
CHID250 - Invisible Histories of Videogames 

 

TIMELINE PROSPECTUS 
 
Overview 
The culminating work of the class will be the creation of an "invisible history" of a specific game using the 
Timeline JS tool. These timelines will be the result of a research project that critically and creatively explores 
the cultural significance of a self-selected exemplar, providing a novel medium of access to the history of 
videogames that foregrounds cultural and experiential aspects rather than the techinical and commercial, and 
identifies unacknowledged enabling conditions and traces new connections to intellectual and material history.  
 
These timelines are definitely experiments, and because they are game-centric rather than focused on the 
general categories of "Videogames" or their market-genres it will be difficult to recommend much here in 
terms details on content, since this should grow from your interest in and researched understanding of the 
game you chose. The general idea is to let the research and reflective process lead you, accruing insights and 
reshaping the goals of the history you want to comminucate as you go. The first step is to draft a 
"prospectus" - a provisional sketch of your timeline project and research plan. Things will change as you learn 
more, but producing this document will be invaluable. 
 
Basic Project Parameters 
1. Single Game. Your timeline has to be based on a single game. Not a game series, a market genre, or some 

theme we might identify in game media or game culture. However, this does not mean you cannot include 
things about other games, address larger themes, game cultural phenomena, etc. The ground and focus is 
a specific game - but depending on the game this may take you many places. 

2. Beyond Pop-History. Your timeline must explore historical connections and cultural signficance beyond 
technical developments (i.e. what technologies shaped or enabled your game to be made) and commercial 
events (i.e sales data, market impact and success, etc.).  

3. Mixed media. Your timeline must incorporate video and imagery (found or made). Knight Lab's Timeline 
JS system integrates most media sharing websites (i.e. Youtube, Instagram, Soundcloud, etc.). In general, 
your project should leverage the specific advantages of the medium (in this case an interactive multimedia 
timeline) and should not be reproducible as a simpler text.  

 
Guiding Questions & Comments 
1. Here are some approaches to choosing a game below - you may consider others. There is no correct way 

to go about this. 

 a game that you have some personal history with, direct or indirect 

 a game that overtly deals with historical phenomena (e.g. Sid Meier's Civilization) 

 a game with an interesting reception history: large community, modding culture, etc. 

 an obscure or avant-garde game (e.g. Quilted Thought Organ) 

 a highly controversial game (e.g. Super Columbine Massacre RPG) 
2. How does your chosen game reflect/encode a cultural moment, movement, or idea? 
3. What are its "enabling conditions" and sources of  inspiration? What does it point to in the future? 
4. How do key experiences (personal or general-conceptual) of  the game resonate with history? With 

specific social, economic, religious, moral ideas? 
5. What is the reception history and what are the play practices and related communities of  your game, and 

how have they evolved? To what effects? 
6. What is lost or incommunicable about your game in the popular history we have inherited? 
7. Be sure to consider intellectual, social and material history (ideas, people, and things)! 
 
<more on back> 
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Prospectus Details 
We will use a template containing some instructions which will be posted on the "Projects" section of  the 
website. Here are the basic elements of  the document: 
 
1. Game 
2. Link to the best source introducing the game (usually an official webpage, if  that exists) 
3. Contributors: if  grouped with anyone, all need to be listed and you only need to submit one prospectus 
4. Topics of  interest: commentary about what you found compelling in your initial research into the game 

and its history 
5. Expressive  goal(s): potential "angle," metanarrative, or theme(s) you might focus on in your invisible 

history. Obviously this will be provisional, but I would like to get a peak at your initial interpretations and 
insights here. 

 


