CIVICS
THROUGH

OVERVIEW

40-60MIN SESSION

Games and play build skills, and can
create experiences to help us apply
knowledge. Use this tool to design a
game or have learners design a game
of their own. It’s the pedagogical tool
you didn’t know you needed!

GETTING STARTED

There’s no “right” way to do this.
That’s what makes it such an ideal
activity for practicing creativity,
collaboration, critical thinking,
and problem-solving.

We advise giving a prompt, setting
some materials (recyclables
preferred) on atable, and giving
participants a timer (about 20
minutes) to work together to
create a game. Most groups are
able to come up with a prototype
in this amount of time. You'll be
amazed by what people create!

THE BASICS OF

GAME DESIGN OVERVIEW

e Audience

e Dynamics

e Mechanics
* Apply

e Story

e Goals

e Decisions
e Debrief

DESIGN A GAME SPRINT

AN ORGANIZER TO DESIGN YOUR GAME

DIRECTIONS

1) Review the basics of game design by reading the
article below and going through the following
pages.

2) Provide participants with a prompt and a time
limit to begin the prototype session. People do not
need to fill out all the boxes in this organizer. They
are there to help guide thinking. What’s important
is to draw or build your prototype and to explain
how the game might work.

3) Let groups debrief on what they learned from
this game sprint experience!

PROMPT IDEAS

ASK PARTICIPANTS TO DESIGN A GAME AROUND:

¢ “How to citizen” e Money Matters

e Patternsin History e Climate Action

¢ Media literacy * Imagination Factory

e Future Designers e Understanding our
community

READ MORE ABOUT GAME BASED
LEARNING IN CIVICS

Game-Based Learning in Civics

Teachers can use games, bath physical and digital, to help stedents build
a foundation for understanding complex content



BRAINSTORM YOUR GAME

TAKE NOTES AND THINK THROUGH THE DESIGN AND OBJECTIVES OF YOUR GAME

Audience Story

Establish who the players are (e.g. Implement relevant content to
demographics, experience levels) create meaningful worlds, roles,
and timelines

Goals Dynamics

Clearly define the objective for Skills that players must

players and set aside time for demonstrate to be successful and
processing improve at the game




BRAINSTORM YOUR GAME

TAKE NOTES AND THINK THROUGH THE DESIGN AND OBJECTIVES OF YOUR GAME

Mechanics Decisions

Building block elements of a game Provide a series of choices that
that players must navigate to play reveal player values and
interpretations

“_ Very important!

Debrief Apply

Provide a series of choices that Take notes on your first trial run to

reveal player values and iterate and inform the next round
interpretations







