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ABSTRACT 

aŀǎǘŜǊΩǎ ŘƛǎǎŜǊǘƛƻƴ ƛƴ [ŜŀǊƴƛƴƎΣ Communication and IT, 15 hp. 

Titel: Semi-fictionalized History as Teaching Aids ς hǇǇƻǊǘǳƴƛǘƛŜǎ ŦƻǊ ƭŜŀǊƴƛƴƎ ƘƛǎǘƻǊȅ ƛƴ !ǎǎŀǎǎƛƴΩǎ 

Creed II as a digital game and novel. 

Author: Lena Svensson 

Institution: IT Göteborgs Universitet, Institutionen för tillämpad informationsteknologi 

Supervisor: Jonas Lindroth 

Examiner: Göran Karlsson 

Rapportnummer: 2013:107 

 

This study is a hermeneutic content analysis of both a digital videogame, in this case !ǎǎŀǎǎƛƴΩǎ /ǊŜŜŘ 

II, and the written story based on that game, !ǎǎŀǎǎƛƴΩǎ /ǊŜŜŘ wŜƴŀƛǎǎŀƴŎŜ. The analysis is done from 

the perspective of using these two accounts as study material when teaching about Italy, especially 

Florence. The study investigates how reliable the game and the book are as historical sources, what 

differences in ways of portraying history between the book and the game, and how the game 

mechanics affect the portrayal of history. The findings show that the game and book often in 

themselves cannot be seen as reliable sources since the designers and writer have taken some 

artistic freedom, moving or adding structures, adding fictional characters, altering historical facts, 

focusing on spectacular events and artefacts and neglecting to include facts that are not important 

for the story line. The game portrays history differently from the book by being able to show actions 

and pictures, and letting the gamer walk around, free to explore the cities and towns. The game also 

gives a somewhat askew portrayal of history by introducing story elements that builds solely on the 

ƎŀƳŜΩǎ ƳŜŎƘŀƴƛŎǎΦ The book is more linear and detailed when it comes to describing how the 

structure of objects felt like. The findings are discussed in relation to the possibilities of using games 

in the classroom. It is argued that the semi-fictionalised nature of these accounts means that one skill 

that must accompany the use of either the game or the novel is the ability to distinguish when the 

game is supposed to be documentary and when it is purely fictional. Something that is only obvious 

when you already have previous knowledge about the events, places and people represented in the 

game and the book. 
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Preface 
I have always loved both history and computer games. When given the task to produce a paper for 

Ƴȅ ƳŀǎǘŜǊΩǎ ŘŜƎǊŜŜ ƛƴ Learning, Communication and Information Technology my thoughts soon 

ǘǳǊƴŜŘ ǘƻ ǿƘŀǘ L ŎƻǳƭŘ Řƻ ŀǊƻǳƴŘ !ǎǎŀǎǎƛƴΩǎ /ǊŜŜŘΦ {ƛƴŎŜ L ƘŀǾŜ ǎǘǳŘƛŜd both history and English 

literature at a university level I wanted to combine all of my interests so I decided to compare the 

game with the written story. This is especially interesting because the game came before the book 

and not the other way around. Research has been done on books, and their movie counterparts since 

the birth of the motion picture, but books based on games are relatively new. 

As a teacher to teenagers, age 13-16Σ L ŀƭǿŀȅǎ ǘǊȅ ǘƻ ŦƛƴŘ ǿŀȅǎ ǘƻ ŎƻƴƴŜŎǘ Ƴȅ ǎǘǳŘŜƴǘǎΩ ƻǿƴ ƛƴǘŜǊŜǎǘǎ 

with the area we are studying. I believe that you could learn a great deal of things from computer 

games given that they are put in the right context. It is my job as a teacher to guide the students in 

the jungle of information that is out there and to teach them which sources to trust and which ones 

not to trust. 
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Council (section for Humanities and Social Sciences). 

I would like to thank Adam Chapman at the University of Hull for aiding with me with material, and 

my supervisor Jonas Linderoth, University of Gothenburg, for guiding me and pushing me.  

1    INTRODUCTION     
History is not only something we learn from schooling. There is no doubt that fiction is a very 

important source for the ways in which we make sense of, and perceive our past (Chapman A. , 

2013a). For previous generations, books, for instance the classics, were a primary source to knowing 

something about the past. Today, when thinking of D-day and Normandy our thoughts are more 

likely to go to scenes from Saving private Ryan than to a lesson in school. Coming generations will 

have other points of reference, digital games surely being one of them. 

Our knowledge about history can be said, for better or worse, to be mediated by entertainment 

products. Clearly, the portrayal of history in these sources will be made with the entertainment value 

in focus. The author will make judgments about what to tell, and what to leave out based on 

narratological principles, ƛΦŜΦ ǿƘƛŎƘ ŎƘŀǊŀŎǘŜǊΩǎ ǎǘƻǊȅ ŀǊŎ Ŏŀƴ ōŜ ŘŜǾŜƭƻǇŜŘΣ and which settings will 

facilitate drama. The director will make similar judgments about what to tell but also have visual 

aesthetics in mind when portraying her/his version of an historical event. Today, books and movies 

are supplemented with new media, digital games. This media has another layer that neither books 

nor movies have, games have game mechanics, i.e. rules for how to interact with them. While there 

is a long tradition of using both movies and novels in formal education as resource material, digital 

games are just recently finding its way into history classes. There are some special challenges with 

digital games though. Where movies only needs one television set in order for the whole class to see, 

digital games demand one platform per player, and they are utterly time consuming (Linderoth J. , in 

press). Furthermore, the ways in which games tell history will have to do with their unique 
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constitution as a media, they contain stories as books and movies, they have visual aesthetics just as 

movies and they have rules for game play (Linderoth J. , 2004). 

