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In this activity, you will be introduced to how computer
games can be used to explore the history of a place.
You will find out more about the diversity of games
technologies available today.
You will find out how games can be used in learning,
and see examples of history games. In particular, you
will learn about games that have been made about
Inverclyde’s sugar history.
You will then be tasked with researching and
designing your own game about Inverclyde!
You do not require any special resources or equipment
to engage with this activity. You simply need access to
the Internet to carry out your research, and can use
whatever tools you like to use to put your ideas
together.

INTRO
VIDEO

Please watch the introduction
video at the link below:
https://youtu.be/iv2y4lAdb-s

WELCOME
Hello and welcome to this game design activity pack about
Inverclyde’s history.
Our names are Robin and Mona, and we teach game
design at Abertay University in Dundee.
We are passionate about games and the positive role they
can play in our daily lives. Games can be used to tell
stories, to bring people together, and also to learn about
our past.
On the following pages you will learn more about how
games are made, how games can be used to explore
history, and also how to come up with your own game
ideas!
Dr Robin Sloan (Senior Lecturer in Game Design)
Dr Mona Bozdog (Lecturer in Immersive Experience Design)
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INTRODUCTION
TO GAMES

EARLY GAMES – THE ZX SPECTRUM
Games have a long and rich history, including in
Scotland, where the ZX Spectrum was built!
The ZX Spectrum was one of the earliest home
computers designed for a large audience, and also
one of the first computers to attract a new audience
to games.
These games were bought on tape cassettes,
shown in the image below left. Computers could not
connect to the Internet to download games… there
was no Internet!
Games also took a long time to load from these
cassettes, potentially 5 minutes or more to load a
very simple game.
When researching games for your activity, why not
consider diving back into the history of games? Ask
your family what games they played when they were
your age!

HOW GAMES HARDWARE WAS MADE
Some of these first computers were built in a
factory in Dundee which was called Timex.
Here, thousands of women worked on assembly
lines to build the computers.
Assembly lines worked a little like multi-player
games: each person added something to the
computer and then passed it along to the next
person. So everyone had a specific job to do.
What is very interesting is that it was women
who were building those early computers.

How was work divided between men and
women in the sugar refining industry?
Can you use this as inspiration for your
games?

DMA DESIGN AND LEMMINGS
One of the reasons Scotland became a famous place for
games is due to a company called DMA Design.
They were founded in Dundee in the 1980s, and went on
to make many popular games for computers and
consoles.
Perhaps their most famous game of all is a game called
Lemmings.
This was one of the most popular games from the early
1990s. It is such an important game, that you can find
statues in Dundee today that celebrate the characters!
From the success of DMA Design, many more games
companies were started in Dundee and around
Scotland. Dundee, Edinburgh, and Glasgow all have
companies making games today. Even the console
versions of Minecraft are made in Scotland!
Why not look up games made in Scotland when
researching ideas for your own game?

GAMES TODAY
Today there is a diversity of games
and ways to engage with games.
While you can buy boxed games,
there are also many diverse indie
games offered on digital stores.
Games can be both digital and
physical, for instance using
physical board game pieces that
connect to digital games.
Virtual Reality (VR) and Augmented
Reality (AR) allow games to
become more immersive, as shown
left!
When coming up with game ideas,
think about the different options
you have – games don’t need to be
on a computer screen!

WHO MAKES GAMES?
If you are interested in games as a career, you should consider what the different roles are in a games
company. Whether you are interested in computing, art, maths, or business, you can see that there are a
variety of roles and opportunities in the industry.

PROGRAMMERS

ARTISTS

AUDIO

DESIGNERS

For those interested in
computing and writing code

For those interested in art
and graphics

For those interested in
sound and music

For those interested in
designing gameplay and
stories

Principal subjects

Principal subject

Principal subject:

Maths, Computing

Art & Design

Music

Other core subjects

Other core subjects

Other core subjects

Computing, Engineering

Graphic Communication,
Digital Media

Computing, Engineering

This is one of the most
complex and multi-skilled
jobs
Core subjects:
Business, Computing, Art &
Design
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GAMES,
HISTORY AND
INVERCLYDE

HISTORY GAMES
History is a common subject explored by many of the
games you may have heard of or played.
Some games explore history from the point of view of
great historical figures, countries, and civilisations. The
videogame Civilization (shown top left) is a strategy
game that explores history in this way.
Other games focus in on personal stories and the
people impacted by events in history. These games
often have a greater focus on narrative. Valiant Hearts
(shown bottom left) is an example of a game that does
this, telling the stories of ordinary people affected by
the First World War.
Can you find other examples of games that explore the
history of places and people?

