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Vision 

Genre and Platform 
The initial iteration of the game that is presented here is purely a physical card game, designed 
as a simple party game. A later section will discuss the transition to, not only digital, but creating 
a virtual reality experience.  

Type of Play 
As with many card games, The Lines of History is a multiplayer game, ranging from two to six 
players. The context of the game is competitive, pitting players against each other to increase 
immersion and strategic thinking.  

Mood, Style and Visual Treatment 
The serious, yet still lighthearted style of gameplay is reflected within its art style, with a 
relatively bright colour scheme being implemented across the stylistic cartoon images on each 
of the cards.  
 

 
Example cards from various games that demonstrate bright colours with practical layouts.  

Target Audience 
This game hones in on the specific target audience of middle school students, yet the simple 
mechanics and low learning curve open the game up to anyone who has an interest in history or 
would simply enjoy a fun card game.  
 



Main Goals and Challenges 
The main goal of every player is to earn points 
through completing scenarios, each consisting of 
a matching year, person and location card, which 
create a historical event. While this sounds 
simple, players must use their problem solving 
skills to figure out which cards belong together in 
a set, only revealing the answer when they feel 
confident in their decision.  

Key Features 
Featuring simple key mechanics, every player is armed with two action points that can be used 
to so a range of abilities such as draw cards and complete sets. The rounds continue to play out 
until one or more players have achieved victory through reaching the win condition of earning 
enough points with their finished sets.  

Emotions and Experiences 
This game is designed to bring out the competitive side of players, instilling a curiosity and 
desire to dive deeper into learning, while being immersed within the gameplay.  

Narrative 
Taking a less traditional approach to storytelling, each card contains a 
snippet of information, providing an educational context and direction to 
the gameplay. As the player collects cards and completes sets, the 
narrative begins to unfold around them, guiding them through time to 
paint vivid pictures of places and events all over the world.  

Distinctiveness and Impact 
Combining the the worlds of education and gaming creates an 
enjoyable learning experience that is easy for players to pick up and learn, especially within a 
classroom setting. As well as discovering the story behind each major historical scenario, the 
game helps players to connect the dots between events and memorise sets without feeling 
overwhelmed by information.  
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High Concept 
Helping students finally get an actual grasp on history, The Lines of History is a physical card 
game that presents timelines in a visual, interactive manner. The aim of the game is simple, 
piece together years, people and locations to create events, slotting them into an overarching 
timeline. Each of these elements is represented on an individual card, with every type of card 
grouped together in its respective draw pile.  
 
Right from the first turn, players have a range of actions open to them, including collecting cards 
from the draw and discard piles, stealing cards from their opponents and completing events. 
The hand limit encourages the rotation of cards, with elements frequently being passed between 
players. The players with a yearning to learn will advance quickly, piecing together the 
components while absorbing information about historical events and their place within timelines.  
 
The overall goal of the game is to gain the highest amount of points in the shortest amount of 
time. Every card has a point value inscribed on it, with each completed set adding those 
numbers to the player’s total score. Players will use this method to reach the preset point value 
of their particular game, taking turns until a winner can claim the victory.  

  



Application to the Brief 
Students tend to become disengaged with traditional teaching methods, such as prolonged 
lectures and copious textbook readings, resulting in limited information being retained. This is 
particularly noticeable in subjects such as history, where age old facts and data is parrotted to 
the students until they develop a limited grasp on the content.  
 
This project is intending on repairing the gap between the necessity of learning and the 
engagement of an enjoyable experience. This is achieved through providing the player with a 
visual interpretation of timelines that they can interact with, assisting them in making the 
connection between events. Taking a visual approach makes the game more accessible to a 
larger range of players, as students who struggle with literature can experience the 
straightforward descriptions and images on cards.  

Learning Outcomes 
In accordance with the brief for this project, there are two main learning outcomes for players to 
meet, with their objectives intertwined. The first is for participants to gain a greater 
understanding of how individual events work within a larger timeline, while the second is to build 
off this newfound knowledge to increase the retention of historical information by students. 
 