In this study I have compared a game with the written story based on that game. I have made a 

hermeneutic content analysis of both the game !ǎǎŀǎǎƛƴΩǎ /ǊŜŜŘ LL (hereafter referred to as AC2) and 

the book !ǎǎŀǎǎƛƴΩǎ /ǊŜŜŘ wŜƴŀƛǎǎŀƴŎŜ (ACR) by Oliver Bowden. My analysis is done from the 

perspective of a teacher critically investigating the potential of these two accounts of a specific 

historical period and place; renaissance Italy, especially Florence. If these sorts of games are to be 

implemented in classrooms it might be a good idea to first scrutinize how they portray history in 

relation to other, more traditional sources. By doing this comparative analysis I have been able to 

look at the mechanics of the game in order to see how the history that is told is affected by this 

media specific element of games. I compare the historical accounts in both the novel and the game 

with more traditional, scientific sources abut renaissance Italy. From this analysis I discuss the pros 

and cons of using the book and the game in classroom situations. 

In my background studies I will look at what research says about what can be learnt from educational 

literature, what arguments there are for using AC2 for educational purposes, analysis for historical 

video games, videogames as historical form and an example where AC2 has been used in the 

classroom. 

1.1 Research Question 
My overarching aim with this essay is to find out what gamers are offered to learn about the 

renaissance era from playing a game compared to reading a book with the same story-line to see if 

either, or both, of them can be used as teaching aids. 

In order to answer this I have three research questions: 

1. How reliable is the game AC2 and the book ACR as historical sources? 

2. What are differences in ways of portraying history between the book ACR and the game 

AC2? 

3. How does game mechanics in AC2 affect the portrayal of history? 

2    BACKGROUND 

2.1 Games and education 
Games as means in education can be dated back at least as far as the Roman era. In fact, their word 

for game, ludus, was also used for school and Quintilian, founder of a public Rhetoric school in AD 70, 

wrote about the importance of having fun in order to learn (Betrus & Botturi, 2010). In spite of this, 

games have not always been a natural part of the classroom situation. It has often become a treat, a 

way to reward the students, and not seen as a serious method of education. Through pedagogical 

methods developed by educators like Maria Montessori, an Italian educator in the beginning of the 

twentieth century, non-digital games have become more accepted as pedagogical tools. vǳƛƴǘƛƭƛŀƴΩǎ 

notion that learning should be fun is finding its way into the curriculums and thus new methods are 

being tested. Different types of games; card games, board games etcetera, are being used to, for 

instance, increase vocabulary, and to let students explore different mathematical problems (Betrus & 

Botturi, 2010).  
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The rapid development, during the latter half of the twentieth century and into the next, of 

computers has led to an increase of digital games fabricated and adapted for educational purposes. 

According to Linderoth (in press), educators see how much time young people spend in front of 

computers and consoles, playing digital games, and want to be able to find pedagogical ways that are 

to be used in the classroom, to enthuse students the same way digital games do. This interest has led 

ǘƻ ŀƴ ƛƴŎǊŜŀǎŜ ƛƴ ǘƘŜ ǳǎŜ ƻŦ ŎƻƳƳŜǊŎƛŀƭ ΨƻŦŦ-the-ǎƘŜƭŦΩ ό/h¢{ύ ǘƛǘƭŜǎ ƛƴ ǘƘŜ ƳƻŘŜǊƴ ŎƭŀǎǎǊƻƻƳ ƛƴ ƻǊŘŜǊ 

to motivate students to learn more. This has in its turn led to research on usage of COTS in the 

classroom. 

2.2 COTS games as learning tools 
Sandford (2006) has done an overview of how COTS can be, and are, used in the classroom. Research 

done in the UK, in 2001 and 2003, show that these games have both strengths and weaknesses when 

ōŜƛƴƎ ǳǎŜŘ ƛƴ ŦƻǊƳŀƭ ŎǳǊǊƛŎǳƭŀǊ ǎŜǘǘƛƴƎǎΦ hƴ ƻƴŜ ƘŀƴŘ ǘƘŜȅ ƘŀǾŜ ŀƴ Ψŀōƛƭƛǘȅ ǘƻ ǇǊƻƳƻǘŜ ŎƻƭƭŀōƻǊŀǘƛƻƴΣ 

ŦƻǎǘŜǊ ŜƴƎŀƎŜƳŜƴǘ ŀƴŘ ƳƻǘƛǾŀǘƛƻƴΣ ŀƴŘ ǘƻ ŘŜǾŜƭƻǇ ǎǘǳŘŜƴǘǎΩ ǘƘƛƴƪƛƴƎ ǎƪƛƭƭǎΩ (2006, p. 1) but on the 

other the insufficient equipment and the boundaries of time weigh heavily against the use of COTS. 

However, a DfES report from 2005 also shows that most teachers who use these games become 

experts at them while playing them for fun during their own free time (Sandford, 2006). 

Sandford claims that in order to really understand the potential of COTS as learning tools, ways of 

how to use them have to be studied in detail, looking at real life examples. Such research has been 

done, through the Teaching with Games projecǘΣ ǿƛǘƘ ŦǳǊǘƘŜǊ ǇƻǎƛǘƛǾŜ ŦƛƴŘƛƴƎǎΦ Ψ¢ŜŀŎƘŜǊǎ ŀǊŜ ǳǎƛƴƎ 

games as simulations and models for exploration and experiment, as texts to respond to through 

writing and drama, as challenging activities to promote awareness of thinking techniques and 

collaborationΣ ŀƴŘ ŀǎ ǘƘŜ ƳŜŀƴǎ ƻŦ ǇǊƻŘǳŎƛƴƎ ǘƘŜƛǊ ƻǿƴ ƳŜŘƛŀΣ ŀƭƭ ǿƛǘƘƛƴ ŜȄƛǎǘƛƴƎ ŎǳǊǊƛŎǳƭŀΩ (2006, p. 

3). Other positive findings are that teachers want to use the expertise the students already have and 

thus some students are given the chanse to be more active and participate more during the lessons 

in a way they otherwise are not able to. 

