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Abstract (in Swedish) 

 

Denna studie undersöker potentialen hos historiska simulationer i digitala spel att utveckla 

historiemedvetande. Ämnet historia och spelstudier blandas i denna uppsats där det digitala 

spelet Crusader Kings 2 och tillhörande spelarskapade narrativ undersöks. Studien använder 

en blandad metod från spelstudier och historiedidaktik. Teorier om historiemedvetande 

används för att tolka materialet. Undersökningen visar att det finns potential för detta 

historiska simulationsspel att utveckla historiemedvetande. Den visar även att tecken på 

historiemedvetande syns i de spelarskapade narrativen. Studien öppnar upp för framtida 

fallstudier där utvecklingen av historiemedvetande genom historisk simulation kan testas i 

formell skolmiljö.  

 

Abstract (in English)  

 

This paper explores the potential of historical simulation games to nurture historical 

consciousness. Merging the subject of history and game studies, the material analyzed is the 

digital game Crusader Kings 2 as well as player created narratives spawned from it. The 

paper uses a mixed method from game study and history didactics, and theories of historical 

consciousness to interpret the material. The study shows that the potential to develop 

historical consciousness do exist in the historical simulation game, and that the narratives that 

players create from play contain signs of historical consciousness. The study opens up the 

field for future case studies where the development of historical consciousness through 

historical simulation can be tested in a formal school setting.  

 

Keywords: Historical consciousness, historical simulation, historical empathy, game studies, 

history didactics, teaching. 
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A simple question that far too few history teachers ever ask: what is wrong with 

helping people enjoy history? Or, what is wrong with finding a way to make history 

more exciting for students—or just everyday people—by providing them a playground 

of the past? 1 

 

1. Introduction 

 

The development of historical consciousness (tr. historiemedvetande) is according to 

Sweden’s National Agency for Education the main point of interest for the history subject in 

Swedish schools.2 The question of how to best impart this skill to students has kept teachers 

and researches busy since the term’s inclusion in the national curriculum. The standard text 

book approach doesn’t seem a strong candidate to train this skill according to research.3 This 

makes intuitive sense since historical consciousness is a skill which requires active thought 

and mental participation to achieve. The act of grasping history to contemplate its effects on 

the now and use its force to shape the future is as demanding as it is dynamic. 

A passive medium such as reading a book or listening to a lecture therefore seem a poor 

method for teaching this skill. It is a skill whose development that, I would suppose, thrive in 

the active and enticing environment of visual interactive digital simulation programs, that is 

to say, video games. A video game, or digital game as research tends to term it, is unlike and 

uniquely apart from other forms of popular media truly active and interactive, it is what 

defines it. Its form invites the user, the “player”, to actively produce meaning and prove their 

understanding of what is shown to them on the screen.4 Play in itself is a process, just as 

history is a process. Digital games might be able to take a student’s understanding of history 

from dry dates and Big Names far away from their experience, and move it to viewing it as a 

force and process that impacts their lives in big ways. 5 

                                                 
1 Elliot, Andrew B.R & Kapell, Matthew, Introduction: To Build a past That Will “Stand the Test of Time” – Discovering 

Historical Facts, Assembling Historical Narratives, In Playing with the past: digital games and the simulation of history, 

Kapell, Matthew & Elliott, Andrew B. R. (red.), Bloomsbury Academic, New York, 2013, p. 14. 
2 Skolverket, Om ämnet historia, Commented material to the educational plan for history. 

https://www.skolverket.se/download/18.6011fe501629fd150a2892b/1530187210036/Kommentarmaterial_gymnasieskolan_

historia.pdf  (Accessed: 05-05-2019)  
3 Hermansson, Lena, Läromedel och historiemedvetande: En litteraturstudie om läromedlens potential att utveckla ett 

historiemedvetande, Högskolan Dalarna, 2017. http://www.diva-

portal.org/smash/record.jsf?pid=diva2%3A1074231&dswid=6566 (Accessed: 29-05-2019)  
4 Elliot, Andrew B.R & Kapell, Matthew, Introduction: To Build a past That Will “Stand the Test of Time” – Discovering 

Historical Facts, Assembling Historical Narratives, p. 10. 
5 Ibid, p. 14. 

https://www.skolverket.se/download/18.6011fe501629fd150a2892b/1530187210036/Kommentarmaterial_gymnasieskolan_historia.pdf
https://www.skolverket.se/download/18.6011fe501629fd150a2892b/1530187210036/Kommentarmaterial_gymnasieskolan_historia.pdf
http://www.diva-portal.org/smash/record.jsf?pid=diva2%3A1074231&dswid=6566
http://www.diva-portal.org/smash/record.jsf?pid=diva2%3A1074231&dswid=6566
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Other forms of media have been attempted for this pursuit. Historically themed movies are 

commonly used in classrooms to create historical understanding and empathy, and has 

become an accepted if not unproblematic part of teaching history.6 But a movie does not by 

its nature call on the viewer to engage on a deeper level with what is being shown. It does not 

ask for input from the viewer to contextualize the events or check if the viewer understands 

what is going on, if what it shows is meaningful. 

This can of course be provided by a teacher in some respect, but why not give a medium that 

does this intrinsically a chance? This essay will therefore explore the potential of digital 

games to train historical consciousness.  

 

1.1 Background 

 

The use of games in settings other than strict entertainment is well established throughout 

history. Take for example the wide spread use of Prussian war games to plan, train and 

understand battlefields in the nineteenth century by all European militaries. Or war gaming 

during the Cold War by top generals and analysts. The rise of computers here took the simple 

logic and figurines and added statistical models and calculated probabilities into the games, 

creating simulations of the real world. Tactics and projections could be tested, retested and 

evaluated, knowledge created, in order to give advice to decision makers. Sticking with the 

military theme in temporary society, the US army uses several digital games as a standard 

training method for soldiers and tacticians. 7 

 

Leaving military simulations behind, the educational field as a whole has in recent times seen 

a huge interest grow in what is called “gamification”. This concept involves either using 

games as is, but more commonly taking game design ideas and mechanics and implementing 

them into educational design. These ideas not only have their own merit, even if it is still 

early days for this concept, but it also fits in well with the Swedish educational initiative of 

“IKT”- the implementation of Information and Communications technology in schools. 

                                                 
6 Olofsson, Hans, Film i historieundervisningen – problem och möjligheter, Skolverket, 2019. 

https://www.skolverket.se/skolutveckling/forskning-och-utvarderingar/forskning/film-i-historieundervisningen---problem-

och-mojligheter (hämtad: 07-05-2019)  
7 Köstlbauer, Josef, The Strange Attraction of Simulation: Realism, Authenticity, Virtuality, In Playing with the past: digital 

games and the simulation of history, Kapell, Matthew & Elliott, Andrew B. R. (red.), Bloomsbury Academic, New York, 

2013, p. 175. 

https://www.skolverket.se/skolutveckling/forskning-och-utvarderingar/forskning/film-i-historieundervisningen---problem-och-mojligheter
https://www.skolverket.se/skolutveckling/forskning-och-utvarderingar/forskning/film-i-historieundervisningen---problem-och-mojligheter
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Continuing on the educational track, the very concept or activity of “play” is often lauded in 

pedagogy research, a concept that have gotten lost in the industrialized school culture.8  

Video games, digital games, computer games (henceforth digital games) are technologically 

facilitated games, digital arenas for the activity of play. It is also an enormous global 

business, generating $43 billion in 2018 and increasing user engagement every year.9 In the 

US 60% of people play games daily.10 It is also a media form that always have shown a great 

deal of interest in history. From very early games such as Oregon Trail (1971), to todays big 

blockbuster historically themed games such as Battlefield V, history has been a popular pallet 

to paint a game system with (or the other way around). 

From this is created a myriad of more or less historical representations and simulations of the 

past. That games featuring representations of factual history on some level make the player 

engage with history seem clear. Many digital games feature historically situated avatars that 

navigate and interact with a representation of the past. The interesting question might not be 

simply “if”, but how digital games engage with the past, and how digital games interact with 

humans and their understanding of history.11  

 

 

 

 

 

 

 

                                                 
8 Gómez-Ejerique, C & López Cantos, Francisco. Application of innovative teaching-learning methodologies in the 

classroom. Coaching, flipped- classroom and gamification. A case study of success. Multidisciplinary Journal for Education, 

Social and Technological Sciences. 2019. 6. 10.4995/muse.2019.9959. 
9 Shieber, Jonathan, Video game revenue tops $43 billion in 2018, an 18% jump from 2017, Techcrunch, 2019. 

https://techcrunch.com/2019/01/22/video-game-revenue-tops-43-billion-in-2018-an-18-jump-from-

2017/?guccounter=1&guce_referrer_us=aHR0cHM6Ly93d3cuZ29vZ2xlLmNvbS8&guce_referrer_cs=FYm_f0Hnihh3uCQ

2xaYXCw (Accessed: 29-05-2019)  
10 Entertainment Software Association, Industry Facts, 2018. http://www.theesa.com/about-esa/industry-facts/ (Accessed: 

29-05-2019)  
11 Elliot, Andrew B.R & Kapell, Matthew, Introduction: To Build a past That Will “Stand the Test of Time” – Discovering 

Historical Facts, Assembling Historical Narratives, p. 9-10 

https://techcrunch.com/2019/01/22/video-game-revenue-tops-43-billion-in-2018-an-18-jump-from-2017/?guccounter=1&guce_referrer_us=aHR0cHM6Ly93d3cuZ29vZ2xlLmNvbS8&guce_referrer_cs=FYm_f0Hnihh3uCQ2xaYXCw
https://techcrunch.com/2019/01/22/video-game-revenue-tops-43-billion-in-2018-an-18-jump-from-2017/?guccounter=1&guce_referrer_us=aHR0cHM6Ly93d3cuZ29vZ2xlLmNvbS8&guce_referrer_cs=FYm_f0Hnihh3uCQ2xaYXCw
https://techcrunch.com/2019/01/22/video-game-revenue-tops-43-billion-in-2018-an-18-jump-from-2017/?guccounter=1&guce_referrer_us=aHR0cHM6Ly93d3cuZ29vZ2xlLmNvbS8&guce_referrer_cs=FYm_f0Hnihh3uCQ2xaYXCw
http://www.theesa.com/about-esa/industry-facts/
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1.2 Statement of purpose 

 

This paper will explore the potential of historical simulation to nurture historical 

consciousness in its players. A digital commercially available game will serve as the 

historical simulation. The potential of the game itself will be analyzed systematically through 

engaging with it directly as a researcher and player. Furthermore, in order to see if players of 

the game show signs of historical consciousness, written narrative material created by players 

in relation to the game will be examined.  

