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Introduction 

The Basics 

his class is structured to enhance student learning by teaching the SC US History 
and Constitution Standards content using skills mastery lessons all wrapped 
within a narrative and game inspired mechanics.  With the availability of 1-to-1 
technology and this skills based mindset students will have more options to 

deeply engage students with the required content. Rather than earn traditional grades, 
students will earn experience points or “XP” and they will “level up” into their grade as 
they accomplish various choice based activities and tasks. This makes the number grade 
a visible representation of the student’s progress as they journey through the course. The 
following pages provide further details into the mechanics of this course. 

The Epic Journey Begins… 

It was a normal day.  

Well, it was an unusual day because the class was on a Washington DC Field trip. On 
the final day Mr. Powley took a group of students to visit the National Archives so they 
could see one of the Founding Documents – The Declaration of Independence. As they 
milled about the archives taking in all of the amazing primary sources can be viewed at 
the facility a mysterious woman entered the building. She seemed to radiate energy as 
she approached the central display holding the Declaration. Then the stranger held her 
hand to the document and then… 

Blinding white light… 

A concussion that knocked Mr. Powley and his students to the ground… 

As the group picked themselves off the ground the mysterious stranger was gone but 
they had changed. Now they too seemed to have an energy flowing through them. They 
had gained new powers and potentials that could be tapped into.  

 

Section 

1 

T 
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Your Superhero Identity 

Your Secret Identity 

To the outside world you are just another face in the crowd. Your secret identity is safe 
with us but you might not want to go around telling everyone your Super Hero name. 
You are becoming a civic savior and a Guarding of the Past, but not everyone will 
understand. Superheroes come in many different types with many different strengths 
and weaknesses. There are also some powerful people that could be competing with you 
or even trying to capture you! 
 

Avatar Types 

Once you join up you will be able to select one of 8 Super Hero themed avatar 
type paths. Each type has a unique set of skills and powers which cannot be traded 
with other players. Some of the skills will help with the common assessment tests 
and others will have effects on class procedures and Battle Outcomes. Choose 
carefully.  

The 8 Types 

Super Strength – Incredible Hulk       
Super Speed – The Flash         
Mind Control – Professor X       
Indestructible – Luke Cage        
Flight and Power Absorption - Rogue             
Invisibility – The Invisible Woman Sue Richards     
Super Detective -Batman              
Elemental Control - Storm      

Guilds 

We will have 2 “Meta-Guilds” within each class known as the Hunters and the 
Sentinels. Within these to large groups in the classroom students will form smaller 
squads. 

Hunters Logo Sentinels Logo 

Historic Skills Growth Goals 

As a Super Hero you have only scratch the surface of your potential! As you progress 
through this class you will also grow in your powers and abilities. Trust me. You are 
going to need to! 
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We use the latest version of the National Council on the Social Studies’ C3 document 
and the SC US History and Constitution standards as the basis for this development.   

Skills Mastery 

The various tasks and activities will deliver content through Skills Mastery tasks. In 
order to obtain Experience Points and demonstrate growth you will have to 
demonstrate mastery of the skill and/or the content associated with the activity.   

Freedom to Fail 

Unless otherwise noted in the assignment directions, students submit work directly 
to the teacher prior to XP being awarded during a quick conference.  If the skill 
goal is not met or the work is lacking, the student will rework the submission until 
it meets expectations.  Once the goals are met the student will receive full XP. 

Transition Period 

During class time students must be working on material for the most current Unit 
content. For example, if the class time is focused on the Unit 3 Civil War then students 
must be working on assignments from that unit. They could not be working on 
American Revolution material. The transition is marked by the scheduled Common 
Assessment. Students may still submit work from previous units BUT the work may 
not be done during class time.  
 

The Three Heart System - Hunters 

Due Dates are important to ensure that everyone maintains an 
effective pace for the class curriculum. If a student submits an 
assignment after the due date, then he or she will lose 1 
“Heart”. Each Hunter starts the semester with three hearts. If 
Hearts are lost, the Hunter will lose their Power and Special 
Abilities. Hunters may submit assignments late and still receive 
full credit for the work but they will not regain a heart unless… 

Regaining Hearts  

This is a two-step process. First, the late assignment must be completed. Second, 
the Hunter must complete a Visual Vocabulary assignment. Once both conditions 
are met one heart will be returned to the student. There are also mystical source 
items that will heal a heart without meeting these conditions.  

