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1. Introduction

Children must be taught how to think, not what to think
-Margaret Mead.

All over the globe, governments were introducing some form of
computing curriculum from kindergarten—to five years
onwards. Over 30 countries have introduced a mandatory
computer science curriculum for grades KG to 12. With the
increase in global demand, the NEP 2020 of India has made
coding a mandatory subject from class 6.

The government took all these initiatives to prepare students for
21st-century skills. Computation skills, thinking skills, innovation
skills, problem-solving skills, and others were identified as
essential parts of 21st-century skills. However, sadly only very
few parts of the curriculum accommodate such a pedagogical
approach to tackle this problem.

After analyzing the current structure of the CBSE curriculum,
starting from the content of the 11th std CBSE computer science
book since programming officially starts in the 11th grade, when
students choose their respective stream. The index page of the
book has been shown for reference in figure 1. There are no
lessons on how to acquire the thinking skills required to code.

e My Facus

Fig 1. 11th Std CBSE Computer science book.

However, in advance of, NEP 2020. CBSE has collaborated with
Microsoft to develop resources that focus on project-based
learning. Especially using visual coding language, the trend of
using boring text-based coding language has been changing to
visual coding

language in the initial stage of learning to code. NEP 2020 uses
Minecraft code, make code as shown in figure 2 and 3, and
scratch along with python to teach coding from the sixth to the
eighth standard. These are introductory courses.



With an increase in the complexity of the curriculum, it requires
an increase in pedagogical techniques and competencies.
Especially in computer science, where coding will be introduced,
in order to make it easy for students, a strong foundation is
needed, which can be achieved through teaching how to think for
such computations rather than teaching the coding language or
various algorithms. We focus primarily on cognitive ability called
“Computational thinking” and making it exciting and easy to
understand through a game-based learning approach for
students entering high school.

| Block Code on Minecraft Code Editor |

Fig 2. Minecraft Code by Microsoft, to teach coding.

Step 1t In the arcade MakeCode editor, click on *Loops™ Bnk in the tealbox and then drag
mnd diep “on start” Bleck o the play area

Fig 3. Make code by Microsoft to teach coding.



2. Content

Why Computational thinking?

Computational Thinking could enable students to think in a
different way while solving problems, analyze everyday issues
from a different perspective, and even apply it to various other
subjects, apart from computer science.

What is Computational Thinking?
Definitions of Computational thinking

various computer scientists across the world curate several
definitions of computational thinking. Definitions of
Computational thinking as given in the book “Developing
Computational Thinking in Compulsory Education by the
European Commission, Joint Research Centre” [9].

e “Computational thinking is the process of recognizing
aspects of computation in the world that surrounds us,
and applying tools and techniques from Computer Science
to understand and reason about both natural and
artificial systems and processes’.

e “Computational thinking is the thought processes involved
in formulating problems and their solutions so that the

solutions are represented in a form that can be effectively
carried out by an information-processing agent’”.

It is about Conceptualizing, not about programming.

It is a fundamental skill, not a rote skill.

A human way of thinking, not how the computer thinks.
Complements and combines mathematical and engineering
thinking.

e Itis about Ideas, not artifacts.

The International Society for Technology in Education (ISTE), in
collaboration with the Computer Science Teachers Association
(CSTA) published a definitional list of computational thinking
characteristics [6]. These include the point below but are not
limited to:

1) Formulating problems for use with a computer to facilitate the
solution.

2) Logically organizing & analyzing data.

3) Representing data through abstractions.

4) Automating solutions through algorithmic processes.

5) Identifying, analyzing, and implementing a possible solution
as the most efficient & effective combination of steps and

resources.

6) Generalizing and transferring this process to a variety of
problem areas.



Comparison between Design thinking &
computational thinking.

In this section, we talk about understanding computational
thinking with respect to the design thinking process that
designers generally aware of.

“Design thinking and computational thinking: a dual-process
model for addressing design problems” [13] by Kelly, N., & Gero
explains the relationship between design thinking and
computational thinking and how to use them in the design
process. The graph is created by two orthogonal ontological
categories, with DT & CT located in space, as shown in figure 4.
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Fig 4. Graph showing the relation between DT and CT.
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Table 1, shows the dual-process model where a designer used
both thinking skills to solve the problem.

Diesign thimking Ciomputational thinking

Thinker &s Erying to expand the frame of the Thinker ks 1:rg.'in[|_h1-mm'|w the framie of the problem o

pmhhm by capture its mmplr:ﬂ',.' abstract away unnecessary nmqllﬂﬂ'\_-'
Thinker is aiming bo create a specilic solution  Thinker is aiming to create a general solution o the
1o the problom problem.

Table 1. The dual-process model of design thinking and
computational thinking.

As suggested in “Design thinking and computational thinking: a
dual-process model for addressing design problems, " both
processes were used in this project.

Using design thinking to identify the big picture (like
understanding the user and defining problem space.) and
computational thinking to figure out the sub-problems (like
breaking down what needs to be taught and elements to consider
in-game).



Importance of Computational thinking
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Computational thinking can also be applied in STEM and
anywhere that requires a computer to solve a problem.

It is a way of human thinking, it is not the computer's
calculation model.

It is used to extend the foundation of mathematics using a
combination of mathematical thinking and engineering
thinking.

It is a way of the finished product of thinking.

It addresses most of the 21st-century skills.

Many developed countries have recognized the potential

of Computational thinking and included it in the
educational curriculum starting from kinder garden.



Concepts in Computational Thinking

There are various concepts in the computational thinking process [5] used in problem-solving, as mentioned in table 2.

Nums  Thinking seps Definitlan Resoisres

1. Abstraction Kentifving and extracting relevant information o (Barr & Stephenson, 20115 Grover & Peo, 2015 Wing, 3006)
deéfine maln ideas.

2 .Mp':ﬁ.l'm l:lulpl C[w.l:hll an ordered series of insructions for (Barr & Stephenson, 2011; Grover & Pea, 2013)
sobving similar problems or for performing a sk

i Aubosmation Having compaters or machines do repetitive (Fletecher & L, D008 Forredt & Aitchall, 2006; Kafnd & Burke, 2013)
tnsks,

A Thata .ﬂ.l.'hﬂ}"li mh'llg_ sense of daka hy Hl‘ldil'm P.iH-I'I.'LI. or tﬂllll{l'll #f al, M1f Atmbtzkdow B Demetrisdin, 20106 R, Biowad, B
dr‘rr'lnp'ing imsights. Einmelrew, 2007 Cear et al, 2007 Chaot, Lee, & Lee, 3006; Magana &

Silva Caiatinha, 201 :'}

5 Duanta Collection Gatherlng information (Bare & Stephens, 2001; CSTA, 2011)

[ Data Representation Depilcting and orpganizing data in appropaiate [RenakEl et al., 2007 Gynnild, 2004; Massan & Oleen, 2000 Stefan,
graphs, charns, words, or lmages. Gutlemer, Bom, & Springer, 2015 Welntrop et al., 2016)

7. Dt o ok Ty Hreaking dowm data, procestes, of problenst inte  (Kilpeliinen, 2000)
amaller, manageable parts.

B Parallelization Simubaneons procesing of smaller maks from & [Harr & Stephensan, 2011)
Larger task o more efficlentdy reach & commeon
goal.

9 Paitern Generalization Creating models, rales, principles, or theories of [ISTE & C¥TA, 2011}
observed panerns o test predicted outcomes.

1. Pattern Recognition Observing patterns, trends, and regularities in
dam.

11. Simudatson Developing a mockel 1o imitate real-workd (Barr & Stephemon, 2011; Grover & Pea, 2013 Wing, 5KG6]
TR

12 Transformation Converston of collection information. (Wing, 2006)

i3 Conditional logic Finding the ssociated pattern between different {Grover & Pea, 2013)
cvenls,

14, Connection o other Finding the relationships between information, [CETA, 2011)

fields
15, Vizualization Visual content i ensier (o understand
16 Debug & ernor detection Find yvour own mistakes and fix them (Armatzidon & Demetrindia, 2016; Berland & Lee, 2002; Yadav,
Mayficld, Zhown, Hombrusch, & Korb, 2004)
17 Efficiency & Anabyae the cfficiency of the final resilts in onder [Grover B Pea, 2003)
perfarmance to achleve & more perfect goal,

148 Maodeling Salve the current problems through the model (Barr B Stephenson, 2011; ISTE & CSTA, 2011)
architecture or develop & nsw oyetem.

19, Problem solving Thie final step of bogical thinking. (Kim & Eim, 2006; Ngan & Law, 2005)

Table 2. List of categories in Computational thinking.
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Scope of project

Out of the 19 concepts in computational thinking, the highlighted
ones are the most important and the bare minimum to achieve
computational thinking.

For the scope of the project, we were focusing on the majorly
accepted concepts in Computational thinking which will be
enough for problem-solving and formulate proper instructions for
the computer. Which are Decomposition, Pattern Recognition,
Abstraction, and Algorithm as shown in figure 5. This project
focuses on teaching it in a simple, fun and easy way to understand,
without using computer science.

Also, the project doesn't focus on any kind of computer science
concepts like coding languages or coding concepts like data
structures, syntax, OOPS, etc.

A simple example of computational thinking is mentioned in
figure 6.

