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METHOD : GAMESTORM RESULT

In 2015, the Montreal Science Centre opened a new perma-

. the THE NARRATION THE TECHNOLOGY ; ; approacth ;
nent exhibition on the human body. O Define the genre, emotions, theme and “rabbit O Determine how the game will be deployed and engage We believe that th'sﬁW_ 2C42 to design
The Gamestorm ool s aboard game that diferent p:nxla holes” to engage your users! the museum visitors at the MSC has helped to develop an engaging game that is perfectly suited
can Use to create one M . " L
To engage the visitors even more, we decided to leverage the Sl s S Tul i e our game could b desried s st hriler TG o to the user through a seamless integration with the traditional
power of ‘G0t to create an interactive web ex- £h6 development process. graphic puzzle novel adventure gamel” How would you visitor's mobile device, he becomes the biohacker, the main museum experience.

describe your game? character of the game. He can:

Use his phone to scan the room and with the help of the iBeacon IT'S YOUR TURN TO PLAY!

technology, he willdiscover areas with hidden viruses and X
collectable items that he can use in the web-based game. Launch date : March 2017

perience that would complement the physical exhibit.

designer

aims to emp: g
with game design thinking.

See what he has collected using the 3D holographic pyramid at the
museum.

0 THE VISION
Define the project objective in one sentence

®  Recreate the hologram outside of the museum (i.e. back at home)
The MSC team wrote the following project objective: using a simple transparent plastic sheet.
e e e e e e e e e e e e e e e e = stimulate interest in epidemiology and raise awareness for
' health disasters so that the users can make good decisions
The MSC hired an independant game studio, f during a major disaster.

' Affordance Studio, to develop this fun educational vy’
[ game experience. And the process began with a ! /

unique tool called the GameStorm. 1 =

' ' _ THE GAME DYNAMICS 05 oy
THE KEY ELEMENTS Find the right game dynamics that
! ! Select 3 core elements that will stand out 02 will appeal t?hf:;sr::glfjgggiegs

1 in the game to make it a success

Going through the cards and after a ittle bit of

Rt heiabo ol adlc e o brainstorming, we selected 6 game dynamics for the

© Identify the different decisions a public health
I ' A e T Rt G0t gmepla (9. asor E0g, Puzzl Solng B0ss o

f quarantine) b
L © Explain past Canadian epidemics and their containment

THE USERS
Describe the users that you are targeting with

GAM ESTORM . 03 THE VERBS different game personalities (persona)

Define the objectives for each key element. What

USER-CENTRIC GAME are we aiming to do with this game exactly? After talking with different potential users, we found that
our users have the following profiles

Champion : Want to put their skills to the challenge
DESIGN ® Figue cunosuy(abeut pandemics, Canadian history, and Explorer : Want to expand and develop their knowledge
Strategist : Want to analyse and defeat a system

. Manage time and human action
@ Learn (e.g. difference between virus and bacteria) Games| na“ the powe to mmerse us n new and engaging
univer andlng your user’s intrinsi
mouvatmns. usmg the right game mechamcs and creating
gagin ive t

is widely utilized throughout by video game designers
to achieve several goals: brainstorm the project’s
mission, define the objectives, target users, cull game
mechanics, develop the game narrative, and estimate
costs for development and support.

You il itmers,
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“atucoi TO LEARN MORE ABOUT THE GAMESTORM TOO! AFFORDANCESTUDIO.COM ) www.morbusdelirium.ca




