Civilization I Multi‑Day Game Design Assignment
[bookmark: activity_same_start_different_worlds_multi_day_civilization_i_game_design_study] Activity: Same Start, Different Worlds - Multi-Day Civilization I Game Design Study[image: ]
Over the next several days, you will play Civilization I multiple times. Each time, you will use the same map settings, but you will increase the difficulty level each day. You may choose any civilization you want - civilization choice does not matter for this assignment.
Your goal is to understand how your decisions shape the game, and how the game’s systems respond differently each time.

[bookmark: why_we_re_playing_civilization_i] Why We’re Playing Civilization I[image: ]
Civilization I is one of the most influential strategy games ever made. It introduced core ideas that modern strategy and simulation games still use today. We are using this game because:
· It shows how simple rules create complex worlds.
· It makes systems thinking visible.
· It demonstrates player agency - your choices matter.
· It uses algorithms to process every decision.
· It creates emergent gameplay - unexpected outcomes from simple mechanics.
· It shows how feedback loops shape long-term outcomes.
· It models real systems like history, economics, and geography.
· It reveals how difficulty changes the behavior of the game’s AI systems.
You are not just playing a game - you are studying how games work.

[bookmark: common_setup_use_this_every_time] Common Setup (Use This Every Time)[image: ]
[bookmark: difficulty_level]Difficulty Level
· Day 1: Chieftain (easiest)
· Day 2: Warlord
· Day 3: Prince
· Day 4: King
· Day 5: Emperor (optional)
[bookmark: civilization_choice]Civilization Choice
· Choose any civilization you want.
· You may change civilizations between playthroughs.
· Civilization choice does not matter for this assignment.
[bookmark: map_settings]Map Settings
Use the same map settings each day so the only variables are your decisions and the difficulty level.

[bookmark: what_you_will_do_over_several_days] What You Will Do (Over Several Days)[image: ]
[bookmark: h_1_start_a_new_game_day_1]1. Start a New Game (Day 1)
Choose your civilization. Set the difficulty to Chieftain. Play for 30-40 minutes and take quick notes.
[bookmark: h_2_track_your_decisions_every_playthrough]2. Track Your Decisions (Every Playthrough)
Write down:
· First city placement
· First technology choice
· Exploration vs. defense
· Expansion strategy
· Conflicts
· Surprising outcomes
[bookmark: h_3_increase_difficulty_and_repeat_day_2_5]3. Increase Difficulty and Repeat (Day 2-5)
Start a new game each day. Increase the difficulty. Play again. Take notes again.
[bookmark: h_4_build_your_game_systems_maps]4. Build Your Game Systems Maps
For each playthrough, create a flowchart or decision tree showing:
· The choices you made
· How the game reacted
· How those reactions shaped later events
[bookmark: h_5_compare_your_own_games]5. Compare Your Own Games
Compare your games to each other, not to other students. Consider:
· Which playthrough went best
· Which one fell apart
· What early decisions mattered most
· What patterns repeat
· How increasing difficulty changed the game’s behavior
[bookmark: h_6_final_reflection]6. Final Reflection
Write a short reflection explaining:
· What choices mattered most
· What patterns you discovered
· How the game’s systems responded differently each time
· How difficulty changed the game’s behavior
· How this helps you design your own games

[bookmark: vocabulary_list_use_these_terms_in_your_assignment] Vocabulary List (Use These Terms in Your Assignment)[image: ]
· Player Agency
· Algorithm
· System
· Feedback Loop
· Emergent Gameplay
· Resource Management
· Exploration
· Tech Tree
· Strategy
· Tactics
· Simulation
· Abstraction
· Decision Tree
· Game Loop
· 4X Design

[bookmark: what_you_will_turn_in] What You Will Turn In[image: ]
· Notes from each playthrough
· A flowchart for each game
· A comparison of your playthroughs
· A final reflection paragraph

[bookmark: standards_this_assignment_meets] Standards This Assignment Meets[image: ]
[bookmark: algorithms_programming_ap]Algorithms & Programming (AP)
· H-AP-05 - Decompose complex problems into smaller components.
· H-AP-07 - Create prototypes using algorithms.
· H-AP-14 - Evaluate algorithms for efficiency, correctness, and clarity.
[bookmark: data_analysis_da]Data & Analysis (DA)
· H-DA-06 - Identify patterns in complex systems.
· H-DA-09 - Evaluate models and simulations.
[bookmark: impacts_of_computing_ic]Impacts of Computing (IC)
· H-IC-07 - Demonstrate how computational design applies across disciplines.
[bookmark: computing_systems_cs]Computing Systems (CS)
· H-CS-01 - Explain how abstractions hide underlying implementation details.
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