Patbern Recognitcn Abstroctan Algarighm
f

Becompomstion

= =7 =]
= A e

D D Tala]s] i — ':_—

Els B 1N :

Fig 5. Concepts in computational thinking
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Decomposition Pattern Recognition
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What are the different
parts that create this?

De you notice anything
that repeats?

Abstraction Algorithm
+ 3
. L]

How do you know
what this is?

What steps do you need
to follow to create this?

Fig 6. Example of computational thinking in making pizza.

The following section explains the four steps in computational
thinking, (Decomposition, Pattern Recognition, Abstraction, and
Algorithm ).



Concepts in focus

1. Decomposition

Breaking down problems into smaller sections.

e Breaking down problems into smaller parts can make
complicated challenges more manageable. This enables other
computational thinking elements to be applied more effectively to
complex challenges. The solutions to the more minor problems
are then combined to solve the original, larger problem.

* Real-world Examples: For instance, when you clean your room,
you may put together a to-do list. Identifying the individual tasks
(making your bed, hanging up your clothes, etc.) allows you to see
the smaller steps before you start cleaning.

2. Pattern Recognition

Recognizing if there is a pattern and determining the
relations or sequence etc.

e Examining the problem for patterns, or similarities to previously
solved problems, can simplify the solution. Pattern recognition
can lead to grouping, organizing, or streamlining problems for
more efficient outcomes. Conversely, a lack of patterns is also
useful because it means there is no more simplification to be done.

» Real-world Examples: You have likely used pattern recognition in
games like UNO, and checkers. Sports like football and basketball
also use pattern recognition to identify the opponent’s strategy.
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3. Abstraction

Generalization of a problem — focus on the big picture and
what is essential.

» Taking a step back from the specific details of a given problem
allows for creating a more generic solution. This requires
analyzing the problem to remove extra detail & highlight the
essential parts. then, begin brainstorming a solution to the
problem.

¢ Real-world Examples: Public transportation maps are examples
of abstraction that you may encounter often. The maps show only
the important information (the stops, the general direction that
you are heading) and leave out the finer details.

4. Algorithm
Step-by-step instructions to solve a problem.

e When solving a problem, it is important to create a plan for the
solution. Algorithms are a strategy used to determine the
step-by-step instructions on how to solve the problem. Algorithms
can be written in plain language, with flowcharts, or pseudocode.

¢ Real-world Examples: We use algorithms daily, normally in the
form of step-by-step instructions. Recipes, instructions for making
furniture or building blocks sets, plays in sports, and online map
directions are all examples of algorithms.



Ways of Learning CT

Categories of 16 various learning
strategies adopted in the pedagogy of
computational thinking skills. Data is
taken from the literature review “How
to learn and how to teach
computational thinking: Suggestions
based on a review of the literature”
[5], a meta-review of the studies
published in academic journals from
2006 to 2017.

Among these Project-based learning,
collaborative learning, and
game-based learning are the widely
used methods to teach CT.

Table 3. Categories of learning.
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Explanation

2 collaborative learming (beamwork )

1 proect-baned briming

4 gamse-based lkearring

& scafiolding
it problem sodving sywirm
7. isnrytelling

R wyadrmatic compsiational sratrgies

10, comcepd-hased keaming

11, HOY peachsing
12, desige-based learming

13. embodied learning

L4, tescher-orntened kecture

The defbnithan of problem-hased learming & helping 1 et their swn leamning goaks through a problesn wene.
the tram, Problem-bhased basmdng b 6ol only weed to sobve probdom, e sl o cahsnes itadents’ usdortandiag of
new knowledge through appropeisie questions | Wood, 20001

Group learning is divided intec oollaborative leaming amd cooperative karming. In cosperative leaming, panmeTs
sphil the work, solve subtaali individually, snd then swemble the partia] reules into the firal outpa. Bn collsborstive
learmning, group membern are required o complete the tak together, negotiate, amd share mesnings relevant 1o the
problem.solving taak (Dillenbowrg, 175 loschelle & Tembey, 195

Project-baned learneng (PBL) 8 mosdel that swgansees brarmng asosnd progects. Projects are comples taska, hased on
M*m-mﬂnﬂhﬂuﬁﬁﬂh“nﬁhmm“-
imvestigutive activities; PBL gives stodents the opp i ¥ mmnnomoudy over eviended periods of
timer, ansd culminaies in mm-'mll-wt Hulmllu-rn. & Bloifis, 1997

Game Basnd Lestming (GHL) b8 similar po Problesn Besed Learning (PEL), wherein ipecific probies soenarios sne
placed wiihin a play framework (Barows & Tamblys, |950) GBL can provide a Student-Cenitered e-Learning (SCel)
approasch (Motschnig: Pitrk & Holzinger, 2007 Moreover, games include many characteristics of problem solvieg,
€. & ke ostoeme, Siltiphe palh o 6 poaad, focaf al i il collitawration i ihe Cie of
maltiple players, and they add the elements of competton and chance.

Soaffelding provides the framework of learning 1= help the stslents leamn the pew knowledge ot the beginning. The
parpome of scaffolding {8 1o train the dudents 1o solve problem mdependently.

Ta find the sobution in probiesms thmough loghral or special methods, and o dersiand ibe poals of the problem amd
apply the sppropriate abilities and metbods to solve the problem.

Pevola (1991, p. 340) sugprsted that stonyiclling i “ose of the mes poweorful feols for sereunding the young lesmer
with lasguage = Aceording po lubell | 20071, many vhories that work well with children inclade repetitive plirases,
umiqe wonds, and enticing descriptions. These charscieristion encourage studeni io join in actively bo repest. chank,
simg. or even retefl the wory. Moch of the Lnguage children leam reflects the language and bebavion of the adull
madels they Enteract with and lsten 1o (Seockland & Meodios, 1589), “Listring b @lonicl draws stmlion @ the
souridy of Lsguage and helps. children develop a sensitivity to the way language works™ (18l 2002, p 370
Syibemnatic camputational eaming theory provide 8 lormal b rk in which ta precisely formulate and addres
quacathcmns. prganding the performance of defferent leaming algoriskens so thet caseful compariscm of both the
predictive power and the computations] effickency of allermative learning algosithms can be made.

Arsthetic experience provides the meana through which meanings that are ineffable, bt full of feeling. can be
rapressnd nd usderstood, beiping u 10 (slerste smbiguty, o discern subtle relatioships, and to foous on detsils
(ks 2010,

Conorpts are & way to orgsnize and make sense of lesming. The students try 1o define the attributive differences
ameng different concrpis. Dither reseanchon have made sise of canorgl-hased meslels. or praphic ongasioen. The
mande] described here relses heavily on incheding soribuses that can be gemembined w mulisple inatanees. The other
concepl depends on the definition of ihe concept of exclusion feafuring a collection of example facts (Sowdah, Lena
Bilgren, Schumaker, & [eakler, MO0 Erickuon, | 908 Kamwenul & Camine, 1998),

i Cosnpaates |alevac i richang (HO) tesching) i ssitable o all grades of oolloge hid
science, and is alw & common online teaching method (McCoy & Ketterlin Geller, 2002)
Eresiygn B beaamiing, i icdegrated Sevign ihinking and piccesse in the curricalum, which can b applied fo many
subjects. It sl wsdenis 1o sel up thelr own goal snd 1o creste ides 1o achisve them,
muquﬂu-ﬂﬂ-ﬂum-mmm envirmmment and situabed
acticns. are comgemed of p latioen En cognition. I—du-r-bulldtulﬂlbn.ﬁ'm-ﬂ
mmmnmmm with - prioes for better k kg

o leasm |

Ivhﬁ-:l-p-.lltlhelu:-m'lhell-:h ard comcentrate on lectures withost collaborative kearming activitien
Students will ot min the bey pointa through the teacher gubding all of ibe sctivities.

15, Cratical compuratsonal §i

16. Universal Design for Learning

A g ol “ooenparations] liserscy™ helps o betier enderstand the socisl, 1ech I, sl culrural dy ol
programming. Critical compaiational lieracy emphasizes how o use the compuistional method, snd whst can be
e

The bais af Lniversal Desitgn lor Learning (UL} s grosnded in emerging insights about brain developmen,
learning, and digital media (1 nchoock, Meyer, ose. & Jackon, 20000 It areses the leamen’ interest through
rultiple meibesls of comamusnicaton amd oupresasen.




Directions to explore

We choose game-based learning/ play and learn approach over the Instructions design approach because games or game-based
applications are an increasingly important approach in cognitive training, learning, and educational interventions. It is because of their
ability to keep learners motivated to play and interact with the application or learning environment [7]. Well-designed digital games can
facilitate learning because they were designed to contextualise learning based on a set of learning principles. Principles such as immediate
feedback, sandbox, customization, and adjustable difficulty to motivate players to work within their competence. Also, the current NEP 2020
coding curriculum from 6th to 8th is wholly focused on game-based learning, aligning with future curriculum. It opens an opportunity to try
game-based learning approaches to teach computational thinking.

