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Exclusion

Objectives Video games have become increasingly sophisticated in

representing history and culture. The impact of Black Myth:
Wukong around the world has forcefully demonstrated that video
games have become a significant part of the lives of many people
and, therefore, a mainstream media to transmit Chinese history
and culture in modern society. Today, most likely, members of
younger generations first engage with history through video
games rather than in the classroom or through books. Therefore,
this course of digital humanities takes video games as cultural
products worthy of academic attention. Students will examine a
number of video games with Chinese historical themes to learn
how these games represent China’s past, and to what extent, the
past matters to the games. Students will examine classic games,
like Prince of Qin, and newer titles, such as Total War: Three
Kingdoms, as well as games that take advantage of Hong Kong’s
past, like Sleeping Dogs. As part of the learning process, students
will write their own historical video game scripts based on
primary research. Students will finish the course with a critical
understanding of historical representation in video games, and
also with an appreciation for the richness and diversity of Chinese
history and culture.
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Intended Learning

Upon completion of the subject, students will be able to:

Outcomes a. Better understand the historical representations in video games;
b. Critically analyze historical video games;
(Note 1) c. Better appreciate the richness and diversity of Chinese history and
culture;
d. Write a historical video game script;
e. Fulfil Chinese Reading and Writing Requirements.
Isl?(ll)ilce:ttife)’g;ﬁ:llfils 1. Chinese gaming culture before the video game era
e To contextualize the impact of video games on China, this class
(Note 2) provides an introduction to China’s traditional games like Mah-

jong, Go, and Chinese Chess, as well as the attitudes of
Confucian scholars’ attitude towards gaming.
2. Electronic heroin? Modern Chinese gaming culture
e For a long time, video games were depicted as “electronic
heroin” in China, leading the government to ban gaming
consoles between 2000 and 2014. This class aims to explain
why video games were perceived negatively in China and how
public perception is now changing.
3. Historical accuracy and video games
e A common approach for historians when reviewing historical
video games and other cultural products, such as historical
novels and films, is to debate their historical accuracy. While
this class will emphasize the importance of using reliable
information in historical games, it will also move beyond mere
critique to explore the new possibilities that video games offer,
compared to books and films, for engaging with history.
4. Historians in the video game industry
e  On paper, historians seem to have little to do with the gaming
industry. However, one of the earliest video games, The Oregon
Trail, was developed by historians to teach history. This class
will review the long history of historians' involvement in the
gaming industry.
5. Time and space in video games with Chinese historical themes
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11.

Time and space are the two fundamental elements in any
historical story. This class will discuss how historical video
games represent these two elements to create meaningful
interactions with China’s past for players.

Narrative in video games with Chinese historical themes

Historical video games, like history books and films, can
produce narratives about the past. Although video games are
interactive, game developers can make arguments through the
historical elements they choose to represent and the gameplay
they design. This class will use Chinese historical games as
examples to discuss the opportunities and challenges that games
offer in telling historical stories compared to books and films.

Uncertainty and counterfactual in video games with Chinese
historical themes

In teaching history, it is significant and challenging to help
students understand the uncertainty in history and the idea that
history can be different. Historical video games can create
alternative histories. For example, in a strategy game about
China’s Three Kingdoms period, players can use the Shu
Kingdom to unify China instead of the Jin Kingdom. This class
will discuss what alternative history in video games can teach us
about history.

Ecology and environment in video games with Chinese historical
themes

China’s historical environment is crucial for understanding the
possible choices and actions of historical agents. Books and
films often fall short of recreating this environment, whereas
modern computational technologies enable video games to do
so and allow players to interact with historical settings. This
class will discuss how effectively historical video games have
utilized these environments.

Gender and ethnicity in video games with Chinese historical themes

Historical video games about a diverse and complex country
like China inevitably need to represent its ethnic minority
groups and female population. This class will discuss how
minorities and women are represented in Chinese historical
video games and whether they are portrayed as historical actors
with their own agency.

Violence in video games with Chinese historical themes

Violence is unfortunately common in history, and it is also a
prevalent element in gameplay. This class discusses the
differences between video game violence and historical
violence and whether the former can help us understand the
latter.

Chinese history in international games

Many international video games incorporate themes related to
Chinese history. Examples include the Civilization series, Total
War: Three Kingdoms, the Romance of the Three Kingdoms
series, and Assassin’s Creed Chronicles: China. This class will
discuss how these games represent Chinese history and how
they can help us understand the notions of colonization and
decolonization.




