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EXECUTIVE SUMMARY 

Ready, Set, Go…A GBL Workshop is a course designed to educate K12 participants on 

the basics and merits of integrating game-based learning into the curriculum. The focus 

of the course aims to demonstrate to educators what GBL is, while seeking to dispel 

preconceived notions and establish what it isn’t. Game-based learning isn’t just “skill and 

drill” games incorporated as an addendum to a lesson or as a way to test rote 

memorization after a learning unit. True game-based learning actively engages students 

in goal-directed, motivating tasks that are designed to encourage the application of skills 

and knowledge, embolden the valuable learning process of trial and error, and deliver 

immediate feedback which elicits student response. Game-based learning is naturally 

motivating to students, but it also provides opportunities to immerse our participants in 

relevant and authentic active learning experiences in which critical thinking, problem 

solving, and collaboration occur naturally and instinctively as part of the gaming process. 

While game-based learning and its positive educational value can be done through more 

traditional methods, the emphasis of Ready, Set, Go directs our educators to the ways 

21st century technology amplifies the opportunity for GBL integration and acts as a further 

impetus for today’s tech-minded students. 

The following content will be presented to K12 participants over the course of a two-day 

workshop: 

• Background on game-based learning: facts, concepts, and principles 

• Examples of games that can be integrated into GBL 

• Instruction on assessing games and their effectiveness as components of GBL 

• Authentic opportunity for designing a learning unit that incorporates GBL 

• Training on evaluating student learning through the GBL process 

• Guidance through the game design process. 

The intended audience is all certified educators, kindergarten through 12th grade, in 

attendance at the district mandated professional development workshop. The district has 

invested in a 1:1 technology environment and seeks to increase technology integration 

that is worthwhile, relevant, and promotes higher order thinking and student collaboration. 
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RESPONSIBILITIES 

Each team member was responsible for a specific goal of the project which included 
identifying learning objectives, learning experiences, instructional strategies and 
materials for the training. All members contributed to feedback to other members 
responsible for specific components of the project. 
  

Name Role Contributions 

Hao He Project Manager 

Goal 4 
Needs Assessment 
Contextual Analysis 
Instructional Strategies 
Implementation Plan 
Edit document theme/format 
Organize meetings 

Debra Bradley-Cullom Team Member 

Goal 1 
Needs Assessment 
Formative Evaluation  
Summative Evaluation 
Types of Learning Experiences 
Instructional Strategies 
Sample PPT Presentation 
Proofreading, Edit  

David Oliver Team Member 

Goal 2 
Broad Goals and Big Ideas 
Learning Objectives 
Formative Evaluation 
Instructional Strategies 
Proofreading 

Erica Wheeler Team Member 

Goal 3 
Executive Summary 
Needs Assessment 
Task Analysis 
Formative Evaluation 
Learner Analysis 
Instructional Strategies 
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DESIRED RESULTS 

Broad Goals and Big Ideas  

With the ever changing world of technology in the 21st century it is important to 
incorporate these new technologies into our education system. Learning is more than just 
memorization. It is acquiring skills and a thought process to respond appropriately under 
pressure in different situations. Game-Based Learning can simulate for the student real 
world problems, the skills to think, solve complex problems, and interact critically through 
language and media. 
 
Our workshop is designed to spark a passion in participants to integrate technology 
involving a game-like approach to learning into the classroom. We want to support 
participants and help them create for their students a desire to learn in compelling new 
ways.  
  
This two-day workshop for classroom participants, K-12, is designed to teach the 
foundations of Game-Based Learning (GBL). The workshop will convey facts, concepts, 
principles, rules, and procedures of how to integrate GBL into the classroom.  
 
In the two-day workshop our participants will increase their knowledge through engaging 
presentations that includes modeling of GBL applications. Upon leaving the workshop 
participants will have ideas on ways they can use GBL in their classrooms. 
 
The two-day workshop is designed to meet the following goals: 
  

 Goal 1: Participants will demonstrate knowledge of facts, concepts, and principles 
of game-based learning. 

 

 Goal 2: Participants will assess games that can be used in GBL. 
 

 Goal 3: Participants will evaluate a learning unit that incorporates a game that will 
be used for learning and assessment. 

 

 Goal 4: Participants will create a game to use in their classroom. 
 
 

Learning Objectives  

Based on our Broad Goals and Big Ideas, we identified and used the following Learning 
Objectives to develop our workshop. Participants that attend our workshop will be capable 
of demonstrating the following goals: 
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Goal 1: Participants will demonstrate knowledge of facts, concepts, and principles 
of game-based learning.  

1-1 Referencing the presentation, participants will identify how GBL can enhance 
learning in their classrooms, citing two examples using TweetDeck. 

 

1-2 While playing a game in cooperative groups, participants will discover necessary 
components of successful games listing at least four components on chart paper. 

 

Goal 2: Participants will assess games that can be used in GBL.  
2-1 Following the two-day workshop, participants will accurately assess games that 

can be used in GBL using the rubric provided. 
(http://www.csus.edu/indiv/k/kaym/rubric/edgamesrubric.html) (Appendix B. 3-2) 

 

Goal 3: Participants will evaluate a learning unit that incorporates a game that will 
be used for learning and assessment.  

3-1 Following the two-day workshop, participants will evaluate a learning unit that 
incorporates GBL with 100% accuracy.  

 

Goal 4: Participants will create a game to use in their classroom.  
4-1 Following the two-day workshop and demonstration, participants will create a 

completed game to use in their classrooms containing 90% of the  criteria listed 
in the assessment rubric. (Appendix B. 3-2) 

 

Needs Assessment 

Work Place Description 
The Assistant Superintendent for Academic Services, Executive Director of Technology, 

and Director of Educational Technology, with funding from the Board of Education, are 

planning professional development opportunities to support the meaning integration of 

technology in the classrooms. The professional development plans include a two-day 

workshop on Game-Base Learning (GBL). The school district has a 1:1 technology device 

model; all students in the district are assigned the use of tablets or laptops to use at school 

and at home.  

 

Performance Problem Description 
From the initial contact, the Director of Educational Technology stated participants limit 
the use of technology to substitute or modify traditional learning activities. Some 
participants also incorporate augmentation activities using technology, but redesigning 
learning activities using technology is seldom observed. GBL is classified as technology 
integration that redesigns the learning experience. The district’s Board of Education and 
Executive administrators would like to increase professional development opportunities 
that builds successful uses of technology which have empirical evidence of enhancing 
the students’ mastery of standards. 
 

http://www.csus.edu/indiv/k/kaym/rubric/edgamesrubric.html
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Approach 1: Survey 
A survey will be electronically distributed to participants from elementary, middle and high 
schools across Missouri. The survey will ask questions around participants’ knowledge 
and interests in game-based learning and whether they would like to attend a short term 
workshop about game-based learning and how to design such a learning environment. 
The minimal expected number of responses in the survey is 200. (Appendix A. 1-1) 
 

Approach 2: Face-to-Face Interview 
A face-to-face interview will be conducted with both the Executive Director of Technology and the 
Director of Educational Technology, using the following Interview Protocol. Notes will be taken at 
the interview and may be recorded. The interviewer will call both respondents to establish a date 

and time for the interview. (Appendix A. 1-2) 
 
 

Task Analysis 

Topic Analysis 

Goal 1 – Participants will demonstrate knowledge of facts, concepts, and principles 

of game-based learning.  

I. What is GBL? 

A. Game-based learning is defined as a game that is played that has defined learning 
outcomes. (Shaffer, Halverson, Squire, & Gee, 2005) 

B. James Paul Gee, an expert in GBL has identified thirteen principles of GBL.  

C. Gamification is the use of game elements in the classroom to motivate 
performance tasks. 

II. Why use GBL? 
A. Cognitive Benefits. 

1. Situated learning – information is provided when needed and games can mirror 
real life. 

2. Transfer of Learning – students can apply knowledge to new situations that 
they might find outside their classrooms. 

3. Scaffolding – as students become more proficient at the game, supports are 
removed. 

4. Dynamic Assessment – playing a game provides ongoing assessment of the 
students’ knowledge or skills. 

5. Representation of Information - play encourages symbolic thinking by allowing 
students to develop multiple  representations of the same object. 

6. Gestures and Movement – perceptual motors skills enhance learning. 
B. Behavioral Benefits 

1. Intrinsic Motivation – games provide a student a way to “satisfy innate 
psychological needs for competence, autonomy, and relatedness.” (Plass, 
Homer, & Kinzer, 2015) 

2. Values and Interest – students that feel a game is interesting and relevant are 
more likely to achieve the learning outcome of the game.  
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Achievement and Related Goals – students develop both mastery goal orientation and 
performance orientation goals when playing games. (Sample PowerPoint Presentation: 

Appendix B. 3-1) 
C. Affective Benefits 

1. Emotional Design – games can be designed to generate emotions (confusion, 
empathy) that enhance learning. 

D. Sociocultural Benefits 
1. Activity Theory – artifacts and changes in games requires sociocultural 

interactions between students. 
2. Social Context of Learning – games allow student to become part of and 

participate in a community. 
3. Participatory Learning Culture – social engagement extends beyond that of the 

games and can influence sociocultural interactions outside the classroom. 
4. Social Aspects of Agency – students can act individually, influence others and 

act collectively in game play.  
III. Anatomy of a Game. 

A. Each game must contain necessary components in order to be successful. 
1. Objectives 
2. Rules 
3. Goals 
4. Feedback 
5. Interaction 
6. Navigation/Layout 
7. Challenge 

 

Goal 2 – Participants will assess games that can be used in GBL. 

