T'S NOT BLACK AND WHITE.

STUDENT LEADER ARCHETYPE

ABSTRACT
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GEMS

The game’s foundational structure was built via the “gems” of the historical content in combination with the goals of the abstract.
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A “gem” in this context serves as a metaphor for engagement. Through the interdisciplinary study of the events at ASU in 1960, the team was able to

uncover the pivotal moments of characterization, motivation, and historical relevance. These emerged as four themes: the threat of racism, influence of
Civil Rights activist, involvement with the protests, and the price of justice.

ARCHETYPES

Research eventually centered on the student perspectives of the events. Three central “Archetypes” emerged from collected data: the Student Leader, the
Student Activist, and the Student Academic.

LEVEL DEVELOPMENT

The game takes place over four levels. The first level serves as an introduction to Montgomery and central game mechanics. In the
second level, the player builds rapport with the key activists, attends meetings, and socializes with them. If they choose so, they
begin planning the sit-in. The third level is primarily focused on the sit-in and its immediate aftermath, including the expulsion.
The fourth level involves the marches after the sit-in and an epilogue describing the real world events

LEADERSHIP

Having both courage and support, the Student Leader sees activism and change as a personal responsibility. Communication and information are the
Student Leader’s instruments of success. They recruit their fellow students, join relevant organizations, and strengthen their communities.

In contrast, the Student Activist is primarily concerned with activism and involvement. The Academic student is concerned with their standing at school.

ACTIVISTS

Three of the exemplar characters in the Montgomery 1960 narrative, St. John Dixon, James McFadden, and Dr. Eleanor Moody-Shepherd, met with the
Design Team during the project. They were asked questions about their outlooks, experiences, and lives during and after the events at ASC. This
information was later compiled in a spreadsheet.

Players interact with characters via discussion and decision making, allowing for ethical contemplation. Interaction with the
world is done via exploration and items. The map shows the locations of interactions for the Student Leader, as well as the
conditions the interaction takes place under.

James McFadden spoke about his passion for the Movement taking place at the time. He provided specificties about what life was like in Montgomery,
including everything from music to literature to football games. As the exemplar of the Student Leader, he interacted with everyone on the ASC campus.
He emphasized the longevity of the movement and expressed hope that the game might inspire this in our own time.

The information the activists provided served as a frame for the structure of the game.
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This structure allowed the “golden path” experience to mimic that of James McFadden, the exemplar Student Leader during the
Alabama State sit-ins. The aforementioned “gems” identified by the team guided these plotlines, allowing for an engaging and
accurate enviornment. However, in order to successfully provide an enviornment for decision making, players must be allowed to
deviate from this predefined path.
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CORE LOOPS
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Sigma was involved in the political
aspects of ASC, though some social
aspects; purpose was advocating
for social change, Moto: "culture for
service and service for humanity"
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ASC was an education college.
McFadden's major was Science
with a minor in PE. He wanted to be
a physical therapist.

When asked what he hoped the
game would accomplish, he said he
hoped it would motivate the next
generation of activists. He
emphasized that there was still work
to be done. He gaged the team's
personal response to the murder of
George Floyd, and ended with a
note that we need to do better.

Dr. Hardy taught a class on social
change. He also helped with
finances, etc. He taught the first-
year "orientation" class, so most
students knew him. All the activists
we spoke to held him in high regard.
Common to meet with him in his
office

Communication was incredibly
important to the Student Leader in
coordinating events and in
understanding contemporary affairs.
McFadden collected books. There
was on telephone in the Day Room
of the Residence Hall, so letters
were important to communicate with
family.
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The core mechanic loop describes the general course of action a player repeats in each “level” of a game, including core mechanics.

A+5 F+5
The combination of our definition and our identified themes produced the themeatic loop. Themes flow into each other for the student leader; the action
of one results in the reaction of another. This guided our decision process in level design.
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These are measured via “Alliance” points, where a player acts with the same archetype, “Coalition” points, where a O
! mply player acts with a different archetype, and “Fusion” Points, where a character engages with the narrative and content.
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Both narrative and mechanical elements need development. Possible areas of intrest for the narrative include: concept
art, complete dialogue trees, and historical accuracy development. Mechanic elements include: developement of the Yes
authority’s perspective, clairty of quests’ goals, and the eventual coalescence of the archetypes’ golden paths.
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