:
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What is & ‘winigame option”?

Consider brief 2-dimensional games you may have played on a smartphone, computer or
older game console:

The oviginal Super Mawvio Bros. is a vunning/jumping/collecting plat-former
goame.

Simon Says is a mewmory game wheve the player must repeat a pattevn
provided by the game that grows move complex with additional vounds.

Guitawr Hevo vequives the player to hit keys at the covvect times to
accumulate a scove.

None of these game mechanics are unique to a single product, and can be
recontextualized for different goals. humanities.games creates a template from these
types of game mechanics that can be filled in with artwork and text to change the
meaning of the experience - in our case to reinforce and/or creatively portray content
from a humanities subject.

For example, here is how a few of these templates were applied in the first phase of this

project.

A musician named Maestro The player repeats music The play_er taps columns
runs and jumps to collect note patterns to compose along with The Kreutzer
music notes for his staff. The Kreutzer Sonata. Sonata as Maestro runs

along a path collecting
tokens.

You can play by clicking here.
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http://beta.searchforharmony.org/full-game/?level=5

Is theve a topic in your field that could e explained through a type
of game?

I# s0, how wmight this counection be made move accessivle so your
students could Ademonstrate it and leavn rom the expevience?

These are the questions we will work with you to answer so that you’ll know how the
game fits within your curriculum.
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Hiwmeline

We ave curvently seeking additional
eAucation pavituers to help Aevelop

minigame options
(limited to 7 Lor the immediate Lutuve).

That said, if you are interested in working with us, great! We can
connect and discuss potential ideas for future growth of the project.

In the Fall of 2022, we will begin coordination for the workshops,
which we hope will begin in November, followed by post-workshop
discussion to review the evaluations and to discuss what was
effective and what could be improved upon.
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https://humanities.games

Have more questions?
Reach out to
info@humanities.games
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