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Abstract

While nothing new, conspiracy theories are shaping our world in dangerous and
increasingly apparent ways. From Covid denialists to violent antisemites, conspiracy
theorists are killing people by spreading and acting upon misinformation. The goal of this
project is to develop in players an understanding of what makes a credible source of
information and how to think critically about what they see online and in the news.

Combating Conspiracy is a serious game that will achieve this by teaching a mindset that
prevents people from falling into conspiracy theories, by gamifying the curriculums of
English and Theory of Knowledge classes. The supporting research for this project is
based in how games can be used in education, how games reach a diverse audience, and
the evaluation of sources of information. The resulting game is one that can be playedina
traditional high school classroom setting to engage students in the material and facilitate
further classroom discussion.
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“The greatest obstacle to progress is not the absence of knowledge, but the
illusion of knowledge.”

—Daniel Boorstin
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Introduction

Background and Significance

Conspiracy theories have always been a problem in society, but with the increased visibility
of the average person through the internet, these ideas are more easily spread and spiral
out of control. Algorithms keep people locked into content that confirms their existing
beliefs and bounce them around from conspiracies they believe in to other, more
outlandish theories. These conspiracy theories are shaping our world in dangerous and
increasingly apparent ways. From Covid denialists to violent antisemites, conspiracy
theorists are killing people by spreading and acting upon misinformation.

Low Mask Adherence (<25%ile)

High Mask Adherence (>75%ile)

1013 313

Percent with high COVID-19 rates

askin  Maskin Maskin Maskin || Maskin Maskin Maskin Maskin

June July Aug Sept June July Aug Sept
and High COVID-19 in and High COVID-19in

July August Sept  October July August Sepl  Oclober

0.54 0.62 0.85 1.00 0.08 0.08 0.08 0.23

Fig 1.1. Fischer et al. “Proportion of states with
high COVID-19 rates among those in the low and
high mask adherence...” 14 April 2021

Fighting  conspiratorial  thinking s
important because while some
conspiracies may be inconsequential,
many lead people to harm others. For
example, anti-maskers, and more recently,
anti-vaxxers, have had a significant impact
on the state of the coronavirus pandemic.
One study compared statewide compliance
with mask mandates to rates of covid, and
found a correlation between not wearing
masks and high rates of Covid infections
(Fischer et al.). The graph to the right
shows the results of this study. Not only do
these increased numbers mean more
people dying or with long term effects from
Covid, they mean fewer available hospital
beds for those with chronic conditions or
injuries.

Anything that reduces the number of
people susceptible to misinformation will
have an impact on the real world.
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While anti-vax and anti-mask conspiracies currently have a very direct and widely
observable impact, other conspiracies are more subversive and deeply rooted in our
culture. Despite making up only 1.9% of the United States’ population according to Pew
Research Center, according to the FBl's 2020 hate crime statistics, crimes targeting
Jewish Americans are on the rise and make up “569.4% of all religious bias crimes” ("AJC
Deeply Troubled”). This can be attributed in no small way to the conspiracies that serve as
Nazi dog-whistles and perpetuate conspiracy theories centered around Jews. Because
these conspiracies pose them as “controlling the media, banks, and government”
conspiracists see Jewish people as being greedy and wielding power that they do not
deserve. Earlier this year a man took 4 people hostage during morning services at a Texas
Synagogue (Vogt, Adrienne, et al.). His demands were centered around the release of a
woman convicted of attempted murder, and he seemed to think that this rabbi in Texas,
and the rabbiin New York whom he requested to talk to, had the power to release her (Vogt,
Adrienne, et al.). This motivation “draws upon centuries-old antisemitic tropes and
conspiracy theories centered on the idea that Jews, a tiny portion of the world's
population, secretly control the world”(Martin)

Yair Rosenberg, a writer for The Atlantic, had the following to say about the rise in
antisemetic attracts:

The person who attacked the synagogue in Texas was a Muslim from the
United Kingdom. And then at the same time, when you go to the Pittsburgh
Tree of Life synagogue in 2018, a white supremacist attacked them. And he's
angry at the Jews there because he thinks they're trying to bring Muslims
into America. So you have this person who hates Muslims attacking Jews.
And you have this person who is a Muslim attacking Jews. But the thing that
they share is they both think that the Jews control society and are
responsible for all its problems. (Martin)

He closes by saying that “if you want to combat antisemitism, you want to combat
conspiratorial thinking” (Martin).

There is an important distinction between “conspiracies” and “conspiracy theories.” A
conspiracy is simply a secret plan by a group, which can be real. A conspiracy theory on the
other hand is a belief that some covert but influential organization is responsible for a
circumstance or event, and is not grounded in reality (“Conspiracy Theory”). Conspiracy
theories often rely on weak evidence and on their believers’ confirmation bias. Any use of
the term “conspiracy,” “conspiracism,” etc. in this paper is used as a shortened version of
the full “‘conspiracy theory.”
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The significance of Combatting Conspiracy is in both the broad goal of reducing the
number of people who grow up to believe in conspiracy theories and the more immediate
goal of gamifying lessons on evaluating sources of information for use in the classroom.
This project will be implemented as a teaching tool for lessons on verifying sources of
information and will be built on a history of both serious games designed for the classroom
and entertainment games that have since been adapted for use in the classroom, such as
Minecraft Education Edition (Minecraft Education Edition). Because of this the primary
audience for Combatting Conspiracy is teachers who could incorporate the game as a tool
for teaching concepts such as bias, fact versus opinion, and primary versus secondary
sources, as well as late middle school to high school students.

Why People Believe in Conspiracies

According to Dr. Douglas, professor of social psychology, belief in conspiracy theories is
nothing new and the only demographic that increases an individual's likelihood of believing
in conspiracy theories is age. This means that everyone is susceptible to conspiratorial
thinking. Dr. Douglas goes over a few factors that do lead to people believing in
conspiracies; the need for certainty, poor education on how to vet sources, the need to
feel like they are in control, and the desire to belong to a group.

The mechanics of Combatting Conspiracy will focus on addressing education on sources of
information and the desire to belong to a group, as these are the most tangible of the items
on this list. The other two will be addressed through the ambiance and story.
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Conspiracy in Pop Culture

As conspiracists move from the edges of society into the forefront, emboldened by public
figures who mirror their beliefs, absurdity serves as a storytelling tool to push back on
them. By using real world conspiracy theories, Inside Job is able to use the absurdity of the
show’s world and storytelling to highlight the inherent absurdity of these conspiracies.

s

Lune
L4

Fig 1.2. "Promotional image for the show Inside Job” Netflix, 2021.

In an interview with Den of Geek the creator of Inside Job, Shion Takeuchi, had this to say
on her view of conspiracy theories:

“I think that my personal journey with conspiracy theories was initially more
fear-based,” she says. “A shadow government would be horrifying! Then |
broke down that concept and realized that probably would be ridiculous... |
don't know if anyone has ever been in a workplace that has ever been able to
execute something with precision. It certainly hasn't been in any workplace
I've been a part of.”(Bojalad)

In order to keep it lighthearted and maintain the absurdist atmosphere, she says that they
tend to avoid the more serious and current conspiracy theories.
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On a smaller scale, there are YouTube channels dedicated to debunking conspiracy
theories. Jeff Holiday takes a similar approach to Inside Job in exploring the absurdity of
conspiracy theories and those who push them to their followers. He puts on a monthly
livestream called The Wingnut Roundup, during which he and his viewers revel in the
absurdity that conspiracy theorists have posted in the past month.

Fig 1.3. Jeff Holiday “screenshot from video: Wingnut  Fig 1.4. Myles Power “screenshot from video:
Roundup - January 2022" YouTube, 30 Jan 2022. Debunking The Holocaust Denial Documentary Judea
Declares War on Germany - #2" YouTube, 28 Feb 2018.

Another YouTuber, Myles Power, is a chemist who uses his education and experience to
debunk conspiracy theories primarily through scientific explanations. He has spent many
videos debunking Holocaust denialism and even approaches topics that are more socially
acceptable to be sceptical of, such as GMOs. Combating Conspiracy aims to combine these
two approaches. By teaching people how to think critically about conspiracies, they
become able to see the absurdities in the logic these theories use, without needing to see
them in a detached context.

Project Introduction

The results of this project will influence how serious games are viewed and designed.
While many schools are beginning to embrace technology use more, classrooms still rarely
use games as a teaching tool and when they do the games generally don't meet the
standards of games designed solely for entertainment. Games are an untapped resource to
engage students with the content and to make it more personally relevant, as they have to
participate in the concepts and see how they would be implemented in the real world,
instead of just memorizing and discussing them as they would do in a traditional classroom
setting. Often serious games do not fully utilize this benefit that player agency provides
because they are more focused on regurgitating information in a way that mirrors
traditional classrooms.
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Research

The research for this project goes in two directions; how can people be trained to reject
unfounded conspiracy theories, and how do people, especially high schoolers, learn. One
subsequent investigation that will arise from this project is into how to address the other
factors that lead to conspiracy theories, such as a need to feel incontrol and to belongto a
group (Douglas). Because Combatting Conspiracy will focus on verifying sources of
information, which is the most tangible of these concepts, there are other more emotional
factors that could still be addressed through games. The other subsequent investigation
will be to judge the efficacy of this project, and how similar games can be made in the
future to make the classroom more engaging.

Project Design

Serious games are games whose primary purpose is something other than to entertain,
such as training simulations or educational games. Combating Conspiracy is a serious
game for the purpose of education that will address the needs illustrated by Dr. Douglas
above, in order to prevent high school students from believing in conspiracy theories. It
focuses on providing them with the tools to evaluate the reliability of evidence and to
recognize flawed arguments.

