playing history 2 slave trade

Playing History 2 Slave Trade: Exploring a Complex Chapter Through
Interactive Learning

playing history 2 slave trade opens the door to a deeply immersive experience
where players engage with one of the most challenging and significant periods
in world history. The game offers a unique blend of education and interactive
storytelling, allowing users to explore the economic, social, and ethical
dimensions of the transatlantic slave trade through an engaging gameplay
format. By diving into this topic, players not only gain historical knowledge
but also develop a nuanced understanding of the far-reaching impacts of
slavery on modern societies.

Understanding the Concept Behind Playing
History 2 Slave Trade

Playing History 2 Slave Trade is part of a series designed to educate players
about pivotal historical events by placing them directly into the shoes of
individuals who lived through those times. Unlike traditional history
lessons, this game uses the power of interactivity to foster empathy and
critical thinking. The transatlantic slave trade, spanning from the 16th to
the 19th centuries, involved complex trade networks and human suffering on an
unimaginable scale. This game contextualizes these events through multiple
perspectives, including traders, enslaved people, and abolitionists.

Interactive Storytelling: More Than Just Facts

The game’s narrative-driven approach is what sets it apart. Instead of
passively reading about history, players make decisions that influence the
storyline and outcomes. This dynamic method allows players to witness the
consequences of choices related to moral, economic, and social factors,
making the history of the slave trade more relatable and impactful.

Educational Value and Historical Accuracy

One of the standout features of playing history 2 slave trade is the
commitment to historical accuracy. Developers collaborated with historians to
ensure that the portrayal of events, characters, and trade practices reflects
reality as closely as possible. This attention to detail makes the game a
valuable resource for educators and students alike, as it supplements
traditional learning materials with a rich, contextual experience.

Key Features and Gameplay Mechanics

At its core, playing history 2 slave trade combines strategy, role-playing,
and decision-making mechanics to simulate the complex economic systems of the
slave trade. Players navigate through various ports, manage resources, and



interact with different social groups, all while facing ethical dilemmas that
challenge their worldview.

Role-Playing Different Perspectives

One of the most compelling aspects is the ability to experience the story
from multiple viewpoints. Whether managing a trading post or enduring the
hardships of enslaved individuals, players gain a multi-faceted understanding
of the slave trade’s human and economic dimensions.

Decision Making and Consequences

The game emphasizes cause and effect. Choices made during trading
negotiations or interactions with other characters influence the storyline
and the fate of those involved. This feature encourages players to think
critically about the historical context and the moral complexities inherent
in the slave trade.

Visuals and Audio Immersion

The use of period-accurate visuals and soundscapes enhances immersion. From
bustling port cities to the harrowing conditions aboard ships, the sensory
details contribute to a more vivid and impactful learning experience.

Why Playing History 2 Slave Trade Matters Today

Engaging with the history of the slave trade through gameplay is not just
about learning dates and facts; it’s about recognizing the profound legacy
that slavery has left on contemporary societies. Playing history 2 slave
trade encourages reflection on themes of human rights, economic exploitation,
and social justice.

Fostering Empathy and Awareness

By putting players in situations where they must consider the experiences of
enslaved people, the game fosters empathy. This emotional connection can lead
to a deeper understanding of the historical trauma and ongoing social issues
related to race and inequality.

Supporting Educational Curricula

Many educators have incorporated games like playing history 2 slave trade
into their teaching methods because they provide an engaging alternative to
textbooks. The interactive format helps students retain information better
and stimulates discussions about difficult historical topics.



Tips for Maximizing Your Experience with
Playing History 2 Slave Trade

To get the most out of this educational game, here are some tips that can
enhance your experience:

e Take your time: Don’t rush through decisions. Reflect on the historical
context and implications of each choice.

e Engage with supplementary materials: Pair the game with documentaries,
books, or articles to deepen your understanding.

e Discuss with others: Playing with friends or in a classroom setting can
foster meaningful conversations about the themes presented.

e Explore all perspectives: Replay the game from different roles to gain a
comprehensive view of the slave trade’s complexity.

e Pay attention to details: The game includes historically accurate
artifacts, language, and events—these enrich your learning experience.

