iMe, n. 17/1I n.s., dicembre 2025, pp. 119-131]
ISBN 9788897317937 - ISSN 2035-794X]

Trouver les formes d'un jeu vidéo “historien”
Minimalisme et “small games”

Finding the forms for a “ historiographical”
Videogame Minimalism and “small games”

Julien Bazile
Université de Sherbrook)/
Musée d’histoire de Sherbrooke)

Date of receipt: 07/04/2025
Date of acceptance24/10/2025

5. Bibliographie

Aarseth, Espen (1997). Cybertext: Perspectives on Ergodic Literature. Baltimore: Johns
Hopkins University Press.

— (2021). Le jeu et son nom: qu’est-ce qu'un auteur de jeu vidéo ? Appareil, n.
23/2021. En ligne : https://journals.openedition.org/appareil/3811.

Aumont, Jacques - Bergala, Alain - Marie, Michel - Vernet, Marc (2021). Esthétique du
film: 125 ans de théorie et de cinéma. 5e édition enrichie. Malakoff: Armand Colin.

Bazile, Julien (2021). Opération Historiographique et Game Design de Jeu Vidéo : Les
Sources Historiques Dans La Conception de ‘Assassin’s Creed IV Black Flag’ et
"Assassin’s Creed Freedom Cry’. These de doctorat en histoire et en sciences de
I'information et de la communication. Sherbrooke/Metz: Université de
Sherbrooke/Université de Lorraine.

— (2023). Matiére a jouer: un projet historien de recherche-création vidéoludique pour
mettre en jeu les traces du passé. Sciences du jeu. Laboratoire Experice.

© 2025 Bazile, J. This is an open access work released under the terms of the “Creative Commons
Attribution - NonCommercial 4.0 International License



Bazile, Julien A. (2022). An “Alternative to the Pen’? “Perspectives for the Design of
Historiographical Videogames”’, Games and Culture, 17, (6). En ligne :
<https://journals.sagepub.com/d0i/10.1177/15554120221115393>

Bougnoux, Daniel (2009). Introduction aux sciences de la communication. Paris: Ed. La
Découverte.

Caselli, Stefano (2023). ‘Engaging with Historical Imaginaries Through Digital
Games’. Public History Weekly, ( 3), 2023, DOIL: <dx.doi.org/10.1515/phw-2023-
21323>.

Chapman, Adam (2016). Digital Games as History: How Videogames Represent the Past
and Offer Access to Historical Practice. New York, NY: Routledge.

Clulow, Adam (2020). ‘Designing Historical Video Games’. Not Even Past, August
2020. <https://notevenpast.org/designing-historical-video-games/.> Accessed 2
December 2022.

— (2021). ‘How Student-Designed Video Games Made Me Rethink How I Teach
History’. The Conversation, 2021. http://theconversation.com/how-student-
designed-video-games-made-me-rethink-how-i-teach-history-159310. Accessed
2 December 2022.

Crawford, Chris (1984). The Art of Computer Game Design. Berkeley:
Osborne/McGraw-Hill.

De Groot, Jerome (2009). Consuming History : Historians and Heritage in Contemporary
Popular Culture. London ; New York : Routledge.

Ebeth (2019). Small Games Manifesto.

Ethier, Marc-André - David Lefrancois - Catherine Déry (2022). Utilisation
d’Assassin’s Creed Origins en classe d’histoire, rétention de connaissances
déclaratives et intérét des éleves pour 'Egypte Antique, Revue de recherches en
littératie médiatique multimodale, 15,2022 DOI: <https://doi.org/10.7202/1091402ar>

Glas, René - Van Vught, Jasper - Werning Stefan (2021). ‘“Thinking Through” Games
in the Classroom: Using Discursive Game Design to Play and Engage with

Historical Datasets. Transactions of the Digital Games Research Association, 5 (3)
November 2021.

120


https://journals.sagepub.com/doi/10.1177/15554120221115393
doi:%20dx.doi.org/10.1515/phw-2023-21323
doi:%20dx.doi.org/10.1515/phw-2023-21323
https://notevenpast.org/designing-historical-video-games/
https://www.erudit.org/fr/revues/rechercheslmm/
https://www.erudit.org/fr/revues/rechercheslmm/
doi:%20https://doi.org/10.7202/1091402ar

Trouver les forms d’un jeu video “historien”|

Hammar, Emil Lundedal (2016). Counter-Hegemonic Commemorative Play:
Marginalized Pasts and the Politics of Memory in the Digital Game Assassin’s
Creed: Freedom  Cry. Rethinking ~ History, 1-24. Online
<https://www.tandfonline.com/doi/full/10.1080/13642529.2016.1256622>

Hartman, Abbie — Tulloch, Rowan - Young, Helen (2021). ‘Video Games as Public
History: Archives, Empathy and Affinity’. Game Studies,. 21 (4).

Henriot, Jacques (1989). Sous couleur de jouer : La métaphore ludique. Paris: José Corti
Editions.

Juul, Jesper (2013). The Art of Failure: An Essay on the Pain of Playing Video Games.
Playful Thinking. Cambridge, Mass: MIT Press.

Ledoux, Adam (2022). In Praise of Weird Game Engines, <https://ledoux.itch.io/in-
praise-of-weird-game-engines>

McCall, Jeremiah (2016). Twine, Inform, and Designing Interactive History Texts.
Playthepast.Org, 2016. http://www.playthepast.org/?p=5739. Accessed 1 April
2022.

— (2018). ‘Path of Honors: Towards a Model for Interactive History Texts with
Twine. Epoiesen’. A Journal for Creative Engagement in History and Archeology.
Online :< https://epoiesen.carleton.ca/2018/01/21/path-of-honors/>

Megill, Allan — McCloskey, Donald N. (1987). “The Rhetoric of History” in Nelson,
J.S. — McCloskey, D.N. — Megill, A. (by): The Rhetoric of the Human Sciences:
Language and Argument in Scholarship and Public Affairs. Madison: University of
Wisconsin Press, pp. 221-237.

Meunier, Jean-Pierre - Peraya, Daniel (2010). Introduction aux théories de la
communication. Bruxelles: De Boeck.

Mukherjee, Souvik (2017). ‘Videogames and Post Colonialism: An Introduction” in
Mukherijee, S. (by): Videogames and Postcolonialism. Cham: Springer International
Publishing, pp. 1-28.

Nolden, Nico — Pfister, Eugen (2022). ‘Gaming and Digital Public History” in Noiret,
S. — Tebeau, M. — Zaagsma, G. (eds): Handbook of Digital Public History. De
Gruyter, pp. 309-316.

121


https://www.tandfonline.com/doi/full/10.1080/13642529.2016.1256622
https://ledoux.itch.io/in-praise-of-weird-game-engines
https://ledoux.itch.io/in-praise-of-weird-game-engines

Pilia, Lorenzo (2018). On Small Games. Itch.lo, 2018. https://lorenzo.itch.io/on-small-
games. Accessed 20 April 2023.

Reid, Darren (2024). ‘Video Game Development as Public History’. The Public
Historian, 46 (1) February 2024, pp. 74-107.

Rochat, Yannick (2019). ‘A Quantitative Study of Historical Videogames (1981-2015)’
in von Liinen, A. — Lewis, K.J. — Litherland, B. - Cullum, P. (by): Historia Ludens:
The Playing Historian. Londres: Routledge, pp. 3-19.

Spring, Dawn (2015). ‘Gaming History: Computer and Video Games as Historical
Scholarship’. Rethinking History, 19 ( 2), pp. 207-221.

Triclot, Mathieu (2011). Philosophie des jeux vidéo. Paris: Zones.

122