The study I present here is focused on a specific COTS game and thus I limit my arguments to one 

ǎǇŜŎƛŦƛŎ άƴƛŎƘŜέ ƛƴ ǘƘŜ ǿƘƻƭŜ ŦƛŜƭŘ ƻŦ ƎŀƳŜōŀǎŜŘ ƭŜŀǊƴƛƴƎΦ 

I follow in a tradition of research on text aimed for educational purposes. Even though AC2 is not 

educational material as such, the idea that it, and the other games in the serie (Heick, 2012) (Nyhart, 

2012), can be used in educational settings makes it relevant to use similar methodologies as when 

studying textbooks and what they offer students to learn. 

2.3 Research on educational material  
There has been a lot of research done on textbooks and educational material, which a quick search in 

the database ERIC will show you. Much of the research focuses on the language in textbooks or how 

a certain area, like gender and different ethnic groups, is portrayed in different times and books. 

Here follows a record of some research that come the closest to the study on how reliable digital 

games are as resources. 

In The Great Depression: A Textbook Case of Problems with American History Textbooks Miller and 

Rose (1983) look at how textbooks in history for junior and senior high school fail to use economic 

analysis to explain economic events and thereby causing misguided discussions and giving the wrong 

impressions of the causes and consequences. 
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On their research on advantages and disadvantages in using textbooks in higher education Healey 

and Ilbery (1993) list some of the dangers with textbooks. One textbook could mean the exposure to 

just one viewpoint. Neither do students gain much experience of selecting and synthesising material 

from different sources. There is also a risk of students reproducing instead of developing their own 

perspective and critical approach. The advantages were that students like to have a textbook that 

covers the majority of the course material and it also makes them more self-reliant. 

Textbooks are products of their time. The reader is affected by the stand point of the author and the 

time it is written in.  The more freedom the writers have, the more differences can be found 

between different textbooks. The freedom depends on how much the state controls the press and 

how strict the curriculum is. Therefore, it is very important that the teacher teach the students to 

look at texts, even the textbooks, critically (Bäck & Wallsby, 2009). 

This research is structured around the idea that by closely reading the educational material one can 

make statements about what students are offered to learn. My study here echoes this approach, 

even though the objects I study are not produced specifically for educational purposes. My approach 

also taps into a tradition of studying historical videogames and what they can contribute with. 

2.4 Analysing Historical Videogames  
According to Chapman, the analysis of historical videogames is still in an early stage. He advocates 

methods that look first and foremost at Ψform over contentΩ (Chapman A. , 2012). It ought to be more 

fruitful and interesting to see in what ways you can engage with the historical form than debating 

over how accurate it is. ±ƛŘŜƻƎŀƳŜǎΣ ǳƴƭƛƪŜ ƻǘƘŜǊ ƘƛǎǘƻǊƛŎŀƭ ŦƻǊƳǎΣ ŀƭƭƻǿ άŘƻƛƴƎέ ŀǎ ǿŜƭƭ ŀǎ άǊŜŀŘƛƴƎέΦ 

Historical film has been criticized as a medium to learn about history just like historical games are 

today. Books have been considered a better source of information than films, even if they too are 

based on historical artefacts and are second hand sources. Chapman argues that historical 

videogames have to be approached on their own terms, and not be compared with other forms of 

conveying history. A historical videogame can give ΨǘƘŜ άŦŜŜƭέ ƻŦ ŀ ǇŜǊƛƻŘ ƻǊ ƭƻŎŀǘƛƻƴΣ ǘƘŜ ƭƛŦŜΣ ŎƻƭƻǳǊΣ 

action, and processesΩ (Chapman A. , 2012), factors that can be hard to mediate in a book. 

In short, Chapman wants us to look at what we can learn from history by doing, and by experiencing. 

I use this when I analyse what historical facts AC2 can teach students through their actions in the 

game compared to reading ACR. Chapman also argues for videogames as historical form.  

2.5 Videogames as historical form  
It has been debated if videogames can be considered to be history. Chapman, arguing against 

DŀƭƭƻǿŀȅΣ ŎƭŀƛƳǎ ǘƘŀǘ ƎŀƳŜǎ Ŏŀƴ ōŜ ƘƛǎǘƻǊȅ ōŜŎŀǳǎŜ ǘƘŜȅ Ŏƻƴǘŀƛƴ ΨƴƻǊƳŀƭ ƳŀǊƪŜǊǎ ƻŦ ƘƛǎǘƻǊƛŎŀƭ 

ƴŀǊǊŀǘƛǾŜΩ (Chapman A. , forthcoming 2013b)Φ DŀƭƭƻǿŀȅΩǎ ŎǊƛǘƛǉǳŜ ƻŦ the turn-ōŀǎŜŘΣ άп·έ-type, 

strategy video game Civilization is that the gamer controls the actions. It is only algorithms. 

Chapman, on the other hand, claims that algorithmǎ Ŏŀƴ ōŜ ƘƛǎǘƻǊȅ ŀƴŘ ǘƘŀǘ /ƛǾƛƭƛȊŀǘƛƻƴ ƛǎ Ψŀ ŦŀƛǊƭȅ 

empirical-ŀƴŀƭȅǘƛŎŀƭ ƘƛǎǘƻǊȅΩ όŦƻǊǘƘŎƻƳƛƴƎ нлмоύΦ 

Chapman hereby establishes that games can show history, and that they give us a way to empirically 

explore history. Stuart (2010) and Rice (2013) claim that the game I have chosen to study is 

exceptionally well suited for learning about history by exploring. 
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2.6 Arguments for using AC to learn about history  
The game AC has been suggested to offer education unique learning possibilities. For example Stuart 

(2010) ŀǊƎǳŜǎ ǘƘŀǘ ΨƎŀƳŜǎ ŀǊŜ ǘƘŜ ǇŜǊŦŜŎǘ ƳŜŘƛǳƳ ŦƻǊ ƘƛǎǘƻǊƛŎŀƭ ŦƛŎǘƛƻƴΩ ŀƴŘ ǘƘŀǘ !ǎǎŀǎǎƛƴΩǎ /ǊŜŜŘ ƛƴ 

particular has the ability to put the gamers in ƘƛǎǘƻǊƛŎŀƭ ŎƛǘƛŜǎ ΨǿƛǘƘ ŀ ǎŜƴǎŜ ƻŦ ǇƭŀŎŜ ŀƴŘ ƭƛŦŜ ǘƘŀǘ ƛǎ 