The Charging System - Sentinels 

Sentinels have their power drained after each common 
assessment and they must rebuild their power during the unit. 
As Sentinels complete assignments and activities during the 
Unit they will earn “Charge” for their power. Charges are only 
earned for activities and assignments for material from the 
Unit currently being studied. Students may still submit work 
from previous units and earn XP but will not earn charges. 
Sentinels only due date the Unit Transition period. They have 
until this time to show their work and are not subjected to the 
same due date expectations as the Hunters. 
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Common Assessments 

There are some exceptions to the XP skills based grading. Common Assessments will 
be given at the end of each standard. Students will earn the percentage of the XP that 
they scored on the Common Assessment. For example, a Collector that scores an 80% 
on a Common Assessment worth 1000XP will be awarded 800XP.  
 

The 3-Star System 

National History Day and other larger projects may be awarded 
XP on a Three Star System. Each star level will have conditions 
that must be met. A one star project will meet skill and content 
knowledge expectations. A two star project will exceed the 
expectations in some way; for example in a unique and creative 
production. A Three star project will exceed a two star project 
through its originality or unique connections.  

Battle Mechanics 

Skirmishes  

Skirmishes are small battles that our heroes participate in on a daily 
basis. The heroes’ nemesis has developed a spell to pull historic 
figures into the present. This evildoer has also enthralled these figures 
and is using them to build an army of minions. In these skirmishes 
students must defeat the Enthralled person within 5 Multiple Choice 
questions. Each Enthralled person will have a predetermined 
number of Hit Points. The Superheroes will attack based on dice 
rolls matching their Avatar type. 

Clashes 

Prior to Common Assessments the two meta-Guilds – Hunters and Sentinels – will 
battle in order to gain control of important primary source documents.  

Boss Fights 

This is an epic clash to determine the fate of the WORLD! 

Attack and Defense Points 

 

The Attack column indicates the die or dice that are rolled to determine the Attack 
Points. The Level indicates which “Level” the student based on their XP score. This is 
detailed below. 
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Leveling Up – Grading and Growth 

Every new Superhero begins with 0 (Zero) Demonstrated Skills or Content Knowledge 
and therefore begins the class with 0 (Zero) experience points (XP). This means that 
every student will start the semester at level ZERO. 

Every activity successfully completed in class demonstrates mastery of content or skills 
and will therefor earn students’ XP. Earning XP will show a students grade and will also 
lead to increased levels. With higher levels students will be able to test for new ranks, 
wield new powers and weapons, and gain status among their guilds. 

Levels 

Each Collector will begin at Level 0.  As you earn XP, you will gain levels. As you 
“level up” you are locked into that level.  Your XP, level, and grade will 
never go down (two exceptions).  The levels correspond to your avatar’s 
strength, defense, and ability to “Rank” up. The final letter and number 

grades will be determined by the total XP count.    

Experience Points (XP) 

Most activities will be worth experience points, or XP.  The vast majority of 
activities will be classified as “Free to Fail”. This does not mean that failure is 
accepted, rather if you don’t succeed at first, you try again after receiving feedback.   

Other designated activities will be graded and students may earn a portion of the 
available XP. Typically, students will receive an opportunity to redo and resubmit 
these types of assignments.   

All XP are equal and there will be many pathways to achieve your level and grade 
goals.   

Level and Task Advancement 

Students will not necessarily level up with completion of every activity completed. 
Check the XP-to-level and level-to-grade conversion charts for more specifics.  

Content Note 

Assigned content activities will be based on the South Carolina US History 
and Constitution Standards.   

Super Hero Ranking 

As we develop your powers will show the signs of progress and at certain points 
you will earn a new powers and abilities. One way to do this is by ranking up. Each 
rank has a short quiz and skills assessment and is completely optional for our 
young heroes. Choosing to increase rank will give power and ability bonuses that 
may be unavailable to other students. 
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Ranking Improvements 

 

Source Energy and Items 

Our Superhero students derive their powers from the energy that can be found in 
important primary sources. This energy can have varied intensity and sometimes 
unforeseen effects on superpowers. There are some rules and procedures that are 
common to all Primary Source Items. 

Item Cards 

Item cards typically have a preset effect which is listed on the ITEM CARD. Cards can 
be earned during some Skirmishes, as part of a side mission, or other activities. Cards 
can also be purchased using SILVER. Regardless of how the item is obtained all items 
must have their energy unlocked before it can be used by the student. 

Unlocking the Source Energy in the Item Cards 

Item cards can be unlocked in one of two procedures – both of which will be completed 
on the back of the item card. 

