
eMapps.com Game Design Worksheet

PART I

We suggest you read Understanding eMapps.com and review the presentation giving in Nida for better understanding of these concepts.

As many pages you need

eMapps.com Game Design Worksheet

Introduction

In this page you will spend some time working with your team to create some of the components elements for your game. 

1. Create a working team 
Each team of X people should assign its members to one of the following roles:

List them with name, school and activity to carry out:

· Content Designer (describe game content to be merged with the story)

Emese Nagy: art and information technology teacher, Gabriella Sarkadi: Hungarian language and literature teacher, Lajos Kadnár: biology teacher, Zsuzsa Radnai: history teacher, Báthory István Primary School, Veszprém
· User Interface Designer (explaining how the digital devices are going to be used)

Jenő Látos: English and information technology teacher, translator, Báthory István Primary School, Veszprém

· Writer (best person at writing, determines story) 

Gabriella Sarkadi: Hungarian language and literature teacher, Emese Nagy: art and information technology teacher, Báthory István Primary School, Veszprém;
· Other: Zsuzsa Radnai contact point and administration Báthory István Primary School, Veszprém
2. Define what do you want them to learn

Write down the headlines of this content 
History, local history, homeland knowledge, arts, custom, religion, natural history, Hungarian language and literature, foreign language, team work, ethics, cooperation, developing communication skills, learning to use ITC tools, etc.


History:

· The Hungarian conquest and part of the Árpád era – between 896 – 1038 (class 5 – 6)

· Local History – age of the Hugarian conquest, the reign King Stephen I and Queen Gizella 
(class 4 – 6)

· A general knowledge of the Hungarian legends and myths – Wonder hind – myth of Hungarian origin, the people of Árpád, the legends from King Stephen and Queen Gizella, Whitehorse’s son (class 3 – 6)

· Ancestral Hungarian religion – shamans, tree of life (class 3 – 6)

· Development of the Christian state, integration into the advenced feudal Europe – laws of King Stephen, life in the middle age, life in the castles (class 6)

· Heraldry (class 6)

Hungarian language and literature

· Development of the verbal and written expressiveness – preparing short presentations 
(class 3 – 6)  

· A general knowledge of the Hungarian legends and myths – Wonder hind – myth of Hungarian origin, peoples of Árpád, legends from King Stephen and Queen Gizella, Whitehorse’s son (class 3 - 6)

· The number seven, as the magic number in the Hungarian tales (class 4 - 5)

· Development of the association expressiveness (class 3 - 6)

Biology

· Identification of animals and plants - progenitorial Hungarian animals (like grey cows, „racka”sheep, Hungarian shepard dogs like „puli”, „pumi”, „komondor”) characteristics, origin, (class 4 – 5)

· The knowledge of animals and plants – in the fields and woods, results of environmental pollution, rediscovery and re – breeding of ancestral Hungarian animals (class 5)

· Local flora and fauna – plants in the fields and woods, medicinal plants, herbs (class 4 – 5)

Art History

· Knowledge and learning of architecture and associate arts (class 6)

· Styles of the ages of Hungarian conquest – wears, jewels – silversmith, leather – worker, pottery (class 6)

· Architecture (castles, churches), sculpture, painting, enameling of Roman age and Pregothic age (class 6)

· The Hungarian Crown Jewels (class 6)

· Heraldry (class 6)

· Sculpture (class 6)

· Painting – mural, glass painting (class 6)

· Wear – age of Hungarian conquest, roman and gothic (class 6)

· Shepherd art – carving (class 6)

· Spinning, weave, planking (class 6)

Foreign language (English, German)

· Developing the basic vocabulary (class 4 – 6)

· Reading – writing – understanding after listening and reading (class 4 – 6)

· Development of the direct communication (class 4 – 6)

Information technology
· The use of hardwares and softwares – laptop, PDA, mobile phone, GPS, Power Point – basic knowledge of making presentation – use all of these in the learning process (class 5 – 6)

· The use of communication channels (class 5 – 6)

· The use of libraries – conventional and electronic, come by information, electronic vocabularies (class 5 – 6)