12. Players and video games with Chinese historical themes
o The historical narratives that video games generate are shaped

by the rules set by game developers. However, due to the
interactive nature of video games, players also have a strong
influence over those narratives. So, how exactly do games
influence players’ understanding of history? What methods can
we currently use to study this impact? This class will discuss
these issues.

13. The future of the digital past

e The Chinese gaming industry and culture are evolving rapidly.
The industry is already worth more than 300 billion RMB as of
2023, and with the publication of the country’s first triple-A
game, Black Myth: Wukong, in 2024, it is expected to grow
even further. More games about China’s history and culture are
likely to be developed and published. What can China’s gaming
past tell us about its future? What role would gamers in Hong
Kong play in China’s gaming future? This class will discuss
these issues.
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Teaching/Learning
Methodology

(Note 3)

Lectures:

Although this course is about video games with Chinese historical
themes, lectures are still the primary teaching methodology. The
instructor will use lectures to introduce China’s gaming culture
and what chances video games offer us for engaging with history
compared to other formats like books and films. However, a key
feature of video games is interactivity. A lecture about video
games would create countless possibilities for the instructor to ask
students how they feel and what they think when they play,
resulting in an essentially interactive lecture style.

Tutorials:

Tutorials can encourage teamwork and active learning. In
tutorials, students will be divided into small study groups. Each
study group will need to study selected reading materials, play
designated games, and present their reflections. Instructors and
teaching assistants will ask study groups questions like how the
games use history, and what they would do differently if they
were the game developers. Through tutorials, we want students to
develop a skill and habit of thinking critically about historical
video games.

Term paper:

By the end of the semester, students will write a 2000 to 3000-
word script for a Chinese historical game they envision. In the
paper, students will need to explain what historical materials they
used, why they make those choices, what they want players to feel
or learn when the game is over, and how they plan to achieve their
goals. Working on such term papers will further sharpen students'
ability to think critically about video games. The game scripts
they develop could even become real historical games.




Assessment Methods
in Alignment with
Intended Learning
Outcomes

(Note 4)

Specific assessment % Intended subject learning
methods/tasks weighting | outcomes to be assessed (Please
tick as appropriate)

a b c d e
1. Quizzes 30% v v v v
2. Tutorial 30% v v v v
Presentation
3. Term Paper (10% | 40% v v v v v
graded by the CLC
and 30% by the
subject instructor)

Total 100 %

Explanation of the appropriateness of the assessment methods in
assessing the intended learning outcomes:

In the Quizzes section, students will answer some essay questions.
This is an opportunity to test students’ mastery of the curriculum
and encourage them to reflect on what they have learned from the
classroom teaching, reading materials, and playing.

In the Tutorial Presentation section, instructors will divide
students into small study groups. Each group selects a historical
video game to play and study designated reading materials. The
materials will help students to better understand the historical
period their game represents and to analyse games. And students
are expected to complete all the required readings on the reading
list in order to fulfil the reading requirement.

Students are required to submit a term paper of 2,000- 3,000
words with detailed footnotes and references to fulfil the
coursework requirement. Students must obtain a D or above on
the writing assignment to pass the subject.

Class contact:

= Lecture 26 Hrs.




= Tutorial 13 Hrs.
Other student study effort:
Student Study Effort | = CLC writing support activities 4 Hrs.
Expected
* CLC reading support activities 4 Hrs.
» Reading, writing, and self-study 65 Hrs.
Total student study effort 112 Hrs.
Reading List and Required Reading (Total 364 pages):
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Note 1: Intended Learning Qutcomes
Intended learning outcomes should state what students should be able to do or attain upon subject completion. Subject outcomes are
expected to contribute to the attainment of the overall programme outcomes.

Note 2: Subject Synopsis/Indicative Svllabus
The syllabus should adequately address the intended learning outcomes. At the same time, overcrowding of the syllabus should be
avoided.

Note 3: Teaching/Learning Methodology
This section should include a brief description of the teaching and learning methods to be employed to facilitate learning, and a
justification of how the methods are aligned with the intended learning outcomes of the subject.

Note 4: Assessment Method

This section should include the assessment method(s) to be used and its relative weighting, and indicate which of the subject intended
learning outcomes that each method is intended to assess. It should also provide a brief explanation of the appropriateness of the
assessment methods in assessing the intended learning outcomes.
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