
Module
3

Designing your game



    How can your questions address your themes?

Each game addresses a handful of local themes.

1

Themes from “What’s the Point” and “Philly 2035” include the following.

Transit         Housing                 Safety                 Environment            Employment



Create a list of themes of either Philly or Salem, and put this 
next to a list of mission topics. Explain or map how these 
themes are incorporated into each mission.

A handful of relevant themes are often woven together 
in each of the missions. 

At the same time, each mission is distinct, and together, they 
form a narrative. For example:

2      Crafting your narrative



Compare the game narratives, above, to the community 
themes you identified during module 2. Use any of these 
narratives structures in your game, or choose your own.

As you develop your game narrative, keep in mind: What do you 
want to teach players, and what do you want to learn from them? 
Begin to brainstorm resources that you’ll want to include in the 
challenge questions and trivia questions for each mission. 
InvestigInvestigating these resources at this stage can help spark specific 
ideas for challenge content later.

Different narrative structures are posted around the room. 
Students circulate, and consider pros and cons of each narra-
tive structure. Students either write comments below the 
posted narrative structures or they work in small groups to fill 
out a chart about each structure.

The teacher facilitates a discussion in which students share their 
thoughts about the narrative structures, and the class chooses one. 
This helps the class to outline the mission content, for which they may 
want to create a chart or table.



Each game has three missions; each mission has 
four challenge blocks; each challenge block has 
three challenge questions and one trivia question.

Each group explains to the class why the group represented their 
topic in this way and what they want to teach players and learn from 
players through the mission.

Find several resources that reflect each mission’s topic. 

Resources will ultimately deepen the players’ understanding of the 
mission topic, but during the game creation process, resources 
should also give the game creators direction and inspiration for 
developing challenge questions.

3      Create your questions and investigate resources
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 Challenge questions have three purposes:

     Drive conversation. Much more than simply a set of online survey 
questions with pictures, CPI is designed to  foster interaction and 
social learning among its players.  (see Figure 1 in appendix).

Generate useful data for planners and other stakeholders.

Educate diverse players about the planning topic and  
community perspectivescommunity perspectives. This diversity includes sub-groups and 
niche communities, e.g., a teenager may be familiar with just a dozen 
blocks around their home. Consider different literacy levels and 
common reference points, such as popular media and local events.



This is your chance to dig deeper into the mission topic you 
represented above. 

Pick two of the following question types: empathy, open response, 
mapping, and multiple choice. For each type, develop one challenge 
question, and describe what you want to teach the players and what 
you want to learn from them. You will find it useful to create a content 
spreadsheet to hold all the data for your questions - order, content, 
intended useintended use, type, and media. When working with partners, the 
Engagement Lab uses google sheets to organize all the game data.

Here are some ideas to get you started: To understand people’s 
global perceptions of the neighborhood, use a tour scenario or ask 
for a single word or image. 

Ask empathy questions to get people thinking from other 
perspectivesperspectives. Develop characters for empathy challenges based on 
common situations emerging from interviews and other research. 



To add focus, ask about how the area meets particular needs, or have 
players map local offerings. 

Use multiple choice questions to get direct feedback on public 
priorities. 

Here are some general factors to consider as you group your 
questions into challenge blocks and organize these blocks 
into a mission that engages the players with the issues and 
with each other.

There are several ways to organize questions into blocks. The first is by 
topic, such as housing, parks, or availability of necessary goods and 



Here are some general factors to consider as you group your 
questions into challenge blocks and organize these blocks 
into a mission that engages the players with the issues and 
with 
each other.

There are several ways to organize questions into blocks. 
TThe first is by topic, such as housing, parks, or availability of 
necessary goods and services. Sometimes, blocks can be 
more loosely connected. For example, in our “What’s the 
Point” game, about a neighborhood in Salem known as The 
Point, the challenges in one block follow this sequence:

WhWhat do you like about living and working here? How well 
do you think the city government of Salem is doing to meet 
the needs of people who live in the Point? What do you like 
least about living and working here?

As you group your challenge questions into blocks, build on 
understanding and experience within that block, and 
between blocks.

How well do you think 
the city government of 
Salem is doing to meet 
the needs of people who 
live in the Point?

services. Near the end of the first mission in the “Philly 2035” game, 
there is a block of challenges focused on transportation: how people 
cross the Schuylkill River, which runs through the city, what mode(s) of 
transit they prefer, and where they expect the worst traffic gridlock. As 
you group your challenge questions into blocks, build on 
understanding and experience within that block, and between blocks. 
Earlier questions often engage the players in reflecting on their own 
eexperiences, while later challenges ask players to make decisions. The 
first two challenge blocks of the Cape 2-0 game are a mix of light- 
hearted, simple questions about players’ favorite aspects of the Cape 
Cod region and heavier questions that help players understand the 
accumulation of pollutants in the regional water supply.

SometimesSometimes, blocks can be more loosely connected. For example, in our 
“What’s the Point” game, about a neighborhood in Salem known as The 
Point, the first challenge block of mission two follows this sequence:

To create an engaging rhythm for players, use a variety of 
question types within each block: Multiple choice and 
mapping questions elicit short answers, while empathy and 
open response questions typically require longer responses.

What do you like 
least about living 
and working here?

What do you like 
about living and 
working here?

How well do you think 
the city government of 
Salem is doing to meet 
the needs of people who 
live in the Point?



Consider the resources you found above, and write down your 
ideas about what other commedia resources, such as images, 
maps, and informational documents, will help bring these 
questions to life. 

In module 5, you’ll find or create all the necessary media. Schools may 
want to provide internet research time and/or use a gallery walk to help 
students brainstorm media.



Here are some examples of meaningful causes. What qualities 
do they have in common?

Winning causes from the Philadelphia game:

 

Winning causes from the Salem game:

Consider what you’ve learned so far about community needs, and 
identify projects that can be accomplished quickly, and with the 
funding you expect will be available. (A $100 cause looks different from 
a $500 cause.) 

Choose th



Winning causes from the Salem game:

Consider what you’ve learned so far about community needs, and 
identify projects that can be accomplished quickly, and with the 
funding you expect will be available. (A $100 cause looks different from 
a $500 cause.) 

Choose thChoose three to be pre-loaded into the game. If you’ve created other 
causes that you think have public appeal, then be sure to propose them 
during game play in your role as a player.

Module 3 Recap
            You've drawn on your community research to  
            create your game's narrative structure, com-
            plete with missions, challenge and trivia  
            questions, and initial causes. 

You've already begun looking for question resources, a key 
component of the game media that you'll develop in the next 
module.



Module 3 Appendix