ŀƭƳƻǎǘ ǳƴƛǉǳŜ ƛƴ ǘƘŜ ǾƛŘŜƻ ƎŀƳŜǎ ǎŜŎǘƻǊΩΦ IŜ ŀƭǎƻ Ǉƻƛƴǘǎ ƻǳǘ ǘƘŀǘ ǿƘƛƭŜ ƻǘƘŜǊ ƎŀƳŜǎ ƛƴ ǘƘŜ ƎŜƴǊŜ 

only put the story in an interesting environment; AC also gives the gamers insights into the social 

economics of the time.  

It is believed that AC2 can find its way into history courses, especially if some modifications are 

allowed. Rice (2013) cites ¢ƘŜ ²ŀƭƭ {ǘǊŜŜǘ WƻǳǊƴŀƭΩǎ report on the game, how detailed the 

architecture, the clothes, weapons, urban planning and more are. These details will give the students 

a relatively accurate world to explore and learn about. 

On the topic of cognition and literacy Steinkuehler (2008) claims ǘƘŀǘ ΨǾƛŘŜƻ ƎŀƳŜǎ ŀǊŜ ǎƛǘŜǎ ŦƻǊ 

socially and materially distributed cognition, complex problem solving, identity work, individual and 

ŎƻƭƭŀōƻǊŀǘƛǾŜ ƭŜŀǊƴƛƴƎ ŀŎǊƻǎǎ ƳǳƭǘƛǇƭŜ ƳǳƭǘƛƳŜŘƛŀ ŀƴŘ ƳǳƭǘƛƳƻŘŀƭ ΨŀǘǘŜƴǘƛƻƴŀƭ ǎǇŀŎŜǎΩ ŀƴŘ ǊƛŎƘ 

ƳŜŀƴƛƴƎ ƳŀƪƛƴƎΩ (Steinkuehler, 2008). This is made possible due to the online groups that evolve 

around the games. Therefore videogames offer gamers to engage in discussions, in discourses, that 

the American schools fail to offer even though it is on demand from the global market. 

These examples and arguments, together with an example of how a teacher has used the game, are 

included in my discussion on how AC2 can be used.  

2.7 Using AC2 in history classes 
Norwegian history teacher Magnus Henrik Sandberg has used AC2 for students to learn about the 

renaissance (Sandberg, 2012). The students used half a day to play the game, walking around in 

Florence, and to write articles in a Wiki about different aspects of the renaissance, such as 

architecture, courtesans or the medical profession during the era. The other half of the day the 

students were asked to discuss if games are good tools to learn about history and what part can 

professional historians play in game development. They could also form questions to the historians 

ǿƘƻ ǿƻǊƪŜŘ ǿƛǘƘ !/нΦ ¢ƘŜ ŦŜŜŘōŀŎƪ {ŀƴŘōŜǊƎ Ǝƻǘ ŦǊƻƳ Ƙƛǎ ǎǘǳŘŜƴǘǎ ǿŜǊŜ ǇƻǎƛǘƛǾŜΤ Ψbƻǿ L ƪƴƻǿ 

ǎŎƘƻƻƭ ŘƻŜǎ ƴƻǘ ƘŀǾŜ ǘƻ ōŜ ōƻǊƛƴƎΩΣ ΨtƭŀȅƛƴƎ ƛǎ ŀ ƘƛǎǘƻǊƛŎŀƭ ŜȄǇŜǊƛŜƴŎŜΗΩΣ ΨLǘ ƛǎ ŜŀǎƛŜǊ ǘƻ ǳƴŘŜǊǎǘŀƴŘ ǘƘŜ 

ŞǇƻǉǳŜ ƛƴ ŀ ƎŀƳŜ ǘƘŀƴ ƛƴ ŀ ōƻƻƪΩΦ 

{ŀƴŘōŜǊƎΩǎ ŜȄŀƳǇƭŜ ǎƘƻǿ how AC2 can be used within a reasonable time by waking the students 

interested and thereby motivate them to further explore the era. 

3    THEORY AND METHOD 
As stated in the previous sections, the study reported here has two historical accounts about 

renaissance Florence as its unit of analysis. I have made a hermeneutic content analysis of the game 

AC2 and the book ACR, looking at the historical facts they contain. In the game I study the 

information in the database as well as the story line and the actions the gamer can perform through 

the mechanics of the game. In the book I see what historical facts there are both in the story itself 

and additionally offered throughout the book. By doing this I make an account for what the gamer is 

offered to learn about history opposed to the reader. Furthermore I compare these facts with other 
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sources on the subject of the renaissance era to work out how much of the content is reliable, to see 

if the game and/or the book can be used in a history class.  

My reason for choosing AC2, and not the first AC game, is that the original game does not contain a 

database with information like its sequel, and would therefore not make as good a subject to study, 

lacking the richness in information. It also happens that Bowden chose to write ACR first. It is not 

until his third book in the series, !ǎǎŀǎǎƛƴΩǎ /ǊŜŜŘ ǘƘŜ {ŜŎǊŜǘ /ǊǳǎŀŘŜ, that Bowden records the story 

of Altaïr, the main character in the first game.  

There has been some research done where the accuracy of the historical facts in video games have 

been looked at. When looking at the video game Brothers in Arms Rejack (2007) found that the 

gamers had no way of knowing if the facts they were presented were accurate or not within the 

game. They had to either complete the assignments and thereafter be presented with information 

about what they had just finished playing, or go outside the game and look up the facts themselves. 