At the start of each section is a chart illustrating how that section’s concepts relate to
each part of the final gameplay loop. This will be discussed in further detail in the Project
Development section, but as a brief introduction here is that chart:

7 Exploration —_

/ S  Evaluating
/ i ™~ /’ Evidence e
Lol Seleat &/ _ ~ lakinglo ™~ _' piccussion —- Group Decision —<__ e Ending
Discussion E NPCs [ — .
\ ‘ —~__ Convincing ~ i
t \____ Looking for _}l NPCs /

5 Evidence S

Fig 1.5."Gameplay loop, as used in theory charts.”

Blue boxes are key gameplay moments, and green boxes are more group-discussion based
sections. After selecting a level, players separate to explore, talk to NPCs, and look for
evidence. They then come back together as a group to discuss their findings, evaluate their
evidence, and convince NPCs. Finally they are shown an ending based on their actions.
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The Theory of Knowledge

“Truth relies on trust; as trust in authority fades, perceptions of truth fracture
withit.”

—Morgan Marietta & David C. Barker

Conspiratorial Thinking and Dueling Fact Perceptions

For the purposes of this project, epistemology is the study of where knowledge comes
from and how it can be taught. While it can delve into the philosophy of whether or not we
can even know anything and what knowledge is, this section will focus on the study of
where information comes from and how the credibility of sources can be taught as a more
objective method, primarily through the curriculums of IB Theory of Knowledge and US
High School English. In the charts at the start of each section, yellow boxes represent
related theories and disciplines, and red boxes represent influences and precedents. This
section covers theories related to the discipline of epistemology, as it is used in the Theory
of Knowledge class.

Epistemology CRAAP Test
= Exploration —__
M _— Evaluating -
Level Select&  / Talking to s A EVdees T
Discirssion -..\—-. NPCs —— =—= Discussion —= Group Decision e Vas Ending
S |, Convincing
A S NPCs

[ Looking for |/ /
Evidence

Plato's Allegory of
the Cave

Fig 2.1. "Theory of Knowledge section’s connections to gameplay loop.”
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Epistemology as an Area of Study

Theory of Knowledge is at its root, a class on epistemology. Students have to “think about
knowledge and what it means to know rather than learn new knowledge as such”(Gulinck).
Because it is a part of the International Baccalaureate Programme, not every school
teaches it. This is unfortunate because it makes students question where their knowledge
comes from and why people with other backgrounds think and know differently from them.
‘[Theory of Knowledge] aims to make students aware of the interpretative nature of
knowledge, including personal ideological biases” (“What Is Theory of Knowledge”). While
much of this class delves more into the philosophy of epistemology, it sets a good
foundation for questioning and evaluating sources of information. It makes students
confront their own bias and recognize the bias of others.

Part of the Theory of Knowledge curriculum is recognizing logical fallacies. Fallacies are
leaps in logic taken when making an argument (Hansen). For example, the slippery slope
fallacy describes an argument that, if one first step is taken it will snowball into a much
more exaggerated result. This is a common argument made by conservatives in debates
over gay rights; if we allow two people of the same sex to get married, it will lead to the
marriage of adults to children or animals. This is a slippery slope fallacy because it makes a
jump from the first step, two consenting adults getting married, and takes it to an extreme
that, in the past five years that same-sex marriage has been legal in the US, has not
occured. It is a way of making an argument that is not based in fact and is instead meant to
elicit an emotional reaction. “The knowledge of fallacies is needed to arm us against the
most enticing missteps we might take with arguments” (Hansen). Breaking down and
recognizing this and other fallacies is crucial to breaking down the actual facts of an
argument, and recognizing the bias of the authority presenting the argument.

One of the goals of Combatting Conspiracy is to encourage players to confront their own
biases in an effort to reduce their susceptibility to confirmation bias and cognitive
dissonance, two more logical fallacies. Fallacies not only affect arguments presented to
others, but they can affect our own internal interpretations of the world. By making players
aware of the flaws of arguments made with logical fallacies and presenting them with the
challenge of breaking down such arguments, they learn how to break down arguments in
real life and recognize irrational leaps in logic.
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The CRAAP Test

One useful set of criteria for evaluating sources used in English courses is the CRAAP test,
which stands for Currency, Relevance, Authority, Accuracy, and Purpose (“Evaluating
Sources: The CRAAP Test”). Using this test to evaluate sources ensures that the content
supports the claim you are trying to make and that other sources support it, that the
information is up to date, and that the person making the claim is qualified to be making
the claim. It also forces the user to confront any bias in the content so that they can further
judge the validity of the information, and if they choose to use it they understand the larger
context of the information.

Because Combating Conspiracy includes evidence that is both true and false, the CRAAP
test sets a framework for how this evidence is designed and how the players can be taught
to evaluate it. For example, say one piece of evidence is a testimonial given by one of the
non-player characters. To design a red herring the CRAAP test can be used by filling in all
or some of the criteria with unreliable information. The character was not present for the
crime, let's say theft, and is friends with the accused. The testimonial given is current and
relevant, but as someone who was not present they have no authority and the information
likely will not be accurate when compared to the testimony of someone who was present.
And because they are friends with the accused, the purpose of their testimony is to
defend, not to share truth. Therefore this evidence is incorrect and would lead players to
believe the wrong thing if they take it at face value. One important aspect of determining
the credibility of a source is separating fact from opinion, and these criteria can help break
this process down for people new to these concepts.

Thiz is a conclusion based on the premise This fallacy compares minor misdeeds with This is an appeal that presents what most
that if A happens, then eventually through a major atrocities, suggesting that both are people, or a group of people think, in order to
series of small steps, through B, C...., X, Y, Z equally immoral. persuade one to think the same way.

will happen, too, bagically equating A and Z.

Fig 2.2. “Examples of Logical Fallacies, text from Purdue Writing Lab (“Fallacies”)”
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Plato’s Allegory of the Cave

In his Allegory of the Cave, Plato outlined some of the key components of Epistemology as
it is used in the Theory of Knowledge curriculum; how do you know what you know and how
do you convey a lack of perspective. The allegory describes the lives of hypothetical
prisoners in a cave who, for their entire lives, have only been able to see shadows of
objects moving around on the wall in front of them. Plato argues that because of this
limited perspective, “in every way such prisoners would deem reality to be nothing else
than the shadows of the artificial objects” (Plato 748). It is not until a prisoner is allowed to
leave and see the objects that are casting the shadow that this knowledge can be
challenged (Plato 749). The story illustrates how our own perspectives dictate what we
know to be true, and that our knowledge can only be expanded by exploring other
perspectives. This story plays an important role in the Theory of Knowledge curriculum
because it introduces the reader to the concept of epistemology in a way that is easy to
understand.

The allegory takes two very abstract ideas, and gives an example that, while not wholly
realistic, does a good job at illustrating the concepts listed above in a way that is easy to
follow. Because this story is already used in high school to teach these concepts, it sets a
good precedent for explaining these and tangential topics to this age range. This is also
why this work has influenced me intellectually and conceptually, as it was one of my first
introductions to these concepts.

The story builds these ideas in a digestible way, without overwhelming the reader. First he
sets the premise of the prisoners in the cave. Once that is established, he adds the idea of
their limited perspective and knowledge through the shadow puppets, and asks the reader
to question the prisoner’s ability to know what the world is. Only once this concept of
limited knowledge is established does he speculate what would happen if one of the
prisoners was allowed to leave the cave. This builds to the escaped prisoner reevaluating
his own knowledge, returning to the cave to share this knowledge, and the other prisoners’
reactions to his new knowledge. Because it conflicts so heavily with their own knowledge
of the world, they reject him outright. This conclusion would be less effective without the
foundation that they “know” the world to be the shadows they see in front of them.
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In an almost abstract way, this work has
inspired my project aesthetically. While not
a visual medium in itself, the art that has
been created to illustrate it fits the tone |
want for my game. Through moodboards |
have been exploring the concept of “creepy
aesthetic” and the cave setting and imagery
of prisoners chained since birth lead to
illustrations that work well with this idea.

Fig 2.3. “The Shadow Dance.” engraving by Samuel
van Hoogstraaten

| plan on extending this work by asking my players to question their own perspectives and
biases without having to leave their own proverbial cave. The internet and other digital
media allow us to see more of the world than we otherwise could, and my project will take
advantage of this. The quests in Combating Conspiracy will mirror real life conspiracies but
will be abstracted so that any players that believe in those conspiracies will not feel
directly attacked by the story. As the cave is an abstraction of our own lives, my quests will
be abstractions of real problems.
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Games as a Tool For Learning

“Games make us happy because they are hard work that we choose for
ourselves, and it turns out that almost nothing makes us happier than good,
hard work.”

—Jane McGonigal

Reality Is Broken

The theories behind the design of Combating Conspiracy are Jean Piaget's and Lev
Vygotsky's theories of learning through play, Howard Gardner’s multiple intelligences, Judy
Willis's research into the neuroscience of learning, and how these theories tie into serious
game design. The theories of learning through play set the foundation for why serious
games work and how they help us learn. Judy Willis's research and experience as a
neuroscientist and teacher help her further advocate for these concepts, as they build on
psychology with measurable evidence. Finally Howard Gardner's multiple intelligences
break down the different ways that people learn best and allow for a framework for
designing games to reach a variety of students.

Learning Through - Multiple e
Play Joyful Education Intelligences Gamification
-~ Exploration —___
/ Ny = Evaluating
Lovel Selectd / e < Y |
|/ BESEIREEE i i - isi | s i
B = NPCs —= Discussion Group Decision S > -~ Ending
e g Convincing .~
'.: ™ —__ | Looking for | HECS J

Evidence

Fig 3.1.“Games as a Tool for Learning section’s connections to gameplay loop.”
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Learning Through Play

Jean Piaget and Lev Vygotsky both theorized that children learn through playing. Jean
Piaget's Theory of Play is that play is a “systematic process of learning that has identifiable
stages from birth to adulthood” and that it allows children to explore all aspects of the
world around them (Burgemeester). Vygotsky’s theory on learning through play is focused
more on building social intelligence than the “object” intelligence that Piaget's is(Scharer),
meaning that he believes it is less useful in conveying the knowledge taught in the
classroom.

