Play to learn:
Designing games with kids for kids

Hilary Hall — Executive Producer
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lllumina Digital’'s teen games

* Innovations company delivering high quality broadband,
broadcast and learning products, content and experiences
across multiple platforms
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About Me In the Mix
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« Published for BBC jam

« A virtual town where
learners explore citizenship
and identity through their
actions

« Players resolve conflicts
expressed as dilemmas

 Decisions have discernible
consequences
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Citizenship
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Learners will be able to...

Find out about the participatory process

Vote on issues and see what their peers think
Make decisions and explore consequences
Understand different perspectives

Present and respond to material they create

Find out more about how they can participate outside
of the Mix

Develop skills of communication and enquiry
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Issues to bear in mind

Educational games:
* Too simplistic
« Repetitive tasks quickly become boring

* Poorly designed tasks don’t support progressive
understanding

 Limited range of activities

« The users know they're being coerced into learning
Kirriemuir, McFarlane (2004)

-> Respond to users’ actions or instructions, and create

a state of flow
lluminadigitalitc,



Approaches to learning design
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Designing educational technologies with users

Futurelab, September 2004
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Me in the Mix informant design
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Informant design objectives

To see whether the user experience:

Is compelling and rewarding

encourages thinking about key citizenship issues
encourages active citizenship and real-world outcomes
provides a scaffold for empathetic awareness

IS age appropriate and suitable for users of different ability
meets the needs of users across the UK

Is topical for users in the UK
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Content testing
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Focus groups

« 19 focus groups across 12 schools
— 9 with 11 year-olds
— 10 with 14 year-olds

* Rural and urban settings
— England
— Wales
— Scotland
— Northern Ireland
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Focus groups — objectives

« To determine the issues that matter to Me in the Mix
users

« To examine location and age factors

« To identify ways in which young people have come
across these issues

--> Decide on stories for a news programme for your
area and age group
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/ Bullying takes
place for all

- jealousy, size,

you look
different...

sorts of reasons

colour, because

\

J

4hey judge me as a\

stealer because of
the way | dress, but it
was freezing!

y

We’'ve got a Tesco
and a Sainsbury’s.
Why do we need an
Asda?

—

We should do news that kids
want to hear... not just news
about people getting shot

™

-

-
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Focus group findings

Issues that matter

« Local planning

« Safety

« Health

« A voice in the media
« Environment/charity
« Diversity/tolerance

Location and age factors

Rural and urban variation
Local concerns
Age concerns similar
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Focus group recommendations

Focus on local issues, but extend to global if possible
Include positive representations of young people

Ensure game voices young people’s opinions on
Issues that affect them

Make involvement in planning central
Safety in public spaces is also important
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Game concept testing

Proof of concept and mood boards
Board game - world
Card game - activities
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Game concept testing

- Board game
* Proof of concept
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Testing objectives

Goals
« AsSSess user experience *
* Collect feedback on .
what works and doesn’t
work .
* Observe how users
navigate .

Observe time taken on
activities

Things to check

Use of hints and tips

Interface feedback
required

Will users redo activities
If they fail

Making the activities

sufficiently challenging
for age range
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Example scenario

A sign on the door of your local shop says “No teenagers”. A sandwich board outside the
newsagent says: “Anti-social teens have no respect for the community. Local businesses
clamp down.” Go to the shopping centre and see what you can do.

A: Try to find another shop that will let you in.
You go to Mixton to do this, but the travel costs you £5. Your friends aren’t happy. Lose 2
support.

B: Organise a protest

To do this you need 2 money, 7 support.

Some members of the community are not happy with the approach, but you win over the
media. The newspaper publishes a story about good things young people have done.
Teenagers are allowed back in the shop

C: Start a campaign to show the positive things young people do
To do this you need £4 and 6 support.
You win over the media and the local community who become happier with young people.
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It's bedtime. Go home.

Chance cards

You are given an
ASBO. Go to the
Magistrates Court and
miss a turn.

An anti-bullying poster
you designed has won
a prize. Gain £5 and 10
support.

You find a wallet
containing £10: hand it
in to win 5 support, or
keep the money but
lose 5 support.

You trip over a paving
stone. Go back three
spaces.

Bus drivers are on
strike. Go to the Bus
Station and miss a turn.
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ID ...And what about the chance cards?
Kids Ah they was funny, they were fine...
ID If you were to add some more what would you put
in it?
Kids Dog poo, your car breaks down you have to pay,
you got caught nicking paint from school...
ID What age range do you think could play it?
Kids 8 and over
If you got loads of money you can do well — you get

an A in your GCSEsyou win £5
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Findings

Chance is crucial, especially moral dilemmas

Earning support and money was understood
— “support is most important”

Liked having ways to get around eg bus
Suitable for target age group
Scenarios are realistic and relevant
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Recommendations
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Locations

Chance cards
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Youth club vs developers

Youth Club card

Proposal

We will not
cause any more
delays to the
building if you
tell the media
vou're heloina

Developer card

Conclusion

We’re not
prepared to
speak to you
anymore. We'’re
going to call the

Card game
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The only way you can come to
agreement is by compromising,
and that’s what we did. We
knew we’d have to compromise.

/

- ™

If you say ‘oh, do this’
they won'’t do it.

z—

Be diplomatic.
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Findings

The conflict example was realistic
Be clear on their priorities

A summary of how the negotiation went would help
users know the reasons for winning

The differences in ability among players were more
marked - differentiation needed

Selecting cards is easier with pros and cons

Consultation with team mates was important in
decision making for both age groups, and so support
for the lone user will be important.
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Negotiation
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lterative testing
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Testing sessions

Activities content and design

Activities functionality - round 1

Activities functionality - round 2

Activities functionality - round 3

Whole user experience and evaluation of learning
Accessibility testing with deaf and blind users
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The Mix
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Favourite bits
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“Can we spend the next
lesson playing it too?
What about lunchtime then?”
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What they learnt

What evaluators learnt from playing the activities...

B what a dispersal order is

¥ young peoples' rights
9% Uissues to do with anti-

social behaviour
U how to go about
9% negotiating with someone
® how to look after dogs

37%

9%

How playing the game would help evaluators get
involved in an issue they cared about...

® made the issue known in
the first place

B ingpired them to do
something about it

U showed them how other
people did it

U showed them what kind of
thing it involves

B 5ggested things that
they could do

Huminadightaliyg.




Accessibility testing

« A 13 year old blind
games player uses
cursor keys to navigate
and successfully
completed activities
including letter design
activity

« A 13 year old deaf user
found the game pitched
at his level

36
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Experience
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Working with kids gives...

First-nand experience of needs, interests and
requirements

Development of more innovative and creative ideas
Avoid formulaic work
Audience focused — designed to appeal

Resources embedded in teaching strategies and
educational contexts
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