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Abstract: Teaching strategies in history education could influence the development of learners’
competencies. Lecture-based approaches on historical knowledge have limited potential in
developing students’ historical thinking and critical thinking competencies while historical
inquiry has been argued to be an efficient way to develop these skills. Engaging in historical
thinking development through inquiry is, however, a complex and difficult process for novice
students as they will potentially face didactic and cognitive limits. We wish to contribute to the
didactics of history literature in proposing scaffolds for historical inquiry through a
collaborative maker-based activity combined with a knowledge building (KB) tool. Considering
computer-supported collaborative learning (CSCL) literature to design collaboration, we argue
that core mechanics of a sandbox videogame, 3D printing and maker culture can offer scaffolds
in collaborative historical inquiry as they present congruities with cognitive operations required
in historical inquiry
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1. Introduction

Historical thinking development through inquiry is a process with potential obstacles and students’
resistance. Historical thinking, or historical reasoning, is argued to be an analytical and critical posture
where historical sources are breeding ground in establishing fact to answer historical or
historiographical questions by elaborating an historical interpretation (Yelle & Déry, 2017). Historical
inquiry can be cognitively demanding for novice learners. Therefore, there is a need to induce
conceptual change for them to accept the relative nature of history. Limon (2001) has stressed that
teaching strategies aiming at conceptual change are requiring a higher student engagement than what
traditional teaching strategies can offer. Technology-enhanced learning has therefore been argued as a
way that can help scaffold historical inquiry (Brush & Saye, 2008; Hicks & Doolittle, 2008; Li & Lim,
2008). Educational technologies offer affordances that can help students in adopting a more active
attitude and role towards learning (Kreijns & Kirschner, 2004; Resta & Laferriére, 2007). Within
educational technologies, maker technologies such as 3D printing and the maker culture has been argued
as a movement that can help develop 21* century competency such as problem-solving, creativity and
critical thinking (Martin, 2015). Considering the need for conceptual change, for scaffolds and for
student engagement, we stress that maker-based activity with Minecraft videogame could help students
in inquiring about the past. We, therefore, argue that integrating these learning activities in history
teachers’ practices could help scaffold historical inquiry in order to develop students’ historical
thinking. The main research question is therefore: how can a maker-based activity scaffold historical
inquiry in order to develop students’ historical thinking. Within these learning activities, collaborative
maker-based education, in which the learners engage in learning by making artefacts, could support the
historical inquiry required to develop students’ historical thinking.

2. Digital Games Uses for Maker-Based Education

In this building activity, learners will be engaged in the collaborative creation of an historical society
in order to answer an historical or historiographical question. As building an accurate historical society
is complex, the building activity is considered both as a problem to solve and a way to express historical
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understanding. Learners are therefore engaged in the construction of the studied society’s physical
environment like a city or a medieval village while also engaged in interpreting historical sources and
accounts related to the studied society. Thus, learners are investigating the complexity of historically-
situated social values, economic structure as well as political and cultural contexts. Based on the LM-
GM model (Arnab et al., 2015) and its extension LM-GM-LT (Patino, Proulx, & Romero, 2016) that
associates gaming mechanics with learning mechanics, we reason that the chosen sandbox videogame
is coherent with our pedagogical intention, as its core mechanic is constructing. Moreover, Minecraft
core gaming mechanics present congruities with Cohen, Jones, Smith, & Calandra, (2016) model of
maker culture mechanics based rely on building, creating, sharing and networking. These mechanics
could therefore support historical thinking components such as contextualization, historical empathy,
comparing and corroboration of historical accounts. We also consider the meta-gaming concept that
argues that learning with digital games can happen outside the game (Bouko & Alvarez, 2016) in
designing a Knowledge-Building (KB) learning tool supporting the maker-based activity. The
knowledge forum (KF) is therefore considered as a meta-making space where students are learning by
discussing about the challenge that is the making of a historical society through historical inquiry.
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