 

1.3 Research Questions 

 

Does the digital game Crusader Kings 2 have the potential to nurture historical 

consciousness?  

Can historical consciousness be identified in the player created narratives and discussions on 

the game’s official forums? And thereby show the games potential to nurture historical 

consciousness in its players? 
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2. Field of Research 

 

The potential for digital games to foster development in historical thinking has been studied 

in several essays and published articles. In the anthology “Playing with the Past” edited by 

Andrew B.R Elliot and Matthew Kapell, a foundational work in this research field, digital 

games as a facilitator of historical simulation is explored. 

It might seem enticing to study games the same way movies have been studied for decades. 

However, many researchers in the field argues that it is unfruitful to approach digital games 

as a research object in the same way that researchers approach passive media such movies. 

He points to the paradigm of ludology, which studies not the ready-made linear narrative or 

plot of games, but the “representations of ritualized and formalized rules within the game 

itself.”12 That is, the way game systems and mechanics as well as non-linear storytelling with 

significant player input, creates meaning when the player interacts with them. It is the study 

of the interaction between player and what is being played. 

A game is in its essence as a programmed piece of software, a collection of rules. In a 

historical game those rules try to correlate with what the creator understands history to be, 

usually based on the broadest generally accepted views in society. But when adding the ludic 

aspects, the interactions with the player, the play experience also has the potential to become 

what the player understands history to be. The player gets to choose, assemble and play the 

provided historical narratives, as well as create their own.13  

The issue of historical authenticity and games possibility to recreate it has been deliberated 

since the past century in research. The fields dominating position seem to coalesce around the 

simple point that perfect historical authenticity obviously is impossible, as with any 

recreation of the past, but also somewhat irrelevant. A game can strive for some sort of 

factual basis of construction, but as soon as it leaves the game studio and enters the hands of 

the players, historical authenticity goes out the metaphorical window. A linear narrative book 

might be able to better transmit an authentic history in some ways, but even these have 

limitations concerning authenticity. Leaving strict historical authenticity behind researchers 

such as Douglas N.Dow instead focus on how the “meaning” of factual history can be 

                                                 
12 Elliot, Andrew B.R & Kapell, Matthew, Introduction: To Build a past That Will “Stand the Test of Time” – Discovering 

Historical Facts, Assembling Historical Narratives, p. 17. 
13 Ibid, p. 18. 
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conveyed through games. In his study revolving around the historical setting of Assassins 

Creed II’s Florence he shows that while the game does not provide a perfect historical 

recreation of the renaissance city, it can transmit understanding of the setting and create 

empathy for the people’s lives to the player nonetheless.14 This, combined with Tom 

Apperleys article in the same anthology, can show how even abstract systems can create 

meaningful understanding of history. Apperley explains how historical simulation in a digital 

format works by turning historical concepts such as ideology, technology and historical 

agents into algorithms, through the game designer. 

These algorithms form the simulation that the player engages with. In a game that strives 

towards historical authenticity the player therefore engages with some version of history. 15 

The version of history presented is also not restricted to a single perspective or narrative. The 

nature of a historical simulation permits, or even requires, that the player challenge and 

discuss the world in which they find themselves. Facts and world states are shown to the 

player, which for certain genres often are based on actual source material,16 and the player 

must actively interact with these and make decisions as well as live with the consequences. 

According to historian Robert Houghton, historical simulation games opens up for the 

possibility for the player to think and in some ways work as a historian, which is a major part 

of Sweden’s history curriculum. Gathering information, deciding what to trust and creating a 

narrative is encouraged in many historical games.17 Historical simulation games built mainly 

for entertainment and profit naturally don’t provide the setting to actually work with 

exclusively factual history, but it is possible to imagine creating focused educational games 

that do, using similar mechanics to the kind of for-profit game that this essay study. 

Houghton also makes the point that historical games must adhere closer to factual history to 

be received as believable, compared other popular media formats. A movie can craft a single 

thread of narrative where all parts fit together snugly within the scope of the history to be told 

and be done with it. A movie doesn’t have any real need of justification or explanation of 

how it all worked out that way. A game on the other hand as an interactive medium cannot 

                                                 
14 N.Dow, Douglas, Historical Veneers: Anachronism, Simulation, and Art History in Assassin’s Creed II, In Playing with 

the past: digital games and the simulation of history, Kapell, Matthew & Elliott, Andrew B. R. (red.), Bloomsbury 

Academic, New York, 2013, p. 227. 
15 Apperley, Tom, Modding the Historian’s Code: Historical Verisimilitude and the Counterfactual Imagination, In Playing 

with the past: digital games and the simulation of history, Kapell, Matthew & Elliott, Andrew B. R. (red.), Bloomsbury 

Academic, New York, 2013, p. 194-195. 
16 Houghton, Robert. World, Structure and Play: A Framework for Games as Historical Research Outputs, Tools, and 

Processes. Práticas da História, no. 7, 2018, p. 16. 
17 Ibid, p. 15-16. 
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get away with this. Instead it must create systems and narratives (or encourage the player to 

craft their own narratives) that can handle the players actions. This demands sophisticated 

calculations and statistics, as well as models of behavior and world-building, that lead to 

outcomes that are internally consistent.18 

If a game lacks in this department, it is bound to receive criticism from players, and therefore 

to sell less copies, creating a feedback loop that encourages game developers to pay closer 

attention to the factual basis of their games. This potential attention to detail coupled with the 

research by Peterson, Miller & Fedorko which shows that historical simulation games are an 

effective way to learn contextual concepts from factual history. 19 Such as how winter impacts 

an army in the field or the importance of supply lines, or how different dominating ideologies 

can shape societies differently. They also argue that for educational purposes historical 

simulations opens up a different way to experience and work with history than “passively 

receiving historical representations” through texts. 20 This may help and inspire some students 

that otherwise find history dull or hard to absorb through traditional means.21  

 

Player action and counter-factual history is a significant topic of discussion within the field. 

Sceptics argue that since games that contain any sort of player choice leads to counterfactual 

history, which automatically makes it meaningless as a vehicle for history education. This 

might have held truer if the purpose of the history subject still was to simply and only learn a 

mass of book-form facts such names and dates, and the ladder of technological progression. 

The educators’ vision for today’s students are way higher than that though. Students are 

meant to not only think like historians, but to internalize history and its impact on today as 

well as tomorrow on a higher level. Tom Apperley argues that counter factual simulation and 

argument can foster higher levels of historical thinking in students. The future is not written 

in stone, and neither was the pasts future. History unfolded as it did due to myriad factors and 

actions by countless individuals. A historical simulation game can make this tangible for 

students. Counter-factual history play can also put the student in the position to reflect on 

                                                 
18 Houghton, Robert. World, Structure and Play: A Framework for Games as Historical Research Outputs, Tools, and 

Processes, p. 18. 
19 Peterson, Rolfe, Miller, Andrew & Fedorko, Sean, The Same River Twice: Exploring Historical representation and the 

Value of Simulation in the Total War, Civilization, and Patrician Franchises, In Playing with the past: digital games and the 

simulation of history, Kapell, Matthew & Elliott, Andrew B. R. (red.), Bloomsbury Academic, New York, 2013, p. 40. 
20 Ibid, p. 44. 
21 Jedvik, Hanna, Spel som pedagogiskt verktyg, Lärarrummet - Sveriges Radio. 2019. 

https://sverigesradio.se/sida/artikel.aspx?programid=4421&artikel=7208006 (Accessed: 29-05-2019) 

https://sverigesradio.se/sida/artikel.aspx?programid=4421&artikel=7208006
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historical evidence for what is happening on the screen according to Apperley.22 This 

reflection doesn’t just stay within the individual players mind but can be seen in other arenas 

such as internet forums and “modding” communities. Modding is done through altering or 

adding code to the game in order to change aspects of it. In forums and these communities 

Appereley sees a lot of debate about historical validity and feasibility. Some mods trying to 

make the game more (or less) historically accurate according to their understanding of 

history. 23 

To conclude, there have been a significant amount of studies within the field surrounding 

historical games and their ability to mediate history. The hurdles of the nature of games as 

popular media and inescapable counter-factual quality seem to have been solidly been 

climbed by the field. However, the relative newness of the field leaves much open for study 

and little empirical proof has been created for their efficacy to teach anything about history. 

There are also calls from within the field of historical game studies that call for research of 

how players understand and use the games. A majority of the studies done are only analyzing 

the digital game itself.24 This makes the purpose of this paper all the more relevant, as it will 

not only analyze the game but also material created by players. It will therefore offer to add, 

however limited, empirical evidence to the field. It also seems to be the first attempt at 

analyzing the potential for the specific quality of historical consciousness in a historical 

simulation, further heightening its relevancy to the field.  

