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3.	  	  Abstract	  
	  
“Orientation	  to	  the	  Mississippi	  Summer	  Project:	  	  An	  Interactive	  Quest	  for	  Social	  Justice”	  

Freedom	  Summer	  brought	  together	  a	  diverse	  group	  to	  advocate	  for	  citizen	  rights.	  The	  two	  
orientation	  weeks	  represented	  a	  microcosm	  of	  the	  civil	  rights	  movement.	  	  During	  that	  
period,	  disparate	  groups	  met	  in	  Oxford	  Ohio.	  	  While	  there,	  they	  shared	  stories,	  leveraged	  
networks,	  and	  enacted	  change.	  	  Because	  of	  this	  experience,	  this	  project	  will	  prototype	  a	  
location-‐based	  game	  that	  interprets	  the	  Mississippi	  Summer	  Project	  on	  the	  site	  of	  the	  1964	  
orientation	  at	  Western	  College	  for	  Women.	  Using	  Augmented	  Reality	  Interactive	  
Storytelling	  (ARIS),	  the	  game	  will	  inspire	  interest	  in	  these	  events	  and	  facilitate	  skill	  building	  
for	  citizen	  engagement.	  	  Furthermore,	  this	  project	  draws	  from	  the	  prototype	  process	  to	  
conceive	  a	  web-‐based	  platform	  for	  nonlocal	  audiences.	  An	  interdisciplinary	  team	  of	  game	  
designers,	  public	  historians,	  historic	  participants,	  educators,	  and	  museum	  professionals	  will	  
consider	  how	  the	  tools	  of	  place-‐based	  learning	  and	  distance	  learning	  animate	  civil	  rights	  
movement	  themes.	  	  

Statement	  of	  Innovation	  

In	  the	  past	  few	  years,	  location-‐based	  media	  and	  place-‐based	  learning	  have	  drastically	  
altered	  how	  we	  process	  information	  and	  how	  we	  perceive	  our	  identities	  and	  the	  
communities	  around	  us.	  	  At	  the	  same	  time,	  technology	  has	  made	  it	  possible	  to	  form	  cyber	  
communities	  without	  physical	  engagement.	  	  Using	  a	  site-‐specific	  alternate	  reality	  game	  to	  
engage	  historic	  events	  and	  primary	  documents,	  this	  project	  considers	  how	  “gaming	  the	  
past”	  can	  foster	  citizenship	  skills	  for	  the	  21st	  Century.	  	  

	  	  

Statement	  of	  Humanities	  Significance	  	  	  

The	  20th	  century	  civil	  rights	  movement	  took	  place	  in	  communities	  everywhere	  and	  involved	  
broad,	  disparate	  and	  unlikely	  coalitions.	  	  The	  poverty	  and	  isolation	  of	  Jim	  Crow	  Mississippi	  
within	  the	  US	  is	  not	  unlike	  the	  extremes	  created	  by	  globalization	  today.	  	  The	  Mississippi	  
Summer	  Project	  helps	  us	  understand	  the	  effects	  of	  segregation	  and	  other	  systems	  of	  
economic	  and	  political	  injustice,	  grassroots	  organizing	  techniques,	  ethical	  dilemmas	  
associated	  with	  nonviolent	  strategy,	  and	  methods	  of	  conflict	  resolution.	  
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4.	  Narrative	  
“Orientation	  for	  the	  Mississippi	  Freedom	  Project:	  	  An	  Interactive	  Quest	  for	  Social	  Justice”	  

	  
Enhancing	  the	  humanities	  through	  innovation	  

Voting	  rights.	  	  Education.	  	  Access	  to	  medical	  care.	  	  Today’s	  headlines	  reflect	  these	  core	  
concerns.	  The	  Mississippi	  Summer	  Project	  of	  1964	  struggled	  deeply	  with	  each	  of	  these	  aspects	  of	  
American	  life,	  engaging	  the	  tensions	  between	  the	  ideals	  and	  the	  realities	  of	  American	  democracy.	  	  
Freedom	  Summer,	  as	  it	  would	  later	  be	  called,	  exposed	  the	  realities	  of	  violence	  and	  injustice	  for	  
African	  Americans	  in	  Mississippi	  and	  the	  system	  supporting	  it.	  	  It	  created	  relationships	  between	  
various	  social	  groups	  and	  leveraged	  these	  relationships	  to	  enact	  social	  change.	  	  While	  many	  are	  
familiar	  with	  the	  tragic	  murders	  of	  Andrew	  Goodman,	  Michael	  Schwerner,	  and	  James	  Chaney,	  their	  
story	  is	  merely	  one	  of	  the	  many	  significant	  events	  that	  took	  place.	  	  SNCC	  and	  other	  civil	  rights	  
organizations	  recruited	  1000	  college	  students	  to	  conduct	  voter	  registration	  drives,	  teach	  freedom	  
schools,	  and	  develop	  community	  projects.	  	  Two	  very	  separate	  worlds	  momentarily	  coexisted	  
together	  as	  college	  students	  lived	  in	  the	  homes	  of	  rural	  African	  Americans.	  	  Scholars	  have	  noted	  the	  
significance	  of	  Freedom	  Summer	  to	  student	  activism	  (Hogan),	  its	  influence	  to	  subsequent	  American	  
social	  movements	  (McAdam),	  its	  relationship	  to	  the	  church	  and	  cultural	  organizing	  (Payne;	  Street),	  
its	  model	  of	  grassroots	  local	  community	  organizing	  (Dittmer),	  its	  experimentation	  with	  techniques	  
of	  participatory	  democracy	  and	  authentic	  black	  citizenship	  (Polletta;	  Hohle),	  and	  the	  critical	  role	  of	  
these	  events	  in	  the	  overall	  civil	  rights	  narrative	  (Branch;	  Carson).	  	  	  
	   Freedom	  Summer	  created	  relationships	  and	  generated	  networks	  that	  opened	  up	  the	  
isolation	  of	  Mississippi.	  	  The	  project	  engaged	  collective	  storytelling,	  holding	  up	  the	  unheard	  stories	  
of	  Mississippi	  citizens	  and	  made	  space	  for	  deep	  cultural	  exchanges	  among	  rural/urban,	  north	  and	  
south,	  different	  races,	  and	  religions.	  	  Freedom	  Summer	  used	  role-‐playing	  to	  create	  empathy	  and	  
transformative	  learning,	  valuing	  the	  embodied	  experience.	  	  Freedom	  Summer	  embedded	  itself	  
within	  particular	  local	  communities	  and	  yet	  kept	  a	  vision	  of	  the	  global.	  	  Thus,	  the	  interpretation	  of	  
Freedom	  Summer	  through	  a	  digital	  humanities	  project	  capitalizes	  upon	  technology’s	  unique	  ability	  
to	  create	  networks,	  facilitate	  collective	  storytelling,	  create	  cultural	  exchange,	  engage	  role-‐playing,	  
and	  interface	  the	  local	  and	  global.	  	  Several	  digital	  archives	  house	  the	  photographs,	  letters,	  planning	  
documents,	  maps,	  and	  other	  primary	  materials.	  These	  rich	  documents,	  the	  historic	  participants,	  and	  
the	  site	  of	  the	  June	  1964	  orientation	  will	  be	  used	  to	  prototype	  an	  Augmented	  Reality	  Interactive	  
Storytelling	  [ARIS]	  game,	  a	  location	  based	  role-‐playing	  game	  that	  will	  tell	  the	  story	  of	  the	  historical	  
events	  of	  the	  orientation	  to	  Freedom	  Summer	  and	  practice	  skills	  of	  participatory	  citizenship.	  	  In	  the	  
process	  of	  prototyping	  this	  game,	  we	  will	  contemplate	  several	  research	  questions:	  	  1.)	  How	  could	  a	  
location	  based	  game	  and	  a	  non-‐location	  based	  medium	  (either	  parallel	  or	  intersecting)	  engage	  the	  
history	  of	  Freedom	  Summer	  to	  reach	  a	  broad	  audience?	  	  2.)	  How	  can	  the	  open	  source	  platform	  
Augmented	  Reality	  Interactive	  Storytelling	  interpret	  the	  history	  of	  the	  orientation	  for	  the	  
Mississippi	  Summer	  Project?	  	  3.)	  What	  is	  ARIS’s	  potential	  for	  interpreting	  Civil	  Rights	  histories	  in	  
other	  communities?	  4.)	  What	  game	  systems	  and	  game	  mechanics	  effectively	  teach	  historical	  content	  
and	  citizenship	  skills	  for	  the	  21st	  century?	  
	  
