
DUNGEONS & DRAGONS & 
EDUCATION
Wisconsin Adventures: Learning Through Role-Playing Games



ROLE-PLAYING GAMES• A role-playing game is a game 
in which players assume the 
roles of characters in a fictional 
setting. Players take 
responsibility for acting out 
these roles within a narrative, 
either through literal acting or 
through a process of structured 
decision-making regarding 
character development. -
https://en.wikipedia.org/wiki/Rol
e-playing_game



WISCONSIN 
CONNECTIONS
• Dungeons and Dragons 

released in 1974 by TSR in 
Lake Geneva, WI

• Created by Gary Gygax and 
Dave Arneson

• Combined elements of 
tabletop wargaming and 
fantasy tropes

• Inspired by Lovecraft, 
Arthurian legends, Tolkien, 
and more



Gary Gygax,  Lake Geneva, WI

• Created Chainmail (1971)
• Credited with being the first person 

to incorporate fantasy rules into 
wargaming

• Meets Dave Arneson in 1969
• “Don’t Give Up the Ship“ with Mike 

Carr and Dave Arneson (1972)
• Creates AD&D and removes Dave 

Arneson from credits

By Alan De Smet, CC BY 3.0, 
https://commons.wikimedia.or
g/w/index.php?curid=3170194



Dave Arneson – St. Paul, MN

• Created Blackmoor (~1972)
• Credited with being the first 

Dungeon Master
• Meets Gary Gygax in 1969
• “Don’t Give Up the Ship“ with Mike 

Carr and Gary Gygax (1972)
• Written out of the credits for AD&D 

~1974
• Sues for partial rights and wins 1982
• Name remains on Basic set 

thereafter

By Dave Arneson GMing Blackmoor at 
ConQuesT 2006.jpg: Madeline 
Ferwerdaderivative work: Hekerui - Dave 
Arneson GMing Blackmoor at ConQuesT 
2006.jpg, CC BY-SA 3.0, 
https://commons.wikimedia.org/w/inde
x.php?curid=11467718



Gary Gygax and Don Kaye 
found Tactical Studies Rules 
(TSR) in Lake Geneva, WI.

TSR publishes the first edition 
of Dungeons and Dragons.

Advanced Dungeons and 
Dragons 2nd Edition is the last 
edition of D&D published by 
TSR.

TSR is acquired by the 
Seattle game company, 
Wizards of the Coast.



D&D’s impact 
ranges beyond the 
tabletop, with a 
variety of games, 
movies, and books 
created to entertain 
fans.

Due to its use of spells 
and monsters, D&D 
became a focal point for 
the Satanic Panic in the 
1980s.



Miniatures have been part of the game since its 
early days. Today 3D printing gives players new 
ways to engage with the tabletop.

Digitization has shifted many 
aspects of the game away from 
pen and paper.

COVID necessitated the 
expansion of online 
resources for playing D&D.



WISCONSIN HISTORICAL D&D 
COLLECTING PROJECT



WISCONSIN HISTORICAL D&D 
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ROLE-PLAYING AND EDUCATION

• Enduring Understanding
• Essential Questions
• Standards



ENDURING UNDERSTANDING
• Storytelling is and has been the primary means of transmitting 

learning throughout human history. 

• Oral histories
• Grimm Fairy Tales
• Religious stories and traditions
• Survival skills
• And more…



ENDURING UNDERSTANDING
• Roleplaying games build on this tradition of storytelling using the 

most imaginative tools available; the creative interplay of the 
storytellers themselves. 

• Reading for information
• Reading non-fiction
• Creative narratives
• Public speaking
• Empathy
• Group Dynamics



ESSENTIAL QUESTIONS
• How do role-playing games help to build interpersonal relationships, 

empathy, and other positive social constructs?

• How does interactive storytelling differ from conventional 
storytelling?

• How can informal learning environments contribute to the 
foundation of hard skills?

• How do role-playing games facilitate equity and diversity in 
representation?