 

 

 

 

 

 

                                                 
22 Apperley, Tom, Modding the Historian’s Code: Historical Verisimilitude and the Counterfactual Imagination, p. 189-190. 
23 Ibid, p. 194-195. 
24 Chapman, Adam, Foka, Anna & Westin, Jonathan. Introduktion: what is historical game studies? Rethinking History – The 

Journal of Theory and Practice, Vol. 21, Iss. 3, 2017. p. 365. 
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3. Theory, Method & Material 

 

3.1 Theory of Research 

 

A digital game based on factual history that tries to simulate the societal, cultural or 

technological mechanics of a given time period can be called a historical simulation. It is an 

interactive media that creates models of the world, with choice and foreseen as well as un-

foreseen consequences.25 Games that simply have historical settings or tell stories involving 

historical characters are not considered historical simulations. A simulation can be defined as: 

“attempts to represent reality (or an aspect of reality) as faithfully as possibly”26, and a 

historical simulation tries to simulate conditions of the past as faithfully as possible. 

The point of a simulation is rarely to reach a certain goal set up by the game. Instead it 

provides possibilities and systems that enable player choice and goal creation. It is an, albeit 

flawed, re-created slice of reality where complex play with historical settings is encouraged. 

The ambition for historical accuracy, or at least a reasonable approximation of it, is not only a 

mindset of game developers in this genre, but also expected by the players. A game that 

markets itself as authentic but ends up lacking too much in this regard is often panned by 

critics and players. 27 

Historical simulations naturally cannot be understood as legitimate historical representation. 

They do not and cannot teach the player the factual straight line of human history, because 

they are defined by player interaction and choice. Historical simulation does however work in 

tandem with factual history. They are defined by them, but as soon as the player engages with 

them they become counter-factual. No longer telling a story of actual history as it unfolded in 

our timeline, but instead telling a story of how things could have worked out differently if 

agents or conditions changed. This makes them suitable for nurturing the understanding of 

cause and effect, of historical consciousness, and what factors impact events in history.28 

                                                 
25 Peterson, Rolfe, Miller, Andrew & Fedorko, Sean, The Same River Twice: Exploring Historical representation and the 

Value of Simulation in the Total War, Civilization, and Patrician Franchises, p. 37. 
26 Köstlbauer, Josef, The Strange Attraction of Simulation: Realism, Authenticity, Virtuality, p. 171. 
27 Ibid, p. 171. 
28 Peterson, Rolfe, Miller, Andrew & Fedorko, Sean, The Same River Twice: Exploring Historical representation and the 

Value of Simulation in the Total War, Civilization, and Patrician Franchises, p. 37. 
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The concept of historical consciousness is seen as hard to define in concrete terms and 

complex to operationalize.29 The definitions revolve around variations on a mental process 

where the relationship between the past, the present and the future is understood and used. 

Some definitions also taking in the aspects of how moral and identity relates to the different 

temporal modalities and how history is used to create meaning.30 For example how morals 

can be different and change throughout history, and to understand historical actors through 

their morals and identity instead of your own.  

In order to understand how individuals express historical consciousness, and how it can be 

developed, Robert Thorp has created a theoretical framework to be used in study of historical 

media.31 It postures that historical consciousness can be detected through its manifestations 

from three different perspectives: narration, uses of history and historical culture. In Thorps 

view, building on the work of Jörn Rüsen32, the main way historical consciousness is 

performed is when creating narratives. Narratives is the way that history is conveyed. 

Creating a narrative with historical qualities, using aspects of time for example, equals 

making use of history. 

This use of history can enable studying an individuals historical consciousness. Of the 

different dimensions of use of history that Rüsen presents, the how-dimension is more 

relevant to this essay than the what-dimension. The what-dimensions different types of uses 

of history (existential, political, scientific etc.) that Klas-Göran Karlsson33 created may be 

less applicable to historical simulation, since it in significant parts revolves around 

counterfactual history, which would likely be classed as a non-use of history using this 

typology. The how-dimension using Rüsen’s typology frames uses of history into different 

ways how history is put into a narrative in order to achieve something and will be the more 

fruitful approach for this study. The four categories put forth by Rüsen are: traditional, 

                                                 

29 Thorp, Robert, Historical Consciousness and Historical Media - A History Didactical Approach to Educational Media, 

Education Inquiry., 5:4, 497-516, 2014, p. 497. 

30 Andersson Hult, Lars (2016) Historia i bagaget. En historiedidaktisk studie om varför historiemedvetande uttrycks i olika 

former, Umeå, s. 16. 

31 Thorp, Robert, Historical Consciousness and Historical Media - A History Didactical Approach to Educational Media, p. 

498.  

32 Rüsen, Jörn, Berättande och förnuft: historieteoretiska texter, Daidalos, Göteborg, 2004. 
33 Karlsson, Klas-Göran & Zander, Ulf (red.), Historien är nu: en introduktion till historiedidaktiken, 2., [uppdaterade och 

bearbetade] uppl., Studentlitteratur, Lund, 2009. 
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exemplary, critical and genetical narration, that in some fashion works as a progression from 

lower historical consciousness to higher.34  

When a user of history applies history to uphold tradition, narrating history as an endless 

waltz of repetition, it can be categorized as traditional. Time is eternal, and history is present 

in everything today using this narration, possibly to the point of being ahistorical. For 

example, using ancient Greece as a measure of, and frame of reference for, today’s society. 

The exemplary use of history means taking good or warning examples from history in order 

to affect action in the now for the future: “In the Holocaust millions of people were killed, we 

should teach children about the Holocaust, because those kinds of atrocities can never be 

allowed to happen again.” History is the teacher for life, historical morals can be/should not 

be our morals.  

When someone uses examples from history to criticize societies and cultures, be they 

historical or contemporary, critical narration is performed. It is a narration of changing the 

status quo and of judgement. For example, pointing to the crimes and failures of the Soviet 

Union or Mao’s China in order to criticize contemporary communist/socialist societies.  

The final category of Rüsen’s is the genetical narrative. Here the concept of change in history 

is central in the narration performed by the user. It is the understanding that change is and has 

been meaningful to peoples lives and the world. When a user explains how change affects 

people and society, and the impact of history on the change as well as its impact on the 

future, it is a genetical narrative. For example, explaining how and why a historical agent 

made a certain choice in a situation, based on the history surrounding the agent, and in 

relation to the future.  

Another way to understand and identify historical consciousness is through historical 

empathy. This term does not relate to traditional emotional empathy such as feeling bad for 

some historical atrocity. Instead it means to rationally understand agents from their own 

historical context, to understand why people acted the way they did and how they 

experienced their lives, as free as possible from contemporary bias. If a student, or anyone, 

can step away from their own perspective, and reason through the eyes of a person living in 

the past world, they show historical empathy. Both factual historical accounts and fictional 

                                                 
34 Rüsen, Jörn, Historical Narration: Foundation, Types, Reason. History and Theory, 26(4), 87-97, 1987. 

doi:10.2307/2505047. p. 90-93. https://www.jstor.org/stable/2505047 (Accessed: 22-05-2019)  

https://www.jstor.org/stable/2505047
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narratives may develop this skill according to didactical researcher Magnus Hermansson 

Adler. 

Combining historical accounts with the possibilities provided with fictional accounts uses 

student’s imagination to develop historical empathy. 35 Factually correct historical accounts 

provides knowledge of the history that rules the student’s world. But since we cannot go back 

and see what actually went through historical agents minds, it might be difficult to develop 

historical consciousness strictly using these kinds of material. Fiction creates a way for 

students to train their ability to understand real historical characters actions through their 

eyes. 36 

This paper will combine both Thorps views on, and Rüsen’s theories of, historical 

consciousness, as well as Hermansson Adler’s work on historical empathy as a theoretical 

basis for analysis.  

 

3.2 Research Method 

 

To simply play and enjoy a game and to study it in a scientific manner are very much 

different things. In order to analyze digital games in a rigorously scientific manner, and to get 

to the deeper meanings of the game, many different methods have been created by 

researchers. This essay will broadly follow the method presented by Mia Consalvo and 

Nathan Dutton in “Game Studies”, The International Journal of Computer Game Research 

(2006),37 which is supported by, among others, The Swedish Research Council. This method 

aims make games available for forms of textual analysis by break down the experience 

available to the player that the game provides into its constituting parts. This method opens 

up for analyzing not only the games explicit narrative and text, but also its “ludic” or 

gameplay features and systems, as well as the players interaction with them. 

A basic premise of this method is that in order to study a game, the researcher must play the 

game. This might seem obvious to some, but there are researchers who claim that a digital 

                                                 
35 Hermansson Adler, Magnus, Historieundervisningens byggstenar, Liber, Stockholm, 2014, p. 194. 
36 Hermansson Adler, Magnus, Framtidens historia: Ämnesdidaktiska utmaningar för en ny historieundervisning. Liber, 

Stockholm, 2009, p. 120. 
37 Consalvo, Mia & Dutton, Nathan, Game analysis: Developing a methodological toolkit for the qualitative study of games.  

Game Studies, the international journal of computer game research, Vol. 6, Issue 1, 2006. ISSN: 1604-7982. 

http://gamestudies.org/06010601/articles/consalvo_dutton (Accessed: 03-05-2019)  

http://gamestudies.org/06010601/articles/consalvo_dutton
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game can be studied like a movie simply by watching it or reading the explicit plot. Doing so 

would miss a huge part of what makes digital games interesting from not only a scientific 

point of view, but from an educational point of view. The potential for digital games to be 

used in formal education arguably lies in its ludic aspects,38 and therefore a method which 

takes these into account is the most appropriate. Consalvo and Duttons approach splits a 

game into four categories, each containing certain aspects of a game: Object Inventory, 

Interface Study, Interaction Map and Gameplay Log. This is done through playing, and 

replaying the game, to familiarize yourself with the game systems, narrative content and 

possibilities.  

