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“A motorcycle ride though an art gallery”
Mark Herman, Zones of Control, MIT, 2016



“A critical problem with using games in education at any 
level is that most educators are not gamers.”

Students have a limited range of experience with games



One Page Wargames

● Mid Term, Group work

Model UN/Crisis 

simulations

● End of term, 2 or 3 

classes

Board & Card Game 

Designs

Twine Games



Essay v Game v Game Design

Essay: 

We know who did it!

only interested in events that led to the 
outcome

Read the question

Use the booklist

Wikipedia?

write something that fits the external shape 
of an essay

or get one of last years

or put it into ChatGPT

Game Play

Dawn, June 18th, 1815

consider all options

Game Design

Research the material

Understand the systems



Blooms Taxonomy Essay Wargame Design Grading/Rubrics

Evaluation Historical debates, Hist 

Understanding,

Design notes Reflection on the 

nature of the game and 

how it represents real 

events

Synthesis Games rules in total,

Special rules, victory

conditions

Game mechanics 

working as a linked 

system

Analysis Linkages, relationships Game rules – cases 

(move, fire etc)

Simple game processes 

on a case by case basis

Application Design counters, map Meaningful 

representation of 

elements

Comprehension Significant facts? Table of Organisation & 

Equipment,

Relations and 

organisation of 

participants

Knowledge facts Order Of Battle, Map Completeness of data



Need for interdisciplinarity

Reductionism v emergence (Joe Norman)



Evolution
• 1970-2000

• Wargames
• Limited hobby market
• “99% of people don’t understand 

wargames”
• High cognitive load
• Move from ‘general staff” history to 

more abstract (morale, cohesion, 
command)

• Popular Games – limited range
• Monopoly
• Game of Life

• Post 2000 (post 2010?)
• Card driven (limits on command)
• Political-Military games
• Votes for Women, Terraforming 

Mars, Mr President
• Zenobia Awards etc

• Popular
• More complex (Pandemic, Ticket 

to Ride, Smallworld, Carcassone, 
Catan, Magic)

• Transmedia (digital and analogue)
• Dune – book, film, boardgame, 

RPG



Falling Skies (Volker Ruhe, GMT games)

https://www.youtube.com/watch?v=FbfLZE_NTRI&list=PPSV



Falling Skies – winning (c GMT Games)



Matrix Games and Estimative Probability

Draws on 
● Delphi Method
● Crowdsourcing
● BOGSAT

Matrix Games
● In this system, each argument is broken down into:
● The active Players states: Something That Happens and a number 

of Reasons Why it Might Happen (Pros).
● • The other Players can then state: A number of Reasons Why 

Might NOT Happen (if they can think of any) (Cons).
Estimative Probability



Matrix Games and Estimative Probability

Table 1: Kent's "words of 

estimative probability"[2]

Certain 100% Give or take 0% 

The general area of possibility

Almost certain 93% Give or take about 6% 

Probable 75% Give or take about 12% 

Chances about even 50% Give or take about 10% 

Probably not 30% Give or take about 10% 

Almost certainly not 7% Give or take about 5% 

Impossible 0 Give or take 0%

https://en.wikipedia.org/wiki/Words_of_estimative_probability#cite_note-CIAKent56-2


Narrative Games: Twine



Assessment : Final Portfolios 

Game Designs (40%)

Will be limited to what is achievable!

Marks for design ideas, not graphics!

Any 2 of 

● Interactive narrative game in 

Twine

● Modern board game 

design/concept

● Card game concept

● (TTRPG scenario)

● Any other artefact (subject to 

approval)

Portfolio (40%)

Include all your forum posts which will cover 

the readings and discussions we have 

covered.

Posts may be edited in the portfolio

Should refer to some of the theoretical ideas 

we covered!

Final reflection (max 300 words) on your 

learning

Overall Performance 20%
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Summary



Explaining genres and mechanics

common mechanics (wargames, europe, deckbuilders)
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