The Broader Impact of Games Like Playing
History 2 Slave Trade

The success of playing history 2 slave trade illustrates the growing
importance of gamified learning in history education. Interactive history
games can bridge the gap between academic knowledge and personal experience,
making historical events more accessible and memorable.

Encouraging Critical Thinking

By placing players in morally ambiguous situations, the game challenges them
to think critically about history and its ethical dimensions. This approach
helps develop analytical skills that are valuable beyond the classroom.

Preserving Historical Memory

Games like this contribute to preserving the memory of difficult pasts by
keeping the conversation alive in innovative ways. They ensure that the
lessons of history remain relevant for new generations.

Playing history 2 slave trade is more than just a game—it's an educational
journey that brings history to life, encouraging players to explore,
question, and understand one of humanity's most devastating chapters through
an engaging and interactive lens. Whether you are a history enthusiast, an
educator, or a curious learner, this game offers a compelling way to connect
with the past and reflect on its enduring impact.



Frequently Asked Questions

What is the main focus of Playing History 2: Slave
Trade?

Playing History 2: Slave Trade is an educational game that focuses on
teaching players about the transatlantic slave trade, its historical context,
and the human impact of slavery.

How does Playing History 2: Slave Trade educate
players about the history of slavery?

The game uses interactive storytelling, quizzes, and role-playing scenarios
to immerse players in historical events, helping them understand the
economic, social, and ethical aspects of the slave trade.

Is Playing History 2: Slave Trade suitable for all
age groups?
Playing History 2: Slave Trade is generally aimed at older students and

adults due to its sensitive and mature content related to slavery and human
rights violations.

What platforms is Playing History 2: Slave Trade
available on?

Playing History 2: Slave Trade is available on PC, typically through
educational software distributors or platforms like Steam.

Can Playing History 2: Slave Trade be used as a
teaching tool in classrooms?

Yes, many educators use Playing History 2: Slave Trade as a supplementary
tool to engage students in history lessons about the slave trade and
encourage critical thinking about historical injustices.

Does Playing History 2: Slave Trade include
perspectives from enslaved people?

The game strives to present multiple perspectives, including those of
enslaved people, traders, and abolitionists, to provide a comprehensive
understanding of the complexities of the slave trade.

Are there any controversies associated with Playing
History 2: Slave Trade?
Some players and educators have raised concerns about the portrayal of

sensitive topics in the game, emphasizing the need for careful
contextualization and guided discussions when using it educationally.



Additional Resources

Playing History 2 Slave Trade: An In-Depth Exploration of Historical Gaming
and Its Implications

playing history 2 slave trade offers a unique, immersive experience that
challenges players to engage with one of the most complex and controversial
chapters in global history. As part of the broader genre of educational and
historical simulation games, Playing History 2 Slave Trade seeks to combine
interactive gameplay with critical exploration of the transatlantic slave
trade. This game not only serves as an educational tool but also raises
important questions about how history is represented in digital media.

Understanding Playing History 2 Slave Trade

Playing History 2 Slave Trade is a sequel to the original Playing History
game, developed to provide a more detailed and nuanced portrayal of the slave
trade era. The game situates players in the midst of the 18th-century
transatlantic slave trade routes, allowing them to experience the economic,
social, and ethical dilemmas faced by individuals and societies during this
time.

Unlike traditional historical games that often glamorize conquest or warfare,
Playing History 2 Slave Trade adopts a more investigative approach. It
incorporates primary source materials, such as period documents and
narratives, to create an environment that encourages players to reflect on
the human cost of the slave trade. The game's educational intent is clear —
it aims to foster awareness, empathy, and critical thinking about the
historical realities behind the trade.

Gameplay Mechanics and Educational Value

At its core, Playing History 2 Slave Trade operates as a point—-and-click
adventure game with puzzle elements. Players take on the role of an
apprentice in a Danish trading company involved in the triangular trade
between Europe, Africa, and the Americas. The gameplay involves navigating
through various locations, gathering information, and making decisions that
affect the storyline.