I. Assessing Game-Based Learning for the Classroom 
A. What Is Assessing (Astin, et al., 1992) 

a. Assessment is not an end in itself but a vehicle for educational 
improvement. Assessment is most effective when it reflects an 
understanding of learning as multidimensional, integrated, and revealed in 
performance over time. 

b. Assessment works best when there are clear, and explicitly stated 
purposes. Assessment is a goal-oriented process. It entails comparing 
educational performance with educational expectations. 

B. Best Practices for GBL 
Research is relatively new for GBL and there are currently no guidelines that 
exist for conducting these types of studies.  
a. Expert interviews are considered appropriate for defining best practices for 

standardized evaluation from both experimental research in psychology and 
pedagogy. (All, Castellar, & Looy, 2014) 

b. Closely related to psychological and educational assessment of games is 
the requirement for adequate and immediate feedback while playing a 
game. Any type of feedback provided to the learner within a game-based 
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learning environment presupposes a reliable and valid educational 
assessment. (Eseryel, Ifenthaler, & Ge, 2012, p. 164) 

C. Assessing Games for GBL 
1. Play Testing (McDaniel & Telep, 2009) 

a. Play the game before you introduce it to your students. 
b. Test often for playfulness as well as for instructional soundness.  

2. Three Types of Assessing (Eseryel, Ifenthaler, & Ge, 2012, pp. 165-167) 
a. Game Scoring 

1. Focus on targets achieved or obstacles overcome while playing the 
game. 

2. Time needed for completing a specific task. 
b. External Assessing 

1. It is not part of the game-based environment.  
2. It is done before, during, and after the game. 
3. It is done through interviews, knowledge maps, or causal diagrams, 

and test scores based on multiple-choice questions or essays. 
c. Embedded or Internal Assessment 

1. Is part of the gameplay and does not interrupt the game. 
2. Another embedded assessment technique is information trails, which 

is a series of event markers deposited within any game at certain 
intervals over a period of time. 

D. When to Assess (Rufo-Tepper, 2015) 
1. Assessment During Gameplay 

a. Walk around and question students and/or groups about the game, what 
their learning, and any struggles their having. 

b. Watch and take notes on whether you observe desired skills. 
2. Assessment After Gameplay 

a. Assessment in gameplay can destroy the fun factor. 
b. Ask the students to model something that they learned in the game. 
c. Ask them to write about what they learned. 
d. Ask the students to recreate a scenario that was in the game, and have 

discussions about what they learned from the game. 
E. Assessment Rubric 

1. California State University Sacramento’s comprehensive rubric for game 
assessments. (Appendix B. 3-2) 

 

Goal 3 – Teachers will evaluate a learning unit that incorporates GBL 

I. Key considerations in a learning unit that integrates GBL  
A. What learning standards will be addressed? 
B. What is the game’s role in content delivery? 

1. Game follows content instruction 
2. Game includes content instruction 
3. Game assesses content mastery  
4. Game’s role is a combination of two or more of the previous three 

C. What type of game is appropriate for instruction/assessment of the learning 
standard? 
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1. Game style 
a. Flashcards, game show competitions, sports games 

i. Appropriate for content assessment of facts, memorization, association 
b. Role play games 

i. Appropriate for content assessment of judgment, behaviors, language, 
communication  

c. Strategy games 
i. Appropriate for content assessment of judgment, processing  

d. Puzzles 
i. Appropriate for content assessment of reasoning, creativity 

e. Simulations 
i. Appropriate for assessment of theories, judgment, processing 

2. Player options 
a. Single player 

i. Appropriate for individualized assessment of content mastery 
b. Multi-player 

i. Appropriate for assessing communication and interpersonal learning 
standards 

3. Teacher’s role 
a. Game facilitator/guide 
b. Student self-paced 

D. How will the game be acquired or developed? 
1. Existing platform 

a. Are the necessary technical requirements already in place? 
b. What is the associated cost? 

2. Teacher created 
a. Are appropriate resources (software) available? 
b. How much time will be necessary for development and creation? 

 
Goal 4 – Participants will create a game to use in their classroom. 
I. The Design Process of Game Creation 
A. The Design Process of Game Creation 
 1. Develop your game components. 

a. Objectives 
b. Rules 
c. Goals 
d. Feedback 
e. Interaction 
f. Navigation/Layout 
g. Challenge 

B. The development process of game creation using Augmented Reality Interactive  
 Storytelling - http://www.arisgames.org/ 
 1. Create an account. 
 2. Create a game. 

a. Create new game. 
b. Create plaques. 

http://www.arisgames.org/
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c. Create a badge. 
d. Create conversations. 
e. Write the dialogs for conversations. 
f. Add media. 
g. Create a trigger. 
h. Move your plaque and conversation. 

 3. Test your final design 
 4. Publish your game. 
 

Procedural Analysis 
The workshop will progress over two-days of a week-long professional development. 
Because there are specific needs of grade-level, content area, and support staff 
participants, two Ready, Set, Go…Game-Based Learning workshops will take place. The 
workshops will be attended by PreK-5th grade participants on days 1 and 2 followed by 
grades 6-12 participants on days 3 and 4. A procedural analysis has been developed 
according to the Goals 3 and 4 of the GBL workshop. (Appendix B. 3-3 and Appendix B. 
3-4) 
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EVIDENCE OF ACCEPTABLE RESULTS 

Formative Evaluation 

Formative evaluations will be conducted throughout the development of the workshop. 
These evaluations will continue if the Ready, Set, Go….GBL design plan is used beyond 
its original intent. It is important to collect information that will allow us to continue to 
develop the workshop that presents the information efficiently and in ways that will 
produce the effective changes in the participants. The formative evaluation will explore 
answers to the following key questions.  
 
Key Questions 

1. Does the workshop disseminate the knowledge and skills necessary for the 
participants to apply GBL?  

2. Does the workshop provide participants with appropriate tools to design, create 
and assess a game for game-based learning?  

3. Does the arrangement (time, schedule, accommodation, forms of instruction, etc.) 
of the workshop appropriate to all participants? 

4. Is the instruction and learning environment appropriate for the instructor, 
assistants, and all participants?  

 
Approach 1: Subject Matter Expert Review 

The Subject Matter Expert (SME) will be asked to elaborate on the content of the 
workshop. The SME will be asked questions to clarify concepts, procedures, and 
performance objective to ensure effective and efficient learning outcomes. Details of 
procedures and questions used with the SME can be found in Appendix A. 2-1. 
 
Approach 2: Participant Survey 

Participants of the workshop will be elicited for feedback regarding the content and 

comprehensiveness of Ready, Set, Go: A GBL Workshop. Do they feel equipped to 

integrate game-based learning into the curriculum as a result of their participation in the 

workshop? This formative assessment can be used as part of a focus group prior to 

implementation of the workshop with the entire school district or at the completion of 

Sessions 1, 2, and 3 of the district-wide workshop as feedback for improving on the 

instruction for subsequent workshops. Please see Appendix A. 2-2 for detailed 

information.  

 
 

Summative Evaluation 

Summative evaluations will be conducted to assess the outcomes of the 2-day workshop. 
A survey will be distributed to the participants as they exit the workshop to assess their 



Hao, Debra, David, & Erica  9471 Instructional System Design 
  Group Project: Game-based Learning Workshop 

Page 11 of 53 

perceptions of whether goals of the workshop were met. Workshop participants and 
district administrators will provide their responses through electronic surveys, interviews. 
Questions will be written to assess the four overall goals of the workshop and the optimals 
established in the needs assessment.  
 
Key Questions 

1. Have participants gained necessary knowledge and skills of GBL and how to apply 
it in classrooms? 

2. Have participants understood how to assess and evaluate GBL? 
3. Will participants apply GBL in their classrooms in the future? 
4. How are participants’ memorization and application levels of GBL immediately 

after the workshop?  
5. How are participants’ memorization and application levels of GBL a long term after 

the workshop? 
 
Approach 1: Workshop Survey 

Participants will be asked to complete a survey before leaving the workshop to collect 
data on their perceptions of whether the workshop met the 4 goals of the workshop. The 
survey will be a paper/pencil survey. To assure anonymity, participants will place their 
completed surveys on tables as they exit. (Appendix A. 3-1) 
 
Approach 2: Electronic Survey 

Participants that participated in the workshop will complete an electronic survey at 3 
months and 7 months, post workshop. Both surveys will be used to assess immediate 
outcomes of the workshop and the goals of GBL implementation established by district 
administrators. Data from the 7-month post workshop schedule will be used to determine 
how GBL in the classroom compares to district expectations detailed in the needs 
assessment. (Appendix A. 3-2) 
 
Approach 3: Interview 

Four months after the workshop the instructional designer and the workshop facilitators 
will interview the district’s Director of Educational Technology and principals from one 
elementary, middle school, and high schools to review perceived outcomes of the 
workshop and how these outcomes lead to the optimals determined in the needs 
assessment. The interviewers will provide lunch for the interviewees prior to conducting 
the interview. (Appendix A. 3-3) 
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LEARNING EXPERIENCES AND/OR INSTRUCTION 

Learner Analysis 

The professional development workshop will combine instructor-led instruction with hands-
on application of the strategies, programs, and/or websites being introduced. The following 
learner analysis helps provide a clear picture of the expectations and incoming knowledge 
of our teacher participants, thereby reducing possible frustrations for the workshop 
presenters and optimizing the learning opportunities for our participants. Additionally, the 
contextual analysis helps to establish the environmental factors that workshop presenters 
can expect, thereby allowing them to plan and adapt the instructional accordingly.  
 
Assumed Outcomes of Learner 
 The school district is building the GBL workshop into the professional development 

calendar and requires participation for all certified educators. 
 All workshop participants are certified educators working for the same school district.  
 All participants have school-issued laptops for use during the training.  
 Most participants have not received any prior training in GBL. 
 All participants have technology readily available to use in their classrooms (teacher 

laptop, 1:1 student devices). 
 Participants are divided in their motivation for attending PD about GBL. Some are 

interested in learning new ways to integrate technological tools into their curriculum; 
others are only motivated to attend because attendance is mandatory. 