There were also the unrealistic possibility of healing the entire squad and regain lost members in 

order to make the game more enjoyable. In an overview of Asian games set in real world Asian 

countries and time periods Snow (2010) discusses the historical settings and the actual play 

mechanics of the games; looking at the background of the game, storyline, the design of the set and 

costumes as well as the music. The conclusion is that the games are very loose when it comes to 

historical accuracy. 

²ƘŜƴ ƭƻƻƪƛƴƎ ŀǘ ǘƘŜ ƳŜŎƘŀƴƛŎǎ ƻŦ ǘƘŜ ƎŀƳŜ L ƘŀǾŜ ǳǎŜŘ {ŜǇǳƭǾŜŘŀΩǎ (2010) structure and definitions. 

He has created a list, based on the games AC2 and Red Dead Redemption, with thirteen different 

markers for game mechanics. His aim is to try to understand what makes people spend so much time 

on video games and how the mechanics can be applied to other environments. The markers are; 

rewards , character improvement, story line, side quests, mini-games, in-game awards, game 

publisher awards related to the game, game publisher awards, console awards, add-ons, multiplayer 

mode, real-life mode and sequels. The markers I have found in AC2 are more closely described in 

chapter 4 together with a section on core gameplay. 

3.1 Theoretical point of departure  
In my theoretical point of departure I follow Chapman (2013a). Chapman points out that 

postmodernism ǎŜŜ ƘƛǎǘƻǊȅ ŀǎ ǎƻƳŜǘƘƛƴƎ ǘƘŀǘ Ƙŀǎ ōŜŜƴ ŎǊŜŀǘŜŘ ōȅ ǘƘŜ ƘƛǎǘƻǊƛŀƴǎΥ Ψŀƭƭ ƘƛǎǘƻǊƛŀƴǎΣ 

regardless of form, make a series of similar choicŜǎ ǿƘŜƴ ǘƘŜȅ ŎƻƴǎǘǊǳŎǘ ŀ ƘƛǎǘƻǊȅΩ (Chapman A. , 

2013a, p. 15). They select what to write and what to keep out, they decide what is interesting within 

a sertain context. What it all boils down to is that there is a difference in what we mean with the past 

and what we mean with history. A postmodern theory on history means that you view history as a 

narrative, always told by someone from a specific position. 

In this study I follow this line of reasoning by looking at how history is made through the game of 

AC2. I show how the creators have chosen what to bring into the story, what to stretch, and what to 

keep out in order to make a game that is exciting and playable while still being based on certain facts. 

3.2 Hermeneutics  
Hermeneutics is the critical analysis of texts. Originally hermeneutics was the study of biblical texts 

but in modern days it is used as an interpretive method in a number of disciplines, preferably on 

literary texts (Klomp Stevens & Stewart, 1996). I have chosen a hermeneutic standpoint since I 
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cannot theorise about what the gamer and reader actually learn, only what they are offered to learn. 

This method comes from the area of literature studies and even though it is not a method 

constructed for video games it has been used by other game researcherǎΦ /ŀǊǊ ǳǎŜǎ ƛǘ ŀǎ ŀ ǘƻƻƭ ΨǘƘŀǘ 

mŀƪŜώǎϐ ƛǘ ǇƻǎǎƛōƭŜ ǘƻ ŀǊǘƛŎǳƭŀǘŜ ǘƘŜ ŘƛŦŦŜǊŜƴŎŜǎ ōŜǘǿŜŜƴ ƎŀƳŜ ǘŜȄǘǳŀƭƛǘȅ ŀƴŘ ƎŀƳŜǎ ǎǘǊǳŎǘǳǊŜΩ (2009, 

p. 6) when looking at the horror-survival game Resident Evil 4. She breaks a sequence of the game  

down into lexia and thereby explores the relationship between text and play. Sunnen (2000) makes a 

textual analysis of Tomb Raider II ƛƴ Ƙƛǎ ƳŀǎǘŜǊΩǎ ŘƛǎǎŜǊǘŀǘƛƻƴ. There he has a record of different 

methods of studying videogames, all depending on the aim of the research, and gives examples of 

researchers using the methods. For example Provenzo who uses content analysis to give an account 

ƻŦ Ƙƻǿ ǿƻƳŜƴ ŀǊŜ ǇƻǊǘǊŀȅŜŘ ƛƴ ǾƛŘŜƻ ƎŀƳŜǎΦ {ǳƴƴŜƴΩǎ ƻǿƴ ŀƛƳ ƛǎ Ψǘƻ ǇǊƻŘǳŎŜ ŀ ŘŜǎŎǊƛǇǘƛƻƴ ƻŦ ǘƘŜ 

nature of the social relations established in ŀƴŘ ǘƘǊƻǳƎƘ ǘƘŜ ŎƻƳǇǳǘŜǊ ƎŀƳŜΩ Tomb Raider II (Sunnen, 

2000, p. 31). He treats the game as a text while he looks at what is called the box, the introduction 

movie, the training level, and the first two levels of the game. 

3.2.1 Doing hermeneutics on games  

According to Arojanta (2011) doing hermeneutics on games mean that you have to take a special 

approach. In my work I follow this suggestion which means that I also take into account the 

Interactive nature of the history portrayed in the game through the actions the player can perform. 

Games, unlike film or litterature, has a real-time hermeneutics where the analysis is done by 

performance. This means interpreting the text that unfolds through my gaming action. 

However, it should also be stressed that a large part of the analysed game, especially when it comes 

to the parts portraying history, can be found in the database and in the cutscenes, thus making these 

parts rather easily studied with a classical hermeneutic approach, to interpret the parts in order to 

understand the whole. i.e I treat these parts as text following Gadamer (Kinsella, 2006). 