Approach Possible outcome Advantages Dis advantages Method
Games + Can explore spatial + Focused 'c:_:'_lldm'-":h ; EIEBtitﬂnf . i
" aapects younger children + Play tesling  observalion
Play and Interlactwg toys ’ Enﬁbndimentor dala « Meed voluntary « lteration
Learn tgnglble Ivflts . participation + Redesign
kinesthetic learning
« Collaborative . N Holdi « |deation
Game Board games - New ways to leamn ) pgsﬂcfa,ﬁ,n'?i?nﬂ Game design
based Digital games haieq on game « Play testing
3 Hvbrid aam combinations lteration
learning ?tf gAIIRg « Self explorations « Redesign
Serious games « Varying outcome
= Could be taught in
) &OULEE } clans + Constant outcome Instruction objective
Instructional Ork boo - Self taught every lime « Course design
desfgn Set of steps / + Less collaboration « Evalutaion
instruction

Table 4. Directions to explore and approach methods.
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3. Literature review

Since we were interested in exploring game-based learning, most of
the literature revolves around the play theories and game design
approach.

The following literature studied in this section are listed below:
e Piaget’s Theory of Cognitive Development.

e Play theories
o Caillois’s Attitudes in Play Experience.
o Csikszentmihalyi’'s Flow Theory.
o Play Pyramid by Kudrowitz and Wallace.

e Learning theory
o Relationships of computational thinking, pedagogy of
programming, and Bloom’s Taxonomy.

e Game design frameworks
o MDA (mechanics dynamics and aesthetics) framework.
o DPE framework (Design play and experience).
o Serious game design framework.
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Piaget’s Theory of Cognitive Development

Cognitive Development theory is given by Jean Piaget, who has
been one of the most popular and influential experts in the field of
developmental psychology and education. According to him,
learning occurs in children through the process of adaptation, an
active process where children construct knowledge structures
through experience and interaction with their environment. It
also defines children's cognitive development in various age
groups, as mentioned in figure 7.

It has four factors that affect the development process of children
[12].

e Maturation: exposure to artefacts & technology need to be apt
for the age group according to their cognitive development.

* Experience: Artifacts in the environment enables them to learn
by experiencing different artifacts to form their knowledge
naturally.

« Social Interaction: Enabling social interactions in the learning
environment promotes learning action.

e Emotions and Motivation: To learn, learning and

developmental activities should be made relevant to children’s
lives and interests.
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Semsarimoator Pra-aperational Congrate Farmal
stage ELETY cperations stage operations stage

Fig 7. Piaget’s Theory of Cognitive Development.

Selection of Age group for the project:

We selected the age group of our project according to Piaget's
theory. Piaget’s theory states that the “ability to think and reason in
abstract ways” occurs only between 11 to 15 years, which will be
necessary to grasp computational thinking concepts.



Theories on Play

Caillois’s Attitudes in Play Experience

Caillois identified four broad attitudes in play experiences [10],
which lead to four play forms, from completely unstructured, (free
play) to structured, (rule-based play) as mentioned in figure 8.

Caillois attitude theory was used to formulate various ideas
during brainstorming, it provide opportunities to vary the nature

of game and also form new mechanisms in the game play.

I'-l" 5 2 | T i_'|l-. ! '

Competition

role playing

structured ((_——— — )) free

e e

play play

Fig 8. Caillois’s Attitudes in Play Experience.
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e Agon (Competition): Based on the idea of winning by
mastering a single quality/skill against opponents. there is an
equal chance of winning. E.g. chess.

e Alea (Chance): Based on the idea of winning by favor/luck,
rather than skill and experiencing pleasure in the lack of control.
E.g. slot machine.

e Mimicry (Role Playing): Based on pretending to be another to
convince others (audience) such that imaginative reality is
maintained. E.g. playing doctor-patient.

e Ilinx (Vertigo): Based on the pleasure from altering perception
and shocking self through bodily movement. E.g. roller-coaster
ride.

How we used it in the project:

The game we presented had part of structured play which
contains Agon and Alea style in resource collection mode. An
unstructured play which contains aspects of Mimicry during

construction mode in the game.



Csikszentmihalyi’'s Flow Theory

Mihaly Csikszentmihalyi flow theory [11] talks about flow or
optimal experience representing a mental state while performing
an activity when a person is fully immersed. Flow theory is about
adjusting the gameplay states in a graph between challenge and
skill to create immersion as shown in figure 9. It is Mostly used in
games to create immersion.

challenge level —»

—

Fig 9. Graph showing skill level vs challenge level in Flow Theory.

skill level
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According to Csikszentmihalyi State of flow can be achieved
through:

e Clear goals and immediate feedback when required

e Equilibrium between the level of challenge and personal skill
e Merging of action and awareness

« Focussed concentration

« Sense of potential control

* Loss of self-consciousness

e Time distortion

How we used it in the project:

Flow theory can be used in the project in evaluating an existing
play and learning activity and adjusting the level of challenge with
respect to the skill or ability of children. It can be used to regulate
the difficulty of the content and analyse the ease of game play.




Play Pyramid by Kudrowitz and Wallace

The play pyramid is a three-dimensional map that allows
designers to classify a toy concept by placing it in a space between
four independent axes representing four types of play, as shown in
figure 10. The dimensions are sensory, fantasy, construction and
challenge-based play, and it will apply to all age groups [3].

Lonstructine
play

Sensory play

Pretend play :

Fig 10. Play Pyramid by Kudrowitz and Wallace.
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Play pyramid is a resourceful tool for toy and play designers as
they generate different configurations by moving around on the
pyramid. A designed concept can also be explored for
modification by moving it. For example, lego blocks have been
placed in constructive play vertices.

How we used it in the project:

The game designed in the project has part of the constructive play
and pretend play, along with challenge based play. This pyramid
can be used to analyze how varying one type of play can affect
other types, based on which levels of construction and pretend
play can be modified in the game.




Theories on Learning

Relationships of CT, pedagogy of programming, &
Bloom'’s Taxonomy

This research paper sums up the relationship between
relationships between Bloom’s Taxonomy Cognitive Domain,
computational thinking skills, & the teaching of programming [4],
as shown in figure 11.

The research found that computational thinking skills were
perceived to be the most difficult to master.

The following order of perceived difficulty is listed below, with
one being the easiest computational skill to master and six being
the most difficult.

1. Evaluation

2. Algorithm design

3. Generalisation

4. Abstraction of functionality
5. Abstraction of data

6. Decomposition

How we used it in the project:
This relationship can be used to analyze the level in which concept

of computational thinking exists and compare the level of learning
to Bloom's taxonomy of learning. It will help compare the
evaluations of computational thinking.
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Fig 11. Combined relationship diagram between Bloom’s Taxonomy
Cognitive Domain, computational thinking skills, and the teaching
of programming.



Frameworks of game design

In order to build the game, which generally deals with framing
game rules, game mechanics, dynamics, experiences, and
playtesting. We went through various game design frameworks,
which will help build the game, they were listed below:

e MDA (mechanics dynamics and aesthetics) framework.
e Serious game design framework.
e DPE framework (Design play and experience).

1. MDA (mechanics dynamics and aesthetics) framework

MDA (mechanics dynamics and aesthetics) framework [15] is a
formal approach to understanding games that attempts to bridge
game design and development, criticism, and technical game
research.

Mechanics - Dynamics # Aesthetics

Designer side
Players side

Rules System fun

Fig 12. MDA (mechanics dynamics and aesthetics) framework.

Mechanics describes the particular components of the game at
the level of data representation and algorithms.

Dynamics describes the run-time behaviour of the mechanics
acting on player inputs and outputs over time.
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Aesthetics describes the desirable emotional responses evoked in
the player, when they interact with the game system.

2. Serious game design framework

STGR'I'TEI.LIHE

==
L]

|l'rr l|'

LEARNING
A IdINYD

IJ.I.\]

rlﬂ.aumualﬂ : r ﬁ
3

USER EXPERIENCE

Fig 13. The Art of Serious Game Design by Digital Education
Strategies, Ryerson University.

The Serious Game Design conceptual framework, anchored in the
Design, Play, Experience Framework [14], is depicted as a circle
divided into four equal quadrants, each representing a different



but equally important game element: Learning, Storytelling,
Gameplay and User Experience. The components within these
game elements are connected with double-ended arrows,
representing iteration and the interconnectedness between the
framework’s layers, as shown in figure 13.

It also presents a list of flashcards that facilitates the design

process by asking a set of questions for each quadrant of
gameplay, learning Storytelling, and User experience.
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3. DPE framework (Design play and experience)

The design, play, and experience framework [16], provide a formal
approach to designing the learning, storytelling, gameplay, user
experience, and technology components of a serious game. The
framework provides a common language to discuss serious game
design, a methodology to analyze a design, and a process to design
a serious learning game.

Designer “ Player

DPE frameworks

Iterative process
,

o

e
Playtest J

Gamaplay

Fig 14. DPE framework (Design play and experience)



4. Secondary Research

Market study

Analyzing products available in the market which focus on
game-based learning to teach computational thinking. Most of
them focus on coding, not explicitly on computational thinking, so
we started analyzing related products where were listed below:

e Tangible products
o Taco coding by play shift
o Tangiplay
o Google Project Bloks

e Visual coding language /interface
o SCratch
o MIT App inventor
o Agent Sheets / Agent cubes

e (Games
o Lightbot
o CodeSpark
o Algorithm city
o Tomorrow corporation’s Human resource machine
o The case study of Crabs & Turtles
o RaBit EscApe
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Tangible product

Taco coding by play shifu

=02gZé
S \ =i
Fig 15. Taco coding App and tangible elements.