Environmental	  Scan	  
	   Locative	  media	  and	  place-‐based	  projects	  have	  revolutionized	  how	  we	  learn	  and	  process	  
information.	  Participatory	  mapping	  efforts	  have	  made	  communities	  aware	  of	  themselves	  and	  
reconfigured	  local	  knowledge.	  	  Students	  have	  moved	  the	  classroom	  into	  the	  community	  to	  collect	  
data	  and	  engage	  civic	  life	  (Squire).	  In	  hybrid	  reality	  games	  that	  layer	  the	  past	  over	  the	  present,	  
participants	  embody	  stories	  carving	  a	  path	  into	  the	  physical	  landscape	  (Peacock)	  or	  tag	  stories	  and	  
attach	  them	  to	  communities’	  maps	  (City	  Lore).	  	  Researchers	  explain	  how	  urban	  spaces	  and	  heritage	  
sites	  become	  “playful”	  spaces	  (de	  Souza	  e	  Silva;	  Giaccardi	  and	  Palen)	  where	  social	  interactions,	  
physical	  landscape,	  artifacts	  and	  historical/contemporary	  actors	  intermingle.	  In	  “The	  Social	  
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Production	  of	  Heritage	  through	  Cross-‐Media	  Interaction,”	  Giaccardi	  and	  Palen	  discuss	  a	  socio-‐
technical	  infrastructure	  that	  allows	  for	  participation	  both	  on	  and	  off	  the	  heritage	  site.	  Their	  digital	  
project	  created	  various	  entry	  points,	  trajectories,	  and	  forms	  of	  participation	  that	  inscribed	  their	  
project’s	  landscape	  to	  create	  a	  living	  heritage	  practice.	  “[L]ocative	  media	  bring	  many	  opportunities	  
to	  explore	  issues	  of	  context,	  embodiment	  and	  placed-‐ness,	  presence	  and	  location,	  absence	  and	  
dislocation,	  mobility	  and	  identity	  (Peacock	  145).”	  	  During	  the	  civil	  rights	  movement,	  and	  specifically	  
in	  Freedom	  Summer,	  embodiment,	  being	  in	  place/out	  of	  place,	  and	  forms	  of	  social	  
mobility/immobility	  were	  critical	  concepts,	  demonstrating	  the	  conditions	  of	  a	  segregated	  society.	  	  
Our	  project	  leverages	  the	  power	  of	  context,	  location	  and	  embodiment,	  and	  yet	  we	  also	  seek	  a	  cross-‐
media	  interaction,	  one	  that	  will	  allow	  those	  not	  on	  site	  to	  experience	  the	  themes.	  	  These	  off-‐site	  
stakeholders	  remind	  participants	  of	  the	  importance	  of	  collective	  witnesses	  and	  the	  connectedness	  
formed	  by	  communities	  of	  interest	  as	  well	  as	  location.	  
	   In	  addition	  to	  a	  location-‐based	  medium,	  we	  are	  integrating	  our	  approach	  with	  emerging	  
game	  genres.	  	  Simulation	  games,	  serious	  games	  (Marsh),	  hybrid	  reality	  games,	  alternate	  reality	  
games	  (Kim	  et.	  al.),	  pervasive	  games,	  and	  efforts	  to	  “game	  the	  past”	  (McCall)	  have	  demonstrated	  the	  
potential	  of	  games	  to	  help	  us	  grasp	  complex	  systems	  and	  practice	  skills	  in	  engaging	  with	  and	  
shaping	  those	  systems.	  ARIS	  is	  an	  open	  source	  platform	  with	  an	  authoring	  tool	  that	  creates	  “mobile,	  
locative,	  narrative-‐centric,	  interactive	  experiences	  (Gagnon).”	  ARIS	  games	  range	  from	  historical	  
tours	  to	  nature	  walks	  and	  cultural	  experiences.	  	  They	  allow	  the	  user	  to	  navigate	  the	  physical	  
environment	  while	  encountering	  interactive	  media.	  Participants	  can	  use	  audio,	  video	  and	  text	  to	  
post	  “notes”	  that	  comment	  on	  the	  experiences.	  	  Moving	  through	  the	  physical	  environment	  while	  
running	  the	  location-‐aware	  ARIS	  app,	  players	  collect	  objects,	  characters	  appear,	  and	  images	  or	  
artifacts	  of	  the	  past	  may	  be	  superimposed	  onto	  the	  existing	  landscape.	  The	  ARIS	  project	  “Dow	  Day”	  
is	  the	  most	  direct	  model	  for	  this	  project.	  	  Called	  a	  “Situated	  documentary,”	  this	  ARIS	  game	  at	  the	  
campus	  of	  University	  of	  Wisconsin-‐Madison	  walks	  the	  user	  through	  the	  campus	  piecing	  together	  
the	  events	  of	  a	  1967	  student	  protest	  against	  Dow	  Chemical.	  	  Photographs	  and	  other	  primary	  
documents	  augment	  reality	  to	  transport	  the	  user	  to	  1967.	  	  Unlike	  our	  project,	  “Dow	  Day”	  is	  a	  site-‐
specific	  game	  without	  a	  venue	  for	  a	  nonlocal	  audience	  and	  our	  project	  would	  like	  to	  investigate	  the	  
possible	  mediums	  of	  off-‐site	  interaction	  as	  we	  prototype	  the	  location-‐based	  game.	  The	  ARIS	  game	  
“Jewish	  Time	  Jump,”	  nominee	  for	  the	  2013	  “Games	  for	  Change”	  most	  innovative	  Award,	  illustrates	  
the	  potential	  in	  place-‐based	  historical	  gaming,	  and	  the	  Minnesota	  History	  Center’s	  new	  ARIS	  game	  
creation	  camp	  truly	  creates	  an	  open	  technology	  that	  will	  allow	  others	  to	  apply	  it	  in	  their	  contexts.	  	  