3.3 Collecting data from the game  
In order to get access to all the content of ǘƘŜ ƎŀƳŜΩǎ ŘŀǘŀōŀǎŜ L ƘŀŘ ǘƻ Ǉƭŀȅ ǘƘŜ ǿƘƻƭŜ ƎŀƳŜ ǎƛƴŎŜ 

the information is revealed one piece at a time. By doing this I also got to understand the mechanics 

of the game and was able to take screen shots and notes about which information the story line 

offered. An alternative, that would have saved me some time, would have been to get access to a 

game already played by another gamer and interview that person to get the basics of the mechanics 

and the story line but that would be a second hand source. Mortensen supports the method of doing 

research by playing the game; Ψanalysing a role-play game from the position of a spectator permits, at 

best, description of the event without understanding it. It becomes very difficult to know what the 

ǇƭŀȅŜǊΩǎ ǿƻǊŘǎ ŀƴŘ ŀŎǘƛƻƴǎ ŜƴǘŀƛƭΩ (2002). 

Not all of the information in the database is about places and people who have actually existed. I 

therefore choose to focus on the information that I can find facts about in other sources. A list with 

people who have been semi-fictionalized in the game series is the base for my research on historical 

characters (Assassin's Creed Wiki).  

I systematically went through the database and gathered information on the topics of Cities and 

Towns, The People, Architecture and Interior Design and Businesses and Occupations. I intertwined 

the information from the database with those from the mechanics and the storyline. The topics are 

not taken directly from the database but the way I found most reasonable to arrange the data in, to 
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make it easy for the reader to comprehend.  I focus on historical facts in order to explore the 

potential of using the game as a pedagogical tool to learn about the Renaissance. 

3.4 Collecting data from the book  
While reading the novel I underlined all the information that had to do with specific places, people or 

other facts that could have historical foundations. I then went through the book again and arranged 

the data under the topics of The Core Story, Cities and Towns, People, Architecture and Interior 

Design, Occupations, Fashion and Miscellaneous. As with the game I intertwined the facts with the 

data from the storyline of the book. 

I tried to follow the topics of the data from the game as far as I could but The Core Story, Fashion and 

Miscellaneous had no direct counterparts in the game. 

References to the pages in ACR are written out throughout the text in parentheses without any 

information about the author. I have chosen to do this to ease both the reading of the text and 

eventual further research. 

3.5 Analysing the data  
To establish the accountability of the data in AC2 and ACR I consult literature, texts that in general 

are considered to be more historical sources, on Renaissance art (SCALA Group S.p.A., 2010), 

Florentine history and architecture (Bietoletti, o.a., 2005), life during the Renaissance (Cohen & 

Cohen, 2001) (Burckhardt, 2002), the life of Caterina Sforza (Lev, 2011), the Templars (Bonnier 

Publications International AS, 2012) and the Assassins (Lewis, 2003) (Wasserman, 2001). I do not 

examine the accountability of all the data since it is not the primary aim of this essay to dissect what 

is true and what is not.  It would also take a lot of time and many more sources to be so thorough. 

The areas I examine are chosen for their magnitude in the story, except for the literature on Caterina 

Sforza which I happened to come across in my search for literature on the life in Renaissance Italy, 

but which proved to be informative on several areas. 

 

3.6 Summary  
I make a hermeneutic analysis to see what gamer and reader are offered to learn from the game AC2 

and the book ACR. The method has been used on other video games by Carr (2009), who uses the 

method to make distinctions between game textuality and game structure, and Sunnen (2000), who 

wants to produce a description of the nature of the social relations established in Tomb Raider II. 

They look at the games as texts to be able to organize and thereby be able to draw conclusions. 

Rejack (2007) and Snow (2010)have done similar research when it comes to looking at how much of 

the game is based on actual facts and what results that may have. I have picked certain facts to look 

closer at, focusing on some main characters and life in during the Renaissance in Italy. 

I have first played the whole game and then organized the facts from the story, the mechanics and 

the database. With the book I took a similar course; reading and underlining and then organizing the 

facts. Finally I compare some of the facts from the game and the book with other sources. 
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RESULTS 
The following three chapters contain my results. Chapter 4 breaks down the mechanics and frame 

ǎǘƻǊȅ ƻŦ ǘƘŜ ƎŀƳŜ ƛƴ ǊŜƭŀǘƛƻƴ ǘƻ ƘƛǎǘƻǊȅΦ IŜǊŜ L Ŧƻƭƭƻǿ {ŜǇǳƭǾŜŘŀΩǎ (2010) structure and definitions in 

order to create an organized text. The exception is the section about Core gameplay.  The chapter 

explains the story line and the main task, the main objectives of the game, it describes the side 

quests, the in-game awards, it gives a description of the core gameplay, explains the game publisher 

awards, and it also describes the add-ons part in the story. 

Chapter 5 is a recollection of the information given in the database, the gameworld and story of AC2. 

I here look closer at the information that can be proven to be more or less accurate by comparing 

them with other sources. The information had been organized into different categories with the 

structure of the database as a template. 

In chapter 6 I do the same thing as in chapter 5 but here I look at history in hƭƛǾŜǊ .ƻǿŘŜƴΩs book 

!ǎǎŀǎǎƛƴΩǎ /ǊŜŜŘ wŜƴŀƛǎǎŀƴŎŜ. 

4 RESULTS ɀ HISTORY IN RELATION TO MECHANICS AND FRAME STORY 

4.1 Story Line and tasks  

AC2 takes place in Italy during the Renaissance, from 1476 to 1503. The exception to this is the frame 

story which is about Desmond Miles from the 21st century who relives the genetic memories of 

ancestral, renaissance, nobleman Ezio Auditore through a machine called Animus 2.0. Ezio, who is 

controlled by the player and is together with his family a character created by Ubisoft, sees his father 

and brothers hung after they have been betrayed by a friend of the family. Behind the betrayal are 

the Templars, also known as the Order of the Knights Templar, a monastic military order. They want 

to create the perfect world, where they would havŜ ŎƻƴǘǊƻƭ ƻǾŜǊ ǘƘŜ ŦǊŜŜŘƻƳ ƻŦ ƛƴŘƛǾƛŘǳŀƭǎΦ 9ȊƛƻΩǎ 

ŦŀǘƘŜǊ ǿŀǎ ŀ ƳŜƳōŜǊ ƻŦ ǘƘŜ !ǎǎŀǎǎƛƴΩǎ hǊŘŜǊ, the sworn enemy of the Templars. Ezio decides to 

avenge the deaths and in the process he becomes a skilled assassin, guided along the way by other 

members of the !ǎǎŀǎǎƛƴΩǎ hǊŘŜǊΣ Ƙƛǎ ǳƴŎƭŜ aŀǊƛƻ ōŜƛƴƎ ƻƴŜ ƻŦ ǘƘŜƳ. Throughout the story Ezio 

unfolds the plot behind the betrayal of his family and thereby also the plans of the Templars to gain 

more power. The plans include two artefacts, a golden apple and a staff, that are believed to have 

exceptional powers and make the person who has both artefacts invincible. 