The Object Inventory refers to the objects or other valuable assets that the player may collect, 

as well as how and why it can be used to impact the game experience. Examples can be 

swords for defeating enemies, gold to purchase other items or monster trophies to be turned 

in for a quest. For this category the researcher is encouraged to carefully observe and list the 

variety of objects that the game expects the player to interact with. The way these objects are 

interacted with through the game systems can in turn show for example what ideologies a 

game might be imparting on the player. If a game set during colonial times let the player use 

gold to purchase materials or weapons but not slaves for example, it might point to an 

underlying ideology or moral stand. Studying objects and how they function can also 

illuminate how the game claims the world to work, what is needed to get what, who has 

access to what et cetera. The objects contained in the game can possibly reveal the games 

view on history and how history is made.  

Interface Study refers to just that, studying the interface of the game. A games interface is 

any and all elements of explicit visual information that is provided to a player during the 

game. Elements such as the in many genres’ ubiquitous health bar or information about what 

resources are available to the player, as well as buttons and sliders for the player to interact 

with the games interface. 

Strategy games, such as Crusader Kings 2, often relies heavily on complex interfaces in order 

to provide myriad information and options for player interaction. CK2 in particular is a game 

where the interface is dominating the player experience. The constant trial for game 

developers is to provide a user-friendly interface that still provides the complexity that the 

                                                 
38 Elliot, Andrew B.R & Kapell, Matthew, Introduction: To Build a past That Will “Stand the Test of Time” – Discovering 

Historical Facts, Assembling Historical Narratives, p. 17-18. 
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player demands. This category is likely to reveal the potential for fostering historical 

consciousness, as it is through the interface that information about past events and the current 

situation is displayed, as well as the choices for the future are navigated.  

In the Interaction Map category, the games interactional relationships are made explicit. Here 

the various interactions and choices available to the player is presented, with other players or 

the characters/entities and systems. It is virtually impossible to map out all the interactions 

possible in a modern game, especially in such a dense game as CK2. The researcher must 

therefore make a qualitative judgement on what interactions are a) relevant to their research 

question, and b) what the most significant interactions are. The interactions between 

simulated characters as well as the player makes visible the dynamics of the simulated world, 

and how the world changes over time through interaction by either the player or virtual 

entities within the game. A game where the only interactions are “point gun and shoot bad 

guy” says something about that game but makes it less interesting for educational purposes. 

A simulation game such as CK2 with a multitude of interactions possible at any given 

moment depending on many variables makes it both harder to analyze and possibly more 

interesting for educational purposes. The interaction map is likely to be intimately connected 

to how historical consciousness is digested by the player, as it is through the interactions 

towards to player, and the player towards the game entities that creates change and 

consequence in the game world.   

 

In the final category called the Gameplay Log the emergent and meta-level aspects of a game 

is sorted. Examples of emergent elements in a game might be things the player does to 

“break” the game or perform actions that the game developer might not have intended to be 

possible. Concepts such as “saving”, to create a save state from which a player might resume 

their play after a defeat, also go into this category. Intertextual references to other media 

forms are also explored here, as well as the games genre or more abstract “larger picture” of a 

game. Here use of factual history might be revealed in different forms, as well as how the 

game conceptualizes the flow of time.  

The research workflow for this material will work in the following fashion. I as the 

researcher, who has extensive prior experience with this game as a player, will start a new 

fresh game of Crusader Kings 2 using the most historically correct (labeled “Historical” in 

the game settings) or by the designer “intended” settings of the game. This includes among 
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other things the so called “Ironman Mode” setting, which is needed in order to earn 

“Achievements” in the game. What this means for the game will be explored in the analysis 

section of this essay. There is no reloading to undo a bad choice. All expansions that has been 

released to the game will be active, providing the most the game has to offer. I will apply the 

above described method by noting down different aspects into the fitting categories as they 

are made apparent within the game. 

By systematically sorting the game into these categories it will be possible to analyze the 

game on a deeper level, in order to find the potential for the game to nurture historical 

consciousness. The categorization according to this method will not be presented in the 

results section of this paper, because its form, quantity and illegibility makes it unsuitable. 

Instead the results will be presented after analysis of the deconstructed game. Examples of 

play where the most relevant parts, as identified with the above method, that have the 

potential to train historical consciousness will be presented.  

 

For the other set of materials, the forum published “After Action Reports”, a textual analysis 

is made in order to find signs of historical consciousness in the fictional stories the players 

create through their play experience. Firstly, applying basic investigative questions to the 

material, such as identifying style of narration and the presence of factual history in the 

context provided. Secondly and mainly, the analysis is based on the proficiency goals laid out 

by Sweden’s National Agency for Education for the compulsory main history course in high 

school (History 1b). The following paraphrased translation shows the portion of these goals 

that can be summed up as historical consciousness (italicization marking different levels of 

proficiency):  

The pupil can briefly/with detail/with nuance describe processes of change, events and 

people during different time periods as well as different interpretations of them. Also, 

the pupil can briefly/with detail/with nuance describe the course of events and processes 

of change, as well as their cause and effect.  

The pupil presents examples of some individuals and explain briefly/with detail/with 

nuance their impact on different events. 

The pupil presents simple/with detail examples of, and explain simple/with detail, the 

connection between events in the past and their relation to the present. Also, the pupil 
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can draw simple/well-founded/ nuanced conclusions about the significance of events in 

the past and conditions in the present and their impact on the future.39 

I will use these goals as a basis to methodically evaluate the “After Action Reports” to 

identify historical consciousness, with the aid of the theories of historical consciousness laid 

out earlier. 

Five years of teaching education and practical work with this very activity will guide my 

work here. If historical consciousness can be identified on a meaningful level in a big part of 

this material, it can point to the potential for this kind of digital game to be used as a tool to 

work with and foster historical consciousness. A limitation of this method is that it cannot 

prove that it is the game that is the catalyst for this skill, as it is not a randomized controlled 

trial. However, it can show that historical consciousness is presented by the player of the 

game wholly unprompted from a teacher. If this proficiency is presented, trained and used in 

this informal setting, it lends to reason that this sort of historical simulation could be used in a 

formalized educational setting.  

Combining the results of the analysis of the potential inherent in game with the analysis of 

the texts that are players outputs from the game, will let me discuss the games potential in 

relation to training historical consciousness as a whole.  

 

                                                 
39 Skolverket, Ämne – Historia. Stockholm. 2011. https://www.skolverket.se/undervisning/gymnasieskolan/laroplan-

program-och-amnen-i-

gymnasieskolan/gymnasieprogrammen/amne?url=1530314731%2Fsyllabuscw%2Fjsp%2Fsubject.htm%3FsubjectCode%3D

HIS%26tos%3Dgy&sv.url=12.5dfee44715d35a5cdfa92a3 (Accessed: 14-05-2019)  

https://www.skolverket.se/undervisning/gymnasieskolan/laroplan-program-och-amnen-i-gymnasieskolan/gymnasieprogrammen/amne?url=1530314731%2Fsyllabuscw%2Fjsp%2Fsubject.htm%3FsubjectCode%3DHIS%26tos%3Dgy&sv.url=12.5dfee44715d35a5cdfa92a3
https://www.skolverket.se/undervisning/gymnasieskolan/laroplan-program-och-amnen-i-gymnasieskolan/gymnasieprogrammen/amne?url=1530314731%2Fsyllabuscw%2Fjsp%2Fsubject.htm%3FsubjectCode%3DHIS%26tos%3Dgy&sv.url=12.5dfee44715d35a5cdfa92a3
https://www.skolverket.se/undervisning/gymnasieskolan/laroplan-program-och-amnen-i-gymnasieskolan/gymnasieprogrammen/amne?url=1530314731%2Fsyllabuscw%2Fjsp%2Fsubject.htm%3FsubjectCode%3DHIS%26tos%3Dgy&sv.url=12.5dfee44715d35a5cdfa92a3
https://www.skolverket.se/undervisning/gymnasieskolan/laroplan-program-och-amnen-i-gymnasieskolan/gymnasieprogrammen/amne?url=1530314731%2Fsyllabuscw%2Fjsp%2Fsubject.htm%3FsubjectCode%3DHIS%26tos%3Dgy&sv.url=12.5dfee44715d35a5cdfa92a3
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3.3 Material and Limitations 

 

So, what makes Crusader Kings 2 (CK2) in particular interesting as a game for study? It is a 

game where the flow of time is central. Time moves ever forward (unless paused), in a speed 

chosen by the player. Months can flow by in seconds or crawl forward day by day. The game 

is set in a factual historical setting and tries to simulate the medieval world on a systems and 

power level. It is produced by a studio in Stockholm, Sweden. It released in 2012 and within 

2 years its sales had reached 1 million units sold, a very respectable number for the genre, 

with numbers later than that being unavailable. 

The game still receives periodic updates in the form of “expansion packs” that add systems, 

cultures, land and time periods to the game. The latest one of which released late in 2018, 

adding mechanics such as sainthood and expanding on the titular crusade events. The games 

vision is to simulate the historical setting of the European (as well as Asian and African) 

middle ages. The time period open for play is set between 769- and 1453 A.D, encompassing 

every phase of the classic medieval time periods. The player is free to choose a starting time 

of their choosing, and the game unfolds from that moment in time. 