INVERCLYDE AND THE LEGACY OF SUGAR
Inverclyde is an example of a place that has an interesting
history to explore through games.
The town was called ‘Sugaropolis’ in the 19th century
because it was a global centre for sugar.
The sugar industry in Greenock had an impact on local
history, bringing about big changes.
But this history was part of a broader network of activities
as part of what is known as the triangular trade.

Greenock sugar refineries in the late 19 th
century

TRIANGULAR TRADE
The map to the left shows how trade took place between
Great Britain, Africa, the Caribbean, and North America at
the height of the slave trade.
As Inverclyde became a centre for sugar refinement, it
became part of this trade, meaning that Inverclyde and
Scotland was part of an international network that involved
not only trade in goods such as sugar, but also the
transportation of enslaved peoples from Africa to the
Caribbean and North America.
This is an important part of the history of Inverclyde, and of
Scotland. Could games be used to explore this history, and
help people today better understand the consequences of
the trade?

MAKING A GAME ABOUT GREENOCK
To address this, Abertay students developed game
prototypes that would explore how sugar
transformed Scotland into a global nation.
Because games are based on rules, they provide
an opportunity to try to show how real world
interactions work, including in history.
But games also allow for storytelling. In games,
players can interact with objects, visit locations,
and view events.
Two games were created to test how different
approaches to game design could explore
Inverclyde’s history through interactivity and story.

SUGAROPOLIS 2016
The first game was produced in
2016.
The game is co-operative, requiring
two players to work together to solve
puzzles.
It uses story (through cut-scenes)
alongside puzzle-solving gameplay.
The game levels are all based in
Greenock, focussing on the sugar
refinery and docks.

SUGAROPOLIS 2017
The second game was produced in
2017.
In this game the focus is on player
exploration of 3D space.
In particular, there is a focus on how
history is told through objects.
Players can click on, pick up, rotate,
and inspect objects from history,
whilst learning about their use.
Two locations were created: a
Greenock factory owner’s office, and
a sugar plantation in Jamaica.

GAMES
VIDEO

Please watch the video at the
link below to learn more about
games created at Abertay:
https://youtu.be/Vt9NQPZv79s
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ACTIVITY

ACTIVITY
You are now encouraged to engage with a game
design activity, individually or in small groups.
The activity will involve:
1) Researching Inverclyde’s history
2) Looking at existing games that you like
3) Designing an idea for a game about Inverclyde
You will create your own short Game Design
Document. You can create this using presentation or
document software such as PowerPoint or Word, or
alternatively work on paper.

STEPS
Your activity involves four steps, shown below.
Each step should create a new page in your Game Design Document, so you have a four page document at
the end of the activity.reate this on paper.

INVERCLYDE
RESEARCH

GAMES
RESEARCH

GAME
NARRATIVE

GAME
MECHANICS

STEP 1
Step 1: Greenock Research

Inverclyde History Links

Your aim is to pitch an idea for a game that will be about an
aspect of Inverclyde’s history that you have identified and
researched. You might want to consider researching
buildings, places, streets, or major events.

Greenock facts:
https://kids.kiddle.co/Greenock

You can use Internet searching or library resources to
access information about Inverclyde’s history. You can also
use the recommended links on the right.
In your game design document, copy text and images from
your research. Take notes about your initial ideas.

Port Glasgow facts:
https://kids.kiddle.co/Port_Glasgow

STEP 2
Step 2: Games Research
Think about the games that you like to play. What games do
you find fun, and what is it about them that you like best?
Consider the earlier pages discussing the history of games
in Scotland, and the different types of game you can make.
Select two existing games or technologies that you can use
to describe what you want to make. This is called an X
meets Y. An example is ‘Pokemon meets VR’.
On this page, describe two existing games as an X meets Y,
that helps to show what you want your game to be like.

