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A gamification design document can help establish the foundation for development. The document is a place to collect thoughts, ideas, and approaches to creating the game. It is not meant to be an exact step-by-step roadmap. 
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Corporate Concept Example

The concept is to create a web-based single-player online game for phar-
maceutical sales representatives thac provides engaging, relevant, and per-
sonalized learning on the topic of opening and closing a conversation with
a physician. Topics covered in the game are tied to our ABC engagement
model. The game is set in a realistic setting, a physician’s office. The game will
happen from a third-person perspective and the learners will be evaluated on
credibility, affability, and the ability to become an information source for the
physician.
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Outcome

2

What do you want to have happen as the result of the game. This is

not specific, like an objective, bur a general goal you have for the learn-

“ers after they have played the game. Ask yourself: “If this instructional”

gamification project is successful, whac will a learner who successfully
completed it be able to do? What will be differenc because he or she has

played the game.”
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Academic Outcome Example

Students will be able to correctly answer questions pertaining to English and
mathematical standards and will perform well on standardized tests assessing

those standards.
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Corporate Outcome Example

Pharmaceutical sales representatives will properly use the ABC model to gain

more time with the physician and become valuable resources to the physician.





image7.png
Instructional Objectives
The instructional objective needs to be up-front because you are creating
games for learning and instruction; be sure your objectives are front and

3 center. Most good instructional design books tell you to place the objec-
tives in a behavioral format to ensure measurement, but writing mea-
surable objectives for higher-order thinking skills can be difficult for a
game cn;lilonmcn(. However, it is a critical step to ensure that learners
are actually learning within the context of the game. One way to address
the issue is to have learners make a decision based on a higher-order skill
like synthesizing information or making a prediction on the outcome of
an event. Another is to include objectives for which the learner has to

apply the knowledge.
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If you are including any affective domain objectives within the game,
this is the place to include them as well. For example, in the game for middle
school students, the affective domain goal is aimed at helping kids to learn
to positively respond to requests for help: The game designers will have to
consider how that can be accomplished through the game story, mechamcs.
and reward structure.

This section should also contain information about how you plan to
measure the outcomes of the objectives. The goal of an instructional game is
to help the learners acquire new knowledge, so you need a method to assess

whether or not new knowledge has been obrained.
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Academic Instructional Objectives Example

At the end of the game, the learners will be able ro:

Math

* Describe how a change in the value of one variable in a formula that utilizes
. linear variables affects the value of the measurement.

* Predict how a change in the value of one variable in a formula affects other
. variables.

énglish

« Analyze the ways in which a text’s organizational structure supports or con-
founds its meaning or purpose.

« Apply knowledge of genre styles to correctly identify the genre from a one-
page passage.

Affective

« Positively respond to requests for help.
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Corporate Instructional Objectives Example
At the end of the game, the learners will be able to:

+ Properly apply the three steps of an ABC opening.

+ Properly apply the two steps of the ABC closing.

+ Appropriately prepare for a call on a physician.

Affective

« Behave in a warm, friendly, professional manner toward the physician.
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Description of Character or Characters

Y

Not all games have an underlying story, so for some game designs you may
not need to consider characters at all. However, in a game that does involve
characters, you are going to want to give some thought to each character.
You might want to consider questions such as: Are the characters customiz-
able? Do the characters accurately reflect the diversity of our organization?
What do che characters represent within the game? and How do the charac-

ters interact with the player or players?
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Academic Character Description Example

The students will be able to choose a basic character type and then customize the

eyes, skin, hair, and clothing in terms of color. The characters the students interact

with represent diversity around the world. In the multi-player game students will
interact with each other and NPCs who provide instructions and problems; stu-

dents will need to partner on some tasks to achieve the desited goals.
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Corporate Character Description Example

The learners will be able to customize an avarar in terms of eyes, skin, and hair
and be able to select different styles of clothing. The learners will interact with
six NPCs, three female and three male, each representing ethnic and personality
diversity. The NPC physicians will each have different amounts of time they are

able to spend with the sales representarive.





image14.png
Descripiion of the Game Environment

This section describes the environment in which the game takes place. It
_ provides an overview description and a listing of the key locations within
5 the game. The artist can use this to create concept arc. It also helps the
team think through the type of environment that needs to be created 0
support the activities within the game.
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Academic Game Environment Description Example

Thete will be four locations. The first will be the main headquarters, which will
look a little like a situation room with large monitors and screens and people
sitting in rows observing the monitors with smaller computer screens in front
of them. There will be a transporter room to the right, which will be used for
moving the students from one time period to the next. There will be three time
periods in which they interact. One is the Old West in the United States in the
1800s, one is London in 19605, and the third is in the future, 2055.

Old West—Typical Western town, two rows of buildings with a dirt road in

between. Places to tie horses, dusty with a slight wind.
London 1960s.. . .
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Corporate Game Environment Description Example

Home office for the learner and then six different offices. Learner will walk cheir
characters to a car that has a map on the passenger’s seat. The map has images,
each representing a different physician’s office location. The learner will click on
the map to arrive at the front door of that location. Six physician offices need
to be created.