Music

· Music history – Hungarian folksongs, our heritage – la pentaton (class 5 – 6)

· Dance – knowledge of Hungarian dance, the common elements of the ancestral sword dance – and the authentic shepherd stickdance (class 4 – 6)

Folk art

· Art of the shepherds – carving, using things from wood, horn and bone (class 4 – 5)

· spinning, weave, planking (class 4 – 5)

· shepherd dances (class 4 – 6)

Mathematics

· Simply logical exercises – developing logical way of thinking (class 4 – 6)

Geography

· The knowledge of maps, reading maps, bearings (class 4 – 6)

· Orientation (class 4 – 6)

· Geografical design (class 4 – 5)

· The Hungarian land – the settlement of the Hungarian tribes, quarters, relationship among the names of Hungarian tribes and the names of nowadays Hungarian villages and towns – etimology (class 4 – 5)

· Meadows for animals (class 4 – 5)

The knowledge of nativity

· wear in the age of the Hungarian conquest and Árpád era (class 5 – 6)

· habits and traditions (class 4 – 6)

· authentical foods (class 4 – 6)

· ancient theraphy (class 4 – 6)

3. Define the Primary Gameplay Mode 
Define the primary gameplay mode — the place where the player will spend 80% of his or her time. 

3.1 Playing field (where does this game take place? what is the player seeing?): Maps, what elements of the map, pre-set scenarios, ortophoto, vector and how these are interconnected, what the player does on each playing field, what need to be defined on each playing field

A team included 6 pupils:


Half of them (3 pupils) spend most of their time in town by solving the given tasks, and collecting the documentation material (photo, video, sound, text, objects).
The other half (3 pupils) beside the notebooks in the school help the outer team solve the tasks. They receive, systematize and arrange the documentation materials. According to the rules the members of the team change one another day by day.
The players play the game on their domicile, in their hometown, on real locales in monumental surroundings. (Pannon University – meet a person, find a key, Eötvös Károly County Library –find a book, Petőfi Theatre – find clothes, pictures, Zoo – find a picture and a sound, Lackó Dezső Museum, Gizella’s Museum, Gulya hill – meet a family and the shaman and make things from different materials, St. Michael’s Cathedral, St. George’s Chapel, Gizella Chapel, Ruins of the Greek orthodox nunnery, the statues of King Stephen I and Queen Gizella, Castle well, Townhouse, County House, etc.) 
Tools used during the game: on the computer : town map without street names, ortophoto, texts, photos, puzzles, in the playing field: GPS, mobile phone, digital camera, video camera, materials, money, tools.


3.2 Interaction Model (how does the player interact with the world? Omnipresent/Other model and what devices s/he uses):

Tools used during the game: on the computer : town map without street names, ortophoto, texts, photos, puzzles, in the playing field: GPS, mobile phone, digital camera, video camera, materials, money, tools.


3.3 Challenges (what is the player trying to accomplish?): tasks, rules, obstacles, clues puzzles 


The player decodes texts and solves riddles, identifies and finds sounds, objects on the basis of coordinates.  She/he identifies and finds animals by reason of read and heard distinguishing marks, orientates on maps and in town, completes incomplete data, learns songs, dances and handicraft, takes photos, videos and presentations, writes texts.

3.4 Actions to content creation (mainly related to web and mobile applications) bear in mind that this content will presented in a format of web pages using the tools on the platform. The content created is hosted on each level of the game.

They appoint a place with the help of GPS. With the help of mobile phones (SMS, MMS) and Internet (E-mail) the players send the photos, video and sound materials taken during the problem solving to their fellows, who upload the whole material to the website of the game completed with text documents. They are in touch with their fellows on the Internet, in forums, on the chat, in SMS, who help them with information via these forums, and send the new tasks to their fellows. With the help of the PDA they are able to have access to information completed on the scene of the game.
Define network deployment

Define Access points (WIFI-WLAN-Internet)

Define software to be use to convert mobile content into web game engine (video flash, mp3, etc)

Define in few lines how this content is related to the school CV and how does it compares with the one created by the teacher and how much content the teacher will create to upload to the desk game.