Several	  current	  civil	  rights	  movement	  projects	  indicate	  the	  synergy	  between	  this	  history,	  
digital	  tools	  and	  place-‐based	  methods.	  Recent	  NEH	  projects	  “Pathways	  to	  Freedom	  Digital	  Narrative	  
Project”	  and	  “Traveling	  while	  Black”	  engage	  this	  issue	  of	  location,	  dislocation,	  and	  place.	  	  The	  
University	  of	  Wisconsin’s	  Freedom	  Summer	  Digital	  Collection’s	  Facebook	  social	  media	  campaign	  
illustrates	  the	  possibilities	  of	  web	  2.0	  and	  participatory	  digital	  formats	  to	  reach	  new	  audiences.	  
Interactive	  media	  and	  participatory	  culture	  create	  new	  challenges	  and	  opportunities	  in	  cultivating	  
21st	  Century	  citizens	  (Jenkins),	  and	  emerging	  tools	  in	  web	  2-‐3.0	  will	  be	  considered	  as	  we	  imagine	  
new	  forms	  of	  participation	  with	  the	  history	  through	  technology.	  Finally,	  place-‐based	  engagements	  
such	  as	  Hattiesburg	  Mississippi’s	  Freedom	  Summer	  Trail	  indicate	  the	  important	  work	  of	  local	  
communities	  owning	  and	  promoting	  their	  own	  Freedom	  Summer	  history.	  	  

Our	  proposal	  “Orientation	  for	  the	  Mississippi	  Summer	  Project”	  builds	  upon	  all	  of	  these	  
innovative	  projects	  by	  demonstrating	  how	  the	  civil	  rights	  movement	  can	  be	  interpreted	  through	  
place,	  how	  a	  location-‐based	  narrative	  experience	  in	  ARIS	  can	  be	  translated	  to	  a	  non-‐location	  based	  
medium	  engaging	  cross-‐media	  interaction,	  and	  how	  community	  partnerships	  can	  support	  the	  
digital	  artifact	  to	  make	  sure	  that	  the	  needs	  of	  their	  audiences	  and	  formats	  for	  participation	  match.	  

