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Why?
Educators
Analyzing agency in systems
using bespoke defensible models

Critiquing modern media

Fostering disciplinary questioning
Using evidence-based arguments
to determine what can 
& cannot be supported



Skills: Analytical and Expository writing;
Presentation skills; Purposeful research; Multi-
layered problem-solving (including Ethical
problem solving & Global and Local issues);
Inquiry learning; Experiential learning; Iterative
design (MakerSpacing); Collaborative Leadership;
Time management; Community engagement

Why? STUDENTS
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Games as Agential Problem Spaces
(Not just any game but many games) 

What counts as a player agent?  



Design Process

Design Product
Playable Revised Prototype
Annotated Manual
Design Statement



T r i a d  o f  A g e n c y
A P S  B l u e p r i n t

R e s e a r c h e d
W r i t t e n  o r
D i a g r a m m e d
E v i d e n c e -
b a s e d  a n d
s o u r c e d

S h o r t e r  v e r s i o n s  
s h o r t e r
s o u r c e s
s m a l l e r
p r o j e c t s

1.Brainstorm &
Identify Topic

2.Research
Agential
Problem Space
Blueprint



S t a r t  w i t h  g a m e w o r l d
s p a c e

M o s t  a g e n c y  s p a t i a l
M o s t  a g e n t i a l  g a m e s
s p a t i a l i z e  s u b j e c t s
C o l l a b o r a t i v e
b r a i n s t o r m i n g

3.Craft prototype
from APS
Blueprint



D e t e r m i n e  h o w
A . R . T . M . O . s  f x
M a k e  n o t e s  i n  a
d e s i g n  n o t e b o o k
D O  N O T  G E T
A T T A C H E D  T O  T H E
P R O T O T Y P E
C h e c k  t h e
B l u e p r i n t

3.(continued)
Craft prototype
from APS
Blueprint



1-4 Players
15-20 Minutes
Assign groups?
Set aside time?
Playtest analysis /
reflection (written,
presented, discussed,
recorded)

MakerSpace

4.Playtest and revise prototype
5.Settle on stable prototype



6.Finish annotated rules and
designer statement

1.Historical Background
2.Game Overview
3.Setup and needed pieces 
4.Winning the Game
5.Playing the Game
6.More Game Concepts
7.Designer Statement (Reflection)



Final Thoughts ...

Shorter?

Alternatives to writing?

Collaboration?Choice-Based Texts?