The game’s narrative structure is designed to reveal the economic motivations
behind the trade, the brutal conditions endured by enslaved Africans, and the
resistance movements that emerged in response. Players encounter morally
challenging scenarios, such as negotiating prices for enslaved individuals or
witnessing the consequences of decisions made by traders and colonial
authorities.

From an educational standpoint, Playing History 2 Slave Trade excels in
integrating historical facts within its gameplay. It provides context through
in—-game texts, archival images, and audio recordings, making it a rich
multimedia learning experience. Educators have noted the game’s potential in
classrooms as a supplement to traditional history lessons, particularly
because it encourages players to engage actively rather than passively
consume information.



Comparative Analysis: Playing History 2 Slave
Trade and Other Historical Games

In the realm of historical video games, Playing History 2 Slave Trade
occupies a distinct niche. While many games focus on entertainment or
dramatization, this title prioritizes historical accuracy and ethical
engagement. Comparing it with other titles in the genre helps to highlight
its unique contributions and limitations.

For instance, games like Assassin’s Creed IV: Black Flag or Civilization V
incorporate slavery as part of their broader historical settings but often do
so with less emphasis on the human suffering and ethical questions involved.
In contrast, Playing History 2 Slave Trade centers its entire narrative on
the slave trade, providing a focused examination rather than a peripheral
treatment.

Another comparison can be drawn with educational titles such as Mission US or
iCivics, which also aim to teach history through interactive storytelling.
However, Playing History 2 Slave Trade distinguishes itself by tackling a
subject that is often marginalized or sanitized in mainstream gaming, making
it a bold educational experiment.

Strengths and Limitations

e Strengths: The game’s commitment to historical authenticity and the
inclusion of diverse perspectives enhance its educational value. Its
narrative-driven gameplay fosters empathy and critical reflection, which
are crucial when dealing with sensitive historical topics.

e Limitations: Some critics argue that the point-and-click format may
limit player engagement compared to more action-oriented games.
Additionally, the heavy subject matter might be challenging for younger
audiences, requiring careful contextualization by educators or parents.

The Role of Playing History 2 Slave Trade in
Digital History Education

The emergence of games like Playing History 2 Slave Trade marks a significant
shift in how history is taught and experienced. Digital media enables a more
interactive and personalized exploration of historical events, moving beyond
textbooks to create immersive learning environments.

Playing History 2 Slave Trade leverages this potential by allowing players to
"live" history, making abstract concepts tangible and emotionally resonant.
The game's design encourages critical thinking about the causes and
consequences of the slave trade, as well as the perspectives of those who
were enslaved, traders, and abolitionists.

Moreover, the game’s availability on multiple platforms and its relatively
accessible gameplay mechanics make it a valuable resource for diverse



audiences. It supports discussions about race, ethics, and global history in
both formal education settings and informal learning contexts.

Challenges in Portraying Sensitive Historical Topics

Representing the transatlantic slave trade in an interactive format comes
with inherent challenges. Balancing historical accuracy with respectful
representation requires careful consideration. Playing History 2 Slave Trade
attempts to navigate this by emphasizing factual content while avoiding
sensationalism.

However, the medium itself imposes constraints. The need for engaging
gameplay sometimes risks oversimplifying complex issues or reducing human
suffering to game mechanics. It is essential that such games are supplemented
with guided discussions or additional educational materials to provide
comprehensive understanding.

Future Perspectives on Historical Gaming and
Social Awareness

As digital technologies evolve, the potential for games like Playing History
2 Slave Trade to influence public understanding of history grows. Future
iterations may incorporate virtual reality or augmented reality to deepen
immersion, offering even more impactful experiences.

Furthermore, the increasing demand for socially conscious content in gaming
opens avenues for developers to address other difficult historical subjects
with sensitivity and depth. Playing History 2 Slave Trade serves as a
pioneering example in this regard, demonstrating that video games can be
powerful tools for education and social reflection.

Engaging with history through gaming not only enriches learning but also
fosters empathy and awareness, which are vital in contemporary conversations
about race, justice, and human rights. As players navigate the ethical
complexities of the slave trade within the game, they are invited to consider
the enduring legacies of this dark chapter in human history.