	  
Project	  Description	  
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	   It’s	  June	  1964.	  	  Activists	  have	  spent	  all	  spring	  organizing	  for	  the	  Mississippi	  Summer	  
Project.	  	  College	  student	  volunteers	  have	  been	  recruited,	  interviewed,	  and	  selected.	  Before	  
travelling	  to	  Mississippi,	  they	  have	  to	  first	  be	  trained	  so	  that	  they	  understand	  how	  to	  survive	  in	  
Mississippi.	  How	  could	  activists	  convey	  the	  utter	  brutality	  of	  Mississippi?	  In	  the	  bucolic	  setting	  of	  a	  
women’s	  liberal	  arts	  college,	  how	  could	  activists	  transfer	  all	  of	  this	  knowledge	  to	  the	  new	  recruits?	  
As	  Bob	  Moses	  said,	  “When	  you’re	  not	  in	  Mississippi,	  it’s	  not	  real.	  And	  when	  you’re	  there,	  the	  rest	  of	  
the	  world	  isn’t	  real.”	  	  The	  landscape	  of	  the	  Western	  College	  for	  Women,	  which	  still	  exists	  much	  as	  it	  
did	  in	  1964,	  was	  a	  container	  that	  held	  together	  a	  diverse	  group	  of	  activists,	  student	  volunteers,	  and	  
community	  members	  for	  the	  two	  one-‐week	  training	  periods.	  Notable	  civil	  rights	  leaders	  like	  Bayard	  
Rustin,	  the	  Reverend	  James	  Lawson,	  civil	  rights	  attorneys	  Charles	  Morgan,	  Jess	  Brown	  and	  John	  
Doar	  of	  the	  Department	  of	  Justice	  led	  sessions.	  	  However,	  sessions	  also	  featured	  the	  everyday	  
citizens	  of	  Mississippi:	  people	  like	  Annie	  Devine,	  Hollis	  Watkins,	  and	  Fannie	  Lou	  Hamer	  (who	  often	  
led	  volunteers	  in	  the	  singing	  of	  freedom	  songs).	  	  Meanwhile	  journalists	  documented	  the	  training,	  
broadcasting	  shocking	  photos	  of	  students	  preparing	  to	  face	  violence.	  	  Agents	  of	  the	  Mississippi	  
Sovereignty	  committee	  were	  among	  those	  journalists,	  gathering	  information	  to	  prepare	  Mississippi	  
for	  the	  “invasion.”	  	  Meanwhile	  a	  concerned	  group	  of	  Oxford	  citizens	  gathered	  to	  raise	  money	  to	  
support	  volunteers,	  gather	  resources	  for	  freedom	  schools,	  and	  find	  transportation	  for	  the	  activists	  
going	  south.	  	  Summer	  volunteers	  each	  had	  their	  own	  stories.	  	  Some	  lied	  to	  their	  parents	  so	  they	  can	  
work	  on	  the	  project.	  	  Others	  were	  children	  of	  holocaust	  survivors	  drawn	  to	  the	  project	  from	  their	  
own	  lived	  experiences.	  	  Throughout	  the	  week	  each	  reflected	  intensely	  on	  their	  personal	  reasons	  for	  
going	  and	  their	  own	  mortality.	  During	  the	  second	  week	  of	  training,	  activists	  Michael	  Schwerner	  and	  
James	  Chaney	  and	  volunteer	  Andrew	  Goodman	  failed	  to	  make	  their	  check-‐in	  deadline.	  	  They	  had	  
left	  training	  early	  to	  investigate	  a	  Mississippi	  church	  burning.	  	  SNCC	  activists	  feared	  the	  worst,	  
notifying	  all	  the	  training	  participants	  to	  call	  their	  congressmen	  to	  ask	  for	  federal	  assistance	  and	  
protection	  for	  their	  fellow	  activists	  and	  the	  whole	  project.	  	  The	  disappearance	  of	  the	  three	  men,	  
who	  had	  been	  at	  the	  orientation	  in	  Oxford	  just	  days	  before,	  raised	  the	  stakes	  for	  everyone	  involved.	  	  
Suddenly	  the	  role-‐playing	  scenarios	  from	  the	  training	  become	  real	  as	  everyone	  prepared	  to	  risk	  
everything	  to	  change	  Mississippi	  and	  the	  nation.	  
	   Because	  June	  16-‐28,	  1964	  was	  the	  only	  moment	  when	  all	  of	  the	  participants	  came	  together	  
in	  time	  and	  space	  before	  dispersing	  across	  Mississippi,	  the	  orientation	  session	  offers	  a	  microcosm	  
of	  the	  events	  of	  that	  summer.	  	  The	  training	  sessions	  themselves	  offer	  a	  dramaturgical	  structure	  that	  
introduced	  new	  recruits	  to	  the	  situation	  in	  Mississippi,	  developed	  their	  plan	  of	  action	  with	  freedom	  
schools,	  voter	  registration	  and	  other	  projects,	  negotiated	  the	  tensions	  of	  cultural	  difference	  and	  
other	  confrontations,	  and	  finally	  erupted	  in	  the	  crisis	  of	  the	  three	  missing	  men.	  	  Finally,	  this	  crisis	  is	  
resolved	  as	  volunteers	  make	  their	  final	  decision	  to	  get	  on	  the	  bus.	  The	  seed	  of	  many	  later	  events	  
that	  summer,	  like	  the	  Mississippi	  Freedom	  Democrats	  trip	  to	  Atlantic	  City,	  germinated	  during	  
orientation.	  	  The	  historical	  narrative	  brings	  four	  key	  themes	  to	  the	  foreground	  that	  will	  be	  
interpreted	  through	  the	  game:	  1.)	  the	  effects	  of	  systems	  of	  oppressions,	  2.)	  strategies	  of	  grassroots	  
organizing	  and	  citizen	  engagement,	  3.)	  nonviolent	  strategies	  of	  resistance,	  4.)	  techniques	  for	  
negotiating	  conflict	  and	  cultural	  difference.	  
	   The	  learning	  objectives	  of	  the	  game	  will	  align	  with	  common	  core	  learning	  standards	  for	  
social	  studies	  curriculum	  and	  will	  be	  developed	  to	  engage	  high	  school	  students,	  college	  students	  
and	  adult	  learners.	  	  In	  accommodating	  this	  broad	  audience,	  the	  game	  will	  be	  conceived	  with	  several	  
different	  levels	  of	  play.	  In	  Level	  1,	  users	  navigate	  the	  landscape	  encountering	  characters,	  
completing	  quests,	  collecting	  objects	  such	  as	  their	  training	  manuals,	  maps,	  and	  other	  tools	  to	  help	  
them	  with	  their	  training	  and	  correspond	  to	  primary	  documents.	  	  A	  branching	  narrative	  asks	  
participants	  to	  make	  choices	  that	  determine	  the	  order	  in	  which	  they	  experience	  modules.	  	  Using	  a	  
branching	  narrative	  meets	  an	  important	  Ohio	  State	  learning	  standard:	  	  examining	  the	  cause	  and	  
effect	  of	  choices.	  	  Game	  participants	  compare	  and	  contrast	  their	  experiences	  to	  understand	  how	  the	  
order	  changed	  their	  interpretation	  of	  events.	  	  This	  mimics	  the	  effect	  of	  the	  actual	  training	  where,	  
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depending	  on	  whether	  or	  not	  volunteers	  were	  in	  the	  first	  or	  second	  orientation,	  they	  experienced	  a	  
different	  sequence	  of	  events.	  Level	  1	  casts	  the	  participant	  in	  the	  role	  of	  a	  volunteer,	  but	  introduces	  
all	  of	  the	  different	  identities	  involved	  in	  the	  training.	  	  Game	  mechanics	  will	  be	  developed	  in	  line	  
with	  learning	  objectives	  and	  thematic	  content,	  but	  there	  will	  be	  opportunities	  for	  focused	  kinds	  of	  
participation	  that	  practice	  citizenship	  skills	  and	  gather	  user	  data	  and	  feedback	  about	  their	  
experience.	  	  Sample	  modules	  include	  the	  dramatic	  interruption	  of	  a	  lecture	  with	  the	  announcement	  
that	  three	  men	  are	  missing.	  	  Everyone	  rushes	  to	  send	  telegrams	  to	  their	  congressmen	  and	  
hometown	  media	  outlets.	  	  Players	  are	  asked	  to	  create	  an	  audio	  note:	  	  what	  would	  you	  say	  to	  your	  
congressman	  to	  ask	  for	  federal	  protection	  for	  the	  project?	  Who	  would	  you	  contact?	  	  In	  another	  
sample	  module,	  players	  witness	  characters	  involved	  in	  a	  scene	  of	  nonviolent	  role-‐playing.	  	  When	  
you	  stand	  in	  the	  exact	  position	  and	  hold	  up	  your	  device,	  image	  of	  the	  scene	  is	  superimposed	  upon	  
the	  building	  in	  front	  of	  you.	  	  Level	  1	  culminates	  in	  several	  choices:	  	  Will	  you	  get	  on	  the	  bus?	  	  Remain	  
behind	  the	  scenes	  instead	  to	  support	  the	  project?	  	  Or	  leave	  the	  project	  all	  together?	  	  	  