According to Vygotsky, play is defined by its inclusion of “a) creating an imaginary
situation, (b) taking on and acting out roles, and (c) following a set of rules determined by
specific roles” (Scharer). Children “enter the world of adults through imitation and
exploration of social relationships through dramatic play” which allows them to examine
and experiment with social rules (Scharer).

However Piaget expands this idea beyond social knowledge to all kinds of learning. He
states that learning is made up of two key stages; gathering new information and
incorporating the new information into one’s “internal organised patterns of thought and
behaviour,” and that doing so requires “appropriate environmental stimuli and experiences”
(Burgemeester). “The development of intelligence is aided by development of both
imitation and play behavior” (Garwood 4). Because of this, play is the natural way through
which children learn, as it is engaging and allows them room to experiment. One of Piaget's
goals with this theory was to expose systems of learning that go beyond regurgitation of
known information and into forming “creative and innovative” people “capable of
discovery” (Burgemeester). “Through play young children develop particular skills and gain
knowledge of how responses can be coordinated for better problem-solving ability”
(Garwood 4). Meaning that through play people are not just learning information outright,
they are learning how to learn.

Combating Conspiracy is focused on Piaget's fourth developmental stage, formal
operational stage, which occurs from age eleven into adulthood (Burgemeester).This is the
time during which people build on their previous experiences to “develop the logical
thinking and abstract reasoning they will use for the rest of their life” (Burgemeester).
Because a major goal of Combating Conspiracy is to get players to think critically both
within themselves and at the outside world, this is the time in their development to do so,
according to Piaget.

These two theories are really two sides to the same problem; teaching people how to learn,
instead of just teaching them information. Even if play is best at testing social boundaries,
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as Vygotsky theorizes, being socially aware is an important part of discovering and
analyzing new information, as the social context to that information is important.
Therefore this type of social learning through play should not be limited to early childhood,
as society and our roles in it are always evolving. We continuously need safe arenas to test
and reevaluate these bounds so that we can reevaluate our roles in society as they change.
For example, 1980's Missile Command is an arcade game in which the player has to defend
six cities from incoming missiles. While it teaches the player strategy and hand-eye
coordination as arcade games generally do, it can also be said to spread a social lesson
through its mechanics. Because the game never ends in a win state, it only ends when the
last city falls, it has been said to be a commentary on the futility of war. Imagine if this
game were made with the same overall mechanics, but with modern graphics and
storytelling. It would convey a powerful message that, if conveyed effectively to people
who are still evaluating or reevaluating their role in society, could have a real impact on
them. Perhaps the play that Vygotsky was observing was limited in ways that modern video
games are not. It is important to learn both the content of a lesson, and how it relates to
oneself and society.

In addition to this observational approach to the topic, there is science that supports this
concept. Judy Willis describes research in the field of neuroscience that suggests that
“superior learning takes place when classroom experiences are enjoyable and relevant to
students' lives, interests, and experiences.” The research uses neuroimaging and
neurotransmitter levels to theorize that stress limits information entering long term
memory because that energy is instead going to processing and dealing with the stressful
conditions (Willis). In addition to this, “Lessons that are stimulating and challenging are
more likely to” be memorable, likely due to the release of dopamine and acetylcholine from
pleasurable and satisfying experiences, which stimulate long-term memory and focus
(Willis). Based on this theory and her own experience teaching, the advice she offers
teachers for promoting joyful education in their classrooms is to make the content
relevant, give students breaks, create positive associations, prioritize information, and
allow independent discovery (Willis).

These suggestions for classrooms line up with what makes an engaging game. Allowing
independent discovery and giving breaks are big ones. First, allowing for independent
discovery is crucial to giving the player a sense of agency, and it is what sets games, even
linear ones, apart from other forms of media. If players are not given any chance to
discover the gameworld on their own and everything is shown to them outright, what
makes the game any different from a movie? Games have to be interactive, and engaging
games make the player feel like they have a real effect on the game world.
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For the advice of giving students breaks, we can compare games to action movies and the
way that they plot out their action. If the movie was nothing but fight scenes from curtain
to credits, the audience would become desensitized and therefore bored by the action. We
need to take breaks from the action, and this also applies to games. The player needs
downtime to recover mentally from a high energy section of gameplay, and to reorganize
and prepare for the next one. It also gives time to think about and process any important
story beats because, as Willis's research shows, stress prevents the formation of long-term
memories.

However, this kind of stress should not be confused with the stress that motivates us. In
moderation, stressful but captivating situations can make success even more exciting.
This is the kind of stress that is relevant to games. As McGonigal describes, the stress of
losing in @ game reminds us “of our own agency in such a positive way, it's almost
impossible not to feel optimistic,”(66) because games make failing fun.

We aren't used to feeling so optimistic in the face of things that are extremely
difficult for us. That's why so many gamers relish wickedly hard game content... We
like it that way precisely because it's so rare in real life to feel sincere, unabashed
hope in the face of such daunting challenges. (McGonigal 67)

Because agency is so key to the definition of games, showing the player that their actions
have consequences is exciting and motivating, instead of just frustrating. In the classroom
“when a lesson or block of lessons is full of facts to memorize, students will often feel less
stress when they see an intrinsic reward for their efforts” (Willis) because they can see
there is a point to them getting through the hard part.

This parallel framework shows one element of what games are good teachers; they reduce
bad stress by giving students a break and providing them challenges that give them a
sense of agency over their own learning. They can also be used to give immediate feedback
on how learning the content of the lesson will benefit them, which both reduces bad stress
and creates a positive association between the content and the real world.
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Gamification

Gamification is the application of gameplay to non-game content. In the case of Combating
Conspiracy this non-gaming content is educational and meant to impact how players
interact with the real world, which means that it is also a serious game and a persuasive
game. The defining elements of games, as listed by Schell and supported by McGonigal, are
goals, conflicts, rules, win/lose conditions, interactivity, challenge, and optional play
(Schell 42, 44).

One key element that this project grapples with is optional play. Like other serious games
this one is designed to be played in a classroom, which would mean it is a required activity
that the player had no agency in choosing. Because “a game’s success hinges on the
players’ willingness to pretend it is important”(Schell 43), how can an assigned task be seen
as important and optional by its players. Salen and Zimmerman say that meaningful play is
the goal of game design, and define it as occurring “when the relationships between
actions and outcomes in a game are both discernable and integrated into the larger
context of the game” (50). This could also be described as player agency, which means that
players have choices and that those choices impact the narrative, gameplay, and/or game
world. Take for example, a dialogue tree that allows players to choose how to respond
during in game conversations. If these choices do not impact the larger context of the
game, then thisis the illusion of choice. If they do have an impact then this is player agency
because they were presented with an option, had criteria with which to evaluate their
options, and made a choice that had an impact outside of the immediate conversation.
Combating Conspiracy has choices to make within the game, in terms of gameplay. So
while a class might be directed to sit down together to play it, Each individual student is
able to go off and do something that interests them that contributes to the shared goal.
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Diverse Player Expectations

Howard Gardner’s theory of multiple intelligences posits that rather than there being one
universal marker for a person’s level of intelligence, there are several ways in which people
learn and express their knowledge (Marenus). In the same way that not everyone benefits
from the same type of classroom environment, not everyone who plays games is looking
for the same things in the experience. This means that games have to, and successfully do,
cater to a wide range of players, in ways that traditional classrooms are unable to do.

Multiple Intelligences & Taxonomy of Game Pleasures

Gardner lists eight different intelligences; spatial, naturalist, musical, bodily-kinesthetic,
linguistic, intrapersonal, interpersonal, and logical-mathematical, and they each offer a
different set of criteria by which a person’s intelligence can be quantified (Marenus). While
many traditional psychologists dispute Gardner’s theory, it has been applied by educators
to their classrooms as it provides a framework through which students are taught and
evaluated as individuals, rather than by the same standards across the board (Marenus).
Pluralization is “the idea that topics and skills should be taught in more than one way” in
order to activate these multiple intelligences, and technology is making this method of
learning more accessible to non-wealthy students, who cannot afford personal tutors
(Marenus). This idea that people learn differently and are more attuned to certain ways of
thinking supports LeBlanc’'s taxonomy of game pleasures, as it explains why people are
drawn more heavily to different types of gameplay. While each item on these lists is not a
direct pairing, it follows that a student who is high in linguistic intelligence but struggles
with spatial intelligence, would more highly enjoy games driven by narrative rather than
discovery or challenge.

When paired with Piaget's Theory of Play it follows that games are uniquely suited for
classroom environments, because they allow for experimentation and imitation in a variety
of ways, without requiring individualized input from the teacher. A student who uses play
to experiment with their ability to navigate an area and enjoys jumping around on platforms
looking for secrets will not disturb the student who uses play to experiment internally and
just wants to sit still and analyze the content of the lesson. These opposing learning styles
can be facilitated at the same time, in the same room.

As for games specifically, LeBlanc’s taxonomy of game pleasures is a list of reasons why
different people play games. They are sensation, fantasy, narrative, challenge, fellowship,
discovery, expression, and submission (Schell 133-135). Players looking for pleasures of
sensation want an experience that involves their senses, in either a direct way, such as
seeing a work of art, or in an abstract way, such as imagining the smells of a restaurant. “It
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is primarily the aesthetics of your game that will deliver these pleasures” (Schell 134). This
can aid in pleasures of fantasy, as players looking for this experience enjoy the escapism of
an imagined world, and sensory experiences flesh out and realize imaginary worlds.
Pleasures of narrative involve “a dramatic unfolding of a sequence of events,” in either a
linear or nonlinear fashion (Schell 134). Pleasures of challenge, fellowship, and discovery
are exactly what they sound like. Players looking for expression want to create things or
decorate their avatar. And finally submission, or escapism, is pleasure derived from
“leaving the real world behind and entering into a new, more enjoyable, set of rules and
meaning”(Schell 134).