Playing History 2 Slave Trade thus stands at the intersection of education,

technology, and social consciousness, contributing to a broader understanding
of history’s impact on present-day society.
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playing history 2 slave trade: Teaching the Middle Ages through Modern Games Robert
Houghton, 2022-10-24 Games can act as invaluable tools for the teaching of the Middle Ages. The
learning potential of physical and digital games is increasingly undeniable at every level of historical
study. These games can provide a foundation of information through their stories and worlds. They
can foster understanding of complex systems through their mechanics and rules. Their very nature
requires the player to learn to progress. The educational power of games is particularly potent
within the study of the Middle Ages. These games act as the first or most substantial introduction to
the period for many students and can strongly influence their understanding of the era. Within the
classroom, they can be deployed to introduce new and alien themes to students typically unfamiliar
with the subject matter swiftly and effectively. They can foster an interest in and understanding of
the medieval world through various innovative means and hence act as a key educational tool. This
volume presents a series of essays addressing the practical use of games of all varieties as teaching
tools within Medieval Studies and related fields. In doing so it provides examples of the use of games
at pre-university, undergraduate, and postgraduate levels of study, and considers the application of
commercial games, development of bespoke historical games, use of game design as a learning
process, and use of games outside the classroom. As such, the book is a flexible and diverse
pedagogical resource and its methods may be readily adapted to the teaching of different medieval
themes or other periods of history.

playing history 2 slave trade: Representing Conflicts in Games Bjorn Sjoblom, Jonas
Linderoth, Anders Frank, 2022-12-30 This book offers an overview of how conflicts are represented
and enacted in games, in a variety of genres and game systems. Games are a cultural form apt at
representing real world conflicts, and this edited volume highlights the intrinsic connection between
games and conflict through a set of theoretical and empirical studies. It interrogates the nature and
use of conflicts as a fundamental aspect of game design, and how a wide variety of conflicts can be
represented in digital and analogue games. The book asks what we can learn from conflicts in
games, how our understanding of conflicts change when we turn them into playful objects, and what
types of conflicts are still not represented in games. It queries the way games make us think about
armed conflict, and how games can help us understand such conflicts in new ways. Offering a
deeper understanding of how games can serve political, pedagogical, or persuasive purposes, this
volume will interest scholars and students working in fields such as game studies, media studies,
and war studies.

playing history 2 slave trade: Playing at War Patrick A. Lewis, James Hill Welborn III,
2024-09-19 Playing at War offers an innovative focus on Civil War video games as significant sites of
memory creation, distortion, and evolution in popular culture. With fifteen essays by historians, the
collection analyzes the emergence and popularity of video games that topically engage the period
surrounding the American Civil War, from the earliest console games developed in the 1980s
through the web-based games of the twenty-first century, including popular titles such as Red Dead
Redemption 2 and War of Rights. Alongside discussions of technological capabilities and advances,
as well as their impact on gameplay and content, the essays consider how these games engage with
historical scholarship on the Civil War era, the degree to which video games reflect and contribute
to popular understandings of the period, and how those dynamics reveal shifting conceptions of
martial identity and historical memory within U.S. popular culture. Video games offer productive
sites for extending the analysis of Civil War memory into the post-Confederates in the Attic era,
including the political and cultural moments of Obama and Trump, where overt expressions of Lost
Cause memory were challenged and removed from schools and public spaces, then embraced by
new manifestations of white supremacist organizations. Edited by Patrick A. Lewis and James Hill
Welborn III, Playing at War traces the drift of Civil War memory into digital spaces and gaming
cultures, encouraging historians to engage more extensively with video games as important cultural
media for examining how contemporary Americans interact with the nation’s past.

playing history 2 slave trade: Slave Revolt on Screen Alyssa Goldstein Sepinwall,
2021-05-28 Recipient of the 2021 Honorary Mention for the Haiti Book Prize from the Haitian