The role of the player is as a ruler who is a member of a noble dynasty. Some players may 

view this character as a puppet they control externally. Others might “mantle” this character, 

metaphorically dressing in their clothes and character attributes, roleplaying the character the 

game provides. The player can choose to start as a, relatively, lowly chief of a small county in 
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northern Scandinavia, or as the emperor of a French empire, or indeed an Indian Moghul. 

Controlling this initial ruler, the player is free to set their own goals to pursue. This can be to 

modestly try and increase the size of the controlled realm, or to create a new historical 

kingdom, or to perform forms of cultural or religious cleansing and unification. 

Other interesting goals can include trying to change the succession laws and status of women 

so that women can enjoy equality of power in the realm, reforming a religion, or outlandish 

ideas such as turning the Pope into a believer of the Tengri steppe-god. There are no win 

conditions set by the game, no explicit reward for accomplishing the players self-selected 

goal. The satisfaction comes from planning out and through hardship, cunning and 

knowledge of the world and its systems reaching the self-created goal. The only way to 

receive a “game over” that prevents progression is if the leader you are currently controlling 

have no legitimate heirs of their own dynasty to inherit a noble title after their death. When 

the controlled character dies, the player starts controlling the main heir of the diseased ruler. 

It is a game of relationships between rulers and rulers, and rulers and their subjects, and 

family dynamics. Also, diplomacy, intrigue and stewardship as well as warfare and religion. 

These concepts are in fact the games primary statistics that a character can possess, abstracted 

into a number that can be higher or lower, representing that character’s skill in different areas 

of action. It is abstract in its representation of its historical setting, in the sense that it is 

heavily systems based, with many sliders, boxes and numbers to represent various concepts. 

There are narrative hooks and traditional written events that occur sporadically that the player 

may chose paths for roleplaying purposes or resource gains (or loss). The main graphical 

elements are a map of the world as well as character portraits, mostly in two dimensional 

representations. 

From a first glance the game seems to be centered around looking at and navigating a color-

coded map of the world, split into counties and other entities. Having learnt the game and 

grasped what it is “actually” about it, the map fades from focus and instead the player sees 

the relationships and powers “behind” the map. The substance of the game lives inside the 

player mind, in the form of narratives and characters.  

The analyzed material for this part of the study is one playthrough of the game, using a 

recommended starting setting, as well as using as historical or default settings as possible. 

Aiding my understanding of this material are the several hundreds of hours I myself have 

played this game, therefore already being quite familiar with it as a player if not a researcher. 
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A few screenshots from a part of this playthrough will be provided in the Attachments section 

of the essay, and a more substantial selection can be found at the following link, showcasing 

decisions on events and characters: 

https://drive.google.com/open?id=123O5qVeUNYQ9znZxNJgmZdHCmd2RyO5l  

 

The other material that this paper is engaging with is the so called “After Action Reports” that 

are posted in the game’s official forums.40 These are often quite lengthy texts produced by 

players that describe and narrate the sequence of events that occurred in their game. 

Obviously counter-factual, but seemingly almost always explicitly touching upon and relating 

the events to factual history. They often declare an overarching goal, or an idea about a 

specific starting location and time period that would be interesting to explore. These kinds of 

reports have been the research object of other studies, in a “sister-game” to CK2.41 

Since there are by far too many of these reports to analyze a demarcation and selection must 

be made. This essay will analyze a few of the most viewed reports on the forum, that is the 

reports that have between roughly 350.000 and 100.000 views. This method of limitation 

provides a sample material that are likely to be among the most well-written or in other ways 

engaging narratives. One can claim that these are the examples that the most people are 

interested in reading. This does not guarantee that these are the most likely to contain 

historical consciousness. However, it may make it more likely to contain more advanced 

historically themed writing than the average AAR. 

Since this papers purpose is to investigate the potential of the historical simulations ability to 

train historical consciousness, it seems likely to believe that this potential would be found in 

what, quantitatively, seem to be the most appreciated narratives. The choice was made to 

exclude AARs created by developers of the game, as well as one special case that outlined 

itself as a science fiction story with time travelers trying to change history. Another limitation 

has been made due to the enormous length of some of these AARs. They can reach into the 

hundreds of posts, every post filling up to several pages. The introductory and early posts, as 

well as sporadically reading a few later posts will be done, enough to satisfy if historical 

                                                 
40 Paradox Interactive, Section of the Crusader Kings II official game forum: Crusader Kings II – After Action Reports 

(AAR), Stockholm.  https://forum.paradoxplaza.com/forum/index.php?forums/crusader-kings-ii-after-action-reports-

aar.684/&order=view_count (Accessed: 28-05-2019) 

41 Apperley, Tom, Modding the Historian’s Code: Historical Verisimilitude and the Counterfactual Imagination, p. 191-192. 

https://drive.google.com/open?id=123O5qVeUNYQ9znZxNJgmZdHCmd2RyO5l
https://forum.paradoxplaza.com/forum/index.php?forums/crusader-kings-ii-after-action-reports-aar.684/&order=view_count
https://forum.paradoxplaza.com/forum/index.php?forums/crusader-kings-ii-after-action-reports-aar.684/&order=view_count
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consciousness is present, and that roughly the same style of presentation lasts throughout the 

AAR.  

 

4. Results and Analysis 

 

Due to the unorthodox nature of the material, the research and analysis section are combined 

in this paper. This way the account of how the game works and progresses can be intertwined 

with the analysis of it directly, hopefully letting the reader comprehend the intended 

significance more easily. The historical simulation and analysis of the After Action Reports 

are kept apart for this section, and are united in the concluding discussion.  

 

4.1 Historical Simulation 

 

Analysis of the digital game Crusader Kings 2 have been done through playing the game and 

applying the method of deconstruction described in the appropriate chapter. The results of the 

methodological “raw material” will not be presented here. Instead, the results for the 

historical simulation will be presented using an illustrative example of a procedure of play 

and narrative created through playing the game for analysis. It describes the choices and 

factors to consider as a player, that has the potential to train historical consciousness.  

 

The starting setting was the year 1066 and the character chosen to embody was William the 

Conqueror, also known as William the Bastard. A historical character that went on to become 

king of England through conquest. The year 1066 was the starting year for his campaign to 

do so. It was therefore interesting to try and recreate this feat, and the game has this character 

as a recommended character to play, giving an historical introduction to him:  

“William the Conqueror, a descendant of the Viking chief Rollo, became duke of 

Normandy at a very young age, a situation compounded by the fact that he was also a 

bastard. Early on he was constantly being used as a pawn by rival factions in the duchy, 

with a succession of his guardians being murdered. Once he reached adulthood, he faced 
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years of warfare in order to take full control over his duchy, eventually emerging 

victorious. In 1066 he successfully invaded England to press a claim on the English 

throne. He spent the remainder of his reign consolidating and reforming his new 

kingdom in the face of sometimes fierce opposition.”42 

This background provides added historical context to the player, a way to orient themselves 

with the character and possible ways to play. With the setting chosen the game starts, leaving 

what happens in this approximated simulation of medieval Europe up to the player, as well as 

the myriad other computer-controller characters.  

The player needs to orient themselves with their given context. They need to learn who the 

character they inhabit are, their strength and weaknesses as determined by their different 

randomized character traits. Traits such as Gregarious makes a character more adapt at 

diplomacy and have an easier time gaining a positive opinion of them from other characters. 

Traits such as Dull, Wroth or Hunchbacked have generally a negative impact on the 

characters capacity to handle situations. Most traits have both positive and negative effects 

and open up for the opportunity to roleplay the controlled character according to their traits. 

The traits also work as an important cue for the player to understand and predict behavior of 

other computer-controlled characters in the world. Would this character make a good 

Spymaster in my ruling council? Or will he betray me and potentially murder me or my heirs 

for his own gain? His traits may point to the likelihood of this. A “Devious” Spymaster may 

make him effective at his job, but also untrustworthy. But if they also have the “Loyal” trait 

or have been made a Eunuch, limiting his dynastic ambitions, it may be a safe choice. Traits 

become even more important when you consider the only way a game can end. When the 

controlled character dies, control is passed on to that character’s primary heir. This is usually 

the oldest son but can also be a daughter or another character of your dynasty dependent on 

the current succession laws. If your primary heir is of another dynasty for some reason (often 

that another character has a stronger claim than your heir to your last remaining landed title) 

the game declares “Game Over” and you lose the game. 

This means that creating children is paramount to the player, and creating children with 

positive traits is very attractive, since you hopefully will control one of them after your 

current character dies. This easily leads the player to want a certain offspring to inherit, due 

                                                 
42 Paradox Development Studio, spring update 2019, Crusader Kings 2, Digital game for PC, Paradox Interactive AB, 

Sweden. 
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to their superior traits, which leads to trying to disinherit other potential heirs. In the example 

of William the Conqueror, he has several children with the second and third son possessing 

the most favorable traits. The oldest and therefore primary heir according to the realm’s 

succession laws on the other hand possess several negative traits such as a poor education, 

Dull, Slothful and a lisp. All traits that impact the characters statistics negative. If the player 

had to mantle this character, to control him, he would have a very hard time keeping his 

realm in order due to poor diplomacy and stewardship, as well as other characters disliking 

him.  

 

What traits a child get are random while growing up but are influenced by a number of 

factors. The traits of the father and the mother being one, the chosen educator (a mechanic in 

the game) another and events throughout childhood a third. 

Here a very clear and interesting potential case of historical empathy can be seen in the 

player. Since one of the only major things to impact future controlled characters are the 

chosen spouse of the ruler, this means that finding a suitable spouse is a very important 

activity. A marriage is not only an opportunity for political alliances, but for, pardon the term, 

breeding. Good traits of a spouse also impact the effectiveness of the ruler, adding their 

statistics to the ruler’s total. 