Taco is a hybrid product that uses tangible toys and a digital iPad
display to provide a combined gameplay experience. It claims to
teach the coding ability to children by solving small puzzles. The
target audience was young students. Most of the application by
taco takes inputs through manipulating the orientation and
position of physical toys on the Ipad, as shown in figure 15.
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Tangiplay

Fig 16. Tangiplay app, along with mini tangible elements.

Tangible coding toy for children of age group 4-12. Similar to Taco,
this uses Ipad and customised colour-coded toys using which
children instruct the “track building game” in Ipad as shown in
figure 16. Building blocks of coding languages like if conditions,
loops and instructions were embodied in physical form, which
takes input into the game.



Google Project Bloks
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Fig 17. Google project bloks, with all its tangible components.

The project is a collaboration between Google Creative Lab, design
consulting firm IDEO and Paulo Bilkstein, Assistant Professor of
Education at Stanford University. It consists of pre-programmed
blocks. It is a modular design as shown in figure 17. Block is
intended to make coding a fun activity for young children by
placing it in the context of collaborative play and introducing
interactivity with the real world, for example, switching light
bulbs on and off.
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Visual coding language / interface

SCratch

Fig 18. Interface of Scratch programming language.

Scratch is a high-level block-based visual programming language
and website targeted primarily at children 8-16 as an educational
tool for programming. It is developed by the Massachusetts
Institute of Technology (MIT). It has huge potential, a vast open
source library and scratch community. It uses blocks based coding
language inspired from lego as shown in figure 18. Most of the
coding education for early childhood has been taught using
scratch in abroad.



MIT App inventor
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Fig 19. Interface of MIT App inventor.

MIT App Inventor is a web application integrated development
environment originally provided by Google, and now maintained
by the Massachusetts Institute of Technology (MIT). It allows
newcomers to computer programming to create application
software(apps) for two operating systems (OS), android and
windows. Itt follows the scratch style of visual coding language, as
shown in figure 19.
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Agent Sheets / Agent cubes
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Fig 20. Interface of Agentsheets.

Agent sheets is a powerful Visual Programming Language. Using
which kids from 3rd grade on up acquire programming skills for
if-then statements, cursor control, movement, loops, collision,
diffusion, and many more. Students make games and learn to
code, as shown in figure 20.


https://en.wikipedia.org/wiki/Computer_programming

Games

Lightbot

Fig 21. Game play screens of the game Lightbot.

Light bot is a mobile application, in which the player has to drag
and drop a set of instructions in the execution panel and then hit
play. Game executes it in order, which moves the character
accordingly. Objective in the game is to catch the light bulb. This
game has a gradual increase in difficulty as the level goes up, it
introduces new challenges like conditions and loops as shown in
figure 21.
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CodeSpark

Fig 22. Game play screen of games in CodeSpark.

CodeSpark is a game based learning platform, where children can
input their blocks of command in the given space just like Light
bot as shown in figure 22. On execution the player moves
according to the instructions. It covers almost all aspects of
algorithm in computational thinking.



Algorithm city
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Fig 23. Game play screen of game Algorithm city.
Similar to the first two games. Algorithm city also uses the same

game mechanics. Drag and drop instruction model. Only change is
the Ul and few visual elements.
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Human resource machine

RESOURCE

MACHINR, _

Fig 24. Game play screens of game Human resource machine.

Tomorrow's corporation’s Human resource machine is an
interesting game which has a lot of features and a good story to
keeps player engaged. The player can use scratch like
programming language and interact with variables directly.
Players can automate works job using coding. This game is
engaging and fun to play since it has a good story and visual
elements.



The case study of Crabs & Turtles

Training Computational Thinking through board games:
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Fig 25. Game play of Crabs & Turtles

It is a paper published in an international journal of serious games
[18]. Crabs & Turtles: is a three separate board games, namely the
treasure hunt, the race, the Pattern as shown in figure 25, that
teaches various concepts separately. It aimed to introduce basic
coding concepts and computational thinking processes to 8 to
9-year-old primary school children. The evaluation was performed
with adults to validate the design. The treasure hunt game is about
restricted movements of carb and turtle where players use a sheet
of paper to instruct and move them. 2nd game The Race is a dice
and roll game where players uncover small puzzles in each step.
3rd The pattern, which has a list of cards, players have to match
the pattern.
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RaBit EscApe:

A Board Game for Computational Thinking

Fig 26. Game play of RaBit EscApe.

It is a paper published in a conference on Interaction design and
children [19]. A board game for ages 6 to 10 kids is to orient tangible,
magnetised manipulatives to complete or create paths, as shown in
figure 26. The game claims to foster children's problem-solving
capacity during collaborative gameplay and teach the basics of CT.


https://dl.acm.org/doi/proceedings/10.1145/2593968
https://dl.acm.org/doi/proceedings/10.1145/2593968

Market study insights
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Most of the games either vary input method/output to
create an interesting experience.

Most of the products in the market focus on teaching
concepts of coding like conditional statements, loops,
variables, data, etc. But not as a whole.

Some board games might require a game master to assist.
Most of the digital game in market follows drag and drop
mechanism or stack instruction and play mechanism.
Most of the games teach CT through some form of coding
concepts.

Games which teach CT with real life examples are very
rare, so we can use this opportunity.

There are no full-fledged explicit games to teach
computational thinking. In most of the existing games, its
implicit.



Informal interview with teachers

Since the students themselves were not aware of computational
thinking, getting insight from them was challenging as well as the
teachers since they are not practising computational thinking in
current cirriculum. So few informal interviews were done with
CBSE teachers to understand how computer science was taught in
school.

This is not primary research. Users will be involved in the project
later during the playtesting and iteration stage.

e Most schools start teaching python directly after the
fundamentals and history of computer science.

e Required algorithms were taught only when addressing
specific questions in the book.
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e Only python IDE was used to teach coding. No additional
tools are used.

e The growth of difficulty in programming increases
exponentially. They spend time on small commands
initially, and later, parts of the subject get less attention.

e Most of the programming problems in the current
curriculum are mathematical-oriented.

e There was not enough project-based learning in the
current curriculum.

Upon contacting Prof. Sridhar Iyer, from Education technology in
IITB. We got a PhD. Student Spruha Satavlekar, who works on
computational thinking as a subject matter expert to assist us in
this project.



5. Defining

This section presents how we briefed the requirements to create
the game. First, we started analyzing the content and how it could
be viewed, taught, and various skills needed for achieving it and
then figuring out the properties required in the game to teach
computational thinking. Later we talked about the learning
objectives achieved through the games.

Various ways to do CT

We listed down all the possible ways in which steps of
computational thinking (decomposition, pattern recognition,
Abstraction, and Algorithms) will be achieved. We decomposed
the steps into more minor elements to analyze if we could map
any context to teach these four steps, as shown in figure 27.

Decomposition Pattern recognition Abstraction Algorithm
- Breaking into small = Sequencing - Formulas - Sequence thinking
questions + Symmetry « Classification « Elowchart
. Asking questions « Tangrams « Finding outliers . Methods
o (5W & H) « Sorting classification « Theorems « Procedures
o - Looking at the structure « Phonics « Models « Sleps
o] to break down - Empires - Events « If then statements
= - Looking at time line to - Repelitions - Maps « Loops
g break down » Comparing + Abslract shapes - Small block of actions
o - Looking at cultural » Grouping + Commoanalities (functicns)
g difference to break down + Relations + Analogies = Memory, data types
. Factoring = Geslalis law - Affinity . Rules
«» Structures - Large data sets - Policies
- Data viz . Feedbacks
« Automation
« Sorting

Fig 27. Various ways in which decomposition, pattern recognition, abstractions, and algorithms can be achieved.
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Skill needed to perform CT

Defining the skills required to perform (Decomposition, pattern recognition, Abstractions, Algorithms), The game designed should have a list of

skills mentioned in figure 28.

Decomposition Pattern recognition Abstraction Algorithm

- logical thinking skill
- Sequential thinking
skill

« Observation skill - Generalizing skill
« Differentiation skill « Simplifying skill
« Grouping skill

« Finding relations

« Break down skill
« Observation skill
- Data collection skill

Skills needed

Fig 28. Various skills required to perform decomposition, pattern recognition, abstractions, and algorithms.
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Requirements to create the game:

Since the concept is to teach itself a way of thinking, i.e., it is a process or procedure that does not have a context on its own, It was challenging to
figure out the appropriate content for the game that can accommodate the concepts of computational thinking shown in figure 29.

Content /
CDr‘ICE‘p[S to teach |- - Game
Context
« Decomposition Properites Properites
« Pattern recognition
- Abstraction - Should satisfy all the « Rules defined for play
« Algorithm concepls « learning influencers
» Easily recognizable by + Stimulus
students « Fun
Properites
« Doesn't have content on
its own.
« Abstract.

« Its a way of thinking.

Fig 29. Requirements to create content for the game.
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To ideate the game's content, we detailed out the elements to be present in the game, which facilitate the process of CT (Decomposition, pattern
recognition, Abstraction, Algorithms), listed in figure 30.

Decomposition Pattern recognition  Abstraction Algorithm
Multiple ways of doing things Multiple options to Multiple ways to discard Combining various
breaking down leok at unnecessary elements absftractions in steps
= Complex systems f scenarios / 5 B data fo oo
task / problems can be broken + Identifying relations " B ; k.-g —i
P — - Different view points « Some form to represent all * Link between data

+ Strategies of opposite team ' D""-'"e”“:'_""-' fations F';ﬂ“f“‘
which cain be broken dow, = Lot of similar data = Mechanisms! Method of doing

« Abstract art pieces things
« Mathematic problems

« game bogic

« enemy/player behaviors

+ Problems / big task

Elements needed in game

Fig 30. Various elements must be present in-game to teach decomposition, pattern recognition, abstractions, and algorithms.