 Technological skill of the participants varies, but most have the necessary knowledge 
and skill to complete the tasks set forth during the workshop. 

 Participants are highly in favor of having future support in implementing GBL beyond 
the workshop experience.  

 

Orienting Context Data Collection for Information 

Learner Factors 

How long have participants been teaching? 
(background) 
 
What level of technological skills do the 
participants possess? Can they 
independently use a computer for accessing 
the Internet? (background/education) 
 
What types of technology do the educators 
(participants) currently integrate into their 
curriculum? (background/attitude) 
 
What is their attitude toward new 
technologies/teaching strategies? (attitude) 

Learner (educator) forced answer 
survey 
 
Learner (educator) open answer 
survey 
 



Hao, Debra, David, & Erica  9471 Instructional System Design 
  Group Project: Game-based Learning Workshop 

Page 13 of 53 

 
What previous knowledge of GBL do the 
participants possess? 
(background/education) 
 
Do the educators (participants) currently 
integrate games, technology related or 
traditional, into their teaching strategies? 
(background) 
 
Do participants see the integration of GBL 
as a positive and value-added component to 
a classroom environment? (attitude) 
 
 

 

Instructional Context Data Collection for Information 

Learner Factors 

How will the workshop address a wide 
range of educational experiences/learning 
preferences of the participants?  
 
What supplemental resources would be 
useful to the participants to guide them 
through the workshop and aid them in 
integrating GBL, post workshop? 
 
Are the participants motivated to engage in 
self-paced instruction? 
 
Will there be extension materials/activities 
planned for participants with preexisting 
knowledge and integration of GBL? 
 

Learner (educator) interview and/or 
forced answer and open ended survey 
 

 

Transfer Context Data Collection for Information 

Learner Factors 

What kind of support will the participants 
need in addition to the workshop after its 
conclusion? 
 

Learner (parent) forced answer and 
open-ended survey 
 
 
 



Hao, Debra, David, & Erica  9471 Instructional System Design 
  Group Project: Game-based Learning Workshop 

Page 14 of 53 

Are there participants among the staff with 
adequate experience in GBL to act as an on-
site resource for their colleagues following 
the workshop’s conclusion? 
 

 

 
 

Contextual Analysis 

Type of the Workshop: Instructor-led Training Session 
 
The Ready, Set, Go…Game-Based Learning (GBL) program is a two-day workshop 
designed to help participants from elementary, middle and high schools to learn concepts, 
principles, and design methods of how to build a game-based learning environment, and to 
master basic skills of how to create a game-based learning activity.  
 
This two-day, face-to-face workshop will take place in a classroom on the University of 
Missouri Campus.  A lead facilitator and several assistants will be available to provide 
essential support in order for the participants to leave the workshops with the desired 
knowledge and skills. The workshop is designed to accommodate, 10-15 participants. 
Laptops and iOS devices will be provided for participants.  
 
During the workshop, possible problems include the participants’ adjusting for the 
differences in background experiences with GBL, navigating the diversity of technology 
experience amongst the participants, internet connections, and device problems. In these 
cases, an instructor-led training will be of great help and can solve problems the first time.  
 
The contextual analysis is based on following assumptions:  
 The participants are interested in and value GBL and therefore, willing to apply the 

knowledge and skills from the GBL workshop to their classroom teaching strategies.  
 Participants have little experience with GBL and need an expert facilitator to teach them 

how implement GBL in their classrooms.  
 The workshop organizers have all the resources and appropriate personnel to provide 

a GBL workshop for school participants which will encourages them to apply what they 
will learn from the workshop.  

 The location for the workshop is fully equipped with appropriate the number of digital 
devices with the necessary applications and high speed access to the Internet.  This 
hardware will support the expected GBL workshop.  

 The Director of Educational Technology will oversee technical connection needs during 
the workshop. 

 The workshop presenter will be available following the workshop for support via email. 
 The Director of Educational Technology, as well as other building administrators, will 

follow up with participants regarding their use of GBL in their classrooms and are 
interested in establishing some form of ongoing collaboration between participants to 
continue to share ideas and experiences with GBL. 
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Orienting Context Data Collection for Information 

Immediate Environment Factors 

What is the schedule for the workshop? 
 
How far will participants have to travel for 
the workshop? 
 
 

Survey: participants 
 

Impression from participants’ work contacts 
on a GBL instruction 

Survey: participants’ colleagues 

How much support do participants have in 
their school? 

Phone interview: administrators of 
participants’ schools and/or district 

Are the participants’ students interested in 
GBL? 

Survey: participants’ students 

Where will the workshop be held? Site 
considerations: 

• Is there adequate space for the entire 
staff to be served at once? 

• If not, will multiple presenters be 
necessary to serve entire staff at 
once or will it be possible to present 
workshop on multiple occasions? 

Is there adequate technology on site? 
Technology considerations not yet 
addressed: 

• Is a 1:1 or 2:1 device ratio possible? 

• Will participants use district provided 
devices common to all participants? If 
yes, what type of device is it (laptop, 
Chromebook, iPad, etc.)? 

• If personal devices are used, what 
types will be present at the workshop 
(laptop, Chromebook, iPad, etc.)? 

• Is there a projector or interactive 
whiteboard for the presenter’s 
computer/device to be displayed to 
participants? 

• Will Internet capabilities be adequate 
for the entire class to be connected? 

 

Interview: Director of Educational 
Technology 
 



Hao, Debra, David, & Erica  9471 Instructional System Design 
  Group Project: Game-based Learning Workshop 

Page 16 of 53 

Organizational Factors 

What is the budget for the workshop? 
 
How much time will be allowed to conduct 
the workshop? 
 
Are the district’s GBL experts (SME) 
available for the workshop? 

Interview: the workshop organizer 
 

What is the budget for the workshop? 
 
Will the workshop be held during already 
established professional development time 
or will special PD sessions be created? 
 
Will participants be released from duties, 
allowed a substitute, etc. to allow 
attendance at the workshop? 
 

Interview with Director of Educational 
Technology 
 

 

Instructional Context Data Collection for Information 

Immediate Environment Factors 

The size and seating of the classroom for 
the workshop.  
 
The lighting, noise-proofing, and 
temperature of the classroom.  
 
The speed and stability of the Internet 
access of the classroom.  
 
The number of laptops and iOS devices 
that can be provided for participants.  
 
The whiteboard, markers, projector, and 
large-screen display device in the 
classroom.  

Interview: the workshop organizer 
Field visit: the classroom and its 
owner (a hotel, school, university, 
training center, etc.) 
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Do the handouts support the learning?   
 
How will the participants perceive the game 
platform that will be taught?  
 
Will other instructors be available to 
support the facilitator?  
What role will the instructor be in the 
workshop? 
 
What will the syllabus and schedule of the 
workshop be? 
 
What will the time span of each 
part/unit/module be? 
 
What kind of teaching culture will the 
instructor adopt? 

Interview: the workshop organizer 
 

Interview: the workshop organizer 
 

What is the expectation of participation 
from district administration, mandatory or 
optional? 
 

Interview: Director of Educational 
Technology 
 

Organizational Factors 

The workshop organizer’s attitude to the 
training program. 
 
Time allowance by the workshop organizer. 
 
The availability of the instructors and 
assistants from workshop organizer. 
 
The support of knowledge and skills from the 
workshop organizer. 

Interview: the workshop organizer 
 

How will feedback from participants be 
collected in regard to the helpfulness and 
utility of the workshop?  
 
Will there be follow-up professional 
development planned to further the 
knowledge and integration of GBL beyond 
the initial introduction workshop? 
 

Interview: Director of Educational 
Technology 
 
 
 
 
 
 
Interview: workshop presenters 
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Will workshop presenters be available to 
participants post workshop for support via 
email or other means of communication? 

 

Transfer Context Data Collection for Information 

Immediate Environment Factors 

2-4 actual game design and creation tasks 
to practice what participants learn from the 
workshop. 
 
Are there an appropriate number of sample 
games for participants to review what they 
learn and trigger new ideas in their actual 
work? 
 
How will the facilitator encourage 
participants to apply what they learn from 
the workshop in their classrooms?  

Interview: the workshop organizer 
 

Will participants encourage each other to 
adopt GBL? 

Survey: participants 

When/how soon can educators implement 
the GBL resource created in the workshop 
in their classroom?  
 
Is there a means for staff to connect to one 
another and share ideas and experiences 
regarding the use, implementation, 
troubleshooting, or extension ideas for GBL 
integration – PLC meetings, staff meetings, 
scheduled chats or Google Hangouts? 

Learner (parent) forced answer and 
open-ended survey 
 
 
 
 

Organizational Factors 
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Expectation of this workshop by its 
organizer. 
 
Expertise and skills support from the 
instructor and assistants 
 
The instructor’s recognition to participants’ 
learned knowledge and skills from the 
workshop.  
 
The instructor’s incentives for participants to 
transfer what they learn from the workshop to 
actual teaching.  
 
What effect will the knowledge and skills 
from the workshop reach? 

Interview: the workshop organizer 
 

Are district supervising administrators 
expected/willing to follow up with educators 
regarding their use/integration of GBL in the 
classroom? 
 

Interview: Director of Educational 
Technology 

 
 

Types of Learning Experiences and Instructional Strategies 

Just as care and consideration is given to meeting the instructional needs and learning 
styles of school-age students, we must also attend to the learning needs of our educators. 
Therefore, the two-day professional development workshop introducing the staff to game-
based learning will provide our participants with exposure to a variety of instructional 
strategies. The workshop instructor will serve as leader and facilitator as they incorporate 
lecture, demonstration, guided practice, and self-paced opportunities for creative, hands-
on exploration for the workshop participants. In addition, to the instruction and support 
provided directly by the workshop facilitator, participants will be provided with handouts 
for specific learning objectives will be covered using one of the aforementioned 
instructional strategies over the course of two days allotted for instruction. The GBL 
workshop will be built in to the school district's professional development calendar. 
(Appendix B. 1.) 
 