These three factors combined, with the addition of any purely roleplaying considerations, has 

the potential to create the mindset that might liken that of a medieval ruler where the norm is 
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arranged marriages. Marriage was possibly for many seen as a power tool in history, as 

compared to majority culture in say Sweden. If the player stops and reflects what they are 

actually doing when selecting between potential computer-generated characters as suitable 

spouses, they may get a glimpse of what it was like to live and act in that historical context. 

This is historical empathy, which is a good indicator and major part of historical 

consciousness. Another example of a small but interesting and somewhat problematic system 

that have the potential to create historical empathy is how the game simulate Jews. This in the 

sense of understanding why historical characters acted in certain ways and not empathizing 

with or condoning the actions. Jews do exist as a culture and religion like any other in the 

world, but without any dominion. While it would be possible, if extremely hard, to counter-

factually create a realm of majority Jews with a Jewish leader in the medieval ages, this is not 

how Jews are most visible in this historical simulation. All Christian rulers have on their list 

of possible actions the option to take out a loan from Jewish moneylenders, in exchange for a 

high interest to be repaid later at their own choosing. All it costs in addition to that is that the 

player lose opinion with members of the Christian church you adhere to. 

This is a very tempting option to use, especially during war-time when risking going into 

negative Wealth, making your armies lose morale. A quick click with the button and the 

player nets a tidy sum of gold, to be repaid later in peacetime. Or, the player may decide that 

they would rather keep the money. In which case the option to “Expel the Jewry” may be 

chosen. In game-terms all this means is that you do not have to repay the loan you took out, 

but you may no longer take any more loans until you let the Jews return to your lands. What 

this portrayal means on a different level could be examined in another paper, but here I argue 

that it could possibly put the player in the mindset of a medieval Christian ruler. That Jewish 

banks existed, and that they loaned money to rulers happened in history. That Jews where 

expelled from lands did also happened. Why did it happen? Possibly because they were just 

another tool, a quick fix to get funding for some project or war. 

Abstracted away in its own way for the rulers making these decisions. This simple simulation 

has the potential to create historical empathy, or at least a more basic understanding, for why 

people in power could treat an “other” group so harshly. Teaching this mechanic may also 

inform the treatment of Jews historically in a broader context when talking about the 

holocaust, that the roots to that tragedy lay in a long-term othering and systems of power.  
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The player needs to learn the present context surrounding their character, in order to make 

effective choices for the future. Both in terms of setting attainable goals for the playing of the 

game, but also to succeed in reaching these. This clear show of historical consciousness is 

done through understanding the history of the world in two major ways. Firstly, factual 

history plays a part in setting goals for the game. The default settings for the game is that 

geopolitical entities such as kingdoms, duchies and empires are “de jure”, that is they 

conform to real historical entities. 

If the player wants to create a kingdom they may create the Kingdom of France provided they 

control enough land that historically formed France. This may be done in wholly counter-

historical ways and timeframes, and may change geography over time, but it approximates 

the historical reality. They may not form the Kingdom of “Whatever”, although renaming 

kingdoms is possible after the fact. Cultural phenomena such as religion and cultures of 

people, and all characters have at least one religion and culture, also approximate historical 

conditions. 

The player must understand these things in order to set their goals. Is it feasible for a Catholic 

Norman feudal duke with a big army, with a strong claim on the English throne through 

family bonds to strive to claim the said throne? Yes, probably. Is it feasible for a Slavic pagan 

tribal county chieftain to do the same? Not likely. Culture, religion, power status, resources 

and legal claims, amongst other factors, form a context that the player must understand and 

consider when choosing a goal, or risk a swift game over. Here in the realm of the counter-

factual in relation to actual history, Rüsen’s critical aspect of historical consciousness 

becomes relevant to discuss.  

In order to set achievable and interesting goals, the player is helped by relating the game to 

factual history. Many goals can start with a question or statement such as: “Wouldn’t it have 

been interesting if the Iberian Peninsula had remained Muslim during the middle ages and 

beyond? Why didn’t it and what could have happened differently to make it so? What 

impacts would that have had?” This is what Rüsen calls the critical form of historical 

consciousness, where the current understanding or dogma, or reality, is questioned and 

analyzed. It is through this counter-thinking that the arguably highest form of historical 

consciousness, the genetical, can be formed according to Rüsen.43  

                                                 
43 Rüsen, Jörn, Historical Narration: Foundation, Types, Reason, p. 92-93. 
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Secondly, the player must relate to and understand the history of the counter-factual world 

the game exists in. As the game progresses, as the player and computer-controlled characters 

make choices, the history of the game world unfolds. As the in-game years tick by choices 

gets compounded with choices, creating effects can be hard to ascertain. 

The simulation contains hundreds of agents controlled by the algorithms in the game code. It 

is thereby not only the players choices that have impacts on the future of the game world, but 

the actions of manifold characters with their own computer-generated ambitions according to 

their context and traits. The player must try to read this flow of change, of cause and effect, 

and to make appropriate choices and plans to succeed in their future goals. The actions of 

other agents become even more important to consider when, as is often the case in many 

settings, the player have lieges above them in the power structure that are computer-

controlled. Your feudal liege lord limits the players own power to act sovereign. They must 

work to stay in the good graces of their superior, or indeed work to topple your liege and 

maybe claim the title for yourself. 

 

In this example of play, using William the Conqueror as the mantled character, my ambition 

as a player was to fulfill his historical feat of claiming the throne of England. In order to 

launch a war of conquest, a “casus belli” needs to be established. Unlike in many other 

strategy games, in CK2 wars cannot be launched by anyone unless there is a justification for 

the war, according to the culture that be. 

Catholic feudal rulers have different available justifications to launch a war than a Muslim 

Arab Sultan or tribal Sami chieftain. Unlawful wars can in some cases be launched, but they 

incur heavy penalties like risk of revolt or other powers in the world viewing you as a threat 

and teaming up against you. This system has the potential to train the player in historical 

consciousness in the following way. In order to establish a casus belli, a justification for war, 

the player must consider what their options are based on their context. The context is created 

both through approximating factual history as well as the in-game counter-factual history. 

When the player has identified possible avenues, they choose a path and strive to make 

decisions that form the future into a state where the casus belli is possible to enact. This is a 

process that may take dozens of small actions over a period of both in-game and real-world 
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time: What characters in the world have claims on the title and land that I covet? How can I 

make them part of my loyal followers or family, so I can press their claim? Can I launch a 

holy war due to differing religions? What are the implications of enacting a holy war, may it 

have negative consequences later? Is it feasible for a numerically superior tribal army of light 

infantry to defeat mounted cavalry from a feudal society? What happens if I fail? These are 

the kinds of questions a player may ponder on. The potential for training what Rüsen calls 

genetical historical consciousness seems high here. To understand on a deeper level how 

change and historical events work in tandem with characters and motivations.44 

In the example of William the Conqueror, the casus belli for launching a war for the 

Kingdom of England is already provided by the historical context, he himself possessing a 

strong claim on the title. I as the player simply have to launch the war and raise my personal 

troops and the levies of my subjects in the Duchy of Normandy. 

 

In order to win this war, the player armies must defeat opposing armies as well as lay sieges 

to enemy castles and towns, conquering territory until a certain threshold for surrender is 

reached. This is done through many battles and maneuvering the map, trying to fight in 

favorable terrain and against inferior numbers. Mercenaries can be recruited to bolster the 

controlled forces power significantly, but costing equivalently amounts of “Wealth”, the 

games primary currency. The weighing between using this advantage to secure a victory at 

the cost of future financial issues is paramount. Mercenaries cost so much wealth as to 

                                                 
44 Rüsen, Jörn, Historical Narration: Foundation, Types, Reason, p. 92-93. 
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quickly bankrupt a small realm over the few in-game years of fighting a war requires. This 

may create cascading effects that may lead to utter ruin for the player.  

The war proceeds well for William, almost securing his victory after a long war. Right before 

being able to enforce his demands upon the current English king something quite ahistorical 

happens. Somehow, the king of Norway is able to enforce his demands upon the English 

crown first through his separate war, claiming the title of King of England, likely due to 

England sending the bulk of its forces over to France to counter the invading William. This 

event causes the player to fight the King of Norway and now England for his claim. With 

my/Williams forces already heavily weakened after an underdog fight against king Harold II 

of England, the war against king Harald IV ‘Hårdråde’ of Norway goes poorly, ending in 

surrender. 

William the Conqueror, or now more aptly the Bastard, wounded, angry and defeated must 

return to the continent without a crown and with an army in shambles. He will in the future 

aim for other goals, starting an ambition to instead claim the Kingdom of France. Through 

political machinations and assassination, putting him in the regency of a weak boy-King of 

France, he fabricates a claim on the Kingdom of France and launches a war to do so. Again, 

victory almost in his grasp, he is killed on the battlefield leading his troops. Having failed to 

change the order of succession to a more competent heir, he leaves his inept eldest son to 

inherit his primary titles and be controlled by the player.  

As the incompetent son of a traitor and rebellion leader, his rule is ineffective and short, soon 

leading to a game over for the player. Through a historical background, and context of the in-

game world, I as a player oriented myself in the present (the game start), towards a 

reasonable future goal, changing goal when the first becomes unattainable. After many 

decisions and planning to reach the goals, using the in-game history and context, the goals 

were unmet and ended in failure. The how and whys can then be analyzed and learned upon. 

This playthrough lasted only a few hours, with longer campaigns easily lasting tens or 

hundreds of hours of real world time.  