37



Defining learning objectives

Using Gagne/Briggs format, learning objectives were written for each
concept of computational thinking.

e Given that the game was played by students (Situation),
they will be capable of thinking about how to break down
(learning capability) more extensive tasks /problems
/scenarios into workable parts (objects) by playing some
parts of the game(action).

e Given that the game was played by students (Situation),
they will be capable of recognising similarities or
commonalities or relationships (learning-capability)
between elements (object) by playing some parts of the
game (action).

e Given that the game is played by students (Situation), they
will be capable of identifying core functional elements
(learning capability) from the recognised pattern (object)
and applying it to other similar situations (learning
capability) by playing some parts of the game (action).

e Given that the game was played by students (Situation),
they will be capable of creating steps to solve problems
(learning capability) with the available resources (object)
by playing some parts of the game (action).
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6. Ideations

listed ideas in the upcoming session are not end-to-end ideation.
We listed down the ideation of the game ideas. Detailed
mechanism and play rules will be defined after the context and
learning objective are met.

To solve any problem using Computational thinking, it is necessary
to follow the steps of Computational thinking in the order of
(Decomposition, pattern recognition, Abstractions, and
Algorithms). However, to teach the concepts, the order can be
shuffled to teach the concepts, and when applying in-game,
players can or cannot follow the sequence.

We started Ideating based on computational thinking concepts
individually and combinedly. Some of the ideas are listed below:

Ideation based on topic
1. Pattern recognition using tangrams
2. “Shoot a question”, to lean decomposition
3. “Instruct” to teach Algorithm
Ideation based on context
4. A new Crafting system
5. Computer science game
6. “Object forming” as a game
7. Construction game
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Ideation based on topic

1. Pattern recognition using tangrams

Game elements
Picture cards

e Or tangrams (shapes)
e Or transparent picture cards
e Draw pouch with all elements

How the game works:

o There will be a context card that reveals the common
theme for the round.

e In each round, players can take some of the tangrams, or

they can play the tangrams on the desk.
They can stack the tangrams in their hand in turns.

A team which forms the tangrams based on the context

win as shown in figure 31. ]
Fig 31. Tangram game.

Possible Learning outcomes:

e Visual pattern: when players arrange various tangrams,
they will be able to identify visual patterns of tangrams.

e Orientations: Players will get geometry concepts like
symmetry, orientations, rotations, etc.
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2. “Shoot a question”, to lean decomposition

Game elements:

e Context/scenarios cards: Question or problem (eg: fire
accident, in cotton factory)

e Answer deck: list of Answer cards for the scenario (eg:
like use water, use sand, etc..)

How the game works:

It is a team game, a team size of 2

e Each team picks a list of Context cards.
A team asks another team questions based on the context
card on each turn.
Playing team answers with respective cards in their hand.
Each answer card has different points, so the opposite
team has to break down the scenarios and ask questions
based on that.

e At the end of each round, points were calculated, and the
team that gathered more points wins.

Possible Learning outcomes:

e Question decomposition:
o Players will be able to think of multiple sub
scenarios
o As the game continues, players will learn how to
ask important questions.
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3. “Instruct” to teach Algorithm

Game elements:
e Situation cards: (e.g., how to brush)

How the game works:

It is a team game, a team size of 2.
One person in the team acts like a robot, and another
person has to instruct them on the situation opposite team
dictates.
Exact step-by-step instruction has to be given.
The opposite team will check if they perform anything
more than they were instructed.

e If the robot person of the team overrides the instruction,
their team losses.

e Each turn, players pick up the situation card and
instruction happens within the stipulated time.

Possible Learning outcomes:

e Task decomposition skill:
o Players will be able to think of how to approach a
task in small steps before instructing.
e Sequential thinking skill:
o Players will be able to, from steps of instruction, to
instruct teammates.
e Communication skills:
o Players will gain communication skills since the
game involves many conversations.
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Ideation based on context

4. A new Crafting system

Game setting:

e Single-player digital game
e World: Alien planet

o Various types of ruins

o Various types of vegetation
e Type: Exploratory and survival type

How the game works:

e It is a single-player game similar to Minecraft, but it has an
entirely novel crafting system that teaches computational
thinking.

e The player will be stranded on an alien planet and trying to
understand the world and survive.

e Refer to figure 33, for example.
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Decomposition

Pattern

Abhstraction

Algorithrm

- When ever player explore the words he might come across

various ruins and new plants and various alien systems
Player has to observe and breakdown how it is working, he
can take pictures of various objects into his picture book.

« As the game proceeds you will obtain/build more

observation tools like { magnifying glass, labs, various
sCopes etc)

Player can later analyze the picture book and find the
patterns.

Once he finds interesting patterns he can abstract it as a
skill. It will be saved in the skill tree of the player

He can use the skill to build similar objects in order to
survive

When you are building something, you have to use the right
order to place all the raw materials (just like Minecraft) and
additionally you also have to place the skills to build
something.



s Explare ruins

Plgyey wolk ground and
finds & ruin, (&g Mie
alken costhe)

Use the skill to buikd
Simikar oh)ects

Pleyer can wee the abilify i
bulld any see chraagh shjecrs
Ly sungiasses if he hos
moterighs an the fame
proceeds

sureive frarm alien
rombies

J:-."u.,l::,-"{' and
breakdown

player shserves dhve cortle, and
ot dowm el Ehe elhmenars
feg: observing all fyses of
wimdan, desvn, Ughes etc)

Find the important
+  working plece and =
abstract it as skill

@nce glayer finds fve s
fuseriand of windews (s0d
thresgh from aif the types. e
feornn abilify fo bulld iee
ehresgh sbjecrs

—e  Collect all resource

Take piciures of oll the
Ehemesl in e SERne.
{eg- fake piciures of ofl the
windowe)

Find patterns among

thiem

Anglyre ail types af windows b
find commanaiinie, forctions
i

Fig 33. Gameflow diagram with an example.

Learning outcomes:
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Observation skill:

o Players have to observe new elements in the game
to break them down since they are new and

unfamiliar objects.

Pattern recognition:

o the player has to find commonalities in the objects

collected to form a new craft skill

o Also, during crafting, materials have to be placed in
a particular pattern to form items, just like in the

game mine-crafts

Algorithm

o Crafting objects in the game requires sequential
thinking.

Drawbacks:

e We were not considering this idea because the
game's complexity demands computer generation,
making it a single-player digital game.

e Learning through collaborative aspects will be lost.
And not enough time to prototype such complex
game mechanisms.



5. Computer science game

[ am abstracting the whole coding concept into a card game to
teach computational thinking.

Game elements:

Data cards: Contains numbers, variables, and strings (all
rewritable)

Operator cards: Mathematical operators

Variable / memory cards: Types of memory blocks
Condition cards: Greater than, lesser than, equal, unequal
Abstracted function cards: rewritable cards to store
small program blocks

Loop cards: creates a loop of functions

Goal cards: small programs as task

How the game works:
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Players play in teams of 3 or 2 members

A player picks goal cards for around (which are small
programs, eg: find the max of 3 numbers)

In each turn, the player has to draw cards and play a few
cards on the desk

The round continuous until they finish the logic

Each player's turn they can counter the action of another
player by placing respective cards, or they can build their
logic

Players can abstract some stack of instructions into
abstract cards and use it later.

Team that tries to create a logic first wins the game.

Learning Outcomes:

e Computer science knowledge:

o Players will be able to understand the functions of

essential coding elements.
e Math:

o Since most of the programming deals with simple

mathematical problems.
e Logical thinking skills:

o by playing with logic cards and forming small logic

in the games
e Strategy breakdown skill:

o Players will gain the ability to analyse how other
players move and recognise their play patterns and
how to counter them.

e Problem breakdown:

o Players have to think about how to attain smaller
parts for the given problems (e.g., if the program is
to find a greater of 3 numbers, they have to think
about what all they need, i.e, three memory to
store, comparison cards, etc..)

e Algorithms:

o The whole game involves performing algorithms in

turn by turn order.
e Abstraction Skill:

o By reusing the same cards they play, like creating

small predefined functions.



6. “Object forming” game e The goal is to complete as many contexts/objects as
possible.

e (Game mechanics follow the trading of cards

Game elements: . ) .
Whoever finishes the context first wins.

e Context cards: daily life things . .
Y & Possible Learning outcomes:
e data cards: resources
e abstract cards: mechanisms/functions e Resource breakdown:
e Algorithm cards: Instructions ( like screw it, weld it ) o Players break down objects into smaller parts with
e arrangement cards: relationships prior knowledge.
e Each card has its own deck. e Strategy breakdown skill
_ _ o Players will gain the ability to analyse how other
Any objects can be broken down into data, arrangements, -
i ; i i players trade cards and counter them by restricting
instructions, and mechanisms, as shown in Table 7. .
required resources.
How it works: e C(Collaboration skill
o It is a team game, so players have to deal with
e Itisateam game. P]ayers form 2 peop]e team. resources within the team to finish the ObjeCtS.
e Each player, in their turn, either picks cards from each deck ¢ Manufacturing processes:
or trade cards. o Players will be able to understand how objects
were made as they play the game.
Perspective of looking an object Concepts EG: watch
Data: basically materials which make them Decomposition Gears, hands, glass, strap etc..
Instruction: steps to make the object / process Algerithm Screwing, welding, Placing battery in the socket, etc..
Mechanisms: generalized subsystermns which are reused Abstraction Gears ratios, hinge joints, fulcrums etc..
Arrangement: arrangement of parts in specific way Pattern First seconds hand, then minute hand then hour hand.