Ezio, and thereby the player, is given different tasks to get to the next part of the story. The story is 

divided into 14 sequences, which in their turn is divided into several tasks, several of them being 

assassination missions. For each task that is finished, Ezio receives a sum of money, the amount 

depending on the difficulty of the task, and is given access to the next part of the story.  

There are no experience points in the game to make the character evolve. Instead, the improvement 

of the character is interwoven with the plot. Throughout the game Ezio evolve as an assassin, gaining 

new equipment and learning new tricks as part of the tasks in order to get to the next part of the 

story. 

The tasks in the beginning are there to guide the gamer into the mechanics of the game but as soon 

ŀǎ Ƙƛǎ ŦŀƳƛƭȅ ƳŜƳōŜǊǎ ƘŀǾŜ ōŜŜƴ ƘǳƴƎ ǘƘŜ άǊŜŀƭέ ǘŀǎƪǎ ǘŀƪŜ ŎŜƴǘǊŜ ǎǘŀƎŜΦ 9Ȋƛƻ Ƙŀǎ ǘƻ ŦƛƴŘ ƻǳǘ 

information about the traitors and one by one assassinate them until he stands in front of the leader 

Pope Alexander VI, aka Rodrigo Borgia, aka the Spaniard. 
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4.2 Side quests 
The side quests are optional tasks which are not required in order to finish the game.  

The game is open world which means that the player can move around rather freely on the map. 

¢ƘŜǊŜ ŀǊŜ άƻŦŦ ƭƛƳƛǘǎ ŀǊŜŀǎέ ǿƘƛŎƘ 9Ȋƛƻ Ǝŀƛƴǎ ŀŎŎŜǎǎ ǘƻ ƻƴŜ ōȅ ƻƴŜΦ Lƴ ǘƘƛǎ ǿŀȅ ǘƘŜ ǇƭŀȅŜǊ ƛǎ ǾŜǊȅ 

restricted in the beginning as to where he or she can go but it also means that the player can explore 

that part of the city and become comfortable with the mechanics.  

Apart from the main story line there are several side tasks that the player can accept, like beating up 

the husband who has cheated on his wife, or accept a challenge to see who is the quickest runner.  

There are also contracts on killing people and delivering messages. The rewards for these tasks are 

money within the game that Ezio can use to buy equipment or pay for travels by caravan or ferry. 

Pigeons are used to send messages and these can be found in cages on roofs. Ezio can accept 

missions from Lorenzo de Medici through these doves and in return he receives money. 

 

Figure 1 Cage with pigeons 

.ȅ ōǳȅƛƴƎ ƳŀǇǎ ƛƴ ǘƘŜ ŀǊǘƛǎǘΩǎ ǎƘƻǇ the gamer can locate treasure chests hidden in various parts of 

the cities and towns. The chests contain money and can be found on balconies, in gardens, on city 

walls etcetera and are not very well hidden. 

 

Figure 2 Buying map pointing out treasure 

On some of the historical buildings there are hidden glyphs. These glyphs are part of the frame story 

and were put in the memories by another memory traveller. When found the player is given puzzles 

to solve in form of paintings that either have an apple hidden somewhere, have something in 
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common, or are disarranged. For each glyph puzzle solved the player is given a short video clip and 

together the clips reveal The truth, showing that the apple Adam and Eve really got their hands on 

was one of the artefacts that both the Templars and the Assassins are looking for.  

 

Figure 3 Glyph on wall 

 

Figure 4 He carries it with him. Find his inheritage 

4.3 In-game awards 
The in-game awards are not necessary for the completion of the story, but help the character 

improve his skills and equipment. 

Ezio can look for six seals which together will unlock the reward of AltŀƛǊΩǎ ŜǉǳƛǇƳŜƴǘΦ Altair is the 

ŎƘŀǊŀŎǘŜǊ ƛƴ ǘƘŜ ŦƛǊǎǘ !ǎǎŀǎǎƛƴΩǎ /ǊŜŜŘΦ The seals are hidden in tombs of dead assassins and can be 

rather challenging to get to. 
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Figure 5 Altair's equipment 

In the town of Monteriggioni there are eight statues of roman gods spread throughout the town. 

When collected, and put on their pedestal in the garden of the Villa Auditore, Ezio finds money 

hidden in the pedestal. 

 

Figure 6 Roman statues 

 

Figure 7 Statues revealing treasure 
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Collecting feathers and buying armour, weapons and paintings increases the value of the town of 

Monteriggioni, as does repairing buildings and opening up certain facilities of the town. In return the 

player can collect money from a box in the Villa. Buying armour and weapons increases the playerΩs 

protection against attacks and enhances his damage to his enemies. These improvements make the 

completion of the tasks easier. 

 

Figure 8 Improving the value of Monteriggioni 

4.4 Core gameplay 
The game is played from a third person view, i.e. the player sees the back of the protagonist moving 

in the world. The game is in the so called sandbox genre, meaning that the player is free to explore a 

somewhat open game world. In this world the player can walk to specific nodes that are story 

missions i.e. makes the main plot continue. Basically the player is doing things, traversing, 

stealthing/hiding and fighting. 