4. Mechanics of the Game

Explain how the game works, what the elements of the game are and what determines victory or defeat.

Describe how the world works and describe the elements/objects of the game.

Sources used during the game (time, quantity of content, quality of content, quantity of photos, videos, texts, clues, Forum access, chat, etc.)

· Chat, forum, E-mail, blog to call into the game and to contact

· SMS, MMS, E-mail to pass the information

· Text documents – the story and the background story (the players get these in parts according to the process of the game)

· Hidden texts, texts to complete, number puzzles, sound stuffs. Solving all these help to proceed.

· Photos and videos taken by the players, presentations to document the solutions of the tasks of the game

5. Game Internal Economy

What kinds of resources do you think this game would use? (time, quantity of content, quality of content, quantity of photos, videos, texts, clues, Forum access, chat, etc)

How long does the game take? 1 day per level, it means one week altogether, it can be played any time, it can be stopped and restarted at any levels. It is necessary one day for summary and making a presentation.

For each resource, list:

Resource
How it is produced/where it comes from
How it is consumed/where it goes to

	Resource
	How it is produced/where it comes from
	How it is consumed/where it goes to

	photo
	the player takes it at the scene
	s/he sends it to his/her fellows in MMS

	video
	the player takes it at the scene
	s/he sends it to his/her fellows in MMS

	presentation
	the players make it at the school using the whole material of the week
	summary of what they have learnt during the week

	puzzles
	The supervisor makes it with his team
	The teams get them through the Internet or an outer person


How do you adjust these resources to change the difficulty of the game (balance it)?

We make the game more difficult with shortening the period of time, measuring the time, increasing the content, rising the number of the tasks, branches.

6. Victory and Loss Conditions

How do you win or lose this game (if that is possible)?

The condition of entering the next level: collecting the object according to the level, swapping it for a piece of the key, and uploading the documents of the task solutions to the website of the game.

The player wins the game if s/he fits the collected pieces of the key in a given form, and s/he gets the whole of the key, which s/he hands the supervisor.

There is no loser of the game. If the player gets stuck in solving the task, s/he can get help anytime.

How can the player judge his progress towards the victory condition?

The players upload the material about the photos, videos and text documents to the website of the game. If it’s alright, not incomplete and all the tasks have been done, the supervisor rises a level and the player gets the first task of the following level.
If there is no victory condition, what is the player trying to achieve or accomplish?

There is no loser in the game.
7. Digital devices User Interface

List them and explain what the player will do with them, explain networks and soft to be used associated to the gameplay.

Laptop, PDA: which is a GPS, mobilephone, camera, video camera, with built-in microphone, projector in one. Internet.

Contact:

· Laptop-Internet

· PDA: SMS, MMS, mobilephone, chat, e-mail, forum

· Mobilephone: SMS, mobilephone, chat

Looking for information:

· Laptop Internet
website, blog, forum, e-mail

· PDA Internet

website, blog, forum, e-mail

Navigation:

· PDA
GPS

Documentation:

· PDA
video, photo, voice, text

· Laptop
video, photo, voice, text

Summary of  experiences and information

· Laptop 
MsWord, MsPowerPoint

· Projector

8. Writer's Role
Write a story that integrates somehow the school curricula selected by the teacher or look for ways of integrating the story and the content. Once ready chop in pieces the story and decide how it will be given to the player and how the connection with the desk levels is implemented.

9. Player (as many as you need)

Write a quick description of your player or some other character in the game. Include details like sex, age, skills, tools he has to use, knowledge he should posses. 
The game has 3 participants whose task is to help the members of the study group in the story get back to their own age.
10. Story

In one sentence for each stage, describe the progress of the game. The prologue tells the player what happened before he came along – it gives the essential problem or challenge that defines the game. The ending tells how that challenge was resolved. The deliverable tells if it matches the expected goals.