McGonigal's writing again mirrors Schell's breakdown of games by applying these desires to
the real world. “It is useful to examine these different pleasures, because different
individuals place different values on each one,” (Schell 135) so focusing in on a few will help
your game target a niche audience, while spreading your resources to meet all of these
expectations will increase the spreadability of your game. Because serious games have a
stigma of being unappealing and boring, | am using LeBlanc’s taxonomy of game pleasures
as a list of design criteria to ensure that Combatting Conspiracy breaks this mold.

Sensation

This is both the most and least obvious of the pleasures, because it ranges from the overall
aesthetics of the game to the internal experience created by its sensory details. The
overall aesthetics are important for setting the tone of the game and they create a first
impression of the experience that the player expects from it. This is one of the clearest
ways that many serious games are lacking, so creating an appealing sensory experience,
both internally and externally, is important for Combating Conspiracy.

Discovery

Discovery is potentially the most important in terms of game mechanics for Combatting
Conspiracy, as it is a game in which players set out to explore a game world to look for clues
to solve a mystery. These discoveries have to be rewarding for players not inherently drawn
in by exploration, as it is the core of the gameplay.

Narrative & Challenge

i’

Reinforced by the importance McGonigal places on stories and challenges with “epic scale,’
this is the umbrella that shades all other aspects of this game. While every game pleasure
will make the game more enjoyable, these are what make the players care about the game
world. The narrative draws them in and tells them why they want to complete the
challenges, and the challenges give the players agency over that game world.
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Fantasy & Submission

Fantasy and Submission are similar in that they both involve escapism. The game world of
Combating Conspiracy is separate from the real world, not just because it is a game but
because it is inhabited by non-humans. This division is intentional so that players do not
automatically draw connections between in-game mysteries and real world conspiracies,
as this could make them defensive and mentally take them out of the game. Instead they
submit to this fake world and its rules, and only after playing do they take what they learned
and apply it to the real world.

Expression

For players looking for self expression, their avatars will be customizable. Expression is
also the rationale for the hub area and its upgrades. Tying into fellowship, the hub is a way
for the group to express themselves as a community.

Fellowship

Finally, as a piece of media addressing conspiracists’ desire to belong to a group,
Combating Conspiracy addresses people's desire for fellowship through being a
cooperative multiplayer game. The goal of the project is to teach players how to find
outlets to this desire through means other than conspiracism, through their classmates,
local communities, and games.

These pleasures also mirror pleasures derived from other experiences, which is likely why
the reasons listed by Dr. Karen Douglas as to why people believe in conspiracy theories
have some overlap. People are looking for pleasures such as submission and fellowship and
instead of getting them from games, they find them in conspiracist communities. While
the epistemological content of Combating Conspiracy addresses poor education on
sources of information, one of the reasons listed by Douglas, the mechanics of being a
game are uniquely suited to provide players with an outlet for the other desires of potential
conspiracists, such as the need to feel in control or to belong to a group.
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Bartle’s Chart of Player Interests

The merging of these concepts is what Richard Bartle observed in his paper about users of
Multi-User Dungeons (aka MUDs, early text-based multiplayer games), which focuses on
different types of players, what they want from games, and how they interact with each
other. Because of these unique wants, the same game can be completely different things
to different players. Bartle asks at the start of his paper if MUDs are games, pastimes,
sports, or other entertainment, and goes on to say that “perhaps individual players even
see the same MUD differently from [one] another” (Bartle 2). While he is specifically
observing users of Multi-User Dungeons, this perspective can be applied to modern games
as well. Bartle uses the chart below to illustrate how different players behave in game
worlds, and how this affects how they play and enjoy games.

ACTING
Killers Achievers
LAYERS —=—-—————— e mm e WORLD
Socialisers Explorers
INTERACTING

Fig 3.2. Bartle, Richard. “Chart of player interests.” Apr 1996, Hearts, Clubs, Diamonds,
Spades: Players Who Suit Muds.

The axes of the graph represent the source of players'interest ina MUD. The
x-axis goes from an emphasis on players (left) to an emphasis on the
environment (right); the y-axis goes from acting with (bottom) to acting on
(top). The four extreme corners of the graph show the four typical playing
preferences associated with each quadrant. (Bartle)
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Bartle uses this to chart MUD players, but this also applies to players of modern games. To
use Minecraft as a more modern example, we can see how the same game can create
entirely different experiences for different types of players.

Multiplayer ¥ Single Player
o Acting .
PvP-ers ——¢
o——— Builders

Map Makers L
" Monster
Fighters

Players World

YouTubers <
Explorer

Role Players — ——0 ° xplorers

o Interacting AR

Fig 3.3."Bartles chart of player types labeled with different types of Minecraft players.”

Map Makers are players who essentially use Minecraft as a game development tool to
create their own minigames and stories. These maps are then distributed to other people
to play through them. These players experience the game on a much more technical level,
even learning the coding tools built into Minecraft through command blocks and redstone.
They create entirely new experiences for other players, beyond the basic survival game
that it is. In doing so, their experience with the game is closer to that of a game
development and art tool.

By contrast, Explorers are players with hardly any impact on the game world, who do not
need such in-depth knowledge of the inner workings of the game. These players prefer to
explore the randomly generated worlds, or the maps that Map Makers create, than to
create anything themselves. While these people are playing the same game, they find
entirely different experiences, because games are capable of catering to a variety of
people at once.
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These different types of players also need each other to facilitate their preferred way of
playing.

For the most part, though, the inter-relationships between the various
playing styles are more subtle: a sharp reduction in the number of explorers
for whatever reason could mean a gradual reduction in achievers, who get
bored if theyre not occasionally told of different hoops they can jump
through for points; this could affect the number of socialisers (the fewer
players there are, the less there is to talk about), and it would certainly lower
the killer population (due to a general lack of suitable victims). (Bartle 5)

Continuing with the Minecraft example, Map Makers rely on Explorers to enjoy what they
create. Without that social aspect of map creation, many would not do it for very long. And
Explorers need new content to explore; they rely on Map Makers to create new worlds and
mysteries to experience.

In conclusion, games offer classrooms a way of learning that allows for experimentation,
reduces stress, and is customizable to the individuals. In a school system whose classes
are ever increasing in size with fewer teachers available, games are a way to improve the
system and meet the needs of individual students. As a teacher, Scharer recognizes that
despite the benefits, both teachers and parents often do not associate play with learning,
which is why we need a precedent of how games work as teaching tools. She says that
“play-learning environments require careful planning for learning and assessment, as well
as teacher flexibility,” which is why video games in particular are a good method for
teaching. A videogame has consistent and predetermined rules across classrooms, can
have built in methods for assessment, and reduces student stress by providing them a
variety of learning opportunities.
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Influences and Precedents

“It's more important to master the cards you're holding than to complain about
the ones your opponent was dealt.”

—Grimsley

Pokemon Black And White

The primary influences behind Combating Conspiracy are Plato’s Allegory of the Cave, lan
Bogost, Jane McGonigal, the cooperative game Phasmophobia, web-based games
Quandary and Argument Wars, and the detective game Ace Attorney. These works each
break down some part of my project in ways that make it digestible to my target audience.
Plato's Allegory of the Cave illustrates the core principles my project is trying to convey,
and is a good introduction to epistemology as a whole. lan Bogost's work and writings on
persuasive games, and Jane McGonigal's Reality is Broken, influence how | will convey
those principles through the design of a game. And finally each of the games | reference
set presidents for the various mechanics and storytelling methods of my game.

Conspiracy in

Pop Culture
s Exploration —_
f ™ " Evaluating
/ : ] -7 | Evidence = T
L%‘}iﬁ:‘;gﬁl& ‘/*-’-?—' Ta[hkr;rgsto ————= Discussion —= Group Decision "/H “—=  Ending
e i | | Convincing _~ |
4 /~__ [ Lookingfor ' HESS /
% Evidence ‘__./
- I i & (R (-
Gone Home Phasmophobia Ace Attorney Argument Pokemon Danganronpa

Building Games

Fig 4.1. “Influences and Precedents section’'s connections to gameplay loop.”
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lan Bogost and Jane McGonigal

From here my research continued from message into medium, and | found lan Bogost’s
work on games can be used effectively to persuade people and Jane Mcgonigal's fourteen
“fixes for reality” derived from games.

lan Bogost is an author, game designer, and founder of Persuasive Games LLC, an
independent game studio (“About Me"). He has a, for the games industry, long history of
making and writing about persuasive games. He wrote Persuasive Games: The Expressive
Power of Videogames, a book about the power of games, followed by Persuasive Games, A
Decade Later, an essay about how his ideas have evolved since the book.

Jane McGonigal is an alternate reality game designer, author, and public speaker. Like
Bogost, she believes that “games can help save the real world” (McGonigal 347). Her book
Reality is Broken has had a big influence on the game design side of my research, because
she understands the impact of games and uses examples of games to illustrate each of her
points. She writes about game design techniques that keep players engaged in what could
otherwise be boring tasks, and how we can use them to make our real life boring tasks
more enjoyable. This is the core of gamification and should be the core of all serious
games, because if players are not engaged, they will not learn.