Studies Association In Slave Revolt on Screen: The Haitian Revolution in Film and Video Games
author Alyssa Goldstein Sepinwall analyzes how films and video games from around the world have
depicted slave revolt, focusing on the Haitian Revolution (1791-1804). This event, the first
successful revolution by enslaved people in modern history, sent shock waves throughout the
Atlantic World. Regardless of its historical significance however, this revolution has become less
well-known—and appears less often on screen—than most other revolutions; its story, involving
enslaved Africans liberating themselves through violence, does not match the
suffering-slaves-waiting-for-a-white-hero genre that pervades Hollywood treatments of Black history.
Despite Hollywood’s near-silence on this event, some films on the Revolution do exist—from
directors in Haiti, the US, France, and elsewhere. Slave Revolt on Screen offers the first-ever
comprehensive analysis of Haitian Revolution cinema, including completed films and planned
projects that were never made. In addition to studying cinema, this book also breaks ground in
examining video games, a pop-culture form long neglected by historians. Sepinwall scrutinizes video
game depictions of Haitian slave revolt that appear in games like the Assassin’s Creed series that
have reached millions more players than comparable films. In analyzing films and games on the
revolution, Slave Revolt on Screen calls attention to the ways that economic legacies of slavery and
colonialism warp pop-culture portrayals of the past and leave audiences with distorted
understandings.

playing history 2 slave trade: Microaggression Theory Gina C. Torino, David P. Rivera,
Christina M. Capodilupo, Kevin L. Nadal, Derald Wing Sue, 2018-09-25 Get to know the
sociopolitical context behind microaggressions Microaggressions are brief, everyday exchanges that
send denigrating messages to certain individuals because of their group membership (e.g., race,
gender, culture, religion, social class, sexual orientation, etc.). These daily, common manifestations
of aggression leave many people feeling vulnerable, targeted, angry, and afraid. How has this
become such a pervasive part of our social and political rhetoric, and what is the psychology behind
it? In Microaggression Theory, the original research team that created the microaggressions
taxonomy, Gina Torino, David Rivera, Christina Capodilupo, Kevin Nadal, and Derald Wing Sue,
address these issues head-on in a fascinating work that explores the newest findings of
microaggressions in their sociopolitical context. It delves into how the often invisible nature of this
phenomenon prevents perpetrators from realizing and confronting their own complicity in creating
psychological dilemmas for marginalized groups, and discusses how prejudice, privilege, safe
spaces, and cultural appropriation have become themes in our contentious social and political
discourse. Details the psychological effects of microaggressions in separate chapters covering
clinical impact, trauma, related stress syndromes, and the effect on perpetrators Examines how
microaggressions affect education, employment, health care, and the media Explores how social
policies and practices can minimize the occurrence and impact of microaggressions in a range of
environments Investigates how microaggressions relate to larger social movements If you come
across the topic of microaggressions in your day-to-day life, you can keep the conversation going in a
productive manner—with research to back it up!

playing history 2 slave trade: Entertainment Computing and Serious Games Ralf Dorner,
Stefan Gobel, Michael Kickmeier-Rust, Maic Masuch, Katharina Zweig, 2016-10-05 The aim of this
book is to collect and to cluster research areas in the field of serious games and entertainment
computing. It provides an introduction and gives guidance for the next generation of researchers in
this field. The 18 papers presented in this volume, together with an introduction, are the outcome of
a GI-Dagstuhl seminar which was held at Schlof§ Dagstuhl in July 2015.

playing history 2 slave trade: Virtual History A. Martin Wainwright, 2019-06-28 Virtual
History examines many of the most popular historical video games released over the last decade and
explores their portrayal of history. The book looks at the motives and perspectives of game designers
and marketers, as well as the societal expectations addressed, through contingency and
determinism, economics, the environment, culture, ethnicity, gender, and violence. Approaching
videogames as a compelling art form that can simultaneously inform and mislead, the book considers



the historical accuracy of videogames, while also exploring how they depict the underlying processes
of history and highlighting their strengths as tools for understanding history. The first survey of the
historical content and approach of popular videogames designed with students in mind, it argues
that games can depict history and engage players with it in a useful way, encouraging the reader to
consider the games they play from a different perspective. Supported by examples and screenshots
that contextualize the discussion, Virtual History is a useful resource for students of media and
world history as well as those focusing on the portrayal of history through the medium of
videogames.