 

Materials for the Workshop 

A wide range of instructional materials will be used to support the learning goals. Actual 
tools and documents listing the materials for each goal can be found in Appendix B. 2-4 
and Appendix B. 3 
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Implementation Plan 

Workshop Schedule 
The two-day workshop will take place on June 23-24, 2016. Below tables are the syllabus 

for the workshop. Sample PowerPoint Presentation: Appendix B. 3-1 

Thursday, June 23, 2016 

Index Time Learning Content Implementer 

1-1 9:00-10:30 Introduction to Game-Based Learning Instructor 

1-2 10:30-11:30 Experience a Game-Based Learning 

Environment 

Instructor & 

Assistants 

/ 11:30-1:00 Lunch & Break / 

1-3 1:00-3:00 Assessing Game-Based Learning for the 
Classroom 

Instructor 

/ 3:00-3:30 Break (Snack and drink will be served) / 

1-4 3:30-5:00 Key considerations in a learning unit that 

integrates 

Instructor 

1-5 5:00-5:30 Group Discussion Assistants 

 

Friday, June 24, 2016 

Index Time Learning Content Implementer 

2-1 9:00-12:00 Tool Learning: Use ARIS to Create Games 

for Learning 

Instructor & 

Assistants 

/ 12:00-1:30 Lunch & Break / 

2-2 1:30-3:00 Scenario Design: Create Game-Based 

Learning Scenarios 

Instructor & 

Assistants 

/ 3:00-3:30 Break (Snack and drink will be served) / 

2-3 3:30-4:30 Create Your Own Game with ARIS Instructor & 

Assistants 

2-4 4:30-5:00 Field Test Your Game Instructor & 

Assistants 

2-5 5:00-5:30 Group Discussion and Summative 

Evaluations 

Assistants 
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Facilitator Information 
A group of University of Missouri instructors will be used to facilitate the workshop. A list 

of instructors, the role of each instructor, their academic backgrounds and expertise can 

be found in Appendix B. 2-1. 

 

Participant Information 
The participants are a diverse group of teachers from a rural school district in Missouri. 

The participants include elementary, middle, and high school teachers. General 

information about the participants can be found in Appendix B. 2-2. 

 

Time and Location 
The workshop will be held from 9:00 to 5:00 on June 23-24, 2016. Participants will be 

provided overnight accommodations on Wednesday, June 22nd and Thursday, June 23rd. 

The location for this workshop will be in the Collab (Room 118A), London Hall, University 

of Missouri, Columbia, MO 65201. General information of time and location of the 

workshop can be found in Appendix B. 2-3. 

 

Instructional Materials 
Instructional materials include introduction to game-based learning, instruction design 

guideline for game-based learning, guideline of the assessment and evaluation of game-

based learning, and user guide for ARIS. A list of instructional materials can be found in 

Appendix B. 2-4. 

 

Hardware and Software 
A complex list of hardware and software requirements will be necessary for the GBL 

workshop. A complete list of hardware and software needs is located in Appendix B. 2-5. 

 

Budget 
A $10,000.00 budget has been approved by the school district’s Board of Education. The 

district has agreed to pay for hotel accommodation for two nights. Participants will be 

provided all meals. Technology will be provided at the workshop to ensure that each 

participant has functional technology with the necessary applications. Appendix B. 2-6. 
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APPENDICES 

Appendix A: Assessment Instruments 

A. 1. Needs Assessments 

A. 1-1 Approach 1: Survey Questionnaire 

In order to provide you with the best Game-Based Learning workshop possible we would 
like to find out what you already know about GBL and how you feel about its use in the 
classroom. Please take 5 minutes to complete the survey. Thank you for your time and 
participation!  
 
The survey is also available online:  
https://missouri.qualtrics.com/jfe/preview/SV_0obuFBWuQwMRrM1  
 

Needs Assessment Survey Questions 

Part I: Demographic Questions 
Q1. Your gender is (Demographic/Actuals) 
○ Male 
○ Female 
 
Q2. Your age is (Demographic/Actuals) 
○ 20s 
○ 30s 
○ 40s 
○ 50s 
○ 60s and older 
 
Q3. You have been teaching for (Demographic/Actuals) 
○ Less than 3 years 
○ 3-7 years 
○ 7-12 years 
○ 12-20 years  
○ More than 20 years 
 
Q4. You mainly teach (Demographic/Actuals) 
○ Elementary students 
○ Middle school students 
○ High school students 
○ a mixture of age levels 
 
Part II: Questions for Game-Based Learning 
Q5. Have you ever heard about game-based instruction or learning? (Actuals) 
○ Yes 
○ No 

https://missouri.qualtrics.com/jfe/preview/SV_0obuFBWuQwMRrM1
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Q6. Have you ever participated in a game-based instruction or learning? (Actuals) 
○ Yes 
○ No 
 
Q7. Do you think that game-based learning enhances students' learning performance? 
(Feelings) 

Game-based 
learning 

Unlikely  Not sure  Definitely 

○ ○ ○ ○ ○ 
 
Q8. Do you think that your students like playing games (either regular games or digital 
games)? (Feelings)  
○ Yes, they do.  
○ No, they don't.  
○ I am not sure. 
 
Q9. Given the opportunity, are you willing to join a game-based learning two-day 
workshop? (Feelings) 
○ Yes, I am. 
○ No, I am not. 
 
Q10. Considering the time and quality of learning, how much time are you willing to 
invest in a workshop? (Feelings) 

Display this question:  
If Q9 “Yes, I am.” is selected.  

○ Several hours  
○ Several days  
○ Several weeks 
○ Several months 
○ More time 
 
Q11. In what form do you most prefer the workshop? (Feelings) 

Display this question:  
If Q9 “Yes, I am.” is selected.  

○ Online self-pace learning  
○ Face-to-face workshop  
○ Formal training 
○ Academic learning 
 
Q12. Why don't you want to join the workshop? (Causes) 

Display this question:  
If Q9 “No, I am not.” is selected.  

□ Time-consuming 
□ Not confident with game-based learning  
□ Current teaching method is good. 
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□ Other _________________________ 
 
Q13. With appropriate knowledge and skills, will you build a game-based learning 
environment for your students? (Feelings) 
○ Yes, I will. 
○ No, I still won't. 
○ I am not sure. 
 
Q14. Why don't you want to build a game-based learning environment for your 
students? (Causes) 

Display this question:  
If Q13 “No, I still won’t.” is selected.  

□ Time-consuming 
□ Not sure about its effect 
□ Lack incentives 
□ Not required 
□ Other _________________________ 
 

Thank you for your time and participation! 

 
 

A. 1-2 Approach 2: Interview Protocol 

I appreciate the opportunity to talk with you today. It is very important that we understand 
your expectations for how you want participants to use Game-Based Learning in the 
classroom and how you anticipate they begin using it after the workshop. We’ll be taking 
notes during this interview and hope you with interject any questions or concerns as the 
interview progresses. 
 

Needs Assessment Interview Questions:  

Respondents 
Perceived 
Optimals 

How will a workshop on GBL support the use of technology in your district?  
 
 
 
What are your goals for the participants when they leave the workshop?  
 
 
 
What percentage of participants would do you want to use GBL in the 
classroom?  
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What percentage of GBL learning activities would you like participants to 
use in their classrooms?  
 
 
 

Respondents 
Perceived Actuals 

What information have they been given on the use of GBL?  
 
 
 
What experiences to participants have with GBL?  
 
 
 
How many participants currently use GBL?  
 
 
 

Feedback 

How will you communicate expectations of the use of GBL? (Solutions) 
 
 
 
How will you measure success? (Solutions) 
 
 
 
Is a roll-out implementation of GBL a strategy towards success? 
(Solutions) 

• First semester? 

• Second semester? 

• Second year? 
 
 
 
Will student performance be part of the GBL measure of success? 
(Solutions) 
 
 
 

Tools 

What GBL programs does the district have for the workshop? (Causes) 
 
 
 
What GBL authoring platforms does the district have for the workshop? 
(Causes) 
 
 
 
What hardware resources does the district have for the workshop?  
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Environment 

What personnel supports will participants have after the workshop? 
(Solutions) 
 
 
 

Collaboration 

Are there opportunities for teacher to collaborate on GBL implementation 
throughout the school year? (Solutions) 
 
 
 

Incentives 

What incentives, if any, are in place for participants that meet optimals? 
(Solutions) 
 
 
 
Will teacher be more likely to meet optimals if incentives are given? 
(Feelings, Solutions) 
 
 
 

Motivation 

How can the district motivate participants to use GBL? (Solutions, 
Feelings)  
 
 
 

Comments 

Are there any additional concerns or information that will assist in 
developing this workshop? (Feelings) 
 
 
 

 

 

A. 2. Formative Evaluation 

A. 2-1 Approach 1: Subject Matter Expert Interview 

The goal of our Subject Matter Expert (SME) interview is to receive in-depth information 
regarding the content of our workshop. Therefore, a face-to-face interview will be 
conducted with the SME. Our team will ask for referrals from different universities in our 
region for a SME. Once we have decided on the SME, we will initiate contact, through an 
email, explaining who we are, our roles in the project and our specific needs we are 
seeking from a SME. Prior to the interview, the SME will receive the current ISD plan, 
highlighting the goals of the workshop. The meeting agenda and most questions will be 
submitted to the SME before the interview. 
 

