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	Game lesson title
	Hundred Days: A viticultural depth study

	Brief intro
	Hundred Days game is a simulation game that provides insight into the production of wine – from soil composition and vine selection, to seasonal and environmental impacts – all of which determine the body, acidity, tannins and sweetness of the wine. Players are required to consider yield quantities, irrigation, farming practices, and terracing landscapes when developing a variety of red and white wines.

The Geography VCE course provides opportunities for students to discover local landscapes; how the land has been changed and how the use of the land has changed in Unit 3: Changing the Land. Victoria is host to many world-renown wine regions, with Shiraz Central encompassing Bendigo and Ballarat, the Pinot Coast from Geelong to Lakes Entrance, and the Yarra Valley just an hour from Melbourne. Hundred Days provides the students the opportunity to engage with the processes involved in wine making, and when used in conjunction with mandatory fieldwork, allows students to gain a deeper understanding of Area of Study 1 and 2.


	Lesson hook
	Students will engage in a game play session during Unit 3: Changing the Land, allowing them to manage a new winery where all actions impact the quality, quantity, and overall success of their venture. 

When used in conjunction with a fieldwork study, the use of Hundred Days complements student learning and provides a risk-free environment to test hypotheses and understand the real-world consequences of decisions in viticulture. 


	Suggested year level
	Grade 12
	Suggested age level
	16 - 18

	Suggested duration
	60 minutes game play
(One lesson in this two-lesson sequence)
	Costs involved? (detail below)
	$35 via Steam or $9.99 via Android or iOS

	Author
	You are free to copy, communicate and adapt this lesson plan which was created by Shea Rigney and licensed under a Creative Commons Attribution 2.0

	

	Subject/s: VCE Geography

	☒ VCE Geography Geography - Victorian Curriculum and Assessment Authority

	Curriculum/Capabilities Alignment (VIC/AC) and Skills

	Unit 3: Changing the land
· Area of Study 2: Land use change

Geographic skills
· Use three-dimensional landscape visualisation tools in conjunction with maps to investigate representations of topography in two- and three-dimensions
· Number operations: Calculate and interpret percentages, ratios, mean and median
· Tables of data: Assess available data to construct a suitable table that facilitates clarity and ease of interpretation




	Game Used
	Hundred Days

	Game play required?
	Yes

	CLASSIFICATION
	DEVICE/s
	INTERNET REQUIRED?
	COST (RRP)

	G - General
	Console, iOS, Android, Nintendo Switch, Steam, Desktop/Laptop 
	Only for initial download
	$35 Steam
$9.99 Android, iOS

	Important note about Game Classification 

	As classifications can change, teachers are responsible for checking the latest videogame classification and suitability for their class age group.  Please visit https://www.classification.gov.au/ and https://www.commonsense.org/education/ to guide you.

	How are games used by students in the lesson?

	☐    Watchers – observing, analysing and evaluating. Learning about the world and ourselves through understanding the impact of games culture and industry.
☒   Players - learning by playing videogames - learning things applicable to life outside of (and in) the game e.g. flight simulators, esports, etc.
☐   Makers - learning through making games (coding, creative production, teamwork, leadership)
☐  Explorers (Minecraft) – imaginative, self-directed, exploratory/sandbox learning.

	eSafety Considerations

	This game is to be played on a device that has access to the internet.





	Prior knowledge/skills (Required/Recommended/References)

	Students will have begun Unit 3: Changing the land. They will need to have completed the below content before starting the game ensuring that they have a thorough understanding of the geographic processes required when engaging with the game.

Area of Study 1: Land cover change

For each of the selected two locations:

- its location within the global distribution of the relevant process
- reasons for current land cover changes
- impacts of the land cover changes on the environment, economic activity and social conditions, and the issues and challenges which result from these impacts
- the use and effectiveness of geospatial technologies to assess and manage land cover changes
- a response to the impacts of these land cover changes at local and national scales
- a global response to the impacts of land cover change resulting from melting glaciers and ice sheets, and deforestation
- the effectiveness or likely effectiveness of the responses to the impact of the change.

	Student outcomes

	Learning goals


	KNOW: the types of change that can impact geographic locations

	
	BE ABLE TO:  identify various types of change 

	
	IMPROVE: describe the processes involved in the changes


	LESSON SEQUENCE 1 of 2

	Prep & introduction activities
	Teacher preparation:

Ensure that the Hundred Days game is downloaded and ready for play on the school’s device of choice. It is recommended that teachers demonstrate game play for the first 15 minutes to allow students to understand the game mechanics including how to move around the screen, the different options on the screen, and the placement of card activities on the square space (these represent the finite resources and time allocations). This should be done using a projector and whiteboard/interactive whiteboard. 