The purpose of creating a game that employs the use of visual timelines is to provide players 
with a method of conceptualising historical events, helping them understand how smaller events 
impact the course of history. Being able to interact with their own small timelines adds a feeling 
of realism to the experience, as these events are no longer just words on a page, but different 
pieces to a much larger puzzle. 
 
Once players have grasped the mechanics of timeline manipulation is when they begin to 
achieve the second learning objective of information retention.  
 
More information on the project’s learning outcomes and application to brief can be found in the 
document Summary - The Lines of History.  

Testing Learning Outcomes 
Researching the impact of experiences such as this on students requires structured 
experiments to be performed, where the success of the learning outcomes is tested. There are 
a number of simple methods that can be used to check the effect of the game on both the 
students’ retention of information and their ability to conceptualise timelines. 



Timeline Conceptualisation and Information Retention 
Both learning outcomes can be tested simultaneously by presenting the player with a number of 
cards that make up a series of events. For more specific timeline conceptualisation, these can 
be new cards that the player has never encountered, or to check the outcomes of both, they can 
be a series of cards that the player came across during the gameplay. The player is then tasked 
with piecing together not only the individual events, but placing each scenario within an 
overarching timeline. The latter is not to test the knowledge of the player, as the dates will be 
written on cards in each set, but how easily they can digest this information and put it into 
practice.  

Information Retention 
Simply testing how knowledgeable a player has become can be done by showing the player the 
front of a single card from one of the many scenarios in the game. The player is then asked to 
recall not only which event that card is part of, but what its counterpart cards are that form the 
entirety of the event. The difficulty can be easily scaled up and down depending on the player 
who is being tested, as most people find it easier to remember the events associated with a 
person or location than a year.  
 
An alternative method would be to provide players with a written test at the completion of the 
game, where they are relying completely on their memory of facts, as there are no images or 
descriptions on the paper. This would be most useful for older students, such as those from 
middle school upwards, provided that they have a good grasp on basic reading and writing 
skills. For primary school students, the tester can use a series of flash cards that have the name 
of the person/place/year displayed, as well as a corresponding image. Students of that age 
would struggle with the basic concept of the game anyway, so it would not be recommended to 
test children without adapting the rules and cards.  
 
 
  



Moment to Moment Gameplay 

Card Types 
There are three types of cards that the player will encounter while playing The Lines of History. 
These cards of years, people and locations are all separate pieces that, when combined, 
narrate the details of a noteworthy historical event.  
 
Played faceup until the scenario is 
completed, players are always able to 
read the provided information, which 
is then used to piece together 
matching sets. The back of each card 
contains the name and details of the 
particular event it takes place within, 
illustrating additional context for the 
player to learn. Every card also has a 
specific point value on its rear side, 
which is assigned to the player once 
they have completed the scenario. As 
a result of this, cards must remain 
faceup and visible to every player at 
all times, so that the back of the card 
is not revealed until a player is 
completing a set. 
 
The information on the event side of 
each card is the same, as to not 
interrupt the flow of gameplay with the 
players stopping to read three 
separate cards whenever a scenario 
is completed.  

 

  



Timelines 
The core aspect of The Lines of History is teaching players major world events by using 
separate elements of events to build timelines. To do this, players match up year, person and 
location cards to create a scenario. These completed scenarios earn players specific numbers 
of points, as listed on the back of each card.  
 
At a minimum, a player is required to have one of each type of card in order to earn the points 
from the set. There are a number of cards that complicate this mechanic in order to differentiate 
the point values of each scenario. While all sets can be completed with three cards, there are a 
series of scenarios that allow the player to play an additional person card, providing a small 
points boost.  
 
 

 
 
 
See the document Timelines - The Lines of History for more information on the cards and 
events. 

 

  



Actions and Abilities 
Each turn presents the player with two action points, allowing them to use a number of actions 
to progress towards their goal. The player is free to complete any number of actions, including 
repeating the same one multiple times, as long as they do not exceed the total action point cost 
of two.  
 