The Interview for the Formative Evaluation 

Greetings and introductions followed by: 
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“Thank you for agreeing to provide your expert advice on the Ready, Set, Go…Game-
Based Learning workshop. We value your time and advice. We’ll follow the agenda and 
discuss the questions that were previously submitted. We may have additional 
questions and you may have suggestions that we have not considered. We look forward 
to learning how we can make changes to the current plan to ensure the learning is met 
in the most effective and efficient manner. We will record the interview and make notes 
so that we may refer to your advice as we improve the planned workshop.” 
 

What additional 
information should be 
included to ensure the 
participants understand 
the benefits of GBL?  

 

Is there information that 
we have included that 
should be excluded from 
the workshop? 

 

Please elaborate on the 
criteria of the 
assessment rubric we 
will use for Goal #2. Is it 
comprehensive? 

What, if any, criteria be added? 

What, if any, criteria be excluded? 

What information should 
be included to ensure 
participant will leave the 
two-day workshop with 
the knowledge and skills 
necessary to implement 
GBL in their 
classrooms? 

 

Please elaborate on 
teaching the participants 
how to create a game 
they can use in the 
classroom. 

Should one game design platform be used for all the 
participants? 
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Would it be beneficial to have break-out sessions, 
allowing the participants to select the game platform they 
want to learn to create a game to use in their classrooms? 

What game design platforms do you suggest for novice 
users? 

 
 

 
 

A. 2-2 Approach 2: Participant Survey 

The participant survey, as part of the formative evaluation instruments, can be 

implemented in a couple of different ways. It can be used as part of a preliminary focus 

group containing 5-8 educators prior to the execution of the district-wide workshop to 

assess whether the goals of Ready, Set, Go: A GBL Workshop are adequately 

addressed. Alternately, the participant survey may be given at the conclusion of Sessions 

1, 2, and 3 of the district presentation of Ready, Set, Go to assess the goals of the 

workshop for the purpose of generating results that can dictate changes to be made in 

subsequent workshops or to aid in the creation of follow-up materials necessary to 

support educators in their integration of GBL into the curriculum. 

The participant survey will be administered electronically to aid in ease of delivery and 

data collection. Additionally, the survey is intentionally concise to encourage participation 

and high-quality responses from the intended audience.  

 

Participant Survey Questions 

Please rate the following items based on your personal feeling and idea about the 

design of this game-based learning workshop.  

1. I like the schedule of the workshop.  

Strongly 
Disagree 

 Medium  
Strongly 
Agree 

○ ○ ○ ○ ○ 
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2. I think two days for this workshop is appropriate.  

Strongly 
Disagree 

 Medium  
Strongly 
Agree 

○ ○ ○ ○ ○ 
 

3. I think the instructor and assistants are qualified.  

Strongly 
Disagree 

 Medium  
Strongly 
Agree 

○ ○ ○ ○ ○ 
 

4. I think the learning content in the workshop is easy to understand and practice.  

Strongly 
Disagree 

 Medium  
Strongly 
Agree 

○ ○ ○ ○ ○ 
 

5. I think it is enough to use lectures, printed materials, videos, and practical game 
creation to deliver the workshop.  

Strongly 
Disagree 

 Medium  
Strongly 
Agree 

○ ○ ○ ○ ○ 
 

6. I think the number of game creation tasks is appropriate.  

Strongly 
Disagree 

 Medium  
Strongly 
Agree 

○ ○ ○ ○ ○ 
 

7. I think the hardware and software are enough and appropriate to support this 
workshop.  

Strongly 
Disagree 

 Medium  
Strongly 
Agree 

○ ○ ○ ○ ○ 
 

Do you have any other comment on this workshop?  

____________________________________________________________________________ 
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____________________________________________________________________________ 

____________________________________________________________________________ 

 

Thank you for your time and participation! 

 

 

A. 3. Summative Evaluation 

A. 3-1 Approach 1: Workshop Survey 

Workshop Survey Questions 

Thank you for participating in the Ready, Set, Go…Game-Based Learning workshop. 
We would appreciate your feedback on how the workshop addressed the four goals of 
the workshop. Your additional comments are appreciated. 
 
Goal #1 
1. Are you leaving the workshop with a strong foundation of facts, concepts and 

principles of GBL? 
 

    Yes     No 
Comments: 
____________________________________________________________________ 
____________________________________________________________________ 
  
Goal #2 
2. Are you confident in your ability to assess games that you may use in GBL? 
 

    Yes     No 
Comments: 
____________________________________________________________________ 
____________________________________________________________________ 
  
Goal #3 
3. Did you leave the workshop with a learning unit that incorporates best practices of 

GBL? 
 

    Yes     No 
Comments: 
____________________________________________________________________ 
____________________________________________________________________ 
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Goal #4 
4. Did you leave the workshop with a game to use in your classroom? 
 

    Yes     No 
Comments: 
____________________________________________________________________ 
____________________________________________________________________ 
 

Thank you for your time and participation! 

 
 

A. 3-2 Approach 2: Electronic Survey – 3 months and 7 months post-workshop 

Electronic Survey Questions 

It was a pleasure working with you at the Ready, Set, Go….Game-Based Learning 
workshop. We hope you have been able to use the knowledge and skills from the 
workshop to support the use of GBL in your classrooms. We appreciate your continued 
feedback. Results of this survey will be used to determine how the goals of the 
workshop continue to impact GBL in the classrooms and how much GBL is being used 
in classrooms. 
 
1. Are you using games in your classroom to deliver learning and reinforce learning? 
 

 Yes     No 
 
2. Are you using games to assess learning? 
 

 Yes     No 
 
3. Have you developed a comprehensive GBL?  
 

 Yes How many? _________    No 
 
4. Have you created a game to use in your GBL unit?  

 Yes     No 
 
5. What has surprised you the most about the use of GBL in your classroom? 
____________________________________________________________________ 
____________________________________________________________________ 
 
6. Do you have additional comments or questions about GBL? 
____________________________________________________________________ 
____________________________________________________________________ 
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Thank you for your time and participation! 

 
 

A. 3-3 Approach 3: Interview Protocol 

The Interview for the Summative Evaluation 

Thank you for joining us today. We enjoyed spending time with your participants and 
hope they’re continuing to use the information and skills from the workshop to integrate 
GBL in their classrooms. We’d like to take this time to deliver data from our first post-
workshop survey and receive your impressions on how the workshop has supported 
GBL in your district. 
 

Have you noticed an 
increase in GBL units 
taught in classrooms in 
your building? 

 

What principles of GBL 
are observed in 
classrooms? 

 

How do you think the 
workshop supported the 
use of GBL in 
classrooms? 

 

How does the district 
reinforce the 
development and use of 
GBL? 

 

What evidence is there 
that supports the 
continued use of GBL? 
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Appendix B: Materials, Schedules, Outlines, etc. 

B. 1. Table of Types of Learning Experiences and Instructional Strategies 

B. 1-1 Types of Learning Experiences  

 Types of 
Learning 
Content 

Type of 
Learning 

Performance 

Goal One: Participants will demonstrate knowledge of facts, concepts, and principles of game-based 
learning. 

1.1 Referencing the presentation, participants will identify how 
GBL can enhance learning in their classrooms, siting two 
examples using TweetDeck. 

Concept, 
Principals, 
and Rules 

Application 

1.2 While playing a game in cooperative groups, participants will 
discover necessary components of successful games noting at 
least four components on chart paper. 

Procedure Analysis 

Goal Two: Participants will assess games that can be used in GBL. 

2.1 Following the two-day workshop, participants will accurately 
assess games that can be used in GBL using the rubric provided. Procedure Evaluate 

Goal Three: Participants will evaluate a learning unit that incorporates a game that will be used for 
learning and assessment. 

3.1 Following the two-day workshop, participants evaluate a 
learning activity that incorporates GBL with 100% accuracy.  

Procedure Application 

Goal Four: Participants will create a game to use in their classroom. 

4.1 Following the two-day workshop and demonstration, 
participants will create a game to use in their classrooms 
containing 90% of the criteria listed in the assessment rubric.  

Procedure Application 

 
 

B. 1-2 Instructional Strategies 

Objective: 
1-1 Referencing the presentation, participants will identify how GBL can 
enhance learning in their classrooms, citing two examples using 
TweetDeck. 

Chronological Order Day 1, Session 1 

Steps in the Instructional Strategy 

Motivational 

This session will begin by asking the teacher their experiences playing 
digital games. Did they understand the progress they were making as 
they played? Did they give up after losing the first time? How did they 
feel when they accomplished a goal in a game they were playing? Did 
they understand the progress they were making as they played and lost 
the game? Did they develop new strategies and moves while they were 
playing? Who did they play with?  

Initial Presentation 

In this session, the participants will apply their experiences of playing 
games to facts, concepts, and principles of GBL. Through videos and 
PowerPoint Presentations, participants will understand how game 
experiences can enhance learning in their classrooms. 

Generative Strategy 

The participants will play a quick digital game that gives them 2 lives. 
They will be asked to ponder their experiences gaming compare with the 
facts, concepts and principles of GBL. After a few moments to reflect and 
discuss their experiences with their peer, the participants will use 
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TweetDeck to identify two ways GBL can enhance learning in their 
classrooms. 

 

Objective: 
1-2 While playing a game in cooperative groups, participants will discover 
necessary components of successful games noting at least four 
components on chart paper. 

Chronological Order Day 1, Session 2 

Steps in the Instructional Strategy 

Motivational 

Ask the participants if they ever played a board game, card game, or 
digital game that was just too difficult or not fun to play? Ask the 
participants to name games they’ve never learned to play because of the 
effort it takes to learn them or number of players needed? What was it 
about the game that made it so much work? Where the objectives clear, 
rules of the game easy to understand?  

Initial Presentation 

Understanding the necessary components of a game used in GBL is just 
as important as understanding how and why GBL enhances learning. In 
this session we will walk through the set up and brief playing of a card 
game and board game to illustrate the necessary components of a 
successful game. 