playing history 2 slave trade: Video Games, Violence, and the Ethics of Fantasy Christopher
Bartel, 2020-07-23 Is it ever morally wrong to enjoy fantasizing about immoral things? Many video
games allow players to commit numerous violent and immoral acts. But, should players worry about
the morality of their virtual actions? A common argument is that games offer merely the virtual
representation of violence. No one is actually harmed by committing a violent act in a game. So, it
cannot be morally wrong to perform such acts. While this is an intuitive argument, it does not
resolve the issue. Focusing on why individual players are motivated to entertain immoral and violent
fantasies, Video Games, Violence, and the Ethics of Fantasy advances debates about the ethical
criticism of art, not only by shining light on the interesting and under-examined case of virtual
fantasies, but also by its novel application of a virtue ethical account. Video games are works of
fiction that enable players to entertain a fantasy. So, a full understanding of the ethical criticism of
video games must focus attention on why individual players are motivated to entertain immoral and
violent fantasies. Video Games, Violence, and the Ethics of Fantasy engages with debates and
critical discussions of games in both the popular media and recent work in philosophy, psychology,
media studies, and game studies.

playing history 2 slave trade: Springer Handbook of Augmented Reality Andrew Yeh Ching
Nee, Soh Khim Ong, 2023-01-01 The Springer Handbook of Augmented Reality presents a
comprehensive and authoritative guide to augmented reality (AR) technology, its numerous
applications, and its intersection with emerging technologies. This book traces the history of AR
from its early development, discussing the fundamentals of AR and its associated science. The
handbook begins by presenting the development of AR over the last few years, mentioning the key
pioneers and important milestones. It then moves to the fundamentals and principles of AR, such as
photogrammetry, optics, motion and objects tracking, and marker-based and marker-less
registration. The book discusses both software toolkits and techniques and hardware related to AR,
before presenting the applications of AR. This includes both end-user applications like education and
cultural heritage, and professional applications within engineering fields, medicine and architecture,
amongst others. The book concludes with the convergence of AR with other emerging technologies,
such as Industrial Internet of Things and Digital Twins. The handbook presents a comprehensive
reference on AR technology from an academic, industrial and commercial perspective, making it an
invaluable resource for audiences from a variety of backgrounds.

playing history 2 slave trade: Media and the Affective Life of Slavery Allison Page,
2022-03-08 How media shapes our actions and feelings about race Amid fervent conversations about
antiracism and police violence, Media and the Affective Life of Slavery delivers vital new ideas about
how our feelings about race are governed and normalized by our media landscape. Allison Page
examines U.S. media from the 1960s to today, analyzing how media culture instructs viewers to act
and feel in accordance with new racial norms created for an era supposedly defined by an end to
legal racism. From the classic television miniseries Roots to the edutainment video game Mission 2:
Flight to Freedom and the popular website slaveryfootprint.org, Media and the Affective Life of
Slavery provides an in-depth look at the capitalist and cultural artifacts that teach the U.S. public
about slavery. Page theorizes media not only as a system of representation but also as a technology
of citizenship and subjectivity, wherein race is seen as a problem to be solved. Ultimately, she
argues that visual culture works through emotion, a powerful lever for shaping and managing
racialized subjectivity. Media and the Affective Life of Slavery delivers compelling, provocative




material and includes a wealth of archival research into such realms as news, entertainment,
television, curricula, video games, and digital apps, providing new and innovative scholarship where
none currently exists.

playing history 2 slave trade: How Pac-Man Eats Noah Wardrip-Fruin, 2020-12-15 How the
tools and concepts for making games are connected to what games can and do mean; with examples
ranging from Papers, Please to Dys4ia. In How Pac-Man Eats, Noah Wardrip-Fruin considers two
questions: What are the fundamental ways that games work? And how can games be about
something? Wardrip-Fruin argues that the two issues are related. Bridging formalist and culturally
engaged approaches, he shows how the tools and concepts for making games are connected to what
games can and do mean. Wardrip-Fruin proposes that games work at a fundamental level on which
their mechanics depend: operational logics. Games are about things because they use play to
address topics; they do this through playable models (of which operational logics are the primary
building blocks): larger structures used to represent what happens in a game world that relate
meaningfully to a theme. Game creators can expand the expressiveness of games, Wardrip-Fruin
explains, by expanding an operational logic. Pac-Man can eat, for example, because a game designer
expanded the meaning of collision from hitting things to consuming them. Wardrip-Fruin describes
strategies game creators use to expand what can be said through games, with examples drawn from
indie games, art games, and research games that address themes ranging from border policy to
gender transition. These include Papers, Please, which illustrates expansive uses of pattern
matching; Prom Week, for which the game's developers created a model of social volition to enable
richer relationships between characters; and Dys4ia, which demonstrates a design approach that
supports game metaphors of high complexity.