Cost: One Action Point Cost: Two Action Points 

Draw Cards Steal a Card 

Draw from the Discard Pile Complete a Set 

 

Draw Cards (One Action Point) 
The different cards are all stacked faceup in deck of their 
own type. When a player chooses to do the draw action, they 
are able to draw up to three cards from any combination of 
the decks. Being able to see the top card of each deck 
assists in the process, as they can view which cards they will 
be drawing before they commit to the action.  

Draw from the Discard Pile (One Action Point) 
Each of the card types has their own discard pile, where 
unwanted cards are stacked faceup according to their type. If a 
player chooses to take this action, then they are able to 
select and discard pile and sift through it until they choose a 
card to draw. When a player begins to look through a pile 
then they are obligated to either complete the action by 
taking a card from that pile or they forfeit their action points.  

Steal a Card (Two Action Points) 
Due to the unusual nature of the cards, all cards must remain 
constantly faceup and visible on the table so that no player 
can glance at the information on the back. This means that 
every player is able to view which cards are currently held by 
other players. During their turn, a player is able to select a 
card that another player holds and steal it, adding it to their 
own hand. Cards are only safe from theft once they have 
successfully been locked down in a completed set. 



Complete a Set (Two Action Points) 
One of the most vital actions is for the player to complete sets of 
scenarios that contain matching year, person and location cards. 
When a player believes that they have a full set, they can spend 
a action points to lock it down, where all of the cards are flipped 
over. If all of the cards match then the player is able to keep that 
set and gain the corresponding points, however incorrect cards 
will result in the cards returning to the player’s hand.   



Victory Condition 
The players each work towards the main goal of earning points through completing scenarios. 
As a result, the victory condition for each game is met when one or more players earn a specific 
number of points in a round. The number of points needed to win depends on how many players 
are participating in that game. 
 

Number of Players Number of Points Needed to Win 

2 600 

3 450 

4 450 

5 300 

6 300 

 
If two or more players both gain the needed number of points in the same round then whoever 
has the highest amount of points at the conclusion of the round wins. If the players are still tied 
for points then the game continues, comparing their points at the end of each round until one of 
them has more points than the others.  
 
 
 
  



How to Play 

Step by Step 

Setup 
1. Divide the cards into three decks, each containing only one type of card (year, person or 

place).  
2. Check to make sure that every card is sitting faceup in the deck, with the event side 

down, then shuffle each of these decks. 
3. Deal out two cards from each deck to every player, so that players are starting with six 

cards in their hands. All of the cards must be laid flat on the table in front of their 
respective player so that the event sides of the cards are hidden.  

Turn Order 
1. To begin the first round, the player who was most recently in another city starts. Players 

can figure out another method to determine first player if they wish. Continuous games 
played with the same group are then started by the player who won the previous game.  

2. Players have two action points to spend on a series of actions.  
a. For the cost of a single action point, the player can take the actions of either 

drawing three cards or taking a card of their choice from the discard pile.  
i. When drawing cards, they can be taken from the top of any combination 

of draw piles.  
ii. The player is able to go through a discard pile to take the card of their 

choice, however they must keep all cards with the event side down and 
the first discard pile they touch must be the one they draw from.  

iii. Choosing one of these actions allows them to do another one in the same 
turn. 

b. For the cost of two action points, the player can take the actions of either stealing 
a card from another player’s hand or completing a set of cards.  

i. The stolen card must be one from the player’s hand, not a completed set. 
ii. Up to one year, one location and two person cards can be tested in a set 

completion action. If two or more cards match then they can remain on 
the board as a scenario, however their points will not contribute to the 
player’s score until there is at least one of each year, person and location 
cards.  