Table 5. “Object forming” game perspective.
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7. Construction game

Another form of the previous idea which involves the context of
the daily object in a construction game.

Game Setting:

e Buildable cards: Daily life things (goal is to build, eg:
watch)

e Resources cards: All materials required to build ((gears,
hands, glass, leather, rubber, battery))
Clue cards: in case people get stuck
rewritable cards: acts as abstract cards, over which
people can write anything.

How it works:

[t is a team game (2 per team)
The team's goal is to build objects, a team that creates the
first three objects wins.
e Each turn, players can either.
o Take a buildable card ( max four only can be taken
by a player)
Take resources
Instruct a teammate and make him build
abstract some built subsystem into abstract skill
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Decompaosition

Pattern

Algorithm

Abstraction

Player takes a card which ask them to build something

» There will be lot of relevant resources spread on the

table

« Team has to break down the contents of the buildable

with their observation / prior knowledge and choose
the materials accordingly in the turn

Some resource will be repeating to make some
object, using pattern recognition to identify most
important and repetitive resources for building

In each player's move, teams can either build or take
resource in each turn. They choose to build when they
have enough resources

In a team one person instructs other team member to
build your team's object, by giving him verbal
instruction in step by step manner, you have to make
others to build you cant build yourself,

If you successfully build smaller systems you can
abstract the smaller system in to skill in the abstract
card, by writing on it.

You can use the skill to build anything with similar
mechanism free of resource cost.



Possible Learning outcomes:

e It can teach all steps of Computational thinking (
Decomposition, pattern recognition, algorithm,
abstraction)

e Resource breakdown:

o Players break down objects into smaller parts with
prior knowledge.

e Strategy breakdown skill:

o Players will gain the ability to analyse how other
players collect resources and restrict it.

e C(Collaboration skill:

o It is a team game, so players have to deal with
resources within the team to finish the objects.

e Manufacturing processes:

o Players will be able to understand how objects are
made as they play the game.

e Sequential thinking skill:

o Players will be able to form steps of instruction to
instruct their teammates.

e Communication skill:

o Players will gain communication skills since the
game involves many conversations.
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Feedbacks:

Players can also invent some innovative objects not in the
context card during the gameplay.

How do they visualise constructing objects?

The situation can be given to analyse instead of objects.
Situations and scenarios will have more options for
students to think about while constructing objects with
prior knowledge .



Idea Selection

Out of all the ideas mentioned above, the seventh idea,
“construction game,” seems to have the potential for the listed

reasons:

This idea can accommodate all the aspects of
Computational  Thinking (Decomposition, pattern
recognition, Abstractions, Algorithms)

Also, the flexibility of forming rules around the context of
the construction game.

It is a team game so it has possibilities for collaboration
and discussion

Players can decode other team's strategies, which creates
competitive gameplay

Out of computer science context.

Outside any curriculum context, it teaches with day-to-day
objects that students easily recognise.

Possibility of including various other technologies /
tangible items into the gameplay.

The same concept can be extended into a game with
day-to-day scenarios instead of objects.

More opportunities for other kinds of learning.

Also, this will be a cards/board game, which gives a
temporal advantage in prototyping and testing compared
to digital considering the short period of this project.

Moreover, mixing and matching some of the other above

mentioned ideas were also used to create the game.
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7. Content design of the
game

Content of the construction game was designed considering the
day to day life activities of students in high school. Such that they
are familiar with the items they are going to build, and they can
focus on the mechanism and gameplay without spending time
learning about the content.

To understastudents't’s interest and day to day activity, we floated

survey questions as shown in figure 34. The survey had questions
like.

The game they play.

How often they play games.

Board games they played.

An educational game they played.
Interesting day-to-day activity.

Things they carry/use in school .

Types of punishment they see in schools.

Contents of ‘interesting day to day activities’ and ‘things they use
in day to day activities’ are considered to make scenario cards in
the game, along with the respective resources cards required to
solve them.

Content for the game was developed by considering the daily
objects, building scenarios around them, and breaking them down
to find the resources required and later grouped all the similar
scenarios. The list of scenarios, resources, and content has been
mentioned in the excel sheet, as shown in figure 35.
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Fig 35. Excel sheet containing the content of the game.
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8. Game Design

Game instruction link / Gameplay video link

Fig 36. Game play with our batch mates.


https://drive.google.com/drive/folders/1F2Kp1-RnEgRQ-6nYUunjp1KRzyG8rGha?usp=sharing

Game Design

This is a Construction game where players compete in teams to
build objects. The game has two parts. One is resource
collection, and the next is the building mode(algorithm mode).
The following section explains the game in detail. This game has
matured over various rounds of iterations.

The following are explained in this section:

Game placement.

Game elements.

Game setting.

Game flow.

Results of the game.

Game from the player’s prespective.

Where and when they learn CT in the gameplay.

Game Placement

This game was designed to be played in a workshop with some
game master around, although this game can also be played without
a game master. [deal game play time was around 1hr. The game can be
used along with the other computational thinking activities also.
Game master or referee was required since the players were school
students and some inputs are needed to resolve conflicts now and
then or to guide them when they go wrong somewhere.

Fig 38. Game play testing with school students.

52



Game Elements Game Elements

This excel sheet contains the list of objects and scenarios 1. Resource Car
considered in the game. : ' "

Scenario / buildable Cards:
Scenario that the player has to tackle, for which the player needs
to make some objects, as shown in figure 39. A single scenario can
have multiple ways of solving it. It is up to players on what they
want to build.

Z. Scenario Cards

Srenania

Resource cards:

Each card has a resource name, type of materials, and points, as
shown in figure 39. A plural resource card can be used multiple
times in the same building. A singular resource card should be
used only once during construction.

Abstracted function Cards:

These are mechanism cards that are abstractions of some working
function, also it is made up of various resources. Players can use
this card in place of multiple resources. These are treated as skill
cards. iy

Power card:
To make the game fun, there are few power cards like steal,
prevent, skip, create your resource etc. Players can use it any time
in the game.

Construction Sheet: It is a white paper which has grids and
instruction guides on which players draw to construct objects, as

shown in figure 40.
Fig 39. Explanation of game elements.
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https://docs.google.com/spreadsheets/d/1gNc4t4lw1M1AotQ5C05drjBzN9TVN4JbxApoOej6Njo/edit?usp=sharing
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Fig 40. Construction sheet, in which players draw.

Game setting ; ! ! E !

Initial game settings were shown in figures 41 and 42.
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Construction sheets are given to players when they wish : E iu i

to build.

Four-player game with two people on each team.

16 resource cards open up on the table and it gets
replenished as people draw it.

Abstracted function cards will be arranged in the slots.
The scenario cards, Power cards, lies upside down.

Fig 42. Excel sheet containing the content of the game.



Player Actions

e In each turn a player can either:
o Take a maximum of two scenario cards.
Take a maximum of 3 resource cards.
Go into building mode (collaborate and build).
Go into upgrade mode (to finish the existing build).
Exchange resource cards with teammates.
Take 1 abstracted card (only after 1st successful
build).

O O O O O

e After a successful build. The player gets the respective
points, can take three power cards, and gets access to take
abstracted cards.

e Power cards can be used any time in the game.
e Team members cannot reveal scenario cards to other team

members. Only resource cards can be revealed to
teammates.

Gaining Points
Every time a team successfully builds something. The team gets

the points from resource cards used to build the specific object.
The points accumulate each time a team builds a new object.

Winning conditions

The game lasts several rounds, and the player address many
scenarios. At last, the winning conditions are determined by:
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Point-based: The first team to get more than 30 points,
wins the game.

Time-based: The one who scores the maximum point
within the time wins the game.



The game flow starts from here.

This game has two part. First is resource collection, where players
use decomposition, pattern recognition and abstraction.

The 2nd part is the building (algorithm mode), where the player
uses algorithms and abstraction.

Resource collection:
Game flow:

e The player first picks up the scenario card.
Then slowly, the player picks the related resource card
from the pile of resource cards, which will help them
tackle the scenarios.

e If they run out of related resources, they can pick a new
scenario card anytime.

e Players can discuss and exchange resource cards with
their teammates.

e Once they collected enough resource cards to address the
scenario.

e The team can go to Algorithm mode (building mode).

Algorithm mode ( building mode)

Once a team has enough resources to build any object. They can
put down the specific scenario card upside down and shout, “I am
going to algorithm mode”.

In building mode, the team gets a construction sheet, and they
have to draw to construct an object.
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In algorithm mode, roles will be assigned:
Active team: Instructor, Builder
Opposite team: Supervisors

Instructor: a player who starts the building process they instruct
a teammate to build.

Builder: another teammate acts like a robot and executes (draws)
whatever the instructor says.

Supervisor: opposite team members who monitor if the builder
mis-performs the instruction.