Generative Strategy 
Participants will work in cooperative groups to play a board game and a 
digital game. Using chart paper they will identify the required game 
components of games they are playing. 

 

Objective: 
2-1 Following the two-day workshop, participants will accurately assess 
games that can be used in GBL using the rubric provided. 

Chronological Order Day 1, Session 3 

Steps in the Instructional Strategy 

Motivational 
The instructor will ask the teachers to share if they have assessed GBL’s 
for their class, and if so, how confident did they feel with the assessment?   

Initial Presentation 
The instructor will briefly discuss different types of GBL, learning 
outcomes, and assessing GBL for the classroom. 

Generative Strategy 

First, teachers will work in small groups and discuss assessing GBL. Next 
as a group they will generate key ideas for assessing GBL. Then small 
groups will find a game on the internet and assess it. Last the small groups 
will share with the whole group the game they assessed and any issues, 
thoughts, and concerns they had. 

 

Objective: 
3-1 Following the two-day workshop, participants will evaluate a learning 
activity that incorporates GBL. 

Chronological Order Day 1, Session 3 

Steps in the Instructional Strategy 

Motivational 
Present the opening comic with sound from the web-based game, 
Quandary (Learning Games Network, 2012), on the interactive 
whiteboard. 

Initial Presentation 

The instructor will briefly discuss the attributes of Quandary (Learning 
Games Network, 2012) that make the role-play game a good candidate 
for GBL before allowing teacher participants to experience the game first-
hand. 
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Generative Strategy 

Participants will work in small groups and play Episode 1 in Quandary 
(Learning Games Network, 2012). At the conclusion of the game play, the 
small groups will generate ideas for assessing students at the conclusion 
of the GBL activity, brainstorm potential extension activities, and share 
their ideas with the whole group using TweetDeck. 

 

Objective: 
4-1 Following the two-day workshop and demonstration, participants will 
create a game to use in their classrooms containing 90% of the criteria 
listed in the assessment rubric.  

Chronological Order Day 2, All Day 

Steps in the Instructional Strategy 

Motivational 

1. At the end of the first day of the workshop, all learners will be assigned 
an iPad. They will be asked to download an App named “ARIS” and 
explore the ARIS software at that night.  

2. At 9:00am on the second day, all leaners will firstly gather at the Six 
Columns at Mizzou. When they approach into the 10 meters’ range of 
the Six Columns, a page from the ARIS App on their iPads will pop 
up, telling them the history of the Six Columns by text information, 
pictures and videos.  

3. After that, learners will be asked to walk to London Hall. When they 
enter 10 meter’s range of London Hall, a new page from the ARIS App 
on their iPad will pop up and tell them to get ready for today’s training.  

4. The instructor will then encourage learners to think how the game-
based learning on ARIS is produced. If these learners did some 
research last night, they would probably know at least a little.  

5. This is to trigger learner’s interests in how to build a game-based 
learning environment by use ARIS on iOS devices.  

Initial Presentation 

1. Opening remark: welcome to today’s workshop.  
2. An overview of today’s instruction will be provided.  
3. The instructor will demonstrate the procedure of creating a game in 

ARIS editor for learners.  
4. Learners learn how to create a game in ARIS by exactly duplicating 

the instructor’s steps.  
5. The instructor will explain every step, and, together with all assistants, 

provide necessary help for learners.  
6. Learners will be asked to complete, test, and publish their games.  

Generative Strategy 

1. The instructor will ask all learner to create another 2 or 3 simple 
games by using ARIS editor and test these games on iPad. In this 
way, learners will consolidate what they learn from the workshop.  

2. The instructor will ask learners to compose a game-based learning 
scenario based on their classroom teaching.  

3. The instructor will finally ask learners to create a game based on their 
own scenarios for their own students.  

 
 
B. 2. Implementation Plan 

B. 2-1 Facilitator Information 

Name Role Academic Background Expertise 
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Kerrigan 

Smith 

Instructor Ph.D. in Educational 

Technology 

Professor from the 

University of Missouri 

Game-Based Learning 

3D/Immersive Learning 

Problem-Based Learning 

Constructivist Instruction & Learning 

Raynor 

Johnson 

Assistant Ph.D. student in 

Educational Technology 

at the University of 

Missouri 

Game-Based Learning 

Constructivist Instruction & Learning 

Artanis 

Williams 

Assistant Ph.D. student in 

Educational Technology 

at the University of 

Missouri 

3D/Immersive Learning 

Problem-Based Learning 

Online Interactive Learning 

Zeratul 

Jones 

Assistant Ph.D. student in 

Educational Technology 

at the University of 

Missouri 

Game-Based Learning 

Human-Centered Design and 

Development 

Tassadar 

Brown 

Assistant Ph.D. student in 

Educational Technology 

at the University of 

Missouri 

3D/Immersive Learning 

Constructivist Instruction & Learning 

Online Interactive Learning 

 
 

B. 2-2 Participant Information 

Index Name School Level Subject Years of 

Teaching 

Typical 

Class 

Size 

01 John Davis Elementary English 11 15-25 

02 Tyler Miller Elementary Mathematics 7 15-25 

03 Nick Wilson Elementary Science 5 15-25 

04 Jordan Moore Elementary Mathematics 9 15-25 

05 Grace Taylor Elementary Mathematics 22 15-25 

06 Kayla Anderson Elementary English 2 15-25 

07 Ryan Thomas Middle Science 13 15-25 
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08 Jessica Jackson Middle Mathematics 8 15-25 

09 Madison White Middle Physics 9 15-25 

10 Justin Harris Middle History 15 15-25 

11 Jake Martin High Mathematics 4 15-25 

12 Jacob Thompson High Literature 3 15-25 

13 Alyssa Garcia High Chemistry 17 15-25 

14 Nathan Martinez High Chemistry 25 15-25 

15 Nicole Robinson High Biology 7 15-25 

16 Taylor Clark High Spanish 13 15-25 

17 Lauren Rodriguez High Mathematics 8 15-25 

 
 

B. 2-3 Time and Location 

Arrival 

Time 

Night, June 22, 2016 

Workshop 

Time 

9:00-5:30, June 23-24, 2016 

Leave 

Time 

Morning, June 25, 2016 

Workshop 

Location 

Co-lab (Room 118A), London Hall, University of Missouri, Columbia, MO 65201 

Cafeteria 

Location 

The MARK on the 5th Street, 515 S 5th St, University of Missouri, Columbia, MO 

65201 

Hotel 

Location 

Tiger Hotel, 23 S 8th St, Columbia, MO 65201 

 
 

B. 2-4 Instructional Materials 

Index Printed Material Page Print Size Color 

01 Introduction to Game-Based Learning 22 A4 Black & 

White 
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02 Guideline for Instruction Design of 

Game-Based Learning 

48 A4 Black & 

White 

03 Guideline of the Assessment and 

Evaluation of Game-Based Learning 

30 A4 Black & 

White 

04 User Guide for ARIS 16 A4 Color 

 

Index Video Material Length Format Source 

01 James Paul Gee on Learning with Video 

Games 

8m 6s Online Edutopia on 

YouTube 

02 Can Online Gaming be Educational? 9m 15s Online TEDx 

StudioCity ED 

on YouTube 

 
 

B. 2-5 Hardware and Software 

Index Item Number 

Hardware 

01 Laptop for the instructor 1 

02 Backup laptop for the instructor 1 

03 iPads for participants 17 

04 Projector 1 

05 Laser pointer 1 

06 Meeting room for 20 people 1 

07 2-peson desks  12 

08 Chairs 25 

Software 

01 Microsoft PowerPoint 1 

02 ARIS installed on all iPads 17 
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B. 2-6 Budget 

Index Item Single Price (US$) Number Total 

(US$) 

Hardware 

01 Laptop for the instructor 0 1  

02 Backup laptop for the instructor 0 1  

03 2-day rentals of iPad 2 50.00 17 850.00 

04 Projector 0 1  

05 Laser pointer (with tax) 60.00 1 60.00 

06 Meeting room for 20 people 0 1  

07 2-peson desks  0 12  

08 Chairs 0 25  

Software 

01 Microsoft PowerPoint 0 1 0 

02 ARIS installed on all iPads 0 17 0 

Accommodation 

01 Queen Room with Two Queen 

Beds in Tiger Hotel, Columbia, 

MO (7.5 % TAX, 4 % City tax) 

368.00 

368*7.5% = 27.6 

368*4% = 14.72 

9  

02 9 room + 3 nights in Tiger Hotel 

(June 22, 23 & 24, 2016) 

(368+27.6+14.72)*9 

= 3,692.88 

3 7385.76 

03 Breakfast in the Mark@5th Street 

at the University of Missouri 

8.00 34 272.00 

04 Lunch in the Mark@5th Street at 

the University of Missouri 

10.00 34 340.00 

05 Dinner in the Mark@5th Street at 

the University of Missouri 

10.00 34 340.00 

Instructional Materials 
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01 Introduction to Game-Based 

Learning 

2.20 17 37.40 

02 Guideline for Instruction Design of 

Game-Based Learning 

4.80 17 81.60 

03 Guideline of the Assessment and 

Evaluation of Game-Based 

Learning 

3.00 17 51.00 

04 User Guide for ARIS 1.60 17 27.20 

05 James Paul Gee on Learning with 

Video Games 

0 1 0 

06 Can Online Gaming be 

Educational? 

0 1 0 

   Total $9,444.96 

 

 
B. 3. Instructional Materials 

B. 3-1 Goal 1 – Sample PowerPoint Presentation 
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B. 3-2 Goal 2 – Digital Games Assessment Rubric 

Information from: Educational Electronic Games Rubric (California State University, 2007), 
http://www.csus.edu/indiv/k/kaym/rubric/edgamesrubric.html  

 

CRITERIA 

Levels of Achievement 

Score/Comments 

Baseline – 0 pts Effective – 3 pts Exemplary – 5 pts 

Organization and Design 

Layout and 
Design 

There are few or no graphic 
elements, no variation in layout 
and/or the colors interfere with 
the readability. 