Level	  1	  provides	  historical	  content	  and	  context,	  demonstrates	  the	  effect	  of	  multiple	  
perspectives	  in	  experiencing	  a	  historical	  narrative,	  explores	  the	  wide	  range	  of	  identities	  involved	  in	  
a	  broad	  based	  social	  movement,	  and	  introduces	  various	  roles	  and	  strategies	  for	  civic	  engagement	  
and	  activism.	  	  The	  scope	  of	  the	  planning	  grant	  will	  only	  facilitate	  the	  playtest	  of	  Level	  1,	  but	  
subsequent	  levels	  of	  the	  game	  would	  become	  more	  challenging	  asking	  players	  to	  communicate	  
across	  cultural	  difference,	  debate	  controversial	  positions,	  analyze	  primary	  historical	  documents,	  
and	  work	  in	  teams	  to	  solve	  problems.	  As	  the	  project	  team	  develops	  trajectories	  and	  entry	  points,	  
we	  will	  also	  consider	  strategies	  for	  off-‐site	  engagement	  of	  the	  game,	  nonlocal	  audiences,	  and	  user-‐
generated	  content,	  particularly	  content	  generated	  by	  historic	  participants.	  	  For	  example,	  hidden	  
narratives	  can	  be	  added	  to	  the	  map	  throughout	  the	  life	  of	  the	  game	  as	  short	  2-‐3	  minute	  digital	  
stories.	  	  These	  could	  be	  individual	  stories	  of	  Mississippi	  communities,	  Freedom	  Summer	  volunteers,	  
activists,	  civil	  rights	  figures,	  or	  the	  Oxford	  community.	  	  These	  could	  also	  be	  available	  at	  a	  website	  as	  
well	  as	  throughout	  the	  game’s	  hidden	  narrative.	  The	  October	  2014	  50th	  Freedom	  Summer	  
Conference	  and	  Reunion	  provides	  an	  opportunity	  to	  develop	  such	  an	  idea.	  	  Emerging	  projects	  like	  
the	  Center	  for	  Digital	  Storytelling’s	  	  “All	  Together	  Now”	  workshops	  suggest	  the	  how	  digital	  tools	  
provide	  a	  means	  for	  collective	  storytelling.	  	  	  	  
	  
History	  and	  Duration	  of	  the	  Project	  
	   With	  the	  track	  record	  and	  support	  of	  the	  “Finding	  Freedom	  Summer	  Project,”	  the	  founding	  
of	  the	  Center	  for	  Digital	  Scholarship,	  and	  the	  AIMS	  Game	  Design	  studio,	  Miami	  University	  is	  well-‐
positioned	  to	  provide	  long	  term	  support	  for	  the	  project.	  	  In	  2004	  Ann	  Elizabeth	  Armstrong	  received	  
a	  Miami	  University	  grant	  to	  co-‐found	  the	  “Finding	  Freedom	  Summer”	  Project.	  	  Since	  she	  has	  
engaged	  in	  numerous	  representations	  of	  the	  history,	  including	  a	  student-‐led	  interactive	  walking	  
tour	  that	  re-‐enacts	  the	  1964	  events	  at	  Western	  College,	  the	  2004	  40th	  conference	  and	  reunion	  of	  
civil	  rights	  veterans,	  a	  student	  curated	  museum	  exhibition,	  and	  the	  world	  premiere	  play	  Carlyle	  
Brown’s	  Down	  in	  Mississippi.	  	  In	  2009,	  Armstrong	  co-‐directed	  an	  NEH	  “Interpreting	  America’s	  
Historic	  Places”	  planning	  grant	  and	  investigated	  the	  archives	  of	  the	  Martin	  Luther	  King	  Center	  and	  
the	  State	  Historical	  Society	  of	  Wisconsin	  in	  order	  to	  prepare	  for	  a	  revised	  walking	  tour	  in	  an	  audio	  
format.	  At	  that	  time,	  smart	  phones	  introduced	  a	  paradigm	  shift	  in	  walking	  tours	  and	  heritage	  
interpretation,	  opening	  up	  a	  space	  for	  this	  project.	  Librarian	  Elias	  Tzoc	  was	  a	  co-‐primary	  
investigator	  of	  an	  Ohio	  Humanities	  Council	  grant	  to	  create	  the	  Mississippi	  Freedom	  Summer	  Digital	  
Collection	  hosted	  by	  Miami	  University	  Libraries.	  Tzoc	  works	  in	  the	  Center	  for	  Digital	  Scholarship	  
(CDS),	  a	  newly	  created	  entity	  (2013)	  designed	  to	  support	  faculty	  innovation	  using	  digital	  tools.	  	  The	  
CDS	  will	  provide	  long-‐term	  support	  and	  maintenance	  for	  this	  project	  through	  its	  Scholarly	  
Commons	  repository.	  In	  2013,	  the	  Princeton	  Review	  ranked	  Miami	  University’s	  Game	  Design	  Studio	  
among	  the	  top	  30	  in	  the	  country.	  Bob	  De	  Schutter	  joined	  the	  faculty	  fall	  2013.	  	  De	  Schutter’s	  
commercial	  game	  design	  experience	  and	  his	  research	  on	  ethical	  learning	  through	  games,	  as	  well	  as	  
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experience	  studying	  intergenerational	  aspects	  of	  gaming,	  make	  him	  an	  excellent	  fit	  for	  the	  project.	  
This	  project	  will	  continue	  as	  an	  implementation	  grant,	  applying	  to	  NEH’s	  Digital	  Projects	  
Implementation	  Program,	  IMLS	  or	  other	  grant	  programs.	  
	  
