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Games for Change

Part I
Due in-class on 4/9

Part II
Due in-class on 4/16

Part III
Due before class on 4/23
The goal of this assignment is to create a game that will improve QU or our larger community in some way.  For example, you could address a problem on campus, teach students something they aren’t learning, or even address something bigger like global warming or recycling.  Designing a fun game is a challenge; designing a fun game that will make a positive impact is even harder.  Be prepared!

You may pick any topic; the class will brainstorm a list of possible topics to help get everyone started.

To bring about the change you desire, the players of your game could include QU students, faculty, staff, and/or administrators.  Remember that playing a game is a voluntary activity, so the players must actually want to play.  Think about the target players of your game, and design accordingly.
If you have an idea for a game that requires or would benefit from material supplies, you may request funding (yes, real money) for your game during your presentation in Part I. The professor will grant funding to worthy ideas, as budget allows.

Part I – Research and Your Game Idea (3000 points)
For Part I, you will research your chosen topic. You must be able to answer these questions:

1. Why does this problem exist?

2. What are the indirect causes of this problem?

3. What solutions have already been tried, if any?

4. Who can fix or improve this problem? Why haven’t they already done so?

5. What are at least 10 different game or non-game ways we could address this problem? Hint: To answer this question accurately, you need to know why the problem exists in the first place.
In class on 4/9, you will present your research to the class, with at least one game idea to address the issue you picked. Your presentation should include:

· Your chosen topic
· A summary of your research, including answers to the 5 questions above

· A rough description of your game idea. Consider:

· Who are the players?

· How will playing this game fix or mitigate the issue?
Your presentation should be ~4 minutes. The class will give you feedback on your idea.  Once you present your idea to the class, you are free to change it based on feedback and future playtesting.
Part II – Playtesting (3000 points)
On 4/16, you must bring a working prototype of your game to class, including written rules and other parts that are needed to play. We will playtest together in class. If your game isn’t playable in class due to the topic you picked, your playtest group will read your written rules and give you feedback, even without playing your actual game.

Part III – Final Game (6000 points)
Before the Final deadline, you will need to playtest your game at least 5 times. Playtesting in class counts toward that goal.

Before class on 4/23, send your final game and supporting materials to the professor via
e-mail.  Include the following items:

1) Your research notes, including answers to the 5 research questions in Part I.

2) Notes from your brainstorming, or whatever process you used to get to your game idea.

3) A photograph or video of the game being played.
4) Written analysis of each of the playtests you conducted (note dates and times, and who played – even if it is just you), and the revisions you made.

5) A final set of rules, and the game itself. Put any non-digital game parts in a container.

6) A written analysis of the real impact of your game. Was there some change in the world, even a little bit, because people played your game?  Note: Be honest here. It’s hard to fix real-world problems, but even small changes can have a cumulative effect.

Original assignment designed by Professor Ira Fay.
