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Extended Abstract 

 

In an effort to explain the culture, society, and folklore of the Andean people to pre-teen 

girls in the United States a board game was designed by the authors. The project is based on the 

work of Peruvian arpillera (appliqué) artist Flora Zárate, whose three dimensional "story cloths" 

narrate cultural stories both of people from her native Peru and of immigrants in the United 

States. These works are both modern and ancient, illustrating themes related to Zárate’s life 

experience as well as to very old and persistent themes found in Quechua-language (the language 

of the Incas) mythology and folktales such as the concept of ayni, or reciprocity, expressed in 

such activities as cooperative labor.  

In addition to discussing key themes in Andean mythology, we consider how elements of 

mythic thinking and Andean worldview that figure in Quechua folklore and folktales--such as 

the presence of religious syncretism, the relation between time and space in Andean thought, and 

the conception of gender complementarity and dependence—can be integrated into the design of 

the board game. Throughout the game, the players have the opportunity to make choices that 

relate to Andean culture, including understanding and demonstrating the importance of 

reciprocity or, “today for me, tomorrow for you.”  

To create the game, we took one of her arpilleras called “Proceso de lana” or “Weaving 

from Wool to Textiles.”  This work shows the complete process for producing an Andean textile, 

from shearing, to dyeing and spinning, to weaving, and finally its transportation to market.  We 

examine the process of “seeing the game space” in the arpillera, drawing connections between 

video games and arpilleras in terms of spatial storytelling and discussing how the game’s 

environment, and then characters, were conceived and folded into the game design.  

We also discuss how culturally appropriate tasks and consequences for decisions were 

made in designing a board game prototype for adolescent players, including the creation of 

“folklore cards” that link traditional narratives and cultural knowledge to culturally-relevant 

game objects, roles, and cultural themes.  This required considering how appropriate 

consequences or game rules could be derived that would fit with the related cultural role, area, or 

theme, and then operationalizing these concordances in terms of game mechanics to create a 

board game. 

The game design leverages common Western competitive game mechanics that if played 

with their typical implementation actually make the game much more difficult to win, compared 

to leveraging an Andean, or more cooperative, view of the game mechanics. This leaves the 

players with a greater understanding of Andean culture through actual play experience as 

opposed to being told, or forced to take an Andean stance in the game. Thus, after multiple 

playthroughs the players begin to not only understand, but also appreciate the nuance of Andean 

culture. 

We will present the board game prototype and the results of our initial playtesting with 

our target adolescent player demographic, discussing how we attempted to evaluate cultural 

learning and youth engagement.  We will conclude with a discussion of potential applications of 

this game in different contexts, including formal and informal educational, museum, and youth 



recreation contexts.  Throughout, we will focus on how the board game is designed to present 

character roles, objects, and tasks that are linked to culturally-relevant knowledge and recurring 

Andean cultural themes.  Participants will have the opportunity to play through the prototype, 

give feedback, and make additional design suggestions. 
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