This is an example of a counter-factual historical progression of events, that are based on a 

historical setting and systems, populated with approximations or at least ideals of historical 

characters and their ambitions. It shows how things could have turned out differently if things 

went slightly differently in actual history, letting the player consider why and how history in 

our world went the way it went. The limited examples given here show a few ways that 
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historical consciousness can be developed through play in a historical simulation. When a 

game lasts for hundreds of in-game years, the history has the potential to become even more 

apparent and grasped by the player, when the feuds between dynasties and kingdoms create 

an internal long-term history of their own. After a game has ended for some reason, the 

player may consciously or subconsciously reflect on why things went the way they went. 

Aiding this is the games “Chronicle” feature, that shows up in the event of an end of game.  

Here every mayor event and character that formed that playthrough is shown as a chain of 

events, with some light narration added to fill out the story. What the player picks up here of 

accomplishments and failures may inform decisions in future games, they learn from the 

history of the games they have played. Therefore, on this meta-game level there is also a 

potential for training historical consciousness. The players past games, their history with the 

game, informs their understanding for future games.  

 

4.1.1 Overall results for the historical simulation 

 

To summarize, the historical simulation in the digital game Crusader Kings 2 has the 

potential to train the skill of historical consciousness in the player in several aspects of the 

game. It seems to mainly, though not only, be through the players creation of narratives to 

make sense of the systems where the potential to foster historical consciousness lies. This fits 

well with Rüsen’s theory of narrative and different forms of historical consciousness.45 

Not included above are the many examples of systems that do not seem to have this potential, 

such as the sparse and simplified technology system. It is also likely that this potential only 

becomes effective if consciously reflected upon by the player, not unlike many other systems 

for learning in more formal settings. Overall, this seems to conform to Tom Apparelys 

findings about digital games potential to foster historical consciousness.46 

 

 

                                                 
45 Rüsen, Jörn, Historical Narration: Foundation, Types, Reason, p. 90-93. 
46 Apperley, Tom, Modding the Historian’s Code: Historical Verisimilitude and the Counterfactual Imagination, p. 189-190. 
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4.2 After Action Reports  

 

For this material category, six of the hundreds of “After Action Reports” was chosen for 

analysis. The most viewed ones on the forum was selected and will be presented in order of 

viewership. The most read one has over 350.000 views, the others between this and roughly 

100.000. The analyzed narratives of three of these will be presented as short summaries of the 

findings in each AAR as related to the purpose of this paper: recognizing historical 

consciousness in this material.  

Due to space limitations, and to limit repeated statements that are valid for all examples 

regarding their fulfillment of goals, the first example will give a more complete description of 

how the educational agency’s goals relate to the example. Only three of the six analyzed 

AARs will be presented below. The three AARs not present below are found in the following 

footnote47, and support the conclusions drawn from the presented AARs. Citations from the 

analyzed AARs will be shown under the italicized name, to provide examples for the reader 

of lines that show historical consciousness, although the limited ones provided here may not 

alone back up the conclusions drawn after analysis of the bigger whole. An overall summary 

will be made at the end.  

 

 

                                                 
47 Firespread, Imperial Blood: A CK2-Stellaris Megacampaign, Discussion in: Crusader Kings II – After Action Reports 

(AAR), Paradox Interactive AB, 2017. https://forum.paradoxplaza.com/forum/index.php?threads/imperial-blood-a-ck2-

stellaris-megacampaign.1004116/ (Accessed: 28-05-2019) 

tpmcinty, Whiteshirts of England: A History of the Hvitserk Dynasty of Jorvik AAR, Discussion in: Crusader Kings II – After 

Action Reports (AAR), Paradox Interactive AB, 2017. https://forum.paradoxplaza.com/forum/index.php?threads/whiteshirts-

of-england-a-history-of-the-hvitserk-dynasty-of-jorvik-aar.1028954/ (Accessed: 28-05-2019) 

coz1, The Rightful King, Discussion in: Crusader Kings II – After Action Reports (AAR), Paradox Interactive AB, 2016. 

Page 6, Post 103. https://forum.paradoxplaza.com/forum/index.php?threads/the-rightful-king-book-the-first-on-the-house-of-

wessex.972413/ (Accessed: 28-05-2019) 

 

https://forum.paradoxplaza.com/forum/index.php?threads/imperial-blood-a-ck2-stellaris-megacampaign.1004116/
https://forum.paradoxplaza.com/forum/index.php?threads/imperial-blood-a-ck2-stellaris-megacampaign.1004116/
https://forum.paradoxplaza.com/forum/index.php?threads/whiteshirts-of-england-a-history-of-the-hvitserk-dynasty-of-jorvik-aar.1028954/
https://forum.paradoxplaza.com/forum/index.php?threads/whiteshirts-of-england-a-history-of-the-hvitserk-dynasty-of-jorvik-aar.1028954/
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Before Plantagenet – A house D’Anjou AAR48 

 

“You know my thoughts on attempting to overthrow your brother,” Adrien said. “Why risk 

yourself in battle when an assassin could accomplish the same goal?” 

 

“Because that takes time,” Foulques said. “And should it be traced back to me, I’ll have 

the reputation of a kinslayer. If my stepfather did not have such a title, he might already 

have dealt with young Philippe.”49  

-/- 

“With me, you gain an ally,” Foulques said. “One, who given time, can grow in strength to 

the west of the King, and Thibault de Blois, while you sit in the East. Should the need 

arise, we could flank either. And with my alliance with Duke Guilhem, the three of us 

could stand against anyone in the realm, and perhaps a few beyond it.” 

 

“Point taken boy,” Robert said. “You’ll have your alliance.”50 

-/- 

“Foulques d’Anjou could barely believe what he was seeing and hearing. 

 

“Then it stands,” Chancellor Andre said. “By a vote of 4-2, the council stands opposed to 

revolt against Duke Geoffrey.” 

 

The count of Tours was speechless. He was prepared to mobilize his army immediately 

following the session of his council. He had even instructed his marshal, Leon, to be ready 

as soon as the vote was taken. It was to be a mere formality. 

 

Instead, Leon was the only supporter Foulques had on the council for war. Chancellor 

Andre, Mayor Guilhem the steward, Adrien and Bishop Berenger all stood opposed. 

                                                 
48 JabberJock14, Before Plantagenet – A House d’Anjou AAR, Discussion in: Crusader Kings II – After Action Reports 

(AAR), Paradox Interactive AB, 2017-2019. https://forum.paradoxplaza.com/forum/index.php?threads/before-plantagenet-

%E2%80%93-a-house-d%E2%80%99anjou-aar.1014631/ (Accessed: 28-05-2019) 

49 Ibid, Page 1, Post 2. 
50 Ibid, Page 1, Post 8. 

https://forum.paradoxplaza.com/forum/index.php?threads/before-plantagenet-%E2%80%93-a-house-d%E2%80%99anjou-aar.1014631/
https://forum.paradoxplaza.com/forum/index.php?threads/before-plantagenet-%E2%80%93-a-house-d%E2%80%99anjou-aar.1014631/
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“This is an outrage!” Foulques said. “After all of our planning, you would stand against 

this just action?” 

 

“Is rebellion against one’s brother ever a just action?” Andre asked. 

 

Foulques saw the other councilors nod to Andre’s words. The count had half a mind to 

take them from the main hall and throw them all in the dungeons, but thought better of it. 

He would likely need these men to further his long-term goals. There had to be a way 

around this mess. Surely some of these lowborn men could be brought to his side…”51 

 

This AAR uses a narrative character-focused style. Quite extensive historical context given in 

the setup. It explicitly states to strive towards recreating the spirit of factual history during the 

playthrough. The author declares that they want to play the characters according to their trait 

as a basis for choice but may stray from this goal when needed to fulfill the quite hard goals 

of the playthrough. Characters are ascribed agendas of their own based on traits and prior 

events, as well as actions taken by computer-controlled characters. Shows historical empathy, 

letting characters act according to the settings morals.  

This AAR reaches all the goals for skills of historical consciousness set by Sweden’s 

National Agency for Education, describing with some nuance processes of change, events 

and how characters act in the time period can be interpreted in the events. Explaining cause 

and effect with detail and the course of change over time as the entities in the game change 

and develop. 

Naturally explain characters and their impact on events, equally naturally being completely 

fictional characters and therefore obviously not showing any knowledge of actual historical 

characters and their actions. But shows the skill of being able to do so, which is the goal set 

by the agency, that likely can be translated into real history as well. Does also present and 

explain at least simple connections between events in the past and their relation to the 

present, in this case both using limited historical and fictional accounts. Also shows examples 

of how the future is impacted by the past.  

                                                 
51 JabberJock14, Before Plantagenet – A House d’Anjou AAR, Page 1, Post 24. 
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Road of Queens – CK 2 India AAR52 

“Yet, we can easily gleam some truth out of the many sources. There are letters, journals, 

palace records, warehouse inventories, and so on that help support many of the following 

details I will add to our otherwise, very thin, historical outline. I will endeavor to do my 

best to create a living picture of the events that created the Kingdom anew and explain, as 

best I can, how we know what we know.”53 

-/- 

“The woman who now called herself Queen Arminestra cracked her knuckles and decided 

it was time to get to work. If she wanted to rule the Kingdom first she would need to build 

a proper foundation. 

 

"You don't build a house on sand," she said to herself. "And it is about time I settled down 

in a proper house." She glanced about her throne room and added, "Well, a proper palace." 

 

She leaned forward and became thoughtful. She eyes lost the madness they had shown a 

few minutes ago to the uncomfortable court. They became deeper and calmer. 

 

"I will need to marry," she whispered. "Somebody I can trust not to stab me in the back. 

And maybe have some education and some skills to offer." 

 

She looked around the empty room. "And I need to make sure the Council is either full of 

loyal members or made powerless. I can't rule all by my lonesome." 