Game flow:

e The instructor can start to instruct his teammate (builder)
to start building the objects

e Instructors can use the instruction guide to form
sentences.

e The builder has to draw whatever the instructor says, on
the construction sheet.

e Supervisors will be monitoring if the builder does
something apart from what the instructor says and if they
find any, they can stop the construction.

e After the building is done. Building reveal the scenario
card.

e Supervisors will judge the built object, and have to agree
upon the functionality of the object.

e Building team can justify it. If they succeed, they win the
points from the used resource cards



Scaffolding for providing Instruction in Previous Iterations
algorithm mode

Before the final prototype, the paper prototype was build to test
various iterations as shown in figure 44, three to four iterations of
design changes have been done to the paper prototype, paper
prototype helps in quickly changing rules and dynamics to
evaluate the iterations.

Use Object card: (which resource card you are using)
Define Size: (what size you want to draw the object)
Placement: (where do you instruct to place the object)
Alignment: (how do you align the placed object to others)
Process: (you want to do any process to the objects, like
drill a hole from the side)

Instruction Guide

Starting Dimentions
Use the graph =i o Usethe boxes to
cordinates ta define size af the
instruct where to abject to draw.
start drawing. 14 A
Orientation N Process  awen s
Diefine haw and _" o Use any creative -
which sides to dowes ¥ process on the e -
draw the object resaurces if - -
mTic o Horiacendad o G nesded Lo i i ) )
Fig 44. A previous iteration of the paper prototypes.

Fig 43. Instruction guide in construction sheet.
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Results of Games

The compilation of objects that players built in the various game
play testing is shown in figure 45.

Fig 45. Objects built in the game play testing.
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Gameplay from the player's point of

view

This section details what players were thinking during the
gameplay in each stage and how it contributes to the learning of
computational thinking. The text mentioned in the blue colour are
examples.

1. When they pick scenario cards.

They would be thinking about various possible solutions to
address the scenario.

Say for example a scenario card which says “you are responsible
for planning a children's playground in school. What will you
build?”

Now the player has to think about what kind of items will be in
the playground. Like a swing, seesaw, slides, merry go round, etc.
Now he had decomposed the scenario into many possible
directions. And after choosing one, if they chose to build a swing,
they would be decomposing swing to think about materials that
make up swing ( chains, rod, seats etc).

2. When they are looking at the resource cards.

After deciding on what they wanted to build, they would have a
list down resources needed to build the object in their head. When
they were looking at the resource cards they would be cross
verifying if it was there and they would try to pick those cards.
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Sometimes they will be looking at the resource cards in the deck
and back trace if this resource would help them to build that
specific object they choose.

Say for example: If the player decides to build a swing. He already
has a rod as a resource but the resources deck doesn't have a
chain or string needed for that, but other resources like screws
and seats are present in the deck. Now the player can change the
object according to the materials and he can choose to build a
sea-saw instead of a swing.

Here is when they branch their thinking, if this resource is
available they would choose one object to build or if that was not
available they would go for another other object. So they were
continuously branching their thoughts.

In both ways, they were trying to decompose the object into
smaller pieces to pick resources.

3. When they are looking at other picking the resources

During others' turn, when others were picking the resource cards,
the player would be trying to guess other player’s scenario card
based on the resources they picked. By analyzing the pattern of
resource cards other player picks, and understanding the
relationship between the resources they picked.

Say for example: When others were picking resources like battery,
wire, switch etc. they could easily analyze the pattern and
determine what object others would possibly build, that it could
be something to do with the electric circuit, it could be torch, bell
etc..



4. When they are in Algorithm mode.

When Instructing the player has to think about the sequence of
steps and in which they have to unfold resources, and also think
about how to deliver the instruction precisely by using the
instruction guide. Players can get creative with the recourse and
use any kind of process, so they will be thinking about various
ways to build.

For example: When they were instructed to build a swing, they
first looked at various resources in their hand and they instructed
the teammate to cut the rods into various pieces. And mention the
dimensions and then build the frame, then attach the chains to it,
then add the seat and then weld them together.

5. When they are looking at Abstracted function cards .

When they look at the abstract card they see if the
functions/mechanism present in the card is a part of the object
that they are trying to build. So they might pick the mechanism
and use it in the object instead of picking many resources from the
resources deck.

Say for example: if they wanted to build scissors for the specific
scenario card, instead of going for resources like rectangular
pieces, holders, screws and making the fulcrum mechanism They
can directly pick the middle fulcrum mechanism card from the
abstracted cards deck and build scissor with it.
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Where and when they learn CT in the
gameplay

There are several places in the game where the players learn
about Computational thinking either knowingly or unknowingly,
those are listed below.

Decomposition:

e When they analyse the scenario card and find multiple
ways to solve the problem.

e Breaking down the objects and thinking about the parts
that make them.

Pattern recognition:

e recognizing the draw pattern of the teammate.
recognizing the draw pattern of the opposite team.

e recognizing which resource to pick first based on
decomposed objects.
Constantly thinking about what resource to pick.

e Recognizing the pattern to which the builder responds
when he is drawing and adapting to a style of instruction.

Algorithm:

e During building mode they think about how to instruct
their teammate, thinking in sequential order about what
comes first and next.

e Since the builder acts like a robot. precise instruction has
to be given. The precision of instruction by considering all
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possible mistakes a builder can make just like how a
computer does.

Abstraction:

e And when they are trying to use the abstracted function
card while making new objects

Other learnings:

e C(ollaboration Skill

e Communication Skill

e Manufacturing process
[ J

Mechanisms



9. Evaluation

Evaluation method

In the Initial stages, various types of evaluation were carried out. With
direct subjective questions about computational thinking,
questionnaire with various examples of computational thinking and
game engagement questionnaires.

Later after a few iterations of the game, a new evaluation plan was
made in which game quality was measured along with some
qualitative findings.

For finding game quality MEEGA+ (A Method for the Evaluation of
Educational Games for Computing Education) [17] was used. For
qualitative analysis, think-aloud experiments in various stages of
game play were performed, and Think-aloud analysis was carried out
for a post-test where players were asked to solve some hypothetical
problems.

Game testing evaluations were carried out with 10th school students
from IIT KV for each iteration of the game and also a few rounds of
testing with our batchmates to get more insights from thinking aloud
evaluation.
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Fig 47. Game play testing of the final prototype.



Game quality evaluation using the MEEGA+
model

The Excel sheet with questionnaire data.

MEEGA+ is a systematic model to analyse educational games
(digital and nondigital ones) [17] to evaluate their perceived
quality from the student’s perspective in the context of computing
education.

It consists of a list of a questionnaire which was answered on a
5-point Likert scale with response alternatives ranging from
strongly disagree to strongly agree.
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Fig 48. Dimension in MEEGA+ evaluation of the model.
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MEEGA questionnaire covers the dimensions like useability,
confidence, challenge, satisfaction, social interaction, fun, focused
attention, relevance (content), and perceived learning. Also, the
Cronbach's alpha value of the questionnaire is above 0.9 which
indicates the reliability of the questionnaire.

Dimension/Sub | Item o
. . Description
dimension No.

Usability [Aesthetics The game design is attractive (interface, graphics,

cards, boards, etc.)

The text font and colors are well blended and
consistent

I needed to learn a few things before I could play

Learnability
3 the game

4 Learning to play this game was easy for me

I think that most people would learn to play this
game very quickly

Operability |6 I think that the game is easy to play

7 The game rules are clear and easy to understand

Accessibility The fonts (size and style) used in the game are

easy to read

The colors used in the game are clear and
meaningful

User error |10 The game prevents me from making mistakes

rotection - —
P When I make a mistake, it is easy to recover from

" it quickly

Confidence When I first looked at the game, I had the

12 . . .
impression that it would be easy for me
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The contents and structure helped me to become

32 It is clear to me how the contents of the game
make me think about breaking down the objects

33 It is clear to me how the contents of the game
make me think of instructions step by step.
This game is an adequate teaching method for

34 thinking skill
I prefer learning with this game to learning

35 through other ways

Perceived learning 6 The game contributed to my learning in

3 problem-solving in some scenarios

37 The game allowed for efficient learning compared
with other activities in the school

1 . . .
3 confident that I would learn with this game
Challenge 14 This game is appropriately challenging for me
The game provides new challenges (offers new
15 obstacles, situations, or variations) at an
appropriate pace
6 The game does not become monotonous as it
progresses (repetitive or boring tasks)
Satisfaction L Completing the game tasks gave me a satisfying
7 feeling of accomplishment
8 It is due to my personal effort that I managed to
advance in the game
L 1 feel satisfied with the things that I learned from
9 the game
20 I would recommend this game to my colleagues
Social interaction o1 I was able to interact with other players during the
game
99 The game promotes cooperation and/or
competition among the players
9 I felt good interacting with other players during
3 the game
Fun 24 I had fun with the game
9 Something happened during the game (game
5 elements, competition, etc.) which made me smile
Focused attention 26 There was something interesting at the beginning
of the game that captured my attention
R I was so involved in my gaming task that I lost
7 track of time
28 I forgot about my immediate surroundings while
playing this game
Relevance 29 The game contents are relevant to my interests
o It is clear to me how the contents of the game
3 make me identify some patterns
31 It is clear to me how the contents of the game

make me understand general mechanisms
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Table 6. MEEGA questionnaire.