Work	  Plan:	  
	   May:	  	  The	  primary	  investigators	  consult	  audience	  research	  from	  2009	  NEH	  Grant	  and	  plan	  
the	  game	  design	  process	  for	  ARIS	  in	  consultation	  with	  digital	  tech	  and	  games	  team.	  	  June:	  	  The	  
humanities	  team	  contributes	  to	  the	  assessment	  of	  audience	  needs	  (both	  local	  and	  nonlocal),	  game	  
learning	  outcomes,	  and	  potential	  thematic	  focus	  in	  game	  narrative.	  	  Armstrong	  distributes	  a	  
document	  with	  key	  issues	  for	  consideration,	  and,	  with	  Steedly,	  will	  gather	  humanities	  team	  
feedback	  and	  input.	  Primary	  investigators	  and	  Steedly	  will	  design	  qualitative	  assessment	  of	  the	  
game’s	  learning	  outcomes.	  Local	  expertise	  and	  Advisory	  Boards	  will	  recruit	  playtesters	  for	  initial	  
game	  design.	  Using	  a	  paper	  prototype	  and	  an	  iterative	  playcentric	  test,	  a	  game	  concept	  and	  
structure	  will	  be	  developed.	  July/August:	  	  Primary	  investigators	  will	  create	  an	  ARIS	  game.	  	  
Armstrong	  will	  provide	  research	  and	  write	  scripts.	  	  De	  Schutter	  will	  craft	  game	  system	  and,	  with	  
technical	  assistance	  from	  Tzoc,	  will	  upload	  alpha	  test	  version	  on	  a	  dedicated	  web	  server.	  	  Game	  
tested	  and	  de-‐bugged.	  Armstrong	  consults	  physical	  facilities	  on	  game	  route	  logistics.	  
September/October:	  	  Primary	  investigators	  with	  local	  expertise	  run	  playtests	  with	  a	  cross-‐section	  
of	  audiences,	  collect	  user	  data,	  audience	  survey	  and	  qualitative	  feedback	  on	  the	  game	  experience.	  
PIs	  hire	  software	  developer	  and	  engage	  concept	  development	  for	  nonlocal	  audience.	  	  Oct	  11th:	  	  
Humanities	  team	  and	  digital	  tech	  games	  team	  come	  to	  Oxford	  Ohio	  to	  observe	  playtest.	  	  Oct	  13th:	  	  
Humanities	  team	  and	  digital	  tech	  games	  team	  conduct	  public	  round	  table	  discussion	  as	  part	  of	  50th	  
Freedom	  Summer	  Reunion/	  Conference	  to	  reflect	  on	  process	  and	  experience	  of	  game	  and	  invite	  
playtesters	  feedback	  engaging	  local	  expertise.	  November	  /December:	  	  Tzoc	  archives	  game	  code	  
data	  in	  Miami’s	  code	  repository.	  	  Steedly	  will	  process	  feedback	  from	  fall	  and	  share	  evaluation	  report	  
with	  all	  teams.	  In	  consultation	  with	  humanities	  team	  and	  digital	  tech	  games	  team,	  primary	  
investigators	  develop	  ideas	  for	  a	  digital	  medium	  for	  a	  nonlocal	  audience.	  	  PI’s	  begin	  work	  with	  
software	  developer	  on	  wireframe	  design	  document	  for	  non-‐location	  digital	  project.	  	  
January/February:	  	  Armstrong	  and	  De	  Schutter	  research/draft	  white	  paper.	  	  	  March/April:	  
Consultant	  teams	  provide	  final	  feedback	  to	  design	  document	  and	  white	  paper.	  	  	  Consultant	  teams	  
make	  suggestions	  for	  implementation	  and	  assess	  needs	  and	  strategies	  to	  support	  full	  
implementation.	  	  Fall	  2015:	  	  Primary	  investigators	  disseminate	  research.	  
	  
Staff	  
	   The	  project	  director	  is	  Ann	  Elizabeth	  Armstrong	  (Theatre	  and	  Interdisciplinary	  Studies).	  	  
She	  will	  oversee	  the	  workplan,	  communicate	  with	  working	  teams	  and	  NEH.	  	  She	  will	  contribute	  
creative	  ideas,	  deliver	  research,	  seek	  permissions,	  and	  contribute	  script	  material.	  	  	  She	  will	  oversee	  
the	  documentation	  of	  each	  phase	  of	  the	  project	  for	  evaluation	  purposes	  (with	  consultation	  from	  
Steedly).	  	  Co-‐	  primary	  investigator	  Bob	  De	  Schutter	  (Interactive	  Media	  Studies)	  will	  oversee	  game	  
design	  process,	  play	  testing,	  and	  re-‐visions	  to	  the	  game.	  	  Armstrong	  and	  De	  Schutter	  will	  co-‐author	  
white	  paper	  resulting	  from	  the	  project.	  	  Co-‐primary	  investigator	  Elias	  Tzoc	  will	  administer	  content	  
management,	  assist	  in	  de-‐bugging	  the	  game,	  create	  the	  dark	  archive,	  plan	  for	  infrastructure	  and	  
back-‐end	  development	  in	  the	  implementation	  phase.	  	  
	   The	  Humanities	  team	  will	  consult	  on	  thematic	  interpretation,	  audience	  needs,	  and	  the	  
learning	  objectives.	  	  They	  will	  provide	  initial	  input	  for	  conceptualization,	  observe	  the	  play	  testing,	  
participate	  on	  a	  panel	  session	  at	  the	  50th	  Freedom	  Summer	  conference,	  and	  offer	  suggestions	  for	  
implementation.	  	  Charles	  Cobb,	  journalist	  and	  educator,	  provides	  expertise	  on	  civil	  rights	  tourism	  
and	  SNCC’s	  legacy.	  	  Professor	  Barbara	  Ransby	  provides	  expertise	  as	  a	  public	  historian	  and	  
historian	  of	  the	  civil	  rights	  movement.	  	  Nishani	  Frazier	  provides	  additional	  expertise	  as	  civil	  rights	  
historian	  and	  project	  team	  member	  from	  the	  2009	  grant.	  Zoharah	  Simmons	  (Freedom	  Summer	  
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volunteer/SNCC)	  will	  help	  build	  partnerships	  with	  other	  historic	  participants.	  Richard	  Cooper,	  
Manager	  of	  Content	  Development	  and	  Interpretation	  at	  National	  Underground	  Railroad	  Freedom	  
Center,	  and	  Jacqueline	  Dace,	  Director	  of	  the	  Mississippi	  Civil	  Rights	  Museum,	  will	  provide	  insight	  
into	  audience	  needs	  and	  interpretive	  practices,	  as	  well	  as	  consider	  partnerships	  for	  future	  
implementation	  and	  consider	  replication	  with	  similar	  projects.	  	  Stephanie	  Aerni,	  Social	  Studies	  
teacher	  at	  Talawanda	  High	  School,	  will	  provide	  insights	  into	  common	  core	  curriculum	  standards.	  
	   The	  Digital	  tech	  and	  games	  team	  will	  offer	  strategies	  for	  developing	  location-‐based	  games,	  
serious	  games,	  and	  alternate	  reality	  games.	  	  David	  Gagnon,	  ARIS	  director	  and	  instructional	  
designer,	  will	  provide	  expertise	  on	  the	  open	  source	  platform	  ARIS	  and	  strategies	  for	  designing	  
location-‐based	  games.	  	  Lindsay	  Grace,	  Associate	  Professor	  and	  game	  designer	  at	  American	  
University,	  provides	  expertise	  in	  the	  area	  of	  alternate	  reality	  games.	  	  Eric	  Hodgson,	  Interactive	  
Media	  Studies	  Assistant	  Professor,	  provides	  expertise	  in	  virtual	  reality	  and	  human	  spatial	  
interaction.	  	  	  Elias	  Tzoc,	  the	  staff	  of	  the	  Center	  for	  Digital	  Scholarship,	  will	  administer	  the	  
technical	  infrastructure	  for	  the	  project;	  capture,	  document	  and	  archive	  project's	  data;	  and	  identify	  
the	  technical	  requirements	  for	  implementation	  in	  the	  future.	  As	  we	  conceive	  a	  format	  for	  nonlocal	  
audiences,	  a	  software	  developer	  will	  be	  hired	  to	  develop	  concept	  documentation	  or	  wireframes.	  	  	  	  
	   Kathlyn	  Steedly,	  Research	  Associate,	  of	  University	  of	  Cincinnati’s	  Evaluation	  Services	  
Center	  will	  consult	  with	  Armstrong	  to	  construct	  evaluation	  instruments	  (for	  September	  and	  
October	  playtests)	  and	  code	  and	  process	  results	  of	  these	  instruments.	  Administrative	  assistance	  
will	  be	  provided	  by	  staff	  of	  the	  Humanities	  Center.	  They	  will	  make	  travel	  arrangements	  and	  
itineraries,	  as	  well	  as	  schedule	  meetings,	  take	  notes,	  and	  archive	  the	  project	  files.	  	  	  
	   Because	  this	  project	  involves	  a	  location-‐based	  game,	  we	  will	  draw	  from	  local	  expertise	  and	  
the	  community.	  	  The	  primary	  investigators,	  Cooper,	  Frazier,	  Hodgson,	  Aerni,	  along	  with	  members	  of	  
various	  community	  groups,	  stakeholders,	  and	  advisory	  boards	  will	  provide	  input	  and	  resources	  as	  
needed	  during	  the	  early	  concept	  development,	  playtesting	  and	  implementation	  planning	  phases.	  	  
Staff	  from	  physical	  facilities	  and	  others	  will	  be	  consulted	  as	  the	  game	  develops.	  	  The	  Digital	  
Humanities	  Working	  Group	  of	  MU’s	  Humanities	  Center	  will	  promote	  the	  work	  of	  the	  grant	  as	  a	  
learning	  tool	  to	  engage	  future	  digital	  humanities	  projects.	  	  Our	  project	  hopes	  to	  stimulate	  other	  
ARIS	  games	  in	  the	  community,	  as	  well	  as	  new	  interdisciplinary	  partnerships.	  	  The	  “Finding	  
Freedom	  Summer	  Project”	  will	  co-‐ordinate	  the	  programming	  of	  the	  50th	  anniversary	  conference	  
and	  reunion,	  and	  the	  game’s	  playtesting	  and	  panel	  discussion	  will	  be	  a	  feature	  of	  that	  program.	  	  	  
The	  Miami	  University	  Art	  Museum	  is	  another	  partner	  in	  the	  playtest	  phase	  since	  they	  can	  loan	  iPad	  
devices	  for	  playtesting,	  and	  they	  are	  adjacent	  to	  the	  site.	  
	  