1. A Spell – Spells are at least 4 lines and have a simple AABB or ABAB rhyme 
scheme. Spells can be more complicated or follow a different poetic scheme but 
must meet the basic intent of the Spell cast. The Spell must also either 
summarize or explain the connection of the source to the rest of the course 
content.  

2. A Talisman – Talismans are visual and symbolic descriptions of the meaning of 
the primary source. The visual must be artistically significant and must 
summarize or explain the connection of the source to the rest of the course 
content. 
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Source Alchemy – Combining Item Cards 

Sometimes Superheroes notice connections between different items and attempt to 
combine the energy of the Item Cards. These combinations often lead to unique or rare 
powers that others may not have access to.  

The procedure: 
1. Start with 2 item cards. 
2. Write an 8 line Spell (see above) or Talisman that combines the 2 items by 

explaining the connection between the two items. 
3. Explain in 2 or less complete sentences what you think the effect of the 

combination will be. 
4. The items and the Spell or Talisman will be anonymously displayed for at least 

1 day.  
5. If 10 or more fellow Superhero Students approve of the Spell and Combination 

AND Mr. Powley agrees then the Spell Alchemy will have been successful and 
the power will be unlocked. 

6. The cards will be stapled together with Mr. Powley’s signature.  
a. The combined cards can then be used whenever the student would like 

the power to go into effect.  
b. Once used the combined cards will be displayed and future students 

may also use this combination without the approval process.  

Types of Activities 

In your growth as a Historian and in your effort to educate the public, you will 
accomplish a variety of tasks using a variety of resources.  The following are potential, 
though not an exclusive, list of activity types. 

 
 

“Low” Level (formerly Practice) Assessments  
 

USA Test Prep Assignments 

In order to practice and review for Common Assessments, USA Test prep activities 
will be assigned. These will be done online and checked on testing day.  
 

Reflections 

Every bunker meeting will end with a 5 minute reflection period. 

Guild Fights 

At times, Guilds can battle each other for gold or control of item cards.  
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Side Missions 

Side missions are the activities and projects that students take on to enhance their 
experience and demonstrate skills and content knowledge. Side Missions can be either 
individual or collaborative and will be designated as such on the mission description. Side 
missions are extra duties but are encouraged.  

“Middle” Level (formerly Mid-Level) Assessments  
 

Battle Prep 

In order for the Superheroes to battle the Enthralled and each other for control of 
primary sources they must be prepared! To do so students will complete Battle Prep 
missions. 
 
XP will be awarded upon successful completion of the mission. For Hunters missions 
are due on specific dates and listed on the course schedule. For Sentinels Battle Prep is 
not due until the Transition date however completing the Battle Prep on the Hunter’s 
due dates is suggested so that Sentinels are prepared for the Skirmishes. For Hunters, 
Submission after due date will result in a loss of a heart. For Sentinels, completing these 
battle prep missions will add Charges to their powers. Both student groups can still 
earn full credit for the mission after the date. 
 

Missions 

Once per Unit students will complete a mission. These missions are due on the 
Transition day. Note these should be submitted prior to that date to ensure XP is 
awarded. Main Missions are “Free to Fail” missions and a last minute submission may 
not meet the requirements. For Hunters, submission after that date will result in a loss 
of a heart. Students can still earn full credit for the mission after the date.  

 
National History Day (NHD pieces) 

Our major History Project for the first semester is the National History Day project. 
The overall product is a High Level (formerly Major) Assessment but some pieces will 
fall in the Middle Level as side missions. These include Annotated Bibliographies, 
Process Papers, and a Topic Selection Paper.  

 

Major Assessments 
 

Common Assessments 

After Units 1, 2, 3 and 4 every collector will take a common assessment exam on pre-
determined dates. These exams are worth a possible 1000XP and students will earn XP 
equal to the percentage that they earn on the test (i.e. 65% = 650XP) 
  

National History Day Project 

The final project for Semester 1 will be the completion of a National History Day 
project. There will many opportunities to discuss this project; however if you would 
like to begin please go to https://sites.google.com/horrycountyschools.net/horry-
scnhd/home or nhd.org for further details. Members will act individually or in small 
groups to create a research based product in the form of a paper, documentary, exhibit, 

https://sites.google.com/horrycountyschools.net/horry-scnhd/home
https://sites.google.com/horrycountyschools.net/horry-scnhd/home
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website, or performance. The project must be based on any topic from all of American 
History (colonial era to the 1980s) and must connect to the 2018-19 annual theme 
“Triumph and Tragedy”. This year groups can only be formed within a single class. 
Projects will be due prior to the end of the semester and the date will be listed on the 
course calendar. Although there will be opportunities for revision these are to be 
competition ready projects. They will be presented during the Student Led Conference 
nights and will be viewed by ECHS Staff and Parents. Projects will be XP graded 
following this display night.  
 