3. Players do not have to use all of their action points if they do not wish to, able to end 
their turn at any point.  

 



Winning the Game 
1. Each card in a completed set has a point value written on it. Once a player reaches the 

amount of points needed to win, the round continues until it reaches the first player’s 
turn.  

a. If only one player has reached the necessary amount of points then they claim 
the victory. 

b. If two or more players have reached the needed point values in the last round 
then: 

i. The player with the highest overall points wins. 
ii. If players are tied for highest point value then these players continue to 

take turns until a round ends with one of them having a higher amount of 
points than the others.  

 

  



Play Layout 
The Lines of History requires a fair amount of space to be played effectively, depending on the 
number of players participating.  
 

1. Due to the sensitive nature of the rear side of the cards, all players must lay every card 
in their hand faceup and flat out on the table in front of them.  

2. Each player sets up their completed events in order above their hand, creating a number 
of small timelines. 

3. The draw piles are in the middle of the table, within reach of everyone, with all of the 
cards sitting faceup in the deck. 

4. The discard pile for each card type sits directly beneath its respective draw pile, with the 
cards also remaining faceup.  

Note - The colour depictions in this example are not accurate to the card designs and are 
merely used to demonstrate the different types of cards. 
  



Player Experience Walkthrough 
In this instance of the game, there are three players: John, Bob and Tim. For the purpose of this 
walkthrough, difficulty of the victory condition has been dropped, so players only need to earn 
150 points (one average complete set), rather than the normal 450 points (three average 
completed sets) that would be needed for a three player game. Players in this walkthrough also 
have exceptionally good drawing luck.  
 
A standard game would be expected to take 15 - 30 minutes, depending on the group size and 
skill of the players, whereas this scenario is an accelerated 5 minute game. This provides a 
taste of the actions players can take and situations in which they may be applied.  
 
The textboxes that appear throughout the walkthrough are designed to provide deeper insight 
into the specific design choices that were made to reflect the brief.  

Set Up 
Gathering the cards, John picks up the various unorganised piles and begins to separate them 
into piles of the respectives types, years, people and locations. Once the decks are organised, 
each one is shuffled by a player, making sure that every card is facing upright, with the event 
side facing down. After the decks have been thoroughly shuffled, Bob deals out two cards from 
each pile to every player, so everyone starts with six cards.  
 
The three decks are placed in the middle of the playing area, with the players arranged around 
them, leaving ample space in front of themselves. The cards that they were dealt are laid out flat 
in this space, with players making sure that the rear of every 
card stays facing the table and is not viewable by anyone. 
Deciding to use the first player picking option that the game 
provides, each player states when they most recently traveled 
to another city. John had returned from an out of state trip that 
morning, so he is agreed upon to go first.  
 

  



The State of the Table - Start of Round One 

Player’s Hands 

 Year Card Person Card Location Card 

John 
1503 Martin Luther King Jr Sarajevo, Bosnia 

-776 Qin Shi Huang Poland 

Bob 
1971 Leonidas The Moon 

2004 Al-Qaeda Mars 

Tim 
79 Franz Ferdinand Giza, Egypt 

1347 Xerxes USA 

Table Layout 

  



Round One 
John begins his turn by drawing one location and two people cards, spending one of his two 
action points to do so. With only a single action point left, he has the choice of either drawing 
again or taking a card from the discard pile. Since no cards have been discarded yet, he 
decides to draw again, this time taking three cards from the year deck. Unfortunately, this puts 
his hand at twelve cards, which is two higher than the hand limit allows. After carefully reading 
his cards, John chooses to discard two of his year cards, bringing his hand size back down to 
ten.  
 
Moving in a clockwise direction, Bob takes his turn 
next. He chooses to immediately use both of his 
action points on checking three cards to see if they 
fit into a scenario. Selecting his year, person and 
location cards, Bob flips them over to discover that 
the year and location cards both belong to The First 
Landing of a Probe on Mars, while the person card 
is from The Battle of Thermopylae. As he was 
incorrect in his guess, all of the cards flip back over 
and return to his hand, where his turn immediately 
ends.  
 
Tim moves quickly, having planned out his action already, and steals the person card from Bob 
that had just revealed its event. Doing this spent both of Tim’s action points, ending his turn 
almost as soon as it began.  

