The reception of Assassin’s Creed: How the Assassin’s Creed video game franchise uses fantastical elements to convey a more entertaining and therefore more convincing story.
Popular gaming with ancient themes, its effect on young people and their interest in the ancient world and how this connects with their education choices at secondary and tertiary education.

Abstract
Assassin’s Creed (2007-2018) [footnoteRef:1] and other video games such as the Total War Series[footnoteRef:2] have long been known for using historical settings, such as Renaissance Italy and Colonial America and incorporating fictional and mythological elements into the storyline. By using these fictional elements, it allows the developers to tell a more dramatic story and to engage a wider audience. Because of this growing interest in antiquity-related video games as a result of the drive to engage a wider audience, one can naturally assume that students are becoming more interested in the field of ancient history because of the growing popularity of the genre of gaming. However, this way of learning about history can impact detrimentally upon a student who has based their primary knowledge of the subject upon evidence which includes fictitious and biased information regarding the events from a period.  [1:  Assassin’s Creed. (2007-2018) ]  [2:  Total War. (2000-2018)] 


This dissertation research project will look at these issues and potentials in greater detail, presenting the hypothesis, that there is a clear correlation between the popularity of the medium of gaming and interest in antiquity-related courses and that this is overall a positive thing. It will critically examine how the dramatic and engaging storyline of games such as Assassin’s Creed make the actual historical facts behind these games far more engaging. Therefore, this research project aims to show that because of the use of dramatized elements of history the players’ awareness of history and the context behind certain key events in time is heightened, regardless of any inaccuracy, as the students who played these games will soon learn the truth of these inaccuracies anyway.

This dissertation project will allow the opportunity to discuss the reasons behind why a student would enrol in an antiquity-related course and consider research which could indicate that this is the case for a significant number of students in sixth form and university. In order to achieve this, ethnographical data, gained by using empirical data and conducting surveys will be required. This will be prioritised at the start of the study so that there is time to process the findings. The primary data from the ethnographic data, in the form of surveys and interviews, will also seek to understand whether video games are actually a useful and reliable educational learning tool. The surveys will mainly be aimed at students and will pose both open and closed questions, with open questions allowing for expansion on their personal experiences related to the questions and closed questions will be included to gain the raw empirical data that can back up the thesis.

Secondary information will be gathered by accessing enrolment figures and other data from organisations such as UCAS, so that correlations can be made regarding the impact a release of a key video game has on enrolment numbers for history-related courses. Other research to be explored will be in relation to the impact of unreliable semi-fictitious historic events upon students’ ability to understand the subject fully. Such data will also be supported by and compared to the ethnographic findings. 
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