playing history 2 slave trade: The Digital Black Atlantic Roopika Risam, Kelly Baker Josephs,
2021-03-16 Exploring the intersections of digital humanities and African diaspora studies How can
scholars use digital tools to better understand the African diaspora across time, space, and
disciplines? And how can African diaspora studies inform the practices of digital humanities? These
questions are at the heart of this timely collection of essays about the relationship between digital
humanities and Black Atlantic studies, offering critical insights into race, migration, media, and
scholarly knowledge production. The Digital Black Atlantic spans the African diaspora’s range—from
Africa to North America, Europe, and the Caribbean—while its essayists span academic fields—from
history and literary studies to musicology, game studies, and library and information studies. This
transnational and interdisciplinary breadth is complemented by essays that focus on specific sites
and digital humanities projects throughout the Black Atlantic. Covering key debates, The Digital
Black Atlantic asks theoretical and practical questions about the ways that researchers and teachers
of the African diaspora negotiate digital methods to explore a broad range of cultural forms
including social media, open access libraries, digital music production, and video games. The volume
further highlights contributions of African diaspora studies to digital humanities, such as politics and
representation, power and authorship, the ephemerality of memory, and the vestiges of colonialist
ideologies. Grounded in contemporary theory and praxis, The Digital Black Atlantic puts the digital
humanities into conversation with African diaspora studies in crucial ways that advance both.
Contributors: Alexandrina Agloro, Arizona State U; Abdul Alkalimat; Suzan Alteri, U of Florida; Paul
Barrett, U of Guelph; Sayan Bhattacharyya, Singapore U of Technology and Design; Agata Btoch,
Institute of History of Polish Academy of Sciences; Michat Bojanowski, Kozminski U; Sonya
Donaldson, New Jersey City U; Anne Donlon; Laurent Dubois, Duke U; Amy E. Earhart, Texas A&M
U; Schuyler Esprit, U of the West Indies; Demival Vasques Filho, U of Auckland, New Zealand; David
Kirkland Garner; Alex Gil, Columbia U; Kaiama L. Glover, Barnard College, Columbia U; D. Fox
Harrell, MIT; Hélene Huet, U of Florida; Mary Caton Lingold, Virginia Commonwealth U; Angel
David Nieves, San Diego State U; Danielle Olson, MIT; Tunde Opeibi (Ope-Davies), U of Lagos,
Nigeria; Jamila Moore Pewu, California State U, Fullerton; Anne Rice, Lehman College, CUNY;
Sercan Sengiin, Northeastern U; Janneken Smucker, West Chester U; Laurie N.Taylor, U of Florida;
Toniesha L. Taylor, Texas Southern U.




playing history 2 slave trade: Fictional Immorality and Immoral Fiction Garry Young,
2021-01-15 It is commonplace for fictional content to depict immoral activities: the kidnapping of a

politician, for example, or the elaborate theft of a national treasure, or perhaps the gruesome
proclivities of a sadistic murderer. These and similar depictions can be found across a range of
media, and in varying degrees of detail and realism. Fictional Immorality and Immoral Fiction
examines potential conditions for transforming fictional immorality into immoral fiction, in order to
establish what makes a depiction of fictional immorality and/or one’s engagement with it immoral.
To achieve this aim, Garry Young analyzes fictional content, its meaning, one’s motivation for
engaging with it, and the medium in which the fiction is presented (such as film, literature, theatre,
video games) using philosophical inquiry. The end result is a systematic examination of fictional
immorality, which contributes toward debates on the morality of depicting and engaging with
fictional immorality, as well as the reach of censorship and other forms of prohibition, especially
when the act depicted is of the kind that would be most egregious if carried out in reality.