These works have influenced me conceptually, technically, and intellectually, because they
make me really analyze how games have the impact that they do. This is important to my
project because | am trying to influence my players’ future behavior. Games have become
so ubiquitous that they have comparable reach to more traditional media such as film,
television, and books, while also having the power of interaction and immersion. When
discussing Grand Theft Auto: San Andreas, Bogost says “and how surprised the liberals
might be to find that they have the perfect object lesson for counteracting conservative
frames about poverty, class, race, and crime already installed on the nation’s PlayStations”
("Persuasive Games: The Expressive Power of Videogames” 118). While it may be up for
debate whether the Grand Theft Auto series is intentionally persuasive, its reach is so wide
and message so ingrained in its mechanics that it has some level of intellectual impact on
its players. Alternate realities can “make difficult activities more rewarding,” “build up new
real-world communities,” and adopt better daily habits (Mcgonigal 145).

One major criticism of serious games that | and many others have, is that they put
consideration for education before game design. This means that they often sacrifice the
engagement that entertainment games derive from their art and mechanics, and therefore
are not fully taking advantage of the medium. Most of the games published by Persuasive
Games do not catch my attention like other games do; they look boring and unappealing
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(Persuasive Games). Which is unfortunate, because from their descriptions they have a lot
to offer the player in terms of education or other messaging (Persuasive Games). Rather
than focusing primarily on content, mechanics, aesthetics, and content will all be equally
important in the design of Combatting Conspiracy. It does not matter how important my
message is or how well the content is explained, if no one enjoys playing the game,
because then they will never see it. Bogost even recognizes this as a potential hindrance to
the spread of persuasive games, as they are often made by smaller teams with fewer
resources, when he discusses his first impression of Tax Invaders. “When | first played the
game | quickly dismissed it, assuming its rhetoric to be as rudimentary as the game’s
primitive visual and programmatic execution” (“Persuasive Games: The Expressive Power
of Videogames” 104). One of Bogost's concerns for persuasive games is that “in order for
people to be persuadable by games, it wasn't enough to have a few interesting games,”
because they do not have the same reach as mainstream games (“Persuasive Games, A
Decade Later”). “The best-designed game work feels more productive because it feels
more real: the feedback comes stronger and faster, and the impact is more visible and
vivid,” (McGonigal 63). but when a game is not designed well that work just feels like work.
In designing a serious game more like games meant for entertainment, | hope to increase
the spreadability of and viability of designing persuasive games.

Influential Games
Phasmophobia

One specific game that has inspired my project is Phasmophobia, a four player cooperative
game. In Phasmophobia you travel to a haunted location, gather clues about the being
doing the haunting, and try to figure out what type of being it is, all while being hunted by it.
Players have to work together to solve the mystery before moving on to the next one. They
can pick from a variety of locations to visit and the rounds do not last very long. This gives
them a choice in how they play, and keeps them engaged. My project will be very similar to
this work in terms of game structure, because it will lend itself well to play in a classroom.
At the beginning of the session the class can pick a mystery to solve, and they will be
finished by the end of class, leaving enough time to discuss their experiences and wrap up
class.

Because Phasmophobia is a video game, it inspires my project both technically and
materially. Aside from simply sharing a medium, Phasmophobia is a great example of the
clue finding mechanics that are key to my project being presented in an engaging way. Like
the art of Plato’s Allegory of the Cave, Phasmophobia has also contributed to my exploration
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of the “creepy aesthetic.” However because Phasmophobia is, in terms of aesthetics, a
primarily realistic game most of its impact on the look of my project is the way that it
develops atmosphere. Players enter what would otherwise be mundane locations, such as
houses and a school, but because the game always takes place at night and the player
knows something is wrong in these places, the creepy sounds and lights turning off are
elevated in their mind.

| will extend this work by constructing a more meaningful world around the smaller levels.
While there is sort of a story behind your character in Phasmophobia; they are ghost
hunters hired to investigate haunted locations, there is no larger meaning to be found. And
other than increasing your character’s level and money, there is no larger goal to aim for.
While the content of my project needs to be digestible within one class period, having a
larger goal that the whole class is invested in achieving will make them invested in the
game and make them look forward to the next time they get to play together. Two of
McGonigal's fourteen “fixes for reality” derived from games are “tackle unnecessary
obstacles” and “immerse yourself in epic scale.” She describes these as ways that games
make doing work more rewarding and, because there often is not much grandeur or choice
in school work, | want Combating Conspiracy to embrace them.

Players of Combating Conspiracy will also have to evaluate the evidence they find. For the
most part, evidence gathered in Phasmophobia is straightforward and truthful, but
because | am teaching the evaluation of sources of information, evidence gathered in
Combating Conspiracy could lead players down the wrong path if not properly analyzed.
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Quandary and Argument Wars

Quandary and Argument Wars are free online games designed to teach students how to
formulate strong arguments and how to recognize flawed ones.

Fig 4.2."Player selecting a card to play in Fig 4.3. “Gameplay of facts vs. opinions.”
the debate..” iCivics. Author’s screenshot. Learning Games Network, 2012. Author’s
screenshot.

Because Argument Wars focuses solely on
the court cases themselves, a lot of the
context and the impact they have on real
peopleis lost.

While it is good at conveying the specific
moral and legal arguments of these court
cases, they are lacking in really telling the
story of the events surrounding them. For
example, Snyder v. Phelps dealt with the
Westboro Baptist Church’s picketing of a
funeral. The cards you play don't give the

Fig 4.4."Level select for the Snyder v Phelps case.”
iCivics. Author’s screenshot.

whole picture of what it was like to be there during the event. The play The Laramie Project
on the other hand does a great job of conveying the emotions and reactions of the people
that were there. Games have the potential to combine these two aspects of the story
together, and that was a major goal of Combating Conspiracy.

Quandary requires players to recognize the difference between facts and opinions, and to
work through peoples’ arguments and needs on how a problem should be solved.These
games both do a great job of teaching players how to form arguments in a gradual way, but
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they do not feel very “gamey.” Play consists largely of reading and sorting cards, and while
students can still benefit from the break from their normal school day, these games do not
fully embrace the benefits of play. These games do not need to be heavily facilitated by a
teacher, give students the chance to work at their own pace, and provide interesting
visuals and stories to accompany the concepts, but are they fun enough to keep students
engaged?

Regardless of the shortcomings of these
games mechanics, the atmosphere they
create around these lessons is effective in
providing a tangible example for the
content and in making it more entertaining.
Quandary uses a short series of comics to
introduce the conflict of each level and the
resolution reached at the end. Combating
Conspiracy will use a similar technique to
introducing and concluding levels, as it is an
efficient way to introduce a world and
conflict without overloading the player in
text and exposition.

Fig 4.5.“Comic that introduces the
conflict of the level.” Learning Games
Network, 2012. Author’s screenshot.

Ace Attorney

The Phoenix Wright: Ace Attorney Trilogy is a game in which you play as Phoenix Wright, a
defense attorney who has to gather evidence to prove his client not guilty. As this project’s
final precedent, itt is a well executed combination of a clue evaluation game and an
argument building game. There are two primary gameplay phases which alternate
throughout the levels; investigation and trial. Typically the level starts with an investigation
phase, during which the player has to talk to characters and gather evidence, to figure out
who the true guilty party is and how to prove it in court. Then, during the trial phase, they
have to cross examine witnesses and present evidence to prove their case. In the more
difficult levels, this is followed by another investigation phase where you have to
investigate something that came up in court. This back and forth creates a compelling
story, where you just barely scrape by with the evidence you have and uncover new leads to
investigate.

The Ace Attorney Trilogy is the most successful of these precedents at implementing the
mechanics of solving a mystery, without shoehorning in unnecessary mechanics to try to
force the game to be more fun. This is due in large part to the way mysteries have to be
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solved. With very few exceptions, you are able to find all of the evidence you need on your
own to solve the mystery. This means that it is totally up to the player to unravel the web of
lies set out by the prosecution, without getting bogged down in tangential minigames.

But not only do you have to figure it out for

yourself, you have to figure out how to use Powers's(?) Photo
the evidence to convince the judge of ﬂ]ﬂ He's dragalog ooe leg.
[Oct 15, 2:00 PM, Photo #2]

what you found. This means that unless
you actually know what happened, it is
very hard to guess randomly at what
evidence to use to prove your case. This
creates an  inherently  compelling
challenge, rather than trying to apply
extrinsic game mechanics to the process Fig 4.6. "Ace Attorney case evidence that the
of presenting evidence, which is where player can present in court.” Capcom, 2018.
' Author’s screenshot.
games such as Danganronpa tend to fall
flat in many player’s opinions.

On top of this, the investigation phases of the levels are more slowly paced and allow the
player the opportunity to get to know who the characters are, outside of the stress of the
courtroom. This allows for a lot of world and character development that would bog down
the action of the trials and that most of the other precedents do not allow for.

The one downside to the implementation of
these mechanics is that, in order to create
tension, sometimes evidence is withheld
from the player until a climactic moment, at
which point another character reveals it
without any work done by the player. For
example in the second case there is a note
supposedly written by the victim of the
killer's name. This is used as evidence early

Fig 4.7."Ace Attorney witness cross .
examination.” Capcom, 2019. Author’s on, and the player always has access to it.

screenshot. However, the player cannot uncover the real

implication of this note until they reach a point that mimics a fail-state and this
information is handed over to them. This removes the player’s agency for the sake of
dramatic tension, and sours the feeling of victory that presenting this evidence would have
otherwise achieved. This is the one area where the Ace Attorney games repeatedly fall flat
that | aim to avoid replicating.
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“The opposite of play isn't work. It's depression.”
—Jane McGonigal

Reality is Broken

Combating Conspiracy is a multiplayer cooperative game that teaches a mindset that
prevents people from falling into conspiracy theories, by gamifying the Theory of
Knowledge curriculum. It is playable in a classroom setting or purely for entertainment
purposes. Players are tasked with solving a mystery by gathering evidence and working
together to determine the validity of each piece of evidence. Players will have to solve a
mystery by gathering clues and determining which are credible.

