Playing History 2 Slave Trade

Playing History 2: Slave Trade is an educational game that seeks to provide players with a more
profound understanding of the historical context of the transatlantic slave trade. Developed as part of
the Playing History series, this game combines elements of storytelling, strategy, and simulation to
engage players in a crucial chapter of human history. By immersing players in the life of enslaved
individuals and the dynamics of the slave trade, the game aims to foster empathy, awareness, and
critical thinking about the impact of slavery on societies past and present.

Understanding the Game's Objectives

The primary goal of Playing History 2: Slave Trade is to educate players about the historical realities
of the slave trade while also encouraging them to reflect on the moral implications of these events.
The game is designed for educational purposes, making it suitable for students, educators, and
anyone interested in learning about this dark period in history.

Key Learning Objectives

1. Historical Awareness: Players gain insights into the causes, mechanisms, and consequences of the
transatlantic slave trade.

2. Empathy: By experiencing the life of enslaved individuals, players can develop a deeper
understanding of their struggles and resilience.

3. Critical Thinking: The game encourages players to analyze historical events and their relevance to
modern society.

Gameplay Mechanics

Playing History 2: Slave Trade uses a blend of interactive storytelling and gameplay mechanics to
engage players. The game features various scenarios and choices that influence the player's
experience, creating a personalized journey through history.

Character Roles

Players take on the role of different characters in the game, including:



- Enslaved Individuals: Experience the harsh realities of life in bondage, including the journey from
Africa to the Americas.

- Slave Traders: Understand the motivations and justifications behind the slave trade, as well as the
economic factors involved.

- Abolitionists: Learn about the efforts to end slavery and the moral dilemmas faced by individuals
during this time.

Game Structure
The game is structured into several chapters, each focusing on different aspects of the slave trade:

1. The African Experience: Players explore the lives of African communities before the arrival of
European traders.

2. The Middle Passage: This chapter highlights the harrowing journey across the Atlantic Ocean and
the conditions endured by enslaved individuals.

3. Life on Plantations: Players experience the day-to-day realities of plantation life in the Americas,
including the labor, culture, and resistance.

4. Abolition Movements: The final chapter emphasizes the fight against slavery and the efforts made
by individuals and groups to abolish the practice.

Historical Context
The Transatlantic Slave Trade

The transatlantic slave trade, which lasted from the 16th to the 19th century, was one of the largest
forced migrations in history. Millions of Africans were captured, transported, and sold into slavery
across the Americas. This trade was driven by the demand for labor in plantations and mines,
particularly in the production of sugar, tobacco, and cotton.

Key Facts about the Slave Trade

- Volume: It is estimated that approximately 12 million Africans were forcibly transported to the
Americas.
- Middle Passage: The journey from Africa to the Americas, known as the Middle Passage, was not

Frequently Asked Questions

What is 'Playing History 2: Slave Trade' about?

'Playing History 2: Slave Trade' is an educational game that allows players to explore the historical
context and impact of the transatlantic slave trade through interactive gameplay, role-playing, and
decision-making.

How does 'Playing History 2: Slave Trade' educate players
about the slave trade?

The game provides players with historical facts, narratives, and scenarios that highlight the
experiences of enslaved individuals, the economic motives behind the slave trade, and the social and
cultural consequences of this dark chapter in history.



Who is the target audience for 'Playing History 2: Slave
Trade'?

The game is primarily targeted towards students and educators, but it is also suitable for anyone
interested in learning about history, particularly the complexities of the slave trade and its lasting
impact on society.

What age group is 'Playing History 2: Slave Trade' designed
for?

'Playing History 2: Slave Trade' is designed for ages 10 and up, making it accessible for middle school
students through adults who wish to engage with historical content in a meaningful way.

What gameplay mechanics are used in 'Playing History 2:
Slave Trade'?

The game employs role-playing elements, decision-making scenarios, and puzzle-solving mechanics
that immerse players in historical contexts, allowing them to experience the challenges faced by
individuals during the slave trade.

How can educators use 'Playing History 2: Slave Trade' in the
classroom?

Educators can use the game as a supplementary tool in history lessons to foster discussions about the
slave trade, its ethical implications, and the importance of remembering this history, thereby
enhancing students' engagement and understanding.

What themes are explored in 'Playing History 2: Slave Trade'?

Key themes include the moral dilemmas of the slave trade, the resilience and agency of enslaved
individuals, economic exploitation, racism, and the long-lasting effects of slavery on modern society.

Are there resources available to support the learning
experience in 'Playing History 2: Slave Trade'?

Yes, the game often comes with educational resources, including lesson plans, discussion guides, and
additional reading materials to help educators and players delve deeper into the subject matter.

What makes 'Playing History 2: Slave Trade' stand out from
other historical games?

'Playing History 2: Slave Trade' stands out due to its focus on a sensitive and significant historical
issue, its commitment to educational value, and its ability to engage players emotionally while
promoting critical thinking about historical narratives.
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Explore the impactful narratives in "Playing History 2: Slave Trade." Discover how this game
educates players about historical events. Learn more today!
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