Final	  Product	  and	  dissemination	  

This	  project	  is	  comprised	  of	  several	  final	  products	  that	  will	  be	  shared	  with	  public	  audiences.	  	  	  
First,	  the	  September/October	  2014	  play	  test	  will	  be	  a	  public	  event	  with	  players	  experiencing	  the	  
game.	  	  	  October	  13th,	  during	  the	  Freedom	  Summer	  50th	  Anniversary	  Conference	  and	  Reunion,	  
consultants	  and	  primary	  investigators	  will	  discuss	  the	  process	  and	  results	  of	  the	  game	  design	  and	  
ponder	  its	  future	  directions	  in	  a	  round	  table	  discussion.	  	  	  	  

Armstrong	  and	  De	  Schutter	  will	  share	  the	  research	  results	  and	  at	  venues	  like	  the	  Human	  
and	  Computer	  Interaction	  Conference,	  Imagining	  America:	  	  the	  Arts,	  Humanities	  and	  Design	  in	  
Public	  Life	  Conference	  (and	  Journal),	  or	  the	  International	  Journal	  of	  Performance	  Arts	  and	  Digital	  
Media.	  	  Tzoc	  and	  the	  CDS	  staff	  will	  share	  results	  at	  venues	  such	  as	  the	  International	  Joint	  
Conference	  on	  Digital	  Libraries	  or	  the	  International	  Journal	  on	  Digital	  Libraries.	  

The	  project	  will	  generate	  a	  white	  paper	  that	  will	  allow	  other	  heritage	  organizations	  or	  game	  
designers	  to	  replicate	  best	  practices.	  	  	  The	  code	  source	  generated	  throughout	  the	  project	  will	  be	  
available	  using	  the	  publically	  available	  GitHub	  code	  repository.	  	  The	  project’s	  report,	  white	  paper,	  
and	  code	  files	  will	  also	  be	  archived	  in	  the	  Miami’s	  Scholarly	  Commons	  repository.	  Finally,	  the	  
project	  will	  generate	  a	  design	  document	  for	  the	  implementation	  grant.	  	  	  	  	  
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7.    Data Management Plan 
 
Expected data 
 

Type of data When shared? Under what conditions? 

Open Source computer 
code associated with ARIS, 
website interface, 
and jQuery Mobile  
geo-location scripts. 

At the conclusion of the 
project. 

Code will be freely 
available. 

User-generated texts, 
electronic multi-media 
collections generated 
during the testing and 
prototype phase. 

At the conclusion of the 
project. 

These data will be made 
available at the discretion 
of the project directors. 
Copyrighted data will be 
excluded from files made 
available to the public. 

Qualitative data including 
interviews, meeting 
minutes, survey with test 
players and evaluation 
report. 

At the conclusion of the 
project.  

Data will be made 
available through a work 
group wiki and will be 
accessible following IRB 
protocols. 

Assessment data generated 
during the testing and 
prototyping phase. 

Compiled pieces of data 
will be shared in the white 
paper and final report to 
NEH. 

No biographical data will 
be shared that could 
identify individuals 
participating in the 
assessment. 

Companion website 
prototype and design. 

At the conclusion of the 
project. 

Code and wireframes will 
be freely available. 

Design document for Game 
Level 1 

At the conclusion of the 
project. 

Design document will be 
made freely available. 

White paper. At conclusion of the 
project. 

The white paper will be 
freely available to the 
public via the Scholarly 
Commons repository. 

A final report to NEH. At conclusion of the 
project. 