STEP 3
Step 3: Game Narrative
Describe the story of your game. You won’t be able to
communicate the full story of the game on one page, so you
should decide what is most important to your game idea.
Depending on your game idea, you might want to focus on:
the plot (what happens in the game’s narrative), the
characters (who are the main people in the game), or the
setting (where and when does the game take place).
On this page, write about the plot, characters, or setting for
your game. Consider the topic you have selected from your
research.

STEP 4
Step 4: Game Mechanics
Games tend to focus on a small number of mechanics.
The mechanics are the individual actions that a player can
perform. For instance, in a Super Mario game the main
gameplay mechanic tends to be a Jump.
On this page of your Game Design Document, tell us what
the main gameplay mechanic will be. Try your best to focus
on one mechanic rather than describing a whole range of
mechanics. Can you draw the mechanic? Why is the
mechanic appropriate for the topic?

WELL
DONE!

You have now completed
your first game design
document!
You can share this with
friends and classmates
and discuss your ideas.
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ACTIVITY 2

ACTIVITY
You are now encouraged to use the research into
Inverclyde in new and creative ways.
The activity will involve:
1) Researching Inverclyde’s history
2) Watching the step by step guidance on how to use a
MaKey MaKey to make your own controller
3) Make your own Greenock-inspired controller, some
ideas might include:
• Turn Play-Doh, Dough or Icing into Greenock
landmarks or famous historical figures
• Use traditional sweets or sugary drinks to make the
controller

4) Send us your photos and videos to feature on the
website.

MAKEY
MAKEY

What is a MaKey MaKey?
It's an invention kit that encourages people to find creative ways
to interact with their computers, by using everyday objects as a
replacement for keyboards and mice.
With the MaKey MaKey, you could replace your space key with
a banana, use play-doh to move and click your mouse, or highfive your best friend to advance PowerPoint slides.
You can find loads of inspiration online on how to use a Makey
Makey in innovative and creative ways. You can find some
ideas here:
https://www.instructables.com/Makey-Makey-2/

The Makey Makey site has numerous resources and guides.
You can access these here:
https://makeymakey.com/pages/how-to

The MaKey MaKey Kit
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Contents
• Makey Makey Board [1]
• USB Cable [2]
• 7 Alligator Clips [3]
• 6 Connector Wires [4]
• Instructions with Visual Project Start Guide [5]
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STEP 1

1

Plug-in the USB cable.
• the mini-USB plugs into the Makey Makey
board [1]
• the USB end plugs into the computer’s USB
port [2]

2

STEP 2
1

Clip one side of the alligator clip into Earth [1]
Clip the other end to your watch or cuff of
your sleeve so that it touches your skin [2]

2

STEP 3
• Clip one side of another alligator clip to the
left arrow [1]

3
1

• Clip the other side to a sugary item [2]
• Still connected to the Earth touch the sugary
item. You will see that the green light next
to the left arrow on the board lights up [3]
I used icing and cupcakes.
But you can use anything as long as it is
conductive of electricity. You could try dough,
bananas, play-doh.
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STEP 4

• Connect another alligator clip to the ‘right’ arrow on the board and a sugary item
• Connect another alligator clip to the ‘up’ arrow on the board and a sugary item
Now you are ready to use the controller to control any game which uses the left, right and up arrows.
I am using it in the video to control the Scotty dog in the game Sugaropolis.

The Sugary Controller in Action
https://youtu.be/U0RHTycYQMA
In the video you can see that
when I press the left arrow the
Scotty dog moves left, when I
press the up arrow he moves
right and when I press the up
arrow he jumps.

Try using it in new ways
You can use the controller to play a Powerpoint
presentation. Try making a chain controller with friends.
Connect the Earth in the same way (one end to the board
and one end to yourself into contact with your skin).
Then connect an alligator clip to the ‘space’ on the Makey
Makey board and a sugary item.
Bring in a friend. Holding hands have them press the
sugary item.
Try this with as many friends as you like. As long as there
is a circuit (holding hands) between you (connected to
Earth) and your friends it will work and you can all control
the Powerpoint slides.