playing history 2 slave trade: MMOs from the Inside Out Richard A. Bartle, 2015-12-30 This is
an astonishing collection of ideas, information, and instruction from one of the true pioneers of
Massively-Multiplayer Online Role-Playing Games. MMOs from the Inside Out: The History, Design,
Fun, and Art of Massively-Multiplayer Role-playing Games speaks to the designers and players of
MMOs, taking it as axiomatic that such games are inspirational and boundless forces for good. The
aim of this book is to enthuse an up-coming generation of designers, to inspire and educate players
and designers-to-be, and to reinvigorate those already working in the field who might be wondering
if it’s still all worthwhile. Playing MMOs is about fun, immersion, and identity. Creating MMOs is
about imagination, expression, and art. MMOs are so packed with potential that today's examples
are little more than small, pioneering colonies on the shore of a vast, uncharted continent. What
wonders wait beyond the horizon? What treasures will explorers bring back to amaze us? MMOs
from the Inside Out is for people with a spark of creativity: it pours gasoline on that spark. It:
Explains what MMOs are, what they once were, and what they could - and should - become. Delves
into why players play, and why designers design. Encourages, enthuses, enrages, engages,
enlightens, envisions, and enchants. Doesn't tell you what to think, it tells you to think. What You
Will Learn: Myriad ways to improve MMOs - and to decide for yourself whether these are
improvements. What MMOs are; who plays them, and why. How MMOs became what they are, and
what this means for what they will become. That you have it in you to make MMOs yourself. Whom
This Book is For:-MMOs from the Inside Out is a book for those who wish to know more about game
design in general and MMO design in particular. It's for people who play MMOs, for people who
design MMOs, and for people who study MMOs. It's for people with a yearning to see beyond the
world around them and to make manifest the worlds of their imagination.

playing history 2 slave trade: Structure of Slavery in Indian Ocean Africa and Asia Gwyn
Campbell, 2004-11-23 The abolition of slavery in and around the Western Indian Ocean have been
little studied. This collection examines the meaning of slavery and its abolition in relation to specific
indigenous societies and to Islam, a religion that embraced the entire region, and draws
comparisons between similar developments in the Atlantic system. Case studies include South
Africa, Mauritius, Madagascar, the Benadir Coast, Arabia, the Persian Gulf and India. This volume
marks an important new development in the study of slavery and its abolition in general, and an
original approach to the history of slavery in the Indian Ocean and Asia regions.

playing history 2 slave trade: African Voices on Slavery and the Slave Trade Alice Bellagamba,
Sandra E. Greene, Martin A. Klein, 2016-04-14 Explores how to use different types of sources to
write the history of slavery and the slave trade in Africa.

playing history 2 slave trade: The Slave Trade Rachael Hanel, 2007-07 Examines the slave
trade from its beginnings in the fifteenth century to its abolishment after the Civil War and surveys
the world both before and after the events.

playing history 2 slave trade: The Economic Consequences of the Atlantic Slave Trade
Barbara L. Solow, 2014-05-27 The Economic Consequences of the Atlantic Slave Trade shows how



the West Indian slave/sugar/plantation complex, organized on capitalist principles of private
property and profit-seeking, joined the western hemisphere to the international trading system
encompassing Europe, Africa, North America, and the Caribbean, and was an important determinant
of the timing and pattern of the Industrial Revolution in England. The new industrial economy was
no longer dependent on slavery for development, but rested instead on investment and innovation.
Solow argues that abolition of the slave trade and emancipation should be understood in this
context.

playing history 2 slave trade: African Voices on Slavery and the Slave Trade: Volume 1, The
Sources Alice Bellagamba, Sandra E. Greene, Martin A. Klein, 2013-05-13 This book uses primary
sources to capture the ways Africans experienced and were influenced by the slave trade.

playing history 2 slave trade: The Abolition of the Slave Trade in Southeastern Nigeria,
1885-1950 Adiele Eberechukwu Afigho, 2006 Afigbo sheds light on a dark corner of social history
that has largely been neglected by historians.--BOOK JACKET.
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