Introduction activity:

Introduce the game Hundred Days to your students. Outline the game’s premise and the purpose of its use in class. It is suggested that a recap of key knowledge elements from Area of Study 2: Land use change including terminology such as including terroir (environmental factors) and concepts including viticulture. This can also be provided as a glossary as a reference sheet during game play (provide below). You can also play the following tutorial (14:26) 10 tips and tricks for a successful vineyard in Hundred Days Winemaking Simulator by TheScientist to provide context and as a guide for game play.


	Main lesson activities  
	Part A: Gameplay note taking:

As students progress through the game, they should complete the scaffold (see below) which focuses on:

· timing of change
· the types of change occurring
· nature of the change
· scale of the change

Students may undertake gameplay as individuals or in pairs.


	Reflection activity 
	Reflection in 1,2,3! activity 
Either on paper or online via Goolge or Microsoft Forms, students to answer the following:
1. Name one term that you had not previously heard.
2. Identify two reasons why crops might not yield as much as they previously had.
3. Describe three potential changes that may negatively impact an environment.

	Differentiation: modification, extension and inclusion notes 
	Modifications:
· Provide a glossary of terms for students during game. You can either you the one attached, provide your own, or adjust the one below to suit the context of your class/students.
· Peer support can be used for those students who require low levels of support
One-on-one support can be provided to students to guide them through the game play and to complete the table for Part A

	Student Homework/Further Work

	The reflection task should either be collected as students leave the classroom or alternatively can be adapted into a worksheet and increasing the higher-order thinking applications by changing the verbs e.g. identify would now be evaluate.

	Assessment

	Formative: the teacher should collect the scaffolds at the end of the game session to determine student learning.
Observation: during gameplay the teacher should engage with all students to monitor progress, check student worksheets, and encourage conversation between class members. 




	LESSON SEQUENCE 2 of 2

	Prep & introduction activities
	Teacher preparation:
Ensure that all students have their completed Part A: Process of change in winemaking scaffold as it will be required this lesson. A recap of gameplay could be used to demonstrate game mechanics that students may not have understood or did not complete effectively. 

Introduction activity:
Students are to complete a recall activity where they are to free write about their game play experience in the previous lesson. If required, the teacher should put prompt words on the board including season, suckering, and/or fermentation. 


	Main lesson activities  
	The following activities can be developed as a physical or digital worksheet for students to complete.

Part B: Analysis of change
Students are to select one of the change processes they identified in the scaffold from Part A. Once selected, they are then to answer/research the following questions:

Process Selected: ________________________________

1. Nature of Change
· Is this change physical, chemical, biological, or a combination?
· What specific transformations occur?
· What factors drive this change?

2. Scale of Change 
· At what scale does this change occur? (molecular, cellular, plant level, vineyard/winery level, regional level)
· How does the change at smaller scales affect larger scales?
· Are there feedback loops between different scales?

3. Time Sequence
· How long does this change take to complete?
· Is the rate of change constant or variable?
· What factors can accelerate or slow this change?
· How does timing of this change affect other processes?

Part C: Comparative analysis

Students are to compare two different change processes from their Hundred Days game experience. The focus of the comparison should include:

· Speed of change
· Controllability
· Reversibility
· Impact on final product
· Resource requirements



	Reflection activity 
	Discuss the processes that resulted in a successful vintage and how understanding those processes are crucial in viticulture.

A scaffold and required terminology should be provided where needed.


	Differentiation: modification, extension and inclusion notes 
	Modifications:
· Provide a glossary of terms for students during game. You can either you the one attached, provide your own, or adjust the one below to suit the context of your class/students.
· Peer support can be used for those students who require low levels of support
One-on-one support can be provided to students to guide them through the game play and to complete the table for Part A

	Student Homework/Further Work

	· The glossary from the first lesson should also be provided in the second lesson for those students requiring support
· Students may need longer to access memories from the gameplay; you can also prompt recall through rewatching 10 tips and tricks for a successful vineyard in Hundred Days Winemaking Simulator by TheScientist
· One-on-one support or peer support can be used for students who need prompts
Sentence starters, scaffolds, and required terminology should be used for the extended response where needed.

	Assessment

	Formative: the teacher should collect the scaffolds at the end of the game session to determine student learning.
Observation: during gameplay the teacher should engage with all students to monitor progress, check student worksheets, and encourage conversation between class members. 