Prologue “misce an scene” (before the game begins): the player has a short introduction on the story There is an article about an English professor in the local newspaper, who experiments with time travels, but without any result so far. He says that this travel cannot be done from any corners of the world. His latest experiments prove that there are only 2 or 3 points in the world like this, so he has to travel. He hasn’t betrayed these places yet. He arrives in Veszprém now. 

In Báthory Primary School a media study circle is started in September and the children are interested in it. A journalist, a photographer and a TV crew are looked for. Well-composer children are awaited who are interested in media. The three friends finds their teacher immediately and they are glad that there are only them in the study group, so they share the tasks among themselves quickly. They hope their teacher agrees them too.

Beginning (early stages of the game): Introduce them on the game 
The 3 11-year-old members of the media study group go to the University of Veszprém to make a report with the world-famous professor, Dr. James Cleverhead. The scientist is not happy with that at all, but his advisors persuade him to welcome them, because it would be good to his image and it would ease the morose scientist image about him.

The children appear at the fixed time. Clever head is very strained, he is anxious about the equipments of his laboratory. In an unguarded moment Ákos, the clumsy boy pushes the button of the time machine by chance and the machine start working. 
Middle (heart of the game):
Level 1

The children are flown back to the age of the Hungarian conquest by the time machine. In the beginning they don’t recognize this, but later they realize it on the basis of their historical knowledge and studying the surroundings more profoundly. From this point they are guided by only one thing: to get back to their own age.

They call the people’s attention to themselves with their knowledge and clothes, and the shaman takes them as a rival. The children get to know that they can get closer to the 21st century by getting a piece of stone. The shaman cannot prevent them from getting the stone and so they step into the  
Level 2

age of the foundation of the state. The stone happens to suit the wall of a being built church. To their great astonishment the shaman follows them. They find a shelter at the Greek Nuns’ Monastery, where the coronation cloak is being made. They help to sew it and for the help they get a copy of the cloak as a gift. When they put on the cloak, they have such positive power which carries them to  
Level 3

the age of the foundation of the church. They are allowed to enter the Bishop’s Palace because they are wearing the cloak. They hand over the clothes to the bishop, who crowns the queens and the children get a crown in exchange for it. Their main enemy, the shaman wants to get the crown, but the children have recourse to a stratagem and they keep the crown. As they put it on their head they fly to 

Level 4

the age of the organizing the state. They get acquainted with the laws which are taking shape and they are allowed to sentence in a lawsuit. They get a sceptre for the just verdict, which – pointing to the four cardinal points- opens the way to  

Level 5

get to know everyday life. They drop in the life of the medieval Veszprém, they can see what and how people work, what they eat and drink and how they enjoy themselves. Having the sceptre they are authorized to take part in a distinguished repast. There a red apple is poisoned by the shaman who still hates and follows them. But as the children hold it in their hands, it changes into an orb and it takes them to

Level 6

get acquainted with the period-culture. The European cultural life is developing, but the old tradition, clothes and art still exist. They overhear the song of the shaman who prays for their loss. The children hide at a wood sculptor’s who carves a wonderful royal throne. The orb which is owned by the children just suits the throne as a motive. In his joy the sculptor surprises the children with a copy of the throne. They try the throne, they sit on it and it carries them to

Level 7

the Gizella Chapel in the queens’ town. The children offer the throne to Queen Gizella, who gives them the key of the town in exchange for it referring the children are always welcome to Veszprém. Kata realizes from a secret document that the key itself is the key of their situation as well, they can get back to their own age only with this key. If they lose it, they will stay here for ever. The shaman who is hopping mad tries to vanish the children, but he fails. As the children fit the key in the gate of the town, it begins to work as a time-gate and the children get to the professor’s study again. It came to light that their stay that lasted for weeks in the past took only a few hours in the real time and in the meantime the scientists worked hard to bring the children back to the present. But every effort would have been fruitless without the quick-witted children.

Ending (the player’s final victory):
Doró, Kata, Ákos are the freemen of the town, they are honored by the whole world as the first time travellers. The professor also forgives them, because his invention works after all.

11. Deliverable for each game level defined by the teacher: list and describe them (videos, photos, audios)
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