ESSENTIAL QUESTIONS
• What other essential questions can you think of?

• How does roleplaying games enhance problem 

solving and analytical skills?

• How do roleplaying games help students consider 

multiple perspectives?



ACADEMIC STANDARDS



GETTING STARTED – GAME MECHANICS
• The System Reference Document (SRD)
HERE THERE BE DRAGONS (AND KNIGHTS, GOBLINS, GHOSTS, OOZES…)

This work includes material taken from the System Reference Document 5.1 
(“SRD 5.1”) by Wizards of the Coast LLC and available at 

https://dnd.wizards.com/resources/systems-reference-document. The SRD 5.1 
is licensed under the Creative Commons Attribution 4.0 International License 

available at https://creativecommons.org/licenses/by/4.0/legalcode.

https://wihist.org/47QoH7W



GETTING STARTED – TOP TEN LIST
1. Your six ability scores define what your character is good, great, and not-so 

great at (Strength, Dexterity, Constitution, Intelligence, Wisdom, Charisma)
2. Your class is your career choice: What are you in this world?
3. In-game character identities are up to you: Who are you in this world?
4. If you can describe what you want to do, there is a skill roll for it
5. Most rolls use a d20 (saves, attacks, skills, etc); bigger numbers are better
6. DC: Difficulty Class - Number rolled must be greater than or = (n>DC) to 

succeed
7. AC: Armor Class - Number rolled must be greater than or = (n>AC) to hit
8. HP: Hit Points (Life total of monsters and characters)
9. Advantage (good): Roll two d20 and take the highest number
10.Disadvantage (bad): Roll two d20 and take the lowest number



GETTING STARTED – THE IDEA
• What do you want students to learn?

• HISTORY – MYTHOLOGY – CULTURE – LITERACY – MATHEMATICS – SCIENCE

• What’s your hook?
• Look to local myths, children’s stories, interesting locations, that your 

students may know



GETTING STARTED – THE IDEA
• Brainstorm list of ideas for adventures 

(5m with partner)

• Hint: Keep to a single idea at first
• Myth?
• Place?
• Mystery?



GETTING STARTED - MAPS

Inkarnate - https://inkarnate.com/



GETTING STARTED - MAPS

Inkarnate - https://inkarnate.com/

Use your graph paper to create your map!
• Common Scales

• Indoors: 5’ squares
• Outdoors: 10’ squares or more

• Players generally move 30’ a turn



GETTING STARTED - ART

https://www.adobe.com/products/firefly.html



GETTING STARTED - ART

https://www.heroforge.com



GETTING STARTED – ORGANIZATION
• D&D and other RPGs work best in small groups of 5-6 players

• Have enough time (Sessions: 1-4 hours; Campaigns: Days…)

• Begin by stating expectations for playing together
• Respect for each other
• Inclusion
• Fun over rules

• Consider an after-school club teaching students how to play and be a GM

• Collaborate with your art teacher to incorporate student ideas

• HAVE FUN! Roll dice, slay monsters, and save the town. Be the heroes of 
your stories!



GETTING STARTED – CREATE A BOOK NOOK
Create a Book Nook with fantasy 
themes:
• J. R. R. Tolkien (The Hobbit; LOTR)
• Robert E. Howard (Conan)
• Terry Brooks (Shannara)
• Hickman/Weiss (Dragonlance)
• Fritz Leiber (Fafhrd & Gray Mouser)
• Terry Pratchett (Discworld)
• Roger Zlezany (Amber)
• Ivan Van Norman (ABCs of D&D)



GETTING STARTED – OTHER RESOURCES

https://dnd.wizards.com/resources/educators



• Three full adventures
• Full set of standards
• Historic Inspirations
• Website: https://wihist.org/3OD7wQF
• Questions: 

education@wisconsinhistory.org

The End???



• Adventures in the Driftless
• Full set of standards
• Historic Inspirations
• Website: https://wihist.org/3OD7wQF
• Questions: 

education@wisconsinhistory.org
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