Concept and Purpose

| arrived at this delivery method after considering a variety of games that | ranked on a
scale from total visual novel with very little interaction, to RPG with a majority of player
interaction. Visual novels are able to convey a lot of information very quickly because they
are very text heavy. However this makes them less engaging to many players and is too
similar to the classroom activities that this project aims to replace. RPGs on the other hand
offer expansive worlds and a rich story, but it takes a significantly longer time to get to all
of this content.
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Because of these strengths and
limitations | decided that | need to
make something somewhere in
between the two extremes. Combating
Conspiracy will use the interactivity
and player agency of RPGs to keep Fig5.1. Chart of game inspirations. Games as shown from

players engaged, combined with the left to right: Earthbound, Stardew Valley, Gone Home,
character development and story of a Danganronpa, Doki Doki Literature Club!, and Emily is Away

Somewhere in
between

Visual Novel

visual novel to best convey complex scenarios in a short time. Based on this, the existing
game closest to what Combating Conspiracy is, is Danganronpa. Danganronpa largely
functions as a visual novel, with the player exploring areas, talking to people, and clicking
on key objects in the environment to learn about them. At the end of each level is a section
of more interactive gameplay that, while somewhat ineffective in many players’ eyes, is the
key point at which they have agency over what happens in the story. Combating Conspiracy
replaces this arguably ineffective gameplay with a card game style minigame where the
player must use their collected evidence to convince NPCs of their findings.

When used in a classroom the teacher is responsible for setting up the game for their
students to play. This allows them to determine which levels are most relevant to their
course material and gives them access to player analytics so that they can evaluate the
students’ participation.

The levels of Combating Conspiracy are designed to be modular so that they can be
designed around specific learning objectives. This also assists in maintaining a reasonable
scope for the duration of this project, as discussed below, and would allow for new levels to
be added post-release to address specific concepts or world events. Below is a chart of
the gameplay loop for one level.

Exploration
Level Select & E ; : : < Lo
: ) xploration Discussion |
Discussions - .
: - Ending
' Exploration “

Fig5.2. Gameplay Loop Chart
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The players start off together and either pick a level to play or are assigned a level by their
teacher. They then break off to explore; this takes up the bulk of gameplay. This is where
players gather evidence from NPCs and locations. The group then gets back together to
discuss their findings and evaluate the credibility and relevance of their evidence. At the
end of this discussion they must work together to convince key NPCs of their conclusions,
using the gathered evidence. The route they decide to take and whether or not they were
successful in convincing the characters determine which ending the group will get.

The following two sections describe the scope of this project; first in terms of design goals
and desired outcomes (Scope: Purpose) and then in terms of what | actually made as a part
of this project (Scope: Development).

Scope: Purpose

The most important aspect of this project’s scope conceptually is that the purpose of
Combating Conspiracy is to prevent people from believing in conspiracy theories, not to
deprogram those who already do. Changing a person’s existing beliefs, especially when as
deeply rooted as belief in a conspiracy or cult, is very difficult and requires personalized
attention (Hassan). Because of this the content of the game is instead focused on
developing critical thinking skills and recognizing flawed arguments in the first place.

Scope: Development

Due to the time constraints of this project, | only developed one level of this modular
system. The details of this level are outlined below. This allowed me to focus on developing
the core gameplay mechanics without worrying about creating multiple worlds, stories,
and sets of assets. | also began the process of creating documentation to aid in the use of
this projectin the classroom.
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Story

The story for this level is based on antivax conspiracies and the arguments that people use
to support it. The modern antivax movement was started by Andrew Wakefield to scare
parents into giving their babies 3 separate vaccines instead of the MMR vaccine, which
combined what had originally been the separate vaccines. This directly benefited him
financially and his medical license was revoked as a result of his actions.

The standin for Wakefield in this level's story will be a
salesman who sells “magical” amulets that protect an
island town from storms. The world will feature real
magic so that it is not immediately obvious to
players whether or not the amulets really are magic,
and they will have to gather evidence and convince
the townspeople of their conclusion. The salesman
is motivated by greed and does not care about the
negative repercussions of his actions on the town.

The governor, in contrast to much of the town,
doesn't actually believe the salesman, but because
much of the town does believe the salesman, he
goes along with it to stay in office. These characters
show different motivations for why conspiracies are Fig 5.3. Salesman and Mayor concept art
perpetuated, other than just fear.
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Different areas of the level are meant to communicate other aspects of what the town is
experiencing through environmental storytelling and the NPCs who reside in those areas.

Level Map

Beach
- Remnants of last storm
- Storm clouds building on

horizon Town

- Sub areas: amulet shop,
grocery store, hub

- How salesman has benefited

- How people talk about the

New Meighberhood
- Attitudes have changed
about storm building

- Mot questioning salesman's amulets in a casual setting
walidity
Old Meighborhood
Lab/Observatory - How they used to prepare for
- True authorities on weather storms :
- Evidence to back up their - People who haven't fallen for
claims salesman

Fig5.4. Level map concept art with area descriptions

For example Players can compare the old neighborhood with the new one currently being
constructed. The old one is up on the cliffs where it is safer from storm surges and the
residents are preparing their houses for the approaching storm. The new neighborhood on
the other hand is still under construction and is much closer to the beach where it has a
great view, but won't be well protected from any storms. The residents of this
neighborhood have fully bought into the salesman's protective talisman and no longer feel
the need to prepare for the storms. This is to show the changing attitude of the majority as
well as the perspective of the holdouts.

Audience

The target demographic for Combating Conspiracy is high school students because they
are still developing their world views and the tools to navigate sources of information. In
addition to this, high school English curriculum in the United States has a large focus on
verifying sources of information for use in writing, and this project uses similar learning
objectives and applies them to the outside world. This allows the game to be integrated
into these classes to get them thinking about these concepts in another context.

Because many members of the target audience are likely not receptive to real world
conspiracies being directly challenged, either due to their own beliefs or those of their
family members, the setting of Combating Conspiracy is a non-human fantasy world. |
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wanted to make sure the characters were humanoid, so that the players can relate to them
and draw correlations between their world and the real one, but not actually human so that
any conspiracies portrayed in the game are abstract enough that they are not immediately
recognizable. Initially | went to aliens, but because one of my major influences is Among Us,
| wanted to avoid my world looking too much like that game world's. Eventually | settled on
humanoid bird creatures that | felt were human enough to be relatable, but abstract
enough to not be immediately associated with other media or reality.

Fig5.5. “Brainstorming sketches.” Fig 5.6. “Character concept art in chosen style.”

Prototype

One of the key points of this game’s design is that it has to be fun to play so that it keeps
students engaged. Because of this | had to make sure the mechanics and story were
engaging before putting the time into fully developing them. To achieve this | made a paper
prototype of the evidence evaluating and NPC convincing sections of the game. | laminated
the cards and used a dry erase marker to mimic Ul elements that change during gameplay.

The cards designed for the prototype will translate directly into the game, so any art done
for this step is also progress on the final project.
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Card Design
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Evidence Cards Shield Cards Character Cards

Fig 5.7.“Plan for prototype cards with labels for each element.”

The design of the cards was largely influenced by pokemon cards, as they are popular both
for their collectable art and characters, and as a part of an actual playable game. The bulk
of the card is taken up by images and information, surrounded by icons that denote the
stats of the card. In the case of Combating Conspiracy, these stats are the strength of the
card, the argument the card supports, and the evidence type.

NETE Level Hit Points -—_______...---— Position
| orterraujr - G 5 . Current/Total
Evolution w— GE tobe s oot P ] /5 Health
e e : i 4 Evidence Type
L, N, L b . (Ethos, Pathos,
g " ! and Logos)

There aren't many devastating
storms outside of the rainy season, =f=="Evidence Description
and the amulets haven't been in use
since after the last one.

—Pokemon Info.

Evidence Image/
Character who
gave evidence

—Move Damage

Energies J;
Needed *

— Character Description

+— Picture llustrator

K

Evidence Evaluation
meter

Rarity Retreat Cost *

Weakness Resistance  Card
MNumber

Fig 5.8. Catcher "Pokemon Kaarten ‘the beginning”

Fig 5.9."Combating Conspiracy evidence card
Labeled Pokemon card. 24 Sept 2017.

version 2"
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Playtesting Setup

| started by explaining the types of
cards, the different icons on the
cards, the cards that started on
the playing field, and how
gameplay would progress. The
field starts with one NPC card,
that character’s arguments on the

@ ¢ O ’ @ ® QE topic, and a shield against a

[ i | ] certain type of evidence. Players
' have to address the NPC's
arguments and shields before they

can attack their confidence in

'ﬂ:mnﬁlﬂﬁl

[beture this. W are o better
ot bibening in the armulet. ’

| ®®®| their beliefs, which functions like a
health system.

Fig 5.10. "Prototype playing field at the start of the game.”

Phase 1: Evaluating Evidence

After everything was set up | walked the
players through evaluating the evidence
cards. This part was tricky on paper as
there is a lot of context that would be
shown in the game that | had to explicitly
give the players instead.

During this stage of testing | suggested
changing my evidence types to ethos,
pathos, and logos to simplify and make
the evidence types more recognizable. My
playtesters agreed with this idea as they
were familiar with these concepts, and
this would also tie in well with high school
English curriculum.

Another decision we made during this Fig 5.11. “"Evidence cards once players evaluated them,
stage was the removal of the purpose showing which criteria were valid and the points that
criteria from the CRAAP test. While it can gave the card.

be helpful for evidence given to players by a character, it is hard to tie it into evidence
gathered by observing the environment first hand. For example, one of the evidence cards
is the players having observed rubble from previous storms. There is no inherent
intentionality behind making an observation like this.
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Phase 2: Breaking down Defenses

Fig 5.12. "Left: cards played to remove NPc’'s arguments. Right: card played to remove
the NPC's shield.”

