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Research and discovery at the Universit y of Victoriat u a lteiaisland and the Gulf islands. Players “travel” to culturally significant places, experiencing traditional knowledge through video, audio, detailed maps and photographs.
at each of these places, players are asked 

questions that develop their knowledge of critical issues and terms related to the treaty process. When all six levels of the treaty process are 
completed, players can download a “final agree-
ment” certificate to celebrate their achievement.

the motivational hook for players is the 
u n i q ue ex per ience t he g a me p rov i des for 
learning the coast salish cultural landscape.  

they hear a bout places like Kw a’m u t s u n 

(Qu a m ichan ) , Pu neluxut t h’ (Penelakut ) , an d 
stz’ u m i n u s (chema i n u s ) , w h ich a re centres 
of commu n i t y life toda y. they see an d hear 
elders s uch a s Joey caro t alk a bou t place 
na mes an d tell the stories behi n d t hem.

“everyone is on computers these days,” says 
caro, communications director at the htG 
and creator of the original board game. “a video 
game is a fun way to teach our community 
about the treaty process and provide informa-
t ion about t he lan d , u ses of the lan d , a n d 
historic place names associated with the land.”

caro wants the video game to be accessible 
to everyone in the first nations community 
and beyond. it’s hoped that other communities 
will embrace the idea when the video game is 
demonstrated to the assembly of first nations 
and first nations summit.

“at a t i me w hen fir s t nat ions a n d t he 
general public are reflecting critically on the 
treaty process,” says thom, “it makes sense to 
look for innovative ways to educate everyone 
concerned about what’s at stake—and make it 
interesting in the process.”

t he v i deo g a me i s  a v a il a ble onl i ne a t  
web.uvic.ca/~htg and www.hulquminum.bc.ca/
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