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Figure 1: Storyboard of the proposed game.
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“Welcome to Tech-co, I'm sure you'll fit in just fine around here...
And if you don’t, well, you’ll be fired!
Ha ha... Only joking. You’ll get used to my sense of humour. Now let me show you around...”

Figure 2: The office environment.
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Figure 3: Core engagement loop.
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Figure 4: Interactive coding screen.
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In the communal area, there is a laptop that has the company job board on. The Player can access this to view a summary of the Career paths and other information,

typical of a job seeker. For example, job titles, duties, salary, location. A list of actual companies that hire in that domain.

NOTE — The Job Board will also be a module given by the Manager to complete from time to time (to guide them to the computer). Job Board information WILL form
part of the questions in the quiz tests for the module.
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The Player selects the TAB for the Career Path.

0On a Career Path page, they can see a ‘low / med /
high’ broad range for that path. Click PATH for a
linear breakdown of the types of skills they will
learn, in order, and connected to their career level.
The screen also has Job Advert examples. Click on an
advert to expand the lower half of the screen to
view. These are real-world adverts, but it is not
dynamic.
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Mouse pointer is active too. Click BACK to exit.
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Figure

5: Job board.




The player has tapped the ESC key, which opens the settings menu and displays their current report card statistics too.
Entering the Settings screen will also pause the game clock.

Contact - Click to open
Back - Exit the SETTINGS m @ an email to
Settings screen Savi | Email@address.com
(either into the DAISY CONTACT  TERMS 29.54

Office or the Terms — Click to open a
Workstation mode). REPORT CARD URL at: www.Url.com
Managers Feedback: You have a good aptitude for <web> programming.
Save - Opens the ‘ B ‘ " N ) The Managers
Save/ Quit sureen. Perhaps spend a little more time getting to know your co-workers. Feedback text is pulled
S— Keep up the good work!
from the Conversation
Performance Over Time spread sheet, based on
Select Save Slot A the report calculations.
B
¢ Performance Over Time
o —is @ simple graph to
show the Player report
E History per complete
Week 1 Week 2 Week 3 Week 4 week within the game.
Game Statistics Game Statistics — Are
Quit - Exit the explained in more detail
game. This will Tasks Passed 1° Time 80%  TimeWorking ~ 2hr34m Job Board Viewings 54 along with the
prompt the user to ) i calculations elsewhere
see if they want to EDIT CHARACTER Web Ave. Score 98%  Time Walking hrim  Co-Worker Interact. 11 it this document.
save the game Y/N.
(if Y g /! Data Ave. Score 75%  Time Talking 34m Mentor interact. 13
If Yes, then open Overall Progress NOTE — The mouse
;’C’Z 7'”: S/ Quit P Gorne Ave. Score 54%  Time Wasted  15m Mentors: Dave Smith, g;’:"e’ is active on the
ings screen.
mentioned above). Dota Sclenist Career info Ave. Score ~ 86%  Total Time ah 24m
Game Develogment

Overall Progress is shown as a progress bar (without values) per career track, since more tasks may be added over time (and you don’t want a player to think they have
gone backwards).
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“ PECTIPTION/ CALCLiATION - oo m "wop m REPOKT
= mm

Tasks Passed 15 Tasks Attempted & completed in the same session (without help).

Time >125
Web Ave. Score Ave Sum of all Web test scores attempted (including repeat >50% 5 >70% 10 >90% 15
attempts) B 100-125
Data Ave. Score Ave Sum of all Data test scores attempted (including repeat >50% 5 >70% 10 >90% 15
attempts) C 71-99
Game Ave. Score ‘Ave Sum of all Game test scores attempted (including repeat >50% 5 >70% 10 >90% 15
attempts) D 51-70
Career Info. Ave. Ave Sum of all Computing Career Info. test scores attempted >50% 5 >70% 10 >90% 15
Score (including repeat attempts) E <50
Time Working Time spent sat at a workstation (including Job Board Computer) — <10% 5 <40% 10 >40% 15
(NOTE: GameDay / Time at workstation) The overall Report Grade is the sum

of the points based on the range

Time Walking Time spent walking in the office <2% 5] <5% 10 >5% 15 the Player is within.
Time Talking Time spent interacting with co-workers <2% 5 <5% 10 >5% 15
The categories can be further extrapolated
Time Wasted Any other time different from above >40% 5 <40% 10 <30% 15 to pull ’h’_'ef"f”"t ‘Manager’s Feedback’
across 3 disciplines:
Total Time All above times total - - - - = B 1. Programming (use the best Web, Data
Job Board Number of clicks within the Job Board computer - Per Game Day Ave  >10 5 520 10 >30 15 or Game score; range A, B OR C)
s etat= i 2. Socialising (Use Time Talking A, B OR C)
9 i 3. Overall Grade (Use Grade A, B, C, D OR
Co-Worker Number of interactions with a co-worker. Per Game day, Average 2 5 5 10 10 15 E)
interactions over 7 days. Eg.:
Mentor Number of interactions with a mentor. Per Game day, Average over 1 5 3 10 5 15 1. You have a good aptitude for <web>
Interactions 7 days. programming.
M Assigned NPCs th ill help the pl; ks and 2. Perhaps spend a little more time
entors signes s that will help the player on tasks and act as mentors. - - - - - - sacialising with your co-workers.

3. Keep up the good work!

Figure 6: Weekly report card.
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01 02 03 04 05 06 07 08 09 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32 33 34 35 36
THEORETICAL FRAMEWORK
01 SCCT: Self-Efficacy Beleifs 10 CsMm: within one's work 19 PENS: Relatedness 28 GBL: Well-Ordered Problems
02  SCCT: Outcome Expectations 11 CSM: Adjusting to work requirements 20 PENS: Immersion 29 GBL: Challenge and Consideration
03 SCCT: Personal Goals 12 CSM: Managing work stresses and dissatisfactions 21 PENS: Controls 30 GBL:Just in Time or On Demand
04 CSM: work readiness and skills 13 Career 22 GBL: Identity 31  GBL: Situated Meanings
05 CSM: Acquiring career-relevant experiences and skills 14 Career Exploration: Self-Exploration 23 GBL: Interaction 32 GBL: Pleasantly Frustrating
06 CSM: Developing new interests and skills 15 Career Number of 24 GBL: Production 33  GBL: System Thinking
07 CSM: Exploring possible career paths 16 Career Exploration: Employment Outlook 25 GBL: Risk Taking. 34 GBL: Explore, Think Laterally, Rethink Goals
08 CSM: Revising or stabilizing vocational goals and plans 17  PENS: Autonomy 26 GBL: Customized 35 GBL: Smart Tools and Distributed Knowledge
09 CSM: Forming more specific vocational goals and plans 18 PENS: Competence 27 GBL:Agency 36 GBL: Performance before Competence

Figure 7: Alignment between the game and theory.



