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Main Screen

Collaborative settings ———>

CONTEXT & OBJECTIVES

Click on card to access
&—— collaborative working space

Context

Game Outline Learning Goals
Discussion thread
GAME DESIGN MECHANICS LEARNING DESIGN l

Interfaces and UX Goal & Rules Game Mechanics Learning Mechanics Learning Functions Learners Profiles
Narrative Game Universe Game Learning Learning Learning Objectives

Incentive & Rewards Incentive & Rewards Foundations

Fidelity and . . Knowledge . .

Game Structure Simulation Model Game Interaction Learning Interaction Foundation Pedaogical Scenario

ASSESSMENT T

Progress to date
Learning

Game Assessment
Assessement

Cards as collaborative spaces

In the web platform, each building block (context, game outline, etc.) should be implemented as
a Card. By clicking on the card, the development team would access a dedicated collaborative
workspace. The workspace of each card should provide teamwork functionalities such as
collaborative writings, discussion threads, modification proposals, and document sharing. Each
card should be complemented with methodological resources such as definitions, best practices,
tools or theoretical references.
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Discussion thread —> ¢

Learning goals

General ition, in one of and

B IU:

The serious game aims to raise awareness and provide participants with the knowledge and
methods necessary to establish a quality and safe therapeutic relationship, including clinical and
environmental elements and respecting patients' rights.

Collaborative writing

Progress to date

l

Project Management

D that participants will acquire in the serious game

Resources
B objectives

@ Best practices

Guidelines & best practices ——— 5 | ... unions

@ Howto ?

@ Examples

Project documents
E' Course Syllabus.pdf

|E\ Study plan.pdf

® »

Document sharing

Activity network diagram view, emphasizing precedence dependency relationships.

Click on card to access
collaborative working space

Game Outline

||
Context

Learning Goals
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Interdependence Relationships

Context

Students will play

on smartphones

Game and leaming

mechanics Learning Mechanics
alignment

- T

Interfaces and UX Game Mechanics

Interdependence relationships will be used to inform that something defined in one card must be
taken into account in another
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Team Management and Project Parameters

© P S d e

Equipe projet X Parameétres X
* Membres jo)
v Projet (Phase conception)
O, Elsa Random, HEIG-VD (Admin)
Nom PRITS
D, René Random, HEIG-VD (Admin)
o Par HEIG-VD, HESAV
& JoRandom, HEP-Lausanne  (Contrib.) Financement  ENS
8 Vincent Random, HESAV (Contrib.) Public-cible Etudiant-e-s 3éme BA HES-...
O, Charles Random, UNIL - Uni... (Contrib.) Sulet Droits des patients
O, Louise Random, EPFL - Ecol... (Invité-e) Début prolet 01.01.2020
O, Elsa Aléatoire, Nestlé (Consult.) Fin prévue 01.01.2121
~ Roles ~ Avancement
Enseigne Design [ Cherct @ S R
S, Elsa | 8 0O O ~ Charge de travail
S René 0@ O
O, Vincent
- e 8 OO0 ~ Délais du projet
O, Charles B8 O 0O B o
8 Jo | 0O O O -
O, Louise BB O 0O ~ Notifications
O, ElsaR. B8 O 0O

~ Droits et acceés

O 22 22
Lect. Ec Admin
& Esa "8 0 O
D, René ® 0O 8 O Pseudo ElsaR.
D, Vincent e 8B 0O 0O Prénom Elsa
D, Charles | 8B O 0O Nom Random
S Jo B 0O 0O 0O Entreprise HEIG-VD - MEI
D, Louise B8 0O 0O Statut Designer
O, ElsaR. |8 O 0O
(® Ajouter un contributeur
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Collaborative Writing Functionalities

Goals & Mechanics

e,
%
*
B
by

o
e :
Maquettes
Objectif(s)
Les maquettes fonctionnelles ont pour but e représenter les différents é Elles doivent permettre au
ntend de réaliser [
Variante smartphone v1.0 2
Introduction
de la définiti futilsiation, décidé que le jeu sera joué principalement sur ordinateur. Voici donc les
maquettes pour ce cas d'utiliation Liens sur figma,
La base a été faite, mais il reste encore quelque écrans a définir.
[P politique_confidentaiité.pdf
B IU:
2. Design
Le design chosit est du pixel art. Il est garder trés simples I de ce jeu. Le jeu sera déja trés lourd au niveau
des de la charg . Ainsi, isissant e pixel art, I autant que possible ce poids, et
i ainsi les faffichage du jeu.
4 https:/albasim.ch/wegas
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Contexte et
objectifs.
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