  



The State of the Table - Start of Round Two 

Player’s Hands 

Player Year Card Person Card Location Card 

John 

1503 Martin Luther King Jr Sarajevo, Bosnia 

-776 Qin Shi Huang Poland 

1773 James Earl Ray Wittenberg, Germany 

Buzz Aldrin 

Bob 
1971  

Al-Qaeda 
The Moon 

2004 Mars 

Tim 

79 Franz Ferdinand Giza, Egypt 

1347 Xerxes USA 

Leonidas 

 

Discard Piles 

Year Card Person Card Location Card 

-408   

2001   

 

Revealed Events and the Corresponding Cards 

Event Year Card Person Card Location Card 

The Battle of Thermopylae  Leonidas  

The First Landing of a Probe on 
Mars 

1971  Mars 

 
 
 
 
 
 



Table Layout 

 

Round Two 
Back to John, he decides to follow the actions 
of Bob and check a number of his cards to see 
if they complete a scenario. John moves four 
of his cards up, one year, one location and two 
people, an action that is completely legal as 
there are some scenarios that contain two 
different person cards. Upon flipping them 
over, it is discovered that both of the person 
cards belong to The Assassination of Martin 
Luther King Jr, however neither the year nor the location match anything else that has been 
revealed. The location card belongs to The Assassination of Franz Ferdinand and the year card 
is part of The Commencement of the Ancient Olympic Games. The cards turn back around and 
move down to John’s hand again, ending his turn.  
 
Bob decides to draw, taking one card from each of the three decks. This brings his hand up to 
eight cards, where he decides to forfeit the second action point, completing his turn.  
 



Tim draws one year and two location cards, 
spending his first action point and bringing his 
hand up to ten cards. He then uses both his 
remaining action point and slot in his hand to 
take a card from the year discard pile. Since he 
hold eleven cards, he then chooses to discard 
one of the locations, bringing his hand back 
down to ten cards.  
 

The State of the Table - Start of Round Three 

Player’s Hands 

Player Year Card Person Card Location Card 

John 

1503 Martin Luther King Jr Sarajevo, Bosnia 

-776 Qin Shi Huang Poland 

1773 James Earl Ray Wittenberg, Germany 

Buzz Aldrin 

Bob 

1971  
Al-Qaeda 

The Moon 

2004 Mars 

-206 The Soviets Memphis, USA 

Tim 

79 Franz Ferdinand Giza, Egypt 

1347 Xerxes USA 

-408 Leonidas Thermopylae, Ancient 
Greece 

1517 

 

Discard Piles 

Year Card Person Card Location Card 

2001  Sicily, Italy 

 
 



Revealed Events and the Corresponding Cards 

Event Year Card Person Card Location Card 

The Battle of Thermopylae  Leonidas  

The First Landing of a Probe on 
Mars 

1971  Mars 

The Assassination of Martin 
Luther King Jr 

 Martin Luther King Jr 
AND James Earl Ray 

 

The Assassination of Franz 
Ferdinand 

  Sarajevo, Bosnia 

The Commencement of the 
Ancient Olympic Games 

-776   

 

Table Layout 

 
 



Round Three 
Since John is at his hand limit and does not 
believe that he holds a complete set, he 
discards two year and two location cards 
from his hand, an action that requires no 
points to take. He then follows Tim’s lead, 
instead drawing three location cards and 
taking a card from the year discard pile.  
 
Feeling confident, Bob puts forward a year, 
person and location card, to check if they 
match. To his joy, he has correctly guesses and they all belong to The First Landing of a Probe 
on Mars. Each of these three cards are worth fifty points, putting his total at one hundred and 
fifty points, meeting the win condition for the game. This immediately ends his turn, however the 
round must complete before he can claim the victory, so Tim still needs to take his turn. 