Dissemination of the final 
report will be the 
responsibility of NEH. 
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Period of data retention 
All project data will be retained for 5 years beyond the completion of the start-up phase 
of the project. Formal reports will be made publically available within 1 year of project 
completion, on the Miami University institutional repository and on the Miami 
Humanities Center website.  Additionally, all data will be backed up on remote storage 
provided through a partnership with Miami University IT Services. 
 
 
Data formats and dissemination 
Computer code (Java, PHP, jQuery Mobile and JavaScript) will be available as open 
source on three repositories: Miami’s School of Engineering code repository (running 
Apache Subversion); a web-based and publicly accessible GitHub repository; and the 
Scholarly Commons repository (http://sc.lib.muohio.edu).  The software will be 
distributed as source code under the terms of the Apache 2.0 and the documentation will 
be distributed under the terms of the Creative Commons Attribution 3.0 license.  All 
metadata associated with project files will also be made available through the Scholarly 
Commons site.  Reports and other publications will be made available in PDF and HTML 
formats and disseminated via the Miami University institutional repository and the 
Humanities Center website (http://www.cas.miamioh.edu/humanities/). 
 
 
Data storage and preservation of access 
For the duration of the project, all data will be stored, managed and backed up (24/7) on a 
server provided by the Miami University Information Technology Services.  All 
computer code including test, prototypes, and final files will be stored in three places: a) 
Miami’s Apache Subversion administered by the School of Engineering; b) a publically 
accessible GitHub code repository; and c) in a dark archive where researchers and 
interested parties could access the files upon request.  All other data, including final code, 
multimedia files, website code, white paper, and reports, will be stored in the Scholarly 
Commons, Miami University's institutional repository for faculty and researchers. 
The Scholarly Commons is a service of the Miami University Libraries that represents a 
way to organize, store, and preserve the intellectual output of the Miami community in 
digital form in a single unified location. 
 
 
Roles and Responsibilities 
Bob De Schutter (project co-PI) and Elias Tzoc (Center for Digital Scholarship) will 
capture all data related to the ARIS game, such as source code and information generated 
within the game.  Ann Elizabeth Armstrong (Project Director) in consultation with 
Kathlyn Steedly (Evaluation) will capture qualitative data captured in audience needs 
assessment, game design and play testing phases.  Humanities Center staff will capture 
meeting minutes.  Armstrong will seek permission for using primary documents, and she 
and De Schutter will distribute the final white paper. 
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Walking Tour:  Example Sites/Theme modules: 
 
    

 
 

On Wednesday morning, volunteers heard a lecture on non-violence in the civil rights 
movement.   Later that day, everyone met here on a grassy area next to Presser Hall to 
rehearse how to react when confronted by violence.   
 
“Nonviolence is not passive.  It is a positive force dedicated to change.  It is not to be 
confused with submission or weakness, in fact you submit to injury yourself in a refusal to do 
harm to your adversary so that you may keep from violating your conscience, your sense of 
right.”   Reverend James Lawson at Oxford Orientation (Source: Ellen Barnes’ journal) 
 

 
 
 

“Cover your head, roll up in a knot, hit 
the ground . . .”  
 
“Head as close to your knees as possible.  
Legs together . . . 
 
“Don’t carry watches, pens, glasses, … 
and never more than five or ten dollars.  
No Sandals . . .  A T-shirt will save you 
some skin if you’re being dragged on 
your stomach.”  
(Belfrage 17) 

 
Presser Hall 
 
Training in 
Nonviolence 
 

Appendix  3:  Sample Site/Theme Module - 2009 Research
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Photos:  Herbert Randall 

 
“[Paraphrase] I remember going over to Western College and seeing them doing the role 
playing scenes, and that’s when we really understood the violence -- what they were going to 
face in Mississippi.”   Jane Stripple, Member of Oxford’s Friends of the Mississippi Summer 
Project 
 
“The SNCC staff moved into their mock roles of white registrars, judges, paternalistic 
sheriffs, and frightened field hands with a sureness that was startling.  They enacted rituals of 
denial and humiliation . . . This was the reality of the black man in white Mississippi.  It was 
an afternoon that assaulted your sensibilities and moved you to anger and shame.”  -- Tracy 
Sugarman, Volunteer  (Sugarman 30). 
 
 

SNCC Field Secretary Dorie Ladner from 
Palmer’s Crossing, Mississippi sits 
dejectedly after speaking impassionedly to 
the volunteers in the session on nonviolent 
self-defense. Until this point the volunteers 
have been behaving as if they were at a 
picnic; Ladner reminded them of the deadly 
seriousness of being a Summer volunteer in 
Mississippi, where activists Michael 
Schwerner, James Chaney, and Andrew 
Goodman have just disappeared and were 
most probably murdered. 
(http://www.lib.usm.edu/legacy/archives/m351ph1a.htm) 
 

Appendix  3:  Sample Site/Theme Module - 2009 Research

GRANT11485184 -- Attachments-ATT9-1242-appendices.pdf



Appendix 4: Sample Site/Theme Module 2009 Research

GRANT11485184 -- Attachments-ATT9-1242-appendices.pdf



http://westernarchives.lib.miamioh.edu/freedomsummer/conference/schedule/ 

 

PRELIMINARY SCHEDULE 

 

Saturday, Oct. 11, 2104, Reunion Day 1: Volunteers arrive and gather. 

• No formal agenda for day. 

Sunday, Oct. 12, 2014, Reunion Day 2: 

• Afternoon: Volunteers arrive, with options of outings to the National Underground Railroad 
Freedom Center in Cincinnati, Freedom Summer walking tour on campus, visit to Lane Public 
Library in Oxford, and other related exhibits. 

• Evening: Welcoming events on and office campus, to be announced. 

Monday, Oct. 13, 2014, Conference Day 1: 

• 9-11 a.m.: Conference opening. 
• 11 a.m.-noon: Conversation on Social Activism. 
• Noon-1:15 p.m.: Opening lunch with keynote speech and table discussions. 
• 1:45-3 p.m.: Concurrent sessions. 
• 3:15-4 p.m.: Concurrent sessions. 
• 5-6:15 p.m.: VIP Dinner. 
• 7 p.m.: Musical entertainment. 

Tuesday, Oct. 14, 2014, Conference Day 2: 

• 9-10:15 a.m.: Concurrent sessions. 
• 10:30-11:45 a.m.: Concurrent sessions. 
• Noon-1:30 p.m.: Closing lunch with keynote speech. 
• Afternoon: Networking, seminars, workshops, closing event. 

	  

Appendix 5: 2014 Conference Draft Schedule
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