During this stage it was suggested that arguments on the side that the NPC already agrees
with could make them more receptive to your other arguments. Possibly there is a second
meter, in addition to health, that shows their willingness to talk to you. Using arguments
from their disliked evidence type or irrelevant evidence could make this meter go up. This
would also allow for a fail state in the battle.

| thought this was an interesting idea, and implemented it as a way to tear down the NPC's
shield. You can present them with an argument they agree with, of that evidence type, to
make them receptive to that evidence type.

Phase 3: Battle

During the final stage of the game
players use their remaining evidence
cards to directly attack the
character's confidence meter.

Fig 5.13. "Cards played against the NPC's ‘health.”
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Player Feedback

At the end of the playtest | had a few guided questions that | asked players, in addition to
the feedback they gave while playing. Those questions are as follows:

Question 1: On a scale of 1-b, 1 being not at all and b being a lot, how much did you enjoy
each of the following?

Question Specific Feedback/Thoughts

Working with other players 5 | What would happen if players could be on opposing
sides?

Evaluating evidence cards 4 | Hard to get the whole context with this version of the
game, probably would be fixed in final version

Playing cards to convince 4 | Not enough of a challenge; up the scale. Maybe

NPCs include evidence that is not important or seems
unimportant at first, or prevent players from reusing
evidence cards in other arguments so they can't keep
playing the best card each time.

Success of having 2.5 | Not very exciting, again would likely be more
convinced NPCs rewarding in the actual game. Also, if it had been
more challenging that would make it more rewarding.

Question 2: On a scale of 1-5, 1being too easy, 3 being a fun challenge, and 5 being too hard,
how challenging did you find each of the following?

Question Specific Feedback/Thoughts

Working with other players 3 | Might be harder for high school students, but here it
went well.

Evaluating evidence cards 4 | Again, the lack of context made it a little ambiguous,
but once context was provided explicitly it was ok.

Playing cards to convince 2 | Not enough options; too straight forward. This could
NPCs function well as an introduction battle, with
harder/more complex ones to follow.
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Question 3: What was your favorite part?
-evaluating the evidence cards
-deciding which evidence cards to use and when to use them

Question 4: What did you like least?
-side icons are too hard to see, bigger/different colors would help
-don't call it health, it makes it sound like an attack

Question b: Any other thoughts?
-does the player gain authority with the townspeople as they go around convincing people?
-will battles be against an actual character or against a card? The card feels impersonal.

Prototype One Conclusions

Based on the feedback during the testing of the first prototype | created a list of
modifications to the combat portion of the game. Most of these changes were to the
design of the evidence cards, to help with clarity of information and to streamline the
gameplay.

The biggest design change to the cards was to build O
more context into the cards, by making it clear who @ Q

had provided a piece of information and what their

| watched him make the

qualifications were to be making those claims. This amulets. He didn't do anything
. you wouldn't do to a normal
allows players to make a more accurate judgment on gold necklace.

the authority and relevance criteria.

Next, to add to the challenge of evaluating evidence ‘
cards, some of the cards do not explicitly state what '

side of the argument they are on(the top centericon).
Now players not only have to evaluate the strength of
an argument, they have to figure out which side it
supports. This to some extent replaces the “purpose” Fig 5.14."Updated evidence card for
criterion which was removed. protatype 2.

Finally the evidence types were changed from appeals to emotion, witnesses, physical
evidence, and statistics to ethos, pathos, and logos. This simplifies the evidence types as
well as tying back into English class curriculum. In addition to these larger changes this
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included making the icons larger and color coding some of them to make them more
readable at a glance, and changing “health” to “conviction.”

Patience

LV VT T

Conviction

/S S/ S/ vy

Fig 5.15. "Patience and Conviction
meters.”

l Prof. Perry : K

Fig 5.16. “Previously convinced NPC
card.”

Dagienge _
Ve b,
Cogfidgnce_

1

The biggest changes in terms of gameplay were the
addition of a patience meter that depleted when bad
arguments are played against the character, the
removal of the purpose criterion from the evaluation
of evidence, and the use of evidence that does not
support the players’ side to break down the NPC's
shield. Also, as a reflection of the previous efforts of
the player, characters who have already been
convinced by the player's arguments become an ethos
card that can be played in later debates.

One suggestion that at this stage | was still
considering but did not implement into my second
prototype due to its scale is to add some kind of deck
building mechanic before the battle. This would mean
players have to make decisions about what evidence
they bring into a debate before it starts, like players
have to do when playing Pokemon or Magic the
Gathering.

After testing my second prototype | asked the same
questions for feedback as | did after my first
prototype.

@O©©®©@®©@?©

Fig 5.17. "Prototype 2 played on Roll20.com.”
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Prototype Two Feedback

Question 1: On a scale of 1-5, 1 being not at all and 5 being a lot, how much did you enjoy

each of the following?

Question

Specific Feedback/Thoughts

Working with other players 5 | Good team building

Evaluating evidence cards 3.5 | Confusing the first time, then made a lot of sense,
description confusing, but mechanic simple

Playing cards to convince 5 | Like the grayed out ones, having to figure it out

NPCs

Success of having 4 | Not enough feedback on paper, Everdale; got another

convinced NPCs

character, 3 stages is nice; the shield is a little
disjointed, stages made it rewarding

Question 2: On a scale of 1-b, Tbeing too easy, 3 being a fun challenge, and 5 being too hard,
how challenging did you find each of the following?

Question Specific Feedback/Thoughts

Working with other players 3 | Hard to tell from these players specifically

Evaluating evidence cards 2.5 | Once | understood it it was very easy, some cards
could be more difficult

Playing cards to convince 3 | Overwhelmed by dialogue options, after doing it once

NPCs

it made a lot of sense, with prior context it would
have been less overwhelming, (ratings were 28&4)

Question 3: What was your favorite part?

- Theart

- Broken down into 3 distinct stages
- 2 health bars you need to manage
- Right after playing the first card, bc it all made sense suddenly, wanting to collect all

the villagers
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Question 4: What did you like least?
- Took a while to understand the icons
- There's a lot going on, and if you miss anything you feel like you miss out on a lot, but
it's not too complicated

- Moredistincticons
- NPC card is the most effective, has less on it
- Toomanyicons?
- Space out more? everdale

Question b: Any other thoughts?
- Very cute, excited to collect birds
- Was fun, can see the educational merits, almost a debate tool

Conclusions

While the art and overall card design received praise from my second round of playtesters,
the one remaining criticism about the design of the cards was that they were too crowded
and the players forgot what most of the icons meant during play. Two options | have to
remedy this are to remove the CRAAP icons from the bottom until they are needed, or to
replace them with a meter next to the cards that fills up. This would remove the visual
weight from the card and condense it down into one Ul element, so this is the option|am
leaning towards.

One thing that was clear from both of my prototypes is that | need to figure out how | am
teaching the players my mechanics. While the game made sense to players once they got
into it, they always felt overwhelmed with information and a little unclear on what they
were supposed to before that. The simplest part of fixing this problem will come when |
create the exploration sections of the final game, because players will be introduced to the
evidence gradually. This will keep them from having a ton of information dumped on them
all at once, and will give them time to get used to the evidence cards. That only leaves the
character card, which will be translated to on screen Ul like in the Pokemon video games,
and the shield cards.
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Beyond that, | decided that the “levels,” or
characters that need to be convinced,
should go in a specific order rather than
being an option at any time. This will allow
me to build difficulty and complexity more
gradually without overwhelming players.

| also have to make sure that the CRAAP test
and ethos, pathos, and logos are taught
throughout the game world, so that they are
not new to the player when they reach the
battle phase.

Fig 5.18. GameGrumps. “screenshot from Pokemon
FireRed: I Never - PART 1- Game Grumps showing the
battle Ul." 3 Feb 2014.

While testing this paper version | also decided it would be beneficial to my project to also
have a paper version, that teachers who do not have access to computers in their
classrooms could use. This would take minimal extra work because the art for the game is
card-based, so much of the art and gameplay mechanics would translate 1:1 with minimal
formatting adjustments. This is a bit of a stretch goal depending on how the rest of the
development goes, but this would be a solid addition to the project.

Production

After prototyping, production of Combating
Conspiracy had three more phases; proof of
concept, feature complete, and final
vertical slice. During this first phase |
focused on implementing the exploration
and battle mechanics. | generally find point
and click type games to be the most time
consuming to program, so this phase took a
while without much progress visibly taking
place. But at the end of this phase, the
mechanics tested out in my prototype were
all implemented, along with the changes
made during that process.

F i

Fig 5.19. "Early testing for movement and collisions in
the open world section.”
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Next | focused on completing all of the coding needed for my vertical slice. This was my
deadline for the end of March. Working from the map | made during the planning phase, |
transformed it into 3D space, using Unity’s built in terrain tools and marking out buildings
with cubes. This allowed me to test out the scale of the world and some basic collisions.

Fig 5.20. “Original map sketch with Fig 5.21. "Map sketched out in Unity using the terrain features with
key locations.” more details, including plans for invisible walls to limit where the
player can go.”

| also finalized all of the
debate battle mechanics.
Players have to evaluate
cards before playing them,
the NPC's arguments are
presented in front of them
at the start of battle, there is
feedback based on whether
a correct orincorrect card is
played, and there are win
and lose conditions.

Fig5.22. "Prototype battle system.”