 
Pausing for a moment to think, Tim also puts 
forward a scenario, however he chooses 
one year, one location and two person 
cards. Flipping them over, it is revealed that 
all four of them belong to The Battle of 
Thermopylae, creating a complete set. Due 
to the more unusual nature of his set, not all 
of the cards have the same point value. The 
year and location cards are each worth fifty 
points, with each of the people worth thirty 
points, putting his total at one hundred and 
sixty points.  

 
As the win condition has been met by at least one player and everyone has completed a turn in 
the last round, point scores are then compared to determine a winner. Bob finished on one 
hundred and fifty points, while Tim’s completed scenario was worth one hundred and sixty 
points. This difference puts Tim in the lead, allowing him to claim the victory.  
 
Players can now use this opportunity to flip 
their cards over and read the events, seeing 
where they went wrong and checking the 
clues that point them in the direction of 
matching sets.  

  



The State of the Table - Completion of the Game 

Player’s Hands 

Player Year Card Person Card Location Card 

John 

2001 Martin Luther King Jr Sarajevo, Bosnia 

Qin Shi Huang Pompeii, Ancient Rome 

1773 James Earl Ray China 

Buzz Aldrin Berlin, Germany 

Bob 
2004  

Al-Qaeda 
The Moon 

-206 Memphis, USA 

Tim 

79 Franz Ferdinand Giza, Egypt 

1347 USA 

1517 

 

Completed Scenarios 

Player Event Year Card Person Card Location Card 

Bob The First Landing of a 
Probe on Mars 

1971 The Soviets Mars 

Tim 
The Battle of 
Thermopylae 

-408 Xerxes AND 
Leonidas 

Thermopylae, 
Ancient Greece 

 

Discard Piles 

Year Card Person Card Location Card 

-776  Sicily, Italy 

1503  Poland 

  Wittenberg, Germany 

 



Revealed Events and the Corresponding Cards 

Event Year Card Person Card Location Card 

The Battle of Thermopylae -408 Xerxes AND Leonidas Thermopylae, Ancient 
Greece 

The First Landing of a Probe on 
Mars 

1971 The Soviets Mars 

The Assassination of Martin 
Luther King Jr 

 Martin Luther King Jr 
AND James Earl Ray 

 

The Assassination of Franz 
Ferdinand 

  Sarajevo, Bosnia 

The Commencement of the 
Ancient Olympic Games 

-776   

 

Table Layout 

  



Visual Treatment 

Mood and Style Board 

 
 
The Lines of History takes a very bright and colourful approach to mood, adding a more relaxed 
and enjoyable element to a more serious game. The stylistic cartoon visuals provide accurate 
interpretations of the various years, people, locations and events, while still remaining 
interesting enough for younger audiences to engage with.  
 
Image references for the mood and style board can be found in the document Research and 
References - The Lines of History.  

  



Card Design 
The design of the cards remains consistent 
throughout the various types of cards that are 
presented during gameplay. These card designs 
are only to demonstrate the layouts and 
elements for each card, not the art style. Each 
card will feature cartoon style artwork, as 
presented in the mood and style board above.  
 
Note that the diagrams in this document have 
used a slightly different layout to the ones 
demonstrated here. This was because a full card 
colour was easier to interpret given the size of 
the diagrams.  
 
There are some slight differences between the 
different types of cards in regard to layouts, with 
each card type having an identifiable header 
colour. The background colours are all quite 
subtle and subdued in their colour palettes, as 
they are simply indicators of type, with the 
cartoon visual depictions being the main 
attraction. 
 
Year cards don’t contain a description, so they 
have the date written in the middle of the card, 
with a background image behind it. Their header 
colour is a soft yellow. 
 
Person and location cards use the same 
template, with the name at the top, the image in 
the middle and the description at the bottom. 
Person cards have a light blue as their header 
colour, while locations use a light green. 
 
Finally, event cards follow the same style as 
person and location cards, however use a 
smaller image and font size to fit in the additional 
information about point values. These cards are 
similarly subtle in their header colour, using a 
light lavender purple.  