There are some graphic 
elements and limited 
variation in layout. Design 
elements sometimes assist 
students in understanding 
concepts and ideas. 

There are multiple graphic 
elements and variation in 
layout. Design elements 
assist students in 
understanding concepts and 
ideas. 

 

Navigation 
Navigating the game is 
confusing and information 
cannot be found easily. 

Some navigation is unclear, 
resulting in a few places 
where students can 
become lost. 

The game is well-organized 
and easy to navigate. 
Students can clearly 
understand where they are 
and where to go next. 

 

Instructional Design Delivery 

Objectives 
Learning objectives are unclear 
or non-existent. 

Some learning objectives 
are identified. 

Learning objectives are 
clearly identified. 

 

Different 
Learning Styles 

The game provides few 
auditory, kinesthetic, textual 
and/or visual activities to 
enhance student learning. 

The game provides some 
auditory, kinesthetic, textual 
and/or visual activities to 
enhance student learning. 

The game provides multiple 
auditory, kinesthetic, textual 
and/or visual activities to 
enhance student learning. 

 

Higher Level 
Learning Skills 

The game provides limited or 
no activities to help students 
increase their cognitive skills, 
such as analysis, synthesis and 
evaluation. 

The game provides some 
activities to help students 
increase their cognitive 
skills, such as analysis, 
synthesis and evaluation. 

The game provides multiple 
activities to help students 
increase their cognitive 
skills, such as analysis, 
synthesis and evaluation. 

 

Game-Based Learning 

Rules Rules are not clearly stated. 

Some rules are given, but 
there is missing information. 
Students might be 
confused. 

Every rule is clearly stated.  

Goals Goals are vague or incomplete. 
Goals are at least partially 
described. 

Goals are clearly stated and 
measure what students 
must know and be able to 
do to accomplish the game. 

 

Feedback 

There are few or no 
opportunities for students to 
receive feedback on their 
performance. 

There are some 
opportunities for students to 
receive feedback on their 
performance. 

There are frequent 
opportunities for students to 
receive timely feedback on 
their performance. 

 

Interaction 
Student-to-computer and 
student-to-student interactions 
are limited or non-existent. 

Student-to-computer and 
student-to-student 
interactions are at least 
partially identified. 

Student-to-computer and 
student-to-student 
interactions can be clearly 
identified. There is a 
definitive increase in social 
interaction. 

 

Subject 
The subject or topic of the 
game is vague or incomplete. 

The subject or topic of the 
game is at least partially 
described. 

The subject or topic of the 
game is clearly stated. 

 

Total Score 
 

http://www.csus.edu/indiv/k/kaym/rubric/edgamesrubric.html
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B. 3-3 Goal 3 – Procedural Analysis, Evaluating a Learning Unit that Incorporates 

GBL 

Task: Model a learning activity as part of a unit that incorporates game-based learning 

1. Introduction 
1.1. Explain that the game-based learning activity being modeled is a web-based 

game that requires no preliminary instruction from the teacher.  
1.1.1. Attributes of Quandary (Learning Games Network, 2012) 

1.1.1.1. Role play game 
1.1.1.2. Student-paced 
1.1.1.3. Addresses ELA learning standards, see Appendix 

1.1.1.3.1. May be included as part of a larger unit addressing point of 
view, fact and opinion, among others depending on grade level 

1.1.1.4. Audio component allows for differentiation for students not able to 
read the content independently 

1.1.1.5. Could be played independently or in small groups to foster greater 
opportunity for collaboration and discussion 

1.1.1.6. Points awarded within the game give instant feedback and promote 
exploration, trial and error, and analysis 

2. Direct workshop participants (participants) to www.quandarygame.org.  
2.1. Model how you would introduce Quandary to students through discussion 

questions, see sample lesson plan in the Appendix 
3. Instruct workshop participants (participants) to work through Episode 1, Lost 

Sheep 
4. Allow time for game exploration 
5. Model class discussion to follow exploration of Episode 1 
6. Have workshop participants (participants) brainstorm/discuss in small groups 

and share using TweetDeck: 
6.1.  possible methods of assessment and/or extension activities 

6.1.1. Graphic organizers 
6.1.2. Essay 

6.2. Cognitive, behavioral, affective, or sociocultural benefits of the GBL activity 
previously addressed in Session 1 of the workshop  

 
 

B. 3-4 Goal 4 – Procedural Analysis, Game Creation 

This procedural analysis is used to guide participants to create a game for elementary, 
middle or high school students to recognize institutions and locations. (For example, a 
museum, a university, a park, etc. In this procedural analysis, University of Missouri 
Columbia will be used as an example.) The purpose of the game is to encourage students 
to use English vocabulary in context with the associated locations. This tool has been 
selected for the workshop because of its adaptability to a variety of subjects and a grade 
levels.  
 

http://www.quandarygame.org/
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The tool will be used in this procedural analysis is ARIS (Augmented Reality Interactive 
Storytelling), an online game-based learning tool which works using geographical 
information.  
 
More information about ARIS can be found here: http://www.arisgames.org/  
 
1. Design your game process.  

1.1  Write down your game scenario.  
1.2  Write down your game process. 
1.3  Write down all your game components, including every triggers, plaques, 

conversations, items, media and locations.  
1.4  Tabulate your game process.  

 
2. Create your ARIS account and log in.  

1.1  Go to the ARIS Editor at: http://www.arisgames.org/editor.  
1.2  Click on “Register” to create an account.  
1.3  Create a username and password.  
1.4  Click on “Register”.  
1.5  Back to the Log-in page, type your username and password.  
1.6  Click on “Log in”.  

 
3. Create your game.  

3.1 Create a new game.  
3.1.1 After your first log-in, click on “New Game”.  
3.1.2 Type a Title: “ESL Demo” (You can make the title and description whatever 

you want and can always change it later).  
3.1.3 Type the description of the game: “This is a game for foreign school 

students who take an English as a Second Language (ESL) course.”  
3.1.4 Click on “Save”.  

 
3.2 Create plaques.  

3.2.1 Click on the “Scenes” tab in the top navigation bar.  
3.2.2 In the left sidebar, click the “+” button next to the “Plaques” title.  
3.2.3 Fill out the form that appears:  

a. Name: type “Introduction” 
b. Text: type “Hello there! My name is Truman. Today, I will show you 

around the campus of the University of Missouri Columbia. Please call 
our campus “Mizzou”. During the tour, you will know the history, 
buildings, facilities, people, and the culture of Mizzou. Of course, in 
some certain locations, I will give you assignments. Your completion of 
these assignments will be rewarded with badges. The more badges 
you win, the more likely you are going to be the final winner in this 
game. There will be an ultimate surprise at the end of the game! Now, 
let’s go, Tigers!”  

c. Click on “Save”.  
3.2.4 Repeat step 3.2.1 and 3.2.2.  

http://www.arisgames.org/
http://www.arisgames.org/editor
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3.2.5 Fill out the form that appears:  
a. Name: type “Six Column” 
b. Text: type “Now watch a video about the Six Column of Mizzou!”  
c. Click on “Save”.  

 
3.3 Create a badge.  

3.3.1 Click on the “Scenes” tab in the top navigation bar.  
3.3.2 In the left sidebar, click the “+” button next to the “Player Attributes / Items” 

title.  
3.3.3 Fill out the form that appears:  

a. Name: type “Badge” 
b. Description: type “Badge for an achievement in completing a 

challenge.”  
c. Weight: type “1” 
d. Max Quantity in Inventory: type “500” (the number can be adjusted 

based on your design) 
e. Click on “Save”.  

 
3.4 Create conversations.  

3.4.1 Click on the “Scenes” tab in the top navigation bar.  
3.4.2 In the left sidebar, click the “+” next to “Conversations”.  
3.4.3 Fill out the form that appears:  

a. Name the Conversation “Six Columns”.  
b. Click on “Save”.  

3.4.4 Repeat 3.4.1 and 3.4.2.  
3.4.5 Fill out the form that appears:  

c. Name the Conversation “Questions to Six Columns”.  
d. Click on “Save”.  

 
3.5 Write dialogs for conversations.  
The dialog for Conversation of Six Columns 

3.5.1 Click the “Scenes” tab in the top navigation bar. 
3.5.2 Click “Six Columns” under Conversation in the left sidebar.  
3.5.3 Click “Script Editor” in the form that appears:  
3.5.4 Create a character other than “You”.  

3.5.4.1 In the left sidebar, click on the “+” next to Characters.  
3.5.4.2 Fill out the form that appears:  

a. Name in editor: type “Truman”  
b. Name in game: type “Six Columns”  
c. Click on “Save”.  

3.5.5 Click the “+” above “Start Conversation” in the central area of the page.  
3.5.6 Click on the first white box.  
3.5.7 Fill out the right sidebar that appears:  

a. Speaker: Select “Truman” in the dropdown menu. (If there is “Truman”, 
press F5 key to refresh the page and then click on “Six Columns”.) 

b. Text: change “Hello” into “Do you know why we have six columns 
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here?” 
c. Click on “Save” 

3.5.8 Click on the black arrow pointing right just under the white box.  
3.5.9 Click on the down arrow above the green box that says “Bye-Bye”.  

 
3.5.10  Click the LEFT blue box that says “Continue”.  
3.5.11  Fill out the right sidebar that appears. 

a. Prompt: change “Continue” into “Yes”.  
b. Click on “Save”.  

