LSOCIAL SCIENCES GAME DESIGN: GETTING STARTED - versioni

/EMPATHIZE: WHO?

Who are the players? What kind of things would the players like? What kind of games will interest them/you?

EMPATHIZE: WHAaT? \ K DESIGN A

What makes a game fun? What makes a good game? What are some examples of games you liked the best?
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Briefly, what kind of game might work? Note games you know that you want to imitate!
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DESIGN
TarceTs

Who are the players? What kind of things do the players like? What kind of games will interest them/you? What makes a game fun? What makes a good game? Some examples of games you like?
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EMPATHIZE: WHO WILL PLAY IT? EMPATHIZE: WHAaT makxKes A GOOD GAME f
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Briefly, what kind of game might work? Note games you know that you want to imitate!
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" EMPATHIZE: WHO WILL PLAY MY GAME?

Who are the players? What kind of things would the players like? What kind of games will interest them?
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Briefly, what kind of game might work? Note down some games you know that you could try to create!

Type of game

The aim of the game
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Prompts from: Designing a game in a creative lab setting!
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LSOCIAL SCIENCES GAME DESIGN: PROTOTYPING

Give it a name, describe the materials, outline the steps in playing the game
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Game name (braFT) MmarTerialLs:

A catchy title you can always change later. (Remember your Society or Territory focus, and your Intellectual Operations l.e. pieces and parts such as cards, a game board, maps, playing pieces, devices,
etc.
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4 HOW IT MIGHT Be PLayeD (DrafFT INSTrucCTIioOnNs)

Imagine how the game is to be played. Write steps, sketch out playing area, how pieces might be used, etc.
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LSOCIAL SCIENCES GAME DESIGN: INSTrucCcTIONS anD Game maTerialLs J

Present your game and game instructions to others using a formal instruction sheet like this, or a longer Word/Google document.

INSTRUCTIONS anD Game maTteriaLs:

INCLUDING PHOTOS OF GAME PARTS AND LINKS TO ANY OTHER DOCUMENTS YOU HAVE CREATED

Design Thinking: A 5-Stage Process £

g} €] Q Some and many concepts drawn from Source: Original graphic used in LEARN
" © Interaction Design Foundation, under license CC BY-SA 3.0 process organizers on How to make a game?



https://hosted.learnquebec.ca/societies/gamesandfunstuff/how-to-make-a-game/
http://www.learnquebec.ca/history#graphicorganizers
https://www.interaction-design.org/literature/topics/design-thinking
https://creativecommons.org/licenses/by-sa/3.0/

LSOCIAL SCIENCES GAME DESIGN: INSTrucCcTIiOnNnsS anb Game PHOTOS J

Present your game and game instructions to others using a formal instruction sheet like this, or a longer Word/Google document.

INSTRUCTIONS anb maTerlialS conNnTINUED:
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LSOCIAL SCIENCES GAME DESIGN: TESTING AND REDESIGNING

Take some notes while people are playing it, and while you are thinking about how to change it!
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TEeST RUNS & EvaLuaTiING our cgame

Is the game playable? Enjoyable? What worked and didn’t? What would you change for your class,
in terms of the instructions, game play, materials, content, level, use in class, etc.
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ReDeSIGN: wHaTt neebs ToO cHangGe!
Jot down a few things we can change, take out, add, simplify, etc.
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LSOCIAL SCIENCES GAME DESIGN: SHarinG 7/ ANNOUNCING / PROMOTING J

Announce your game and game. You might want to create a shorter “pitch” for sharing your game (instructions, cards, materials, etc.) on a website.
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our PITCH SOCIETY (IES)

What can people get from our game? Why should they play it? & time periods covered by the game!
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The ways our games “use knowledge”:

A TweeT Compose a shorter version of this page to tweet out your game!
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LSOCIAL SCIENCES GAME DESIGN: REFLECTIONS J

//

RefFLeCTIONS:

What did we learn making this game? Why should others make their own games too?
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