Adaption to Virtual Reality 
As The Lines of History is an analog card game, it will need to undergo some massive visual 
and mechanic changes in order to become an enjoyable virtual reality experience.  

Mechanics and Visual Interpretation 
The core mechanics of the game are staying the same, with players taking two actions per turn 
to build up a collection of accurate historical scenarios. The biggest change that occurs in the 
adaption is the visual interpretation of the cards and the player’s perspective.  

 
Instead of flat cards with written 
descriptions, each piece is 
portrayed by an interactive 
animation. When players interact 
with each ‘card’, the animation 
moves and speaks, providing the 
player with the context and 
information around each card. As 
with the analog version of the 
game, the player uses the 
descriptions from the individual 
pieces to create a complete 
scenario. The interactive 
animations are not just limited to 
the player’s cards. At any time, 
the player is able to reach over 
and learn from their opponent's 
hands.  
 

 
A benefit to using a digital environment is that there is no longer the complication of needing to 
constantly hide the events on the back of the cards. Until players attempt to complete their 
scenario, the event associated with each card remains invisible. Once revealed, the event only 
remains on the screen if the cards are part of a matching set. A completed scenario then 
converts the animations from the descriptions of individual cards into information about the 
event itself.  
 
 
 
 



Controls 
The controls themselves are quite simple, with the 
player only needing to select and drag the cards 
around, or just select the animation they wish to play. 
To compensate for the unwieldiness of virtual reality 
controls, the various actions that the player can do 
with their selection are highlighted. If the player’s 
controls are within a close proximity to a highlighted 
option, then the game will assume that this action is 
what the player intends to take and ‘snap it’ in place.  

Difficulty Scaling 
Increasing the difficulty as players learn the game is 
not just limited to the strength of the AI, but the cards 
themselves. Using a digital platform allows for limitless cards to be designed and created, 
tailoring each game to the experience of the user. They can choose between learning specific 
periods of history or simply using a random assortment of cards from all throughout time. This 
opportunity increases the game’s use within a classroom environment, as teachers are able to 
modify the game to meet the standards of their current curriculum.  

Limitations 
As virtual reality is an ever developing technology, it still has some strong limitations, such as 
multiplayer. To compensate for this, the VR adaption of The Lines of History, will be developed 
as a single player experience, with players testing their skills against AI of varying difficulties. 
This allows players to always be able to verse an opponent of a matching strength to 
themselves, widening the target audience and providing players with a method of progression.  
 
 
 
 
 
 
  



Research Influences 
A range of sources were researched to help build the core design of The Lines of History. The 
full list of research and references can be found in the document Research and References - 
The Lines of History.  

Timelines 
 
One of the biggest influences in the 
design is a similar card game called 
Timelines. Using a much simpler 
strategy, Timelines focuses on the core 
mechanic of using deduction skills to 
correctly place single cards within a 
larger timeline. This is the only action that 

players take, with the difficulty of the game increasing steadily as the timeline grows in size. 
 
The Lines of History builds upon the core mechanic of timeline creation and complicates it by 
adding multiple actions and cards that players need to work with each turn. One of the biggest 
differences between the two is that in The Lines of History, players are each building their own 
timelines, rather than contributing to one overall one. The main reasoning for this decision is 
that when using physical cards, players have to spend a substantial period of time shuffling the 
timelines around to fit new cards in. This breaks the immersion of the game and can even cause 
damage to the cards. By reducing the size of the timelines, players are able to focus on the 
educational and enjoyment aspects of the experience without losing their train of thought.  

Chrononauts 
Another historical card game, Chrononauts, contains an effective 
colour coding system which has been reflected in the design of The 
Lines of History. Every card in Chrononauts can be quickly and 
easily distinguished by its noticable background colour.  
 
The cards also reflect a simple but effective art style, with every 
graphic placed for a specific purpose, rather than just for increasing 
the enjoyment of the aesthetics. While, The Lines of History is taking 
a more visually appealing route, the cards will follow a similar design 
path, using images that clearly represent the description, rather than 
more abstract art.  
 