 

She sat up and shouted to her guards, "Bring me the Council! NOW! And the court 

scribes. We have work to do! Bring tables, lamps and some wine. We will be working as 

long as needed." 

 

What she did next was amazingly swift and many researchers suggest that the following 

                                                 
52 Eurasia, Road of Queens – CKII India AAR, Discussion in: Crusader Kings II – After Action Reports (AAR), Paradox 

Interactive AB, 2017-2019. https://forum.paradoxplaza.com/forum/index.php?threads/road-of-queens-ckii-india-

aar.1035262/ (Accessed: 28-05-2019)  

53 Ibid, Page 1, Post 1. 

https://forum.paradoxplaza.com/forum/index.php?threads/road-of-queens-ckii-india-aar.1035262/
https://forum.paradoxplaza.com/forum/index.php?threads/road-of-queens-ckii-india-aar.1035262/
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happened over a few weeks and NOT a few days, as many of the earlier accounts 

suggested. 

 

Her first goal, of course, was to keep the people from trying to kill her next. She needed to 

build a solid foundation. She realized that military operations, for now, were to be 

shelved.”54 

 

This AAR provides an introductory very basic factual historical introduction to the setting. 

The writer creates context for the chosen playable character, creating motives for characters 

around her. Narration is attached to the mechanical game systems, describing how the 

personal lives of the characters change as system-level decisions are made. Writes a fictional 

historiographical account for the character and the events around her. The narrator takes the 

role of a historian today, describing the events as if they actually had happened in the past. 

Makes plans for the future through the characters motivations and roleplayed personal 

relationships. Shows some proficiency in all the educational agency goals. 

 

The Eastern Vikings Baltic Megacampaign Part 155 

“Kaupo knew, however, that the Estonians were not in a strong position. The Ilmenians, 

with their continual northward conquests into Finland, grew stronger with each war and 

seemed almost unstoppable. And Kryvia, though small, was a powerful border to the 

south with a large army of well trained fighters that was a constant threat to the border. 

Of all of Estonia's neighbors, the Curonians were the weakest after suffering a bloody 

uprising that saw the installation of a new High Chief, and it was the most vulnerable 

realm in the Baltic at the time. Kaupo set his sights on Curonia, then, and in 778, he 

began a war against the Curonians to capture Kurzeme, the province directly south of 

Saaremaa.”56 

                                                 
54 Eurasia, Road of Queens – CKII India AAR, Page 1, Post 1. 

55 RedTemplar, The Eastern Vikings – Baltic Megacampaign Part 1, Discussion in: Crusader Kings II – After Action 

Reports (AAR), Paradox Interactive AB, 2017-2019. https://forum.paradoxplazacom/forum/index.php?threads/the-eastern-

vikings-baltic-megacampaign-part-1.1019524/ (Accessed: 28-05-2019) 

56 Ibid, Page 4, Post 69. 

https://forum.paradoxplazacom/forum/index.php?threads/the-eastern-vikings-baltic-megacampaign-part-1.1019524/
https://forum.paradoxplazacom/forum/index.php?threads/the-eastern-vikings-baltic-megacampaign-part-1.1019524/
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-/-  

“Following his victory in February of 782, Karl traveled to Rome after accepting 

Adelchis' surrender and met with Pope Callistus II, himself of Frankish descent. Callistus 

held a solemn assembly at which he crowned Karl as the new Roman Emperor of the 

West, declaring that the authority of the emperors, whose office had been dormant since 

the fall of the western empire, was restored in Charles the Great -- Charlemagne. This 

naturally gave Charlemagne a great deal of weight in the affairs of Europe, now able to 

claim the rights of the previous Roman emperors and seek out their former borders -- but 

it also put him in a privileged position against the Sultans of Iberia and the struggling 

Eastern Roman Empire in Byzantium.”57 

 

This author uses history as a basis for the setup, seemingly has researched the starting 

locations context and conditions. They add real world picture to describe the history of the 

place. The authors also describe the involved cultures and how this impacts the game plan. 

Shows the involved major characters, creating narratives around them based on their 

randomized traits, as well as acts/narrates in accordance with the controlled rulers needs and 

character traits. Historical empathy is prevalent in the text. The author narrates the actions of 

AI-controlled actors in the world, putting them into a pseudo-historiographical context. The 

writer ascribes narrative motives for their mechanical game-actions. The text shows 

proficiency of historical consciousness as set by the educational agency goals.  

 

 

 

 

 

 

 

                                                 
57 RedTemplar, The Eastern Vikings – Baltic Megacampaign Part 1, Page 4, Post 69. 
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4.2.1 Overall results for the AARs 

 

Many different styles of presenting and narrating the stories of the game are present in the 

different AARs. From heavily focused character narration to big picture presentations of the 

state of the world and pseudo-historiographical accounts of counter-factual history. All 

analyzed AARs show signs of historical consciousness, mainly through historical empathy, 

independent of the style of narration. This is a promising feature for its potential as a 

classroom tool, as pupils can engage with it in their preferred style. Another possibility is to 

coordinate with for example the English subject where working with different styles of 

writing is central.  

The authors of the AARs interacts over all quite heavily with the people reading and 

commenting on the events. Often entering discussion about what likely outcomes or 

motivations would be for the involved characters and realms, showing signs of historical 

consciousness:  

 

“Specialist290 said: 

A bit odd that the French are supporting the English against the Norse on the one hand 

while their vassal Normans are trying to snatch the English crown on the other. I do have 

to wonder how that came about... 

 

Author of AAR: 

I'm thinking along the same lines as stnylan: It may not be a demotion per se, but Morcar 

being so insistent about it not being a demotion makes me wonder if there's more behind 

Eadgar's reassignment than meets the eye. 

To follow on the thought I suggested to stnylan, it was planned in good faith. There is 

reason to move the French and the scene was too good to pass up. That they will move 

made it even more likely that this would be a scene. It follows.  

 

As for why they don't war against William, I have to say I was just as curious as you 
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readers. It does not quite make sense other than game mechanics. Hopefully, I lay out a 

reasonable thought process from King Philippe.”58 

 

All examined AARs purport to pay attention to the characters given traits and strive to 

roleplay the character based on these. Trying to make decisions outside of their own opinion 

or morals, pointing to historical empathy – a telltale sign of historical consciousness as 

discussed earlier. Naturally, the most game-mechanically most advantages choices that is 

visible to the player but not to in-game characters are also being made. These however, are 

clad in narration by the writers to justify taking such an action in the examined AARs.  

In conclusion as related to the research question, all of the examined samples of After Action 

Reports contain signs of historical consciousness. If written as a test in a formal high school 

educational setting they would likely earn a passing grade in this regard. This might back up 

Apperleys claims that counter-factual play is a possible way to get a better grasp on the 

nature of history.59 

 

 

 

 

 

 

 

 

 

                                                 
58 coz1, The Rightful King, Discussion in: Crusader Kings II – After Action Reports (AAR), Paradox Interactive AB, 2016. 

Page 6, Post 103. https://forum.paradoxplaza.com/forum/index.php?threads/the-rightful-king-book-the-first-on-the-house-of-

wessex.972413/ (Accessed: 28-05-2019) 

59 Apperley, Tom, Modding the Historian’s Code: Historical Verisimilitude and the Counterfactual Imagination, p. 194-195. 



39 

 

5. Concluding Discussion 

 

The purpose of this paper was to explore the potential for historical simulations to nurture 

historical consciousness in the player. This was done through analysis of the digital game 

Crusader Kings 2, which functions as a historical simulation, as well as player created 

narratives stemming from that game. The analysis of the material showed that the game does 

have the potential to foster historical consciousness through its mechanics and fertile ground 

for play and player created narratives. Rüsen’s four categories of historical consciousness 

could be seen in the material, with the critical and genetical dimensions dominating. The 

counter-factual nature of the simulation provides ample opportunity for the critical dimension 

to question history and retell it with factual history as a springboard. This is arguably the 

primary driving force for the interest in the game by consumers and is certainly marketed for 

its properties to re-live and re-tell history.  

The genetical dimension is present in how the game shows and encourages change, with clear 

indications on how change impacts the world and characters living in it. Cause and effect are 

the games primary driver, every action having reaction that leads to new contexts where new 

actions must be taken. The algorithmically driven agents of the world simulate a complex 

world where the player is not in total control of the events, just one agent amongst others 

competing for similar yet different goals through differing strategies. 

This potential for fostering historical consciousness that was identified in the game was 

reflected in the player created narratives from the After Action Reports. All of the examined 

samples showed signs of this skill. Historical empathy in particular being present, as seen in 

narration and roleplaying of the game characters. What this means, is that although not being 

able to prove that it is the digital game that first nurtured this skill in the authors, it proves 

that that this kind of historical simulation provides a playground of the past for applying and 

nurturing historical consciousness. It is reasonable to assume however, that active reflection 

is required to properly increase historical consciousness through the game.  

Similarly, these conclusions do not prove that historical simulation are an effective way to 

teach historical consciousness in a formal classroom setting. However, they do prove that the 

potential is there for it to be possible. How this would be applied into formal education would 

require further study. Letting high-school students either play, which might be a tall order 

considering the complexity of this particular simulation, or provide input to a game run by the 
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teacher and then write After Action Reports on what happened could be an interesting avenue 

of study. If their competency in historical consciousness increased over time it could prove 

the usability of this kind of teaching material.  

Another even more ambitious version would include the digital games multiplayer system, 

where a whole class could play in the same world, competing against their fellow students or 

striving towards goals set by the teacher, then being asked to reflect and explain what 

happened and why. From my own personal perspective, I can find few ways more intriguing 

to make students enjoy history.  
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6. Attachments 

*Flipped for printing legibility purposes, flip back if reading on an electronic device. 
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