Because | had never made a story driven game before, one of the biggest challenges |
faced was figuring out how to deal with all of the text. Initially to test some mechanics out |
was putting the dialogue and evidence card test into the game by pasting it directly into my
scripts, but this doesn't scale very well and it can be hard to find and fix errors. To improve
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this, | learned how to import spreadsheets into unity and create code that pulls the text
from specific cells in the spreadsheet when | need it. This allowed me to not only manage,
format, and edit large quantities of text, but to attach other variables to each line of text.
So for example, evidence cards not only have a description, but other stats such as their
power, which argument they support, and how reliable they are. By dedicating each row in
the spreadsheet to a card | was able to keep all of this information together and it is just as
easy to change as the text. | created a similar system for the character dialogue which
allowed me to easily add the name of the character speaking and an image showing their
reaction to the dialogue. Any time | need to add or change information, | can make the
change in the spreadsheet and re-import the document into unity, and the code
automatically pulls the new information.

A B c D E G H J K
ID  length evidence NPC name description line1 name line 1 Portrait line2 name line2
Greetings! | am Centrics the As our honored guests,
3 Centrics the Greatl | am the protector of this delited to offer you a sal
2 4 0 Great salesman introduction | Centrics the Great realm! 0 Centrics the Great of my mystical items.

Hi" name’s Seaton. I'm a student
3 2 0 Seaton student introduction Seaton at the meteorology schoal

Hello. I'm Professor Perry™ |

4 2 0 Prof. Pemry prof introduction Professor Perry teach people about the weather.
| provide this town with 1
5 4 0 Mystic Maggie mystic introduction Mystic Maggie Greetings. | am Mystic Maggie 2 Mystic Maggie remedies and protection
I'm busy” | have work to do
6 2 0 Detective Dak  detective introduction Detective Dak Leave me alone.
8 My name’s Marill' I'm a1
7 6 0 Marill mom introduction Marill Hihon® how are you today? 0 Marill three lovely kiddos.
Name's Albert. You're lucky” you
9 caught me between training
8 2 0 Albert athlete introduction Albert sessions.
10 9 2 0 Lynn librarian introduction Lynn Oh helle” I'm Lynn the librarian.
Hey there” pleasure to meet you
Maxwell meteorologist I'm Maxwell Starroot™
10 2 0 Starroot introduction Maxwell Starroot meteorologist superstar.
construction I really should be getting
11 4 0 Coburn introduction Coburn Hi" I'm Coburn 0 Coburn wark

5.23."Spreadsheet used to implement character dialogue in the game.”

B2

Fig5.24. “First character sprite sheet.”

Around this time | also started working on
some of the assets. While this was not yet a
major part of production, | wanted to start
to nail down the visual style of the game. |
created the first character sprite sheet,
which is a series of 2D images, and an
animatic for the level introduction.
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The goal of the animatic was to act as a placeholder for what would be a fully finished
animation, if this project were to continue. | considered a few other options, such as the
comic introduction that Quandary used, but | wanted something more attention grabbing
that did not require the player to put forward much effort. This way it would be easier to get
them invested in the story and therefore care about the game from the start. The endings
would also have animations, as a sort of reward for completing the level.

o

Fig 5.25."Endings storyboards, left: bad ending, right: good ending.”

| decided on making my game 2.5D, similar to Paper Mario, because | feel the 3D world
space makes exploration more intuitive and interesting and the use of 2D assets would
both create an interesting visual style, and be easier for me to produce on my own in the
given time. Having done several prototypes was helpful for the level creation part of this
part of the process because | knew where the gaps were in my players information when
they were just handed the evidence cards without the larger context. | was able to take
notes from my prototype feedback and address them as | fleshed out the world and its
characters.
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The final phase of development was focused entirely on asset creation and
post-processing. While adding mechanics would be beneficial for future development, |
wanted to focus on making sure | had something presentable by the end of it that would
appeal to people who are not coming to this project from a technical background. To
someone unfamiliar with what games look like before art is added, it can be hard to tell
what is actually there and even to progress through all of the content of the game. In
addition to this, one of the things | found to be holding serious games back during my
research were their visuals. A lot of the serious games | looked at had important lessons,
but they really just were not nice to look at, and that can impact the player's engagement.
When a game looks like it was made from clip art it gives the sense that the developers did
not really care about it, and | think that makes students care less about it in turn. | wanted
to break from this trend of lackluster visuals and text book level graphics, to give students
something that they will want to engage with.

5.28."Debate battle with Marill.” 5.29. “Dialogue with Marill.”
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Final Product and Conclusions

“It's an uncomfortable truth that every single one of us... could be any one of
them. Given the right kind of circumstances, the right kind of pressures.”

—Jeff Holiday

Wingnut Roundup - February 2022

The final version of my project is a vertical slice of one level of my game, with character
dialogue, one debate battle, and completed art. The player can explore the open world
section and talk to characters and gather evidence to uncover the story being told within

the level.

f *observation*
g

f'f' Evidently, the last time someone tried to build on the

B.1. “Evidence collection in the old neighborhood.”



DocuSign Envelope ID: 21161B27-9DBA-4FD4-A909-2B4058183694
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This vertical slice can be expanded on indefinitely, to include any number of topics and
conspiracies. In its current state it is limited by what | can do technically and artistically,
but it acts as a proof of concept for how serious games can be thoughtfully integrated into
classrooms. My sample lesson plan shows how games can be a part of the learning
process, and not just something to test your knowledge after class or an afterthought as
just a fun activity. As | have outlined in this paper, the more games are designed to be an
integral part to a classroom, the more they can be of benefit to students, teachers, and
people outside of classrooms looking for learning resources.
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Appendix 1: Sample Lesson Plan

Combating Conspiracy High School Class Lesson Plan

Lesson Objectives

- Evaluate evidence based on relevance to the argument, where it comes from, and
accuracy.

- Formulate arguments using valid evidence.

- Recognize how logical fallacies weaken arguments.

- Recognize the difference between an opinion and a fact

Introduction to Combating Conspiracy Island of Tempet

It is up to your team to investigate the magic of the island town of Tempet. While in its
past the town has been fighting for survival during devastating storms, recently a
magical salesman has come to town promising protection.

Talk to people and collect evidence to reach a conclusion on whether or not his claims
are true and the island is safe, or if it's all a scam. Then battle with that evidence to
convince the townspeople of your conclusion.

Teacher Prep and Notes

- Install Combating Conspiracy on your and your students’ computers ahead of time so
that class time can be focused on the game and its content.

- Prepare the Debate Battles Cheat-Sheet ahead of time so that you can help students
if they get stuck.

- Watch the introduction video so that you know how to navigate the game, how to
guide students through the game, and how to lead discussions of students’
experiences.

Using Combating Conspiracy in Class

Once the game is set up, start by introducing students to the world and mechanics of the
game. If you have a large class, you may want to split them into smaller groups so that
everyone is able to participate in group discussions.
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Key Vocabulary Discussion Questions
Ethos, Pathos, & Logos - Did you come across any conflicting
) ) ) information? How do you work through this
Confirmation Bias conflict?
Logical Fallacies - What is the most convincing piece of evidence
- Aq Populum Fallacy you found?
- Slippery Slope Fallacy
- Hasty Generalization Fallacy - What evidence made you question your opinion
- Correlation Fallacy on the conflict?

Circular Reasoning Fallacy

Facts & Opinions - How did the characters' perspectives and

experiences affect what they present as fact?
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Appendix 2: Debate Battles Cheat-Sheet

This appendix goes over possible solutions to each battle in case the player gets stuck and
cannot progress. This is primarily intended for classrooms to keep the lesson moving.

Marill

Shield: logos

Play any storm side or logical
fallacy logos card.

President
Ford Proudclaw

Shield: ethos & pathos

Play any storm side or logical
fallacy ethos card and any
storm side or logical fallacy
pathos card

Medallion side

- Weak to pathos

Resistant to logos

Argument: | watched him
make the amulets’ he put a lot
of care into them.

[Jeweler Jeanette]

| watched him make the
amulets. He didn't do anything
you wouldn't do to a normal
gold necklace.

-or-

Hasty Generalization Fallacy

- Medallion side
- Weak to ethos
- Resistant to pathos

Argument: The amulets aren't
hurting anyone. We might as
well keep using them just in
case.

[Professor Perry]

There aren't many devastating
storms outside of the rainy
season and the amulets
haven't been in use since after
the last one.

-or-

Ad Populum Fallacy

Argument: The amulets make
me feel safer; | was a nervous
wreck before this.

[Student Seaton]

The storms are devastating.
We should do everything we
can to prepare and not take
risks.

Argument: | polled the people
of this island’ the majority of
them believe in Centrics and
his amulets.

Hasty Generalization Fallacy
_Or_
Ad Populum Fallacy
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Glossary

Cooperative (co-op) Game
A game in which players must work together to achieve a common goal.

Gameplay Loop
The cyclical series of key gameplay elements that make up the experience of a game.

Example: The gameplay loop of Mario Brothers games involves selecting a level, jumping,
and running to the right. These actions are repeated throughout the course of playing the
game.

Non-Player Characters (NPCs)
Any character in a game that is not controlled by a player.

Multi-User Dungeons (MUDs)
Early online text-based multiplayer games.

Player vs Player (PvP)
Conflict, often combat, between two or more players. This is similar to the literary conflict
of man vs man.

Role Playing Game (RPG)

A story driven game genre in which the player is a part of the story world. These games
often feature turn-based combat, branching dialogue, and skill trees.

Serious Game

Serious games are games whose primary
purpose is something other than to
entertain, such as training simulations or
educational games.

Visual Novel

A game genre that is largely text-based
with accompanying visuals. Visual novels
often rely heavily on player decisions, (Fig 7.. GameGrumps “example of a visual novel:

which lead down different branching screenshot from episode 22 of Doki Doki Literature
narrative paths Club!let’s play.” Dec. 23, 2017)
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“Whenever there is a meeting, a parting is sure to follow. However, that
parting need not last forever... Whether a parting is forever or merely for a
short time... Thatis up to you.”

—Happy Mask Salesman

Majora’s Mask
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