
Thinking…outside the box



Serious Games are Designed to
• Educate

• Train

• Inform

• Analyze

• REVEAL KNOWLEDGE
(remember this for later)

In an engaging, experiential manner



(Some) Serious Game Types
• BOGSAT
• Scenario Game
• Matrix Game
• Simulation
• Roleplay
• Kreigsspiel
• Rigid

• Hybrid Games



Serious Games have 2 basic requirements

1. A quantifiable outcome
A specific goal for the player(s)
Educational or revelatory

2. Two rules systems
1. Rules that define the construction set of the game
2. The playing rules



Playing by the rules
The playing rules and conditions a player must meet 
in order to reach the goal (successfully or not)

What defines the core of the game

The reason for the game



Highly Suggested Reading
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How to design a GAME

1

Think of an 
idea for a 
game

2

Try it out 
(seriously!)

3

Figure out 
what is wrong 
with it, 
and change it 
to make it 
better.

4

Return to 
step 2

Idea

Test

Refine

Feedback 
Feedback 
Feedback

If only it were just that simple…



The  Design
Triad

Cognition

Interface Engagement





The Game Designer’s Secret



The Design 
Toolbox

Start all designs with a sketch
Save time and effort



Toolbox



Who, What, Where, When, Why, How?

Who: Facilitator, Referee, 
SME

Players

What: Conflicts

Politics

Budgets

Almost any subject

Where: Anywhere with a 
table and chairs

When: Can be ready in a 
matter of hours (or 
quicker)

Why: Low Cost

Fast

Accessible

How: That’s what we’re 
here to learn



Colour Conventions
Note: A convention, not an absolute

ex: Softwood lumber trade dispute
Non-kinetic, peaceful dispute, but wargame ID conventions can still make sense

• Blue: the protagonist Canada
• Green: Ally Canadian Producers

US buyers
• Red: Primary Antagonist USA

Ally US Softwood lumber 
producers

IGO, NGO WTO
• Black: Non State Actor Greenpeace



Estimative Probability



Dice Based Probabilities
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Simple Combat Resolution Using Dice
If we need a conflict model, 
we will default to a SCRUD 
model with quality 
modifiers



The 
Experience

•What experience do I want 
the player to have?

•What is essential to the 
experience, and goal?

• How can the game best 
capture that essence?

Stop thinking about the game

Start thinking about the player



Endogenous 
Value

• What will players value in the 
game?

• How can I make relevant issues 
more valuable to them?

• Identify the specific 
relationship between value in 
the game and player 
motivations.

Think about players’ feeling 
about the game, rules, goals, 
objects, and items.

Do no harm!



Problem 
Solving

•What problems does the 
game ask players to solve?

• Are they the right questions?

•What hidden problems may 
arise as part of gameplay?
(and is this a good thing?)

Serious games address and 
solve problems

Think about the problems 
being solved



Problem 
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Game Design: The Brief*

The Basics
• Who
• What
• Where
• When

• Why
• How
• How much
• How many
• How often

Define
• Project 

Objectives
• Specific goal

• Desired Results 
& Vision
• The output

• Target 
participant
• Players
• SME pool

• Modality
• Physical
• Digital
• Hybrid

• Project Voice
• Thematic feel

• Success Criteria
• How will 

success be 
judged

A good brief is the best 
predictor of success



Game Design: Scenario

The Basics
• Who
• What
• Where
• When

• Why
• How
• How much
• How many
• How often

The Scenario sets the 
scene

Define
• Pertinent roles
• Necessary
• Ancillary
• Protagonists
• Antagonists
• Define what 

they do well 
(and don’t)
• NPCs?

• Setting
• Geographic?
• Culture

• Organizational 
culture is often 
more pertinent

• Scenario 
Specific Effects
• Define 

Relationships
• Time Frame
• Flesh it out



Game Design: The Model

The Basics
• Who
• What
• Where
• When

• Why
• How
• How much
• How many
• How often

The Model defines the 
world

Define
• The Interaction

• Player-Game
• Player-Player
• Facilitator-Game
• Clear judging 

algorithm

• What actions can a 
player take
• How does the player 

know what to do?
• How are actions 

adjudicated?*

• What choices will a 
player make?
• What choices can a 

player make?
• Is there a model?

• Research

• Can you define a 
reasonable model?
• Mathematical 

algorithm?
• Action-Reaction?

• Time Frame



Game Design: Research

• Familiarity with the topic is essential*
• The brief: Defined parameters with principals
• Then determine what they actually want☨

• Research
• Setting
• Roles

• Doctrine
• Real World Mechanics



Game design vs research paper work cycle
An adaptation of Rex Brynen’s work
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