3.5.12  Click the white box under the left blue box.  
3.5.13  Fill out the right sidebar that appears:  

a. Speaker: select “Truman” 
b. Text: change “Hello” into “I bet you don’t!”  
c. Click on “Save”.  

3.5.14  Click the left green “Bye bye” box.  
3.5.15  Fill out the right sidebar that appears:  

a. Prompt: change “Bye bye” into “Exit” in the Prompt textbox.  
b. Action: select “End to Conversation” in the dropdown menu.  
c. Select “Six Columns” in the dropdown menu that follows.  
d. Click on “Save”.  

 
3.5.16  Click the RIGHT blue box that says “Continue”.  
3.5.17  Fill out the right sidebar that appears:  

a. Prompt: change “Continue” into “No”  
b. Click on “Save”.  

3.5.18  Click the white box under the right blue box. 
3.5.19  Fill out the right sidebar that appears: 

a. Speaker: select “Truman” 
b. Text: change “Hello” into “You will watch the following video to know 

why.” 
c. Click on “Save”.  

3.5.20  Click the right green “Exit” box.  
3.5.21  Fill out the right sidebar that appears: 

a. Action: select “End to Plaque” in the dropdown menu.  
b. Select “Six Columns” in the dropdown menu that follows.  
c. Click on “Save”.  

 
The dialog for Conversation of Questions to Six Columns.  
3.5.22  Click the “Scenes” tab in the top navigation bar. 
3.5.23  Click “Questions to Six Columns” under Conversation in the left 

sidebar.  
3.5.24  Click “Script Editor” in the form that appears:  
3.5.25  Click the “+” above “Start Conversation” in the central area of the page.  
3.5.26  Click on the first white box.  
3.5.27  Fill out the right sidebar that appears:  

a. Speaker: Select “Truman”  
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b. Text: change “Hello” into “According to the video, where do these six 
columns come from?” 

c. Click on “Save” 
3.5.28  Click for twice on the black arrow pointing right just under the white box.  
3.5.29  Click on the down arrow above the green box that says “Bye bye”.  

 
3.5.30  Click the LEFT blue box that say “Continue”.  
3.5.31  Fill out the right sidebar that appears:  

a. Prompt: change “Continue” into “It comes from a great artist.”  
b. Click on “Save”.  

3.5.32  Click the white box under the left blue box.  
3.5.33  Fill out the right sidebar that appears:  

a. Speaker: select “Truman” 
b. Text: change “Hello” into “Hmm … seems not right.”  
c. Click on “Save”.  

3.5.34  Click the left green “Bye bye” box.  
3.5.35  Fill out the right sidebar that appears:  

a. Prompt: change “Bye bye” into “Exit”.  
b. Action: select “End to Conversation” in the dropdown menu.  
c. Select “Questions to Six Columns” in the dropdown menu that follows.  
d. Click on “Save”.  

 
3.5.36  Click the MIDDLE blue box that say “Continue”.  
3.5.37  Fill out the right sidebar that appears:  

a. Prompt: change “Continue” into “It comes from an alumni’s donation”. 
b. Click on “Save”.  

3.5.38  Click the white box under the middle blue box. 
3.5.39  Fill out the right sidebar that appears:  

a. Speaker: select “Truman” 
b. Text: change “Hello” into “Nope. Where did you get that answer?” 
c. Click on “Save”.  

3.5.40  Click the middle green “Exit” box.  
3.5.41  Fill out the right sidebar that appears:  

a. Action: select “End to Conversation” in the dropdown menu.  
b. Select “Questions to Six Columns” in the dropdown menu below.  
c. Click on “Save”.  

 
3.5.42  Click the RIGHT blue box that say “Continue”.  
3.5.43  Fill out the right sidebar that appears:  

a. Prompt: change “Continue” into “It comes from the former Academic 
Hall.”  

b. Click on “Save”.  
3.5.44  Click the white box under the right blue box. 
3.5.45  Fill out the right sidebar that appears:  

a. Speaker: select “Truman” 
b. Text: change “Hello” into “Yes! You are right! You win a badge!” 
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c. Click on “Edit Events”.  
d. Fill out the Player Modifier form that appears:  

i. Name: change “Event” into “Win a badge”  
ii. Click on “Add Row”. 
iii. Action: select “Give to Player” 
iv. What: select “Badge” 
v. Quantity: type “1” 
vi. Click on “Save”. 

e. Click on “Save” in right sidebar.  
 

3.6 Adding media.  
3.6.1 Upload the media 

3.6.1.1 Click on the “Media” tab in the top navigation bar.  
3.6.1.2 Click on the “+” button above “Upload Media”.  
3.6.1.3 Fill out the form that appears:  

a. Name: “Truman” 
b. Choose File: upload a picture of the Truman Tiger of Mizzou from 

your local computer or the Internet.  
3.6.1.4 Click on “Save”.  

 
3.6.1.5 Click on the “+” button above “Upload Media”.  
3.6.1.6 Fill out the form that appears:  

a. Name: “Six Columns” 
b. Choose File: upload a picture of the six columns of Mizzou from 

your local computer or the Internet.  
3.6.1.7 Click on “Save”.  

 
3.6.1.8 Click on the “+” button above “Upload Media”.  
3.6.1.9 Fill out the form that appears:  

c. Name: “Badge” 
d. Choose File: upload a picture of a badge from your local computer 

or the Internet.  
3.6.1.10 Click on “Save”.  

 
3.6.1.11  Click on the “+” button above “Upload Media”.  
3.6.1.12  Fill out the form that appears:  

a. Name: “Academic Hall” 
b. Choose File: upload a video of the Academic Hall at MU from your 

local computer or the Internet.  
3.6.1.13  Click on “Save”.  

 
3.6.2 Add icons to Conversation characters.  

3.6.2.1 Click on the “Scenes” tab in the top navigation bar. 
3.6.2.2 Click on the “Six Columns” in the left sidebar (under Conversations).  
3.6.2.3 Click on “Script Editor”.  
3.6.2.4 Click on “Truman” in the left sidebar.  
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3.6.2.5 Click on “Media”.  
3.6.2.6 Select the image “Truman”.  
3.6.2.7 Click on “Save”.  

 
3.6.3 Add map icons to Conversations.  

3.6.3.1 Click on the “Scenes” tab in the top navigation bar. 
3.6.3.2 Click on the “Six Columns” in the left sidebar (under Conversations).  
3.6.3.3 Click on “Icon”.  
3.6.3.4 Select the image “Six Columns”. 
3.6.3.5 Click on “Save”.  

 
3.6.3.6 Click on the “Scenes” tab in the top navigation bar. 
3.6.3.7 Click on the “Questions to Six Columns” in the left sidebar (under 

Conversations).  
3.6.3.8 Click on “Icon”.  
3.6.3.9 Select the image “Six Columns”. 
3.6.3.10  Click on “Save”.  

 
3.6.4 Add map icons to plaques.  

3.6.4.1 Click on the “Scenes” tab in the top navigation bar. 
3.6.4.2 Click on the “Six Columns” in the left sidebar (under Plaques).  
3.6.4.3 Click on “Media”. 
3.6.4.4 Select the video of the Academic Hall. 
3.6.4.5 Click on “Save”.  

 
3.6.5 Add media to Player/Attributes Items.  

3.6.5.1 Click on the “Scenes” tab in the top navigation bar. 
3.6.5.2 Click on the “Badge” in the left sidebar (under Player/Attributes 

Items).  
3.6.5.3 Click on “Icon”.  
3.6.5.4 Select the picture of the badge.  
3.6.5.5 Click on “Media”.  
3.6.5.6 Select the picture of the badge.  
3.6.5.7 Click on “Save”.  

 
3.7 Create a trigger.  

3.7.1 Add the “Introduction” plaque to the Starting Scene. 
3.7.1.1 Click on the “Scenes” tab in the top navigation bar.  
3.7.1.2 Click on the “+” next to the “Starting Scene” in the central area of the 

page.  
3.7.1.3 Click on “Plaque”.  
3.7.1.4 Click on “Introduction” from the list.  

 
3.7.2 Add the “Six Columns” conversation to the Starting Scene. 

3.7.2.1 Click the “+” next to the “Starting Scene” in the central area of the 
page.  
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3.7.2.2 Click on “Conversation”. 
3.7.2.3 Click on “Six Columns” from the list.  

 
3.7.3 Add the “Six Columns” plaque to the Starting Scene. 

3.7.3.1 Click the “+” next to the “Starting Scene” in the central area of the 
page. 

3.7.3.2 Click on “Plaque”.  
3.7.3.3 Click on “Six Columns” from the list.  

 
3.7.4 Add the “Questions to Six Columns” conversation to the Starting 

Scene. 
3.7.4.1 Click the “+” next to the “Starting Scene” in the central area of the 

page. 
3.7.4.2 Click on “Conversations”.  
3.7.4.3 Click on “Questions to Six Columns” from the list.  

 
3.8 Move your plaque and conversation 

3.8.1 Click on the “Locations” tab in the top navigation bar. (All newly created 
objects are initially placed on the map in Madison, WI.).  

3.8.2 Click, hold, and drag the icon on the map. (This icon represents a 
conversation or a plaque.) 

3.8.3 There should be four green icons (they might be mutually overlapped). 
Move all four icons to the Six Columns at the University of Missouri, 
Columbia, MO on the map.  

 
4. Test your final design.  

4.1 Install the latest ARIS app on your iOS device via the App Store.  
4.2 Type in ARIS App your username/password which is the same as the one you just 

created above for the ARIS Editor.  
4.3 Test your final design on the ARIS App on your iOS device.  

 
5. Publish your game.  

5.1  Click on “Game” in the top navigation bar.  
5.2  Click on “Settings”.  
5.3  Scroll down to the bottom of the page.  
5.4  Under “Visibility to ARIS Client”, click on “Published”.  
5.5  Click on “Save”.  
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