The Final 20% 
 

End of Course Exam / Final Exam 

The “XP/Level” grade which is made up of the High, Middle, and Low Level 
Assignments will make up of 80% of the Final Letter grade. The Final 20% will come 
from the Final Exam which will be the HCS Benchmark exam. This is one of the two 
ways your grade can decrease.   

Interactions with other Members 

There will be opportunities to continue leveling up while away from the classroom.  The 
majority of interactions will take place through our class website which will be available 
in a google classroom.    

Google Drive 

Mr. Powley will occasionally need to email students and share files. It is essential that 
he have each members’ HCS google e-mail address.  This will facilitate 
Google Drive sharing which allows large sized file sharing in a quick 
manner.  Students should expect to digitally share work.  There will be 
exceptions to this. 

 

File Name Note  

Submitted Files should be named as the member’s last name and the name 
of the assignment.  EX. Jones_ThemeAC_1 

E-mail Addresses and Phone Numbers 

Mr. Powley’s contacts: 

 Apowley001@horrycountyschools.net - preferred 

 Apowley001@g.horrycountyschools.net 

 843-341-3131 

Norms and Expectations 

To ensure success we will all need to agree to follow guidelines.  Please discuss the 
following terms and expectations with your colleagues. 

mailto:Apowley001@horrycountyschools.net
mailto:Apowley001@g.horrycountyschools.net
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Respect Each Other 

Respect is an ambiguous word.  Please understand that other students’ minds, bodies, 
and opinions are as important as yours.  Treat other students in a way that they want to 
be treated.   
 
Be Present 

Please be physically and mentally present.  The first victory is being at Headquarters; 
however when you are physically present, be sure to limit your distractions and focus on 
your mission objectives.  Multitasking is a myth; please do not listen to music or hide a 
YouTube page when trying to accomplish other tasks.  

Actively Participate 

Not every student participates in the same way; however when you are at Headquarters 
every member needs to contribute to our mission.   

Speak with Good Purpose 

We speak to support each other and to add to our academic conversations.  
Disagreements will occur and are actually encouraged; however disagreements must 
occur in a positive way. Just “teasing”, “picking on”, “name-calling”, “gossiping”, etc are 
forms of harassment and break down the bonds of the community and harm the entire 
group.  This will not be tolerated.  When students talk about bullying they often do not 
understand that these seemingly trivial actions contribute to the environment that allows 
bullying to take place.  

Attendance and Dress Code 

Please see the Early College Student Handbook for details regarding these two 
important issues. 
  
Bathrooms 

The sign-out sheet should be completed when leaving and re-entering the 
room.   

Student Ethics 

Any student caught cheating or plagiarizing can be given a grade of zero (0) and is subject 
to further disciplinary actions according to the ECH and HGTC handbooks.  This 
applies to the National History Day contest as well. 

Restorative Practices 

NRP members should follow the Norms and Guidelines; not doing so causes harm to 
the Community.  The consequences for violating the Norms and Guidelines will vary 
with the offense and may require the offending student to design his or her own 
consequence in an effort to make amends for the offense.  Often this is a collaborative 
effort between several stakeholders which may include the offender, the 
victim/offended party, the staff/administration, and/or parents.  Our goal is to maintain 
a positive and productive environment in which to nurture student academic 
development and empathetic growth. 
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In the case of severe, chronic or other extreme cases appropriate administrative 
disciplinary actions will be taken.  When necessary, parents/guardians will be informed 
of student disciplinary issues.  The only exceptions are those actions located in the 
student handbook (i.e. cell phone policy). 

Multitasking is a Myth 

Students are in class for less than 3 hours over a 5 day period.  With the small amount 
of direct contact time collectors are asked to limit the amount of 
distractions.  Many students try to listen to music or have videos 
playing while accomplishing work; however multitasking is a 
myth.  It is widely accepted in psychology literature that trying to 
do two things at once makes both tasks take longer and the work 
is done more poorly.  With this in mind the following guidelines 

apply: 

 Cell Phones are not allowed unless for an academic purpose. Students will 
receive one warning to put their phones away if off task. The second offense 
will result in the phone being collected by Mr. Powley and put in the holder in 
the front of the classroom next to the charging station.  