[bookmark: _Hlk213314421]Worksheet
Part A: Processes of change in winemaking.
Instructions
Using your experience with Hundred Days, analyse the various processes of change that occur during wine production. Consider the nature, scale, and time sequence of each change. Make note of the processes occurring the table below.
	Season
	Change process
	Nature of change
	Scale of change
	Time sequence

	Winter
	Suckering
	Physical
	Plant level
	1 - 5 days

	

	
	
	
	

	

	
	
	
	

	

	
	
	
	

	

	
	
	
	

	

	
	
	
	

	

	
	
	
	

	

	
	
	
	

	

	
	
	
	



Quick reference for types of change:
Season – winter, summer, autumn, and spring
Nature – physical, chemical, biological, economic, and social
Scale – molecular, cellular, plant, vineyard/winery, regional
Time – minutes/hours, days, weeks, months, years
[bookmark: _Hlk213314439]
Glossary
	Term
	Definition

	Acidity
	The sharp, tart taste in wine that makes your mouth water (like biting a green apple). Acidity comes from natural acids in grapes and is essential for balance, freshness, and preservation. High acidity = crisp and refreshing; low acidity = flat and dull.


	Aging
	The process of storing wine in barrels, tanks, or bottles to develop more complex flavours and smoother texture. Like aging cheese or whiskey, wine changes over time - harsh young wines become more refined and develop new aromas.


	Body
	How heavy or light a wine feels in your mouth. Think milk vs. water - full-bodied wines feel thick and rich (like whole milk), while light-bodied wines feel thin and delicate (like skim milk). Influenced by alcohol, tannins, and grape variety.


	Crush
	Breaking open grape skins to release the juice inside - the first step in winemaking. Can be done gently by foot (traditional) or by machine. The goal is to extract juice without crushing the bitter seeds.


	Density
	How closely packed the vines are planted in a vineyard. High density = more vines per hectare (like a crowded classroom); low density = fewer vines with more space (like a spacious classroom). Affects competition between vines and grape quality.


	Ferment
	The magical process where yeast eats grape sugars and produces alcohol and carbon dioxide. It's like yeast having a sugar party - they consume the sweet stuff and leave behind alcohol. Takes days to weeks depending on conditions.


	Harvest
	Picking grapes when they're perfectly ripe - the most crucial time in the vineyard year. Timing is everything: too early = sour grapes, too late = overripe or rotten grapes. Can be done by hand or machine.


	Irrigation
	Artificially watering grapevines when natural rainfall isn't enough. Like giving plants a drink when they're thirsty. Timing and amount are critical - too much water makes weak, diluted wines.


	Loam
	The "Goldilocks" soil type for many crops - not too sandy, not too clayey, but just right. It's a balanced mix that drains well but holds enough moisture and nutrients. Often considered ideal for growing quality grapes.


	[bookmark: _Hlk213314477]Must
	The thick, soupy mixture of crushed grape juice, skins, seeds, and stems before fermentation. It's like grape smoothie with all the chunky bits still in it. Red wine must include skins for colour; white wine must is usually just juice.


	Oenologist
	A wine scientist - someone who studies and understands the chemistry and biology of winemaking. Like having a PhD in wine, they know why wines taste the way they do and how to fix problems.


	Suckering
	Removing unwanted shoots that grow from the base or trunk of grapevines. These "suckers" steal energy from the main vine, like weeds in a garden. Removing them forces the vine to focus energy on producing quality grapes.


	Sweetness
	How much sugar you taste in wine. Ranges from bone dry (no sugar taste) to dessert-sweet (like honey). Comes from leftover grape sugars that didn't ferment into alcohol, or from added sweeteners.


	Tannin
	The compound that makes your mouth feel dry and puckered, like strong black tea or eating grape skins. Comes mainly from grape skins and seeds, plus oak barrels. Gives structure to red wines and helps them age longer.


	Terracing
	Creating flat, step-like platforms on steep hillsides to plant vines. Like building stairs into a mountain so you can farm on it. Prevents soil erosion and makes it possible to grow grapes on otherwise impossible slopes.


	Terroir
	The French concept that wine tastes like the place it comes from - the unique combination of soil, climate, slope, and human influence that makes each vineyard special. It's why wines from different regions taste different even with the same grape variety.


	Typicity
	How well a wine represents what you'd expect from its grape variety and region. A wine with good typicity tastes like a textbook example - a typical Shiraz should taste like Shiraz, not like Chardonnay.


	Yield
	How much fruit each vine produces, usually measured in tonnes per hectare. High yield = lots of grapes but potentially lower quality (like a tree with too much fruit); low yield = fewer grapes but often better concentration and flavour.




ACMI Game Lessons acknowledges the support of the Department of Education, Victoria, through the Strategic Partnerships Program. 
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