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Historical Games continue to find critical and commercial success. Game series 
such as Assassin’s Creed, Red Dead Redemption, Total War, and Civilisation are 
amongst the most recognisable forms of popular history. Independent games, such 
as This War of Mine, My Child Lebensborn, Through the Darkest of Times and 
Where the Water Tastes Like Wine, have proven particularly adept at producing 
new and interesting ways of presenting history. Over the past decade Historical 
Game Studies has prospered as a field. Key texts examine how the past is 
represented and played with (Kapell & Ellliot 2013, Chapman 2016, Chapman et 
al 2017, Hartman et al 2020), perceptions of historical accuracy and authenticity 
(Copplestone 2017, Lorber & Zimmermann 2020) and the manufacturing of history 
in and around games (Wright 2023). Design analysis of history has often focused 
on the content and narrative design. Less attention has been paid to the to the 
game mechanics and user experience design of historical games. 



This project aims to investigate existing game mechanics and user experience 
techniques to determine good practice and define 'historical game design' beyond 
narrative design, content creation and the game setting. A core question will 
expand on recent scholarship (Keogh 2018, Schniz 2021) to consider what is a 
historical game experience? The project will consider how design practices use, 
interpret and present historical information through play. Indicative research 
questions include:  

• How do games use archival material in their representation of the past? How 
are different modes of user experience design utilised to present historical 
information in games? 

• What is the most effective mode of 'citation' for players? What makes players 
engage or ignore evidence?  

• How do the game mechanics influence player perceptions of the history? What 
makes them representative/subversive of history? 

• Where does the historical context fit within existing processes for designing and 
developing games (such as the RITE model Rapid Iterative Testing and 
Evaluation) 

• How do we evaluate historical game UX (history content, fun, usability)? How 
are these best presented to players to establish a game and content as 
historical 

Games research is inherently cross- and inter-disciplinary. It is anticipated that the 
PhD will undertake a mixed methodological approach utilising a combination of 
practice-based, quantitative and qualitative methodologies. Prototyping will be 
influenced by contemporary game approaches, tested with users and iterated on 
to establish good practice. A wide range of tools and techniques can be employed 
with consideration of recent developments in artificial intelligence chatbots and 
text-to-image-generation. 
This practice-based component will identify new opportunities and challenges for 
game creators, academics and cultural heritage organisations. 
Applications are invited from candidates that have an interest in the research, 
design, development, and evaluation of a digital experience. Candidates should 
have good creative design and software development skills, as well as experience 
in appropriate research methods. Prospective applicants are encouraged to 
contact the Supervisor before submitting their applications. 
Applications should make it clear the project you are applying for and the name of 
the supervisors. 
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Candidate characteristics 
 
Education:  

A first-class honours degree, or a distinction at master level, or equivalent 
achievements in Game Design, Game Development, Computer Science, 
Human-Computer Interaction, Digital Media, or User Experience Design. 
 

Subject knowledge: 
• User Experience research 
• Design principles 
• Digital games 

 
Essential attributes: 

• Experience of fundamental user experience design and user research methods 
• Competent in multidisciplinary research, game design or visual communication 
• Knowledge of history, historical games, games studies 
• Good written and oral communication skills 
• Strong motivation, with evidence of independent research skills relevant to the 

project 
• Good time management 

 
Desirable attributes: 

• Practical experience in game or digital experience design and analysis 
• Practice-based, qualitative and/or quantitative research methods 
• Awareness of game development processes and interest in gaming 

experiences 
 
 
 
 