4.4.1 Traversing  

One core game mechanic in AC2 is to move from place to place, this is done either by walking, 

running, climbing, jumping, steering a gondola or riding a horse. There is also the possibility to go by 

ferry or a caravan, but the gamer does not control them. Here, EzioΩs ability to climb over rooftops 

stands out as a basic property of the game. The player can sǘŜŜǊ 9ȊƛƻΩǎ ƳƻǾŜƳŜƴǘ and decide which 

means of transportation to use but some missions demand quick actions and forces the player to 

run, climb, jump or ride within a certain given time and/or route. There is also the challenge to avoid 

being noticed by guards, forcing the player to take another route and/or travel by stealth. Sometimes 

traversing in the game world is in the form of a chase, either Ezio chasing somebody or being chased 

himself. The chase ends when Ezio either captures or looses the escapee or when he is captured by 

or looses his antagonists. 
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The climbing on buildings and running on the roof tops gets harder the further the gamer comes into 

the game. It shows that it was not the normal way to get around. The only other characters that 

move around the same ways are thieves, people running from Ezio, and guards. 

4.4.2 Stealthing/Hiding  

Unlike what many thought about the game upon release, AC2 is not much about sneaking even 

though there is some gameplay that is about avoiding detection and blending in. Stealth is 

accomplished by blending in with either a crowd of random people or hired courtesans. It is used to 

avoid detection by guards in order to be able to sneak up on a victim or get access to an artefact 

necessary for finishing the task. Other ways to avoid detection is to sit down on a bench, jump into a 

bale of hay or hide in a small hut on the roof tops and wait for guards to pass by. Hiding in bales of 

hay and small huts can also make the guards loose you in a chase, as will hiding in the water under a 

bridge. 

4.4.3 Fighting  

Ezio is a well adapted fighter that can take out a dozen of enemies in one fight. Fighting in AC2 is very 

much about timing attacks. While some mindless button mashing leads to long grinds of taking out 

the enemies hit points, properly executed moves can take out an enemy with one attack. In general 

fighting happens when Ezio is caught. Even though many enemies attack they tend to take turns, 

making it possible for the player to survive.  

Ezio, and thereby the player, learns how to execute the different techniques throughout the game. 

At his disposal he has different types of weapons; fists, metal cestus, hidden blade, hidden gun, 

poison blade, swords and maces, heavy weapons, spears and halberds, short blade, throwing knives, 

smoke bombs and improvised weapons such as hoes, rakes, brooms etcetera. 

4.4 Game publisher awards  
Game publisher awards are, ƛƴ ¦ōƛǎƻŦǘΩǎ ŎŀǎŜ, points received when certain tasks have been finished 

in the game. The points can be used to receive equipment, or to get access to a maze beneath the 

Villa in the game. They could also be used to buy merchandise outside the game, such as Ubisoft 

related wallpaper for the monitor, or equipment and rewards for other Ubisoft games. 

4.5 Add-ons 
In the original game there are only 12 sequences. Two additional sequences could be bought and 

added to the game; these take place before the twelfth sequence and thus become number 12 and 

13, to make the experience longer. They are not indispensable for the storyline but in later versions 

of the game they are included from the beginning and therefor unavoidable. The story in the add-on, 

however, is a part of what really happened in Florence at this point in history and subsequently gives 

the player another lesson in history. 

4.6 Summary  
The mechanics of the game are important for the storyline. They guide the player in the beginning of 

the game and help Ezio to get to the next part of the story. The side quests and in-game rewards 

enhance the possibilities to improve the character and his equipment along the way, as do the game 

publisher awards. The later ones give the player extra bonuses for playing the game, the more you 

play the more you receive. The add-on is a way to elongate the playing experience and to gain more 
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information about what happened. Seen as historical accounts however, my analysis point out that 

entertainment value here has overridden any attempts to be historical correct. 

As shown later, the story about the Templars and the Assassins are exaggerated to create an 

interesting game. It is also very similar to other conspiracy theories in popular culture, such as the 

fiction of Dan Brown. The storyline, together with tasks and mechanics, show a violent era where 

murderers can be hired just as easily as buying a loaf of bread. People are often out for revenge and 

want a person either killed or beaten up. Treasure chests can be found basically anywhere, there are 

even maps that can be bought to show their location. Pigeons come with messages and finds the 

receiver wherever he may be, and they never end up in the wrong hands. 

The town of Monteriggioni show how parts of the economy worked during the renaissance. The 

value, and appeal, of a town increases with the number of paintings owned, how much weaponry 

and armoury the protector of the town owns, and what kind of establishments there are access to, 

and what condition they are in. 

In conclusion, the mechanics and the story line is a mix of facts and exaggerations to create an 

interesting and exciting game that should not be too difficult to finish. 

5   RESULTS - HISTORY IN THE DATABES, GAMEWORLD AND STORY OF 

!33!33).ȭ3 #2%%$ )) 
When the player encounters a famous landmark or person of interest these are added to the 

database which could be accessed at any given time. The database can give additional information 

about the actual, historical, buildings and people. The facts are, however, meant for the character 

Desmond and all of it is not historically correct. The information is not required in order to finish the 

game but could give helpful hints to the player.  

5.1 Cities and towns  
The game plot takes you to the city states of Florence, Forli, San Gimignano and Venice.  The walled 

town of Monteriggioni, in the Tuscany area, also has a central part in the story. The final scenes take 

place in Rome but there is no option of exploring the city. 

5.1. 1 Florence  

The first city the gamer encounters is Florence. It is a large, inland, city with many grand and 

beautiful buildings. A river runs through the city, and there is a city wall around it with several 

guarded gates. 
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Figure 9 Florence with six city gates and Leonardo da Vinci's studio 

 

There are a lot of different kinds of people moving around, such as guards, soldiers, people carrying 

crates, priests/monks, courtesans and rich men and women. There are, however, no children and no 

animals. In the outskirts of the city there are fewer buildings, small sheds, trees, green meadows or 

pens, and less people moving around than in the more central parts. This is the area of the more 

common people. 

 

Figure 10 Outskirts of Florence 
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Figure 11 People in the outskirts of city. 

 

 

Figure 12 People in the center of the city 














































