Around three game playtesting sessions were conducted with 4
people in each gameplay. Which leads to the 12 entries. Later the
data were coded as: Strongly Disagree (-2) , Disagree (-1),
Indifferent (0), and Agree (1). Strongly Agree (2). Average, median
and frequency are calculated to draw insights.




Quantitative results for measuring game quali

The data were coded & tabulated in an excel sheet to analyze as shown in table 7. Later mean median, and frequency was calculated, and

visualized in the graph as shown in figure 49 and 50

VIEEGA Evaluaion Vislues e coded g8 Strongly Deasgies () | Duagree (1] indiferent (1) Agres (1] Strongy Agree (2}

Eatisfaction Soclal nteemctos Fan  Focused Areston

n 3 3

"

A 3 »u

an

N O N M = N

8§

1 e 15 L] L]

12

0

e
- P P P — PR e Be o~ P

LR R I RS I TR

Co NI RSN R, IR R, N

o B R T TR

o e RS e e B e

A e e e o o e

|5 e

wimadi g sling

2

15 16 ir % W O’ 3 »’ P N F N ¥ R A ¥ WM RN BN OME NW

LT | A - O L

1]
B
B
2
L]

3
L]
&
&
i

]
B
L}
2
s

Anuanbadg

Table 7. Data collection of the MEEGA questionnaire.

Averag and Median

i Arg B Wadiam

-
-2.00

m

s

LL:]

Fig 49. Mean and median graph of the MEEGA questionnaire.

65



Inference

Questions which got bad scores, whose median is below 0,

e 5. think that most people would learn to play this game
very quickly.
7. The game rules are clear and easy to understand.
10. The game prevents me from making mistakes.
11. When I make a mistake, it is easy to recover from it
quickly.
e 12. When I first looked at the game, | had the impression
that it would be easy for me.
It indicates that the game is performing poorly in sub-dimension
of useability like “error prevention”, some aspects of “learnability
of the game”, and “first impression on ease of play”.

For questions which were indifferent, the median is 0, which
means not much insight can be drawn from these questions.

e 18. It is due to my personal effort that I managed to
advance in the game. ( it could be combined team effort
which is required in the game)

e 28. I forgot about my immediate surroundings while
playing this game, (but the other two dimensions in
focused attention got scores above one).

Apart from these questions, all other dimensions of games were
performing well and had a median above one. Dimensions like a
challenge, social interaction, fun, focused attention, satisfaction,
relevance, and perceived learning have good scores. Quantitative
data shows that the overall game seems to be performing well.
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Qualitative analysis

Observations:

By notes taken during the gameplay and also by analysing the
recorded video, observations are presented in the below section.

Previous iterations:
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Players were keen on building the objects.

The players didn’t make objects according to my
expectations. They made some novel objects for the
same scenarios with whatever resources they had.

There was always a moment of surprise for everyone
when they finished the construction of any object.

The game's implementation of decomposition and
algorithm seems to be clearly visible during gameplay,
but they didn’t use mechanism abstraction in the game.
There were lots of discussions during an exchange of
cards, and good team dynamics were found.

During the justification of the objects made by teams,
surprisingly there were no conflicts, and a good
inter-team interaction was found.

They used erasers a lot initially when drawing, which
indicates the instructions given were not accurate.

Final iteration:

“Steal power cards have to be removed since players were
keen on noticing what resource cards others were drawing
with the intention to steal rather than the intention to
figure out what other team is going to build.

The opposite team doesn't tend to supervise the building
action as expected. Most of the time they were distracted
by their own resources and they pay attention to the
building, more during the start and at the end of the
building.

People reported error prevention was not there in the
game, when questioned why? They mentioned it's hard to
prevent errors, especially in building mode.

They were picking resources with wide or vast
applications when none of the resources are available for
the specific scenario cards.

Players rarely used the abstarted function cards, and have
to make them use it more to realize how abstraction
works.

Players didnt use much scenario cards.



Strong aspects of the game

According to the survey results, the strong aspects of the game are:
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The game was engaging and forces one to be creative to
solve problems, and also makes you better at giving
detailed instructions.

It forces thinking, learning about building mechanisms,
product design, and breaking down objects to small
elements.

Teaches problem-solving in a step by step approach.
Makes peoople think about various processes, how to
break down in smaller steps, and how to communicate

instructions.

The game idea was excellent. The game has made me
creatively think more than usual.



Learning evaluation

In order to determine if students were able to grasp concepts of
computational thinking, think-aloud analysis was carried out after
the game play.

Think aloud analysis on gameplay

After the gameplay was done, think aloud analysis was performed
with all the players and recorded their voice.

Interview protocol was set with the base questions, and probed
them more whenever required.

Think aloud evaluation was performed for all the possible actions
in the game. The results were recorded, and later interpreted.

The text in blue are the questions asked and the text in green
are inferences from the think-aloud analysis.

1. When asked, “what were you thinking when you had a
scenario card in your hand?”

Most of them replied:
“I was thinking about the list of objects to make and all the
resources needed to make the object required for the

scenario”

Some of them replied:

“I will start picturing an overview of the object, then I look
at my resource cards again. And try thinking or fitting the
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object to make a product, or go back and forth until I come
up with a product.”

“I didn't notice the constraints in the that much since I was
into thinking about the objects”

It is evident that almost all the players who played the
game were doing decomposition for the objects required
to build.

“What were you thinking when you were looking at the
resource cards in the deck and when picking it?”

Most of the players replied:

“What resources cards can be used to complete my scenario”

“Specifically looking for the resource cards which will be
helpful to build the object I have in mind”

Some of them replied:

“Can I make any other new object with the resource in the
resource deck”

“What resource could be tweaked the most, which have a
wide or vast application, I would go for it if I don't have
anything relevant to my scenario card”

It is evident that they already have a list in their mind and
they are looking for the resources in the deck, which



70

means the breakdown of scenario and object has already
happened in their head.

What were you thinking when others were picking the
resource card?

M he players repli

‘I was trying to remember all the resource card which
others are picking”

“I was keeping track of what other players picking inorder
guess what they are building”

“I didn't want them to pick resource cards which are
necessary for me”

“How to obstruct the other player, based on what they pick”

Some players replied:

“That they are keeping an eye on what other are picking so
that they can steal the cards if the resource is required for
them”

“I was curious about what is beneath the current resource
card when other pick the top card”

It is evident that they were clear about keeping track of
what resources others were picking. Also, they were trying
to guess the pattern, based on the sequence and type of
resource the other teams were picking, in order to figure
out others build.

What are your thoughts when you are instructing your
teammate?

Most of the players replied:

‘I was extra careful not to use eraser while
building(Drawing), since the use of eraser has negative
points”

“How to instruct as clear and precise as possible”
“How to use the grids ,boxes and processes in the sheet”

“That 1 have to instruct in the way teammate would
understand and draw it”

Some players replied

“Was thinking, with what resource should I stared building
and what resource to use next next”

‘I was trying to frame the instructions in our common
language since the teammate is my friend”

“How to make the object look as convincing as possible for
the other team”

It is evident that they were clear about giving precise
instructions. And they were doing sequential thinking to
create steps required to instruct.
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5.

What were you thinking when you were looking at the
abstracted cards?

Most of the players replied:

“Initially was curious, confused and little intimidated, after
looking at visuals and the card for longer, it made sense”

“What are the resources I could replace one of those cards
with.”

“Does the object I am trying to build have any mechanism in
it, and if I can use these cards?”

Few players did not answer this question at all

It is clear that some of them didn't understand the
abstraction in detail. Maybe it's because of the cards or
less importance given to the functions cards in the game.
However, people were able to think about if the abstracted
functions are applicable to their objects.

Have you changed the object you wanted to build in
between the game? If so, why?

Most of the players replied:

“When new resources get revealed 1 always realized there
are alternative ways of building the objects for my scenario
card”

“Yes, I was thinking what other alternative ways to do, how
to cut down the instructions with new resources”

“I changed because I wanted to reduce the instructions
steps, to reduce the error”

Fe layers repli

“To increase my points, I was adding more resources to detail
the built”

“I would ratherdetails the same build with more resources
instead of thinking about new scenario/object to build”

“No I have not changed in between, somehow | tried to build
same object I have in mind”.

[t is clear that they were dynamically changing some of the
decisions in the game based on what resources were
available to them at that point of the time. They are using
if conditions in their thinking, like, If this resource is
available, go for building this object or go for another
object.



Improvements

Game improvements from previous iterations.

Improved visuals and added illustrations to the cards to
make them easily recognise the resources at a glance and
also it acts as a guid during drawing action.

Change in placement of illustrations from center to top left
corner. Generally people hold cards in a particular fashion
which reveals only the top left position of the card.
Mapping multiple objects to a single scenario gives them
creative freedom to switch between objects while
collecting resources.

Adding more primitive shapes since players were using
primitive shapes more in the game.

Including the terms of computational thinking in the game
so that verbal assurance helps them associate the action
with the word. For example, every time they are going to
build something, they have to yell “entering algorithm
mode”

Improved instruction guide, in a visual format, which
provides them scaffolding while instructing others.
Introduced guides, grids in the construction sheet to
facilitate drawing action.

Improvements after final testing

To improve error prevention:
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Allowing finger pointing action in the construction sheet
helps them to correct the instructions in case it goes
wrong.

A visual rule book with scenarios could help them easily
recognize rules in case