Office one: Rural small family practice. Older filing cabinets, small waiting

room space with six chairs.
Office two:.





image17.png
Description of the Game Play

6

In this section, describe the play of the game. What happens in the game?
This can be done in a series of vignettes describing first how a person enters
the game, then what he or she does when in the game and what interactions
he or she will have wichin the game. This can be a lengthy description if
icis a large game. This is the description of the flow of the game outlining
how the players are on-boarded into the game, how they perform actions in

the game, and what the anticipated outcomes of the game are.
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Academic Game Play Example

Upon typing in a pxe—assigncd username and password, students enter into
headquarters and are met by an NPC who asks them to step over to the cus-
tomizer space so they can customize the look of the avatar for time travel. The
first activity will be for the students customize their characters. Once that
occurs, the students will be directed over to the mission director, who will pro-
vide the students with information about a randomly chosen mission occurring
in the future, Old West, or London. The characters will be given folders, which

go into their inventory, which can be viewed at any time. Next. . ..
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Corporate Game Play Example

Upon entering into the learning management system and launching the game,
the learner is placed into an office where customization can occur. After the
learner customizes an avatar, he or she hears an audio of a phone ringing. The
learner must click on the phone to answer it. At thac time, the voice provides
instructions on how to navigate through the game. At the end of the call, instruc-
tions are given as to the next step. When the call is over, the learner must click
on the computer to view a list of physicians. Fach image and name is clickable
to receive more information. The learner musc then prioritize the list to decide

in what order to visit the physicians. Next. .. .
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Reward Structure

[

Determining how to reward the player is a critical task. Do you want to cre-
ate rewards (points, currency, badges) for completion of activities or for perfor-
mance. Chapter Ten, written by game researcher Lucas Blair, describes the many
considerations and best practices for creating reward structures within the game.
Careful consideration needs to be given to ensure that the reward system does
ipate within the game.

not undermine the learners’ intrinsic motivation to part
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Academic Reward Structure Example

The reward structure will consist of both badges for achievements and currency
that the students can spend on purchasing upgrades for their avatar characters.
The idea is to use measurement achievements instead of completion achieve-

ments to increase intrinsic motivation through feedback.
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Corporate Reward Structure Example

The points in this game will be based on three variables: credibility, affabilicy,
and the ability to become an information source for the physician. Each will be
scored separately and then an overall score will be provided (the “engagement
score”). Within the game, a focus will be on mastery of the goal. This means each
learner works to master the content in the game and his or her overall score is not
related to any other learner’s scores. Feedback will be provided immediately with

an unobtrusive pop-up accompanied by a longer explanation available after play.
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Look and Feel of the Game

8

This section of the game design document describes the aesthetics of the
game. Does the game rely on high-fidelity, photo-realistic environmental
settings and characters, or are they a little more comic oc carcoon-like?
What color palette will be used for the game? How “clean” is the inter-
face? What does the heads-up display (HUD) look like? Is a map of the
environment available? Ts there a player inventory and how is it accessed?
How many things do you.want to display at once to the player? These ele-
ments influence the learners’ experiences with the game.

Audio considerations should also be documented in this section. Is there
any music that accompanies the game? What sound effects are needed? Do
NPCs talk? Do players talk to one another? Careful use of audio can enhance

the game play experience. Poor audio becomes highly distracting.
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Academic Look and Feel Example

A stylized approach will be used for the characters, with minimal decails. The
environment will be bright primary colors and provide a somewhat crowded
aspect within the game. No music will be used, but students will be able to
communicate with each other through voice over IP protocol if that is enabled
by the school; otherwise, they can use text chats. The interface will be divided
into quadrants. In the first will be the map of the immediate area. The map
will be a light brown with darker circles indicating positions of key elements.

Next. v
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Corporate Look and Feel Example

The goal is to provide a realistic-looking avatar in three dimensions. The player
will be able to see both the front and back of the avatar through a spinning
function. The environment will contain 3D objects that are typical colors: black
phone, gray computer terminal, brown briefcase. The heads-up display will con-

tain six elements. The firstis. . . .
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Technical Description

q

This section describes the technical aspects of the game. Will the game
require the player t© download software to play or will it be entirely web-
based? Docs the software reside on a server or is it distributed via portable
technology like a jump drive? What types of software will be required to
create the game: 3D modeling software, game development software, server-
side software? Any potential compaibility issues? Does the game need w0
incerface with an LMS? These are the types of considerations that should be
documented in the technical description of the document.
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Academic Technical Description Example

The game will be distributed via the web and housed on a server outside of the
school. The students will access the game via Internet Explorer with a plug-in
specific to the game software. The graphics programs required to create the tex-
tures for the game include. . . .
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Corporate Technical Description Example

This game will be developed using Caspian’s ThinkingWorlds software to pro-
vide the 3D environment required, The game will be accessed via the corporate

intranet and will not require any client downloads. The results need to flow into
our learning management system when the player completes the game in a com-
patible formar. Additionally, . . .
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Project Timeline

lo This is the projected development schedule for the project,

providing start
dates, end dates,

and dares for key milestones. It provides an estimate of how
long each phase of the projec will take. It is used for planning purposes and
to allocate resources as necessary.
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Overview of Concept

\ In this section of the document provide information about your overall con-
cept and what you are trying to accomplish. Describe the goal and intended
audience, and provide a high-level overview of the game theme and what

type of game you are designing.
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Academic Concept Example

The concept is to create a multi-player online game for middle school stu-
dents that provides engaging, relevant, and personalized learning while rein-
forcing educational standards in an interdisciplinary environment. Topics
covered in the game are tied to the Pennsylvania academic standards in math-
ematics and English. The game is a time-traveling game where the learners
will eravel back in time and try to work out mathematical formula and craft
great works of literature before they actually happen in a firse-person thinker-
type game. The more the player can solve before the NPCs, the more rewards

will be provided.