 Non-academic music and videos are forbidden.  No, you do not work 
better with your ear buds in. If you are attempting to watch memory pods, you 
cannot hear the information if you have music playing. (btw, it is obvious when 
you are trying to get away with violating this norm) 

Required Statements 

As part of the Horry County Schools and Horry Georgetown Technical College we need 
to follow the guidelines and expectations from those organizations as well. 

HGTC Grading 

“The Grades earned in courses impact academic progression and financial aid 
status.  Before withdrawing from a course, be sure to talk with your instructor and 
financial aid counselor about the implications of that course of action.  Ds, Fs, Ws, 
WFs and Incompletes also negatively impact academic progression and financial aid 

status. 
  
The Add/Drop Period is the first 5 days of the semester for 
full term classes.  Add/Drop periods are shorter for 

accelerated format courses.  The following week of the semester is Financial Aid 
Attendance Verification period.  You must attend at least one meeting of all of your 
classes during that period.  If you do not, you will be dropped from the course(s) 
and your Financial Aid will be reduced accordingly.” 
 

From HCS Social Studies Director Jeanie Daley 
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“The district provides access to a wide variety of reading materials 
and resources in promoting literacy for students.  In selecting the 
materials and resources for classroom libraries and media centers, 
teachers and media specialist follow the general procedures that may 
be found on the district webpage at 

http://www.horrycountyschools.net/cms/One.aspx?portalId=743462&pageId=1
199932 and media center and classroom library procedures that may be found at  
http://www.horrycountyschools.net/cms/One.aspx?portalId=743462&pageId=1
392268. One of a school’s primary goals is to develop lifelong learners, with 
literacy being a key component in this process. Reading a wide range of materials 
helps students develop these literacy skills.   While a school’s classrooms and 
media center make every effort to provide only the highest quality reading 
materials, we understand that parents want to help their children make wise a 
choice as it pertains to what their child reads. A parent who may have questions 
about his/her child’s reading material may contact the school media specialist to 
request additional information regarding the title, including possible professional 
reviews of the title. The school media specialist will work collaboratively with 
parents and teachers, to identify titles that will help develop a love of reading.” 

XP Grading and Exceptions 

Every activity allows members to earn Experience Points (XP); XP allows members to 
level up. Each level represents an increased grade. Once a level earned it is “locked” 
meaning the grade will not decrease.  There are a few exceptions to this which will be 
detailed below. 

XP to Letter Grade Conversions 

 
NEED TO ADD CHART 

 

HGTC Letter Grade Conversion Chart & New SC Grading Scale 

 
 
  
 

 

 

 

 

HGTC Letter Grade to ECHS Number Grade Conversion Chart 

HIS 201 is a dual credit college course and will be subject to the grade conversion 
chart that is found in the ECH handbook. Final College Grades will appear as a 
letter grade on your college transcript.  This college letter grade will convert to a 
high school grade on your high school transcript as follows:    
 

 A=95    B=85    C=75    D=65    F=51 
 

Dual Enrollment students and Semester Grades 

http://www.horrycountyschools.net/cms/One.aspx?portalId=743462&pageId=1199932
http://www.horrycountyschools.net/cms/One.aspx?portalId=743462&pageId=1199932
http://www.horrycountyschools.net/cms/One.aspx?portalId=743462&pageId=1392268
http://www.horrycountyschools.net/cms/One.aspx?portalId=743462&pageId=1392268
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Dual Enrollment students are not on the quarter schedule.  As such, their grades will 
be finalized at the end of the semester levels.  After the first Semester, the students will 
continue to gain levels for purposes of the year-long “game”; however the second 
semester grade will be “reset”, meaning it will be the difference between their final level 
and the level at the end of the first semester.  See the notes on Final Exam and EOC 
Exceptions in grade calculation. 
 
“Silver” 

Missions, Quizzes, and other activities offer students an opportunity to earn Silver in 
addition to the XP. This is an alternative currency that can help students earn new 
abilities and source items.  
 

GRADING EXCEPTION - SC US History End of Course Exam (semester 2) 

The Dual Enrollment HIS202 students’ “Final Exam” will be the US History EOC 
Exam.  The Second Semester “Level” grade will count for 80% of the final average and 
the Final Exam will count 20%. 

GRADING EXCEPTION – Academic Dishonesty 

Any student caught plagiarizing, cheating, or any other form of academic dishonesty is 
subject to the loss of the XP gained for that assignment as well as further consequences 
as determined by the Professor, administration, and parents.  Academic Dishonesty 
applies not just to the offending student but also to students that facilitate the cheating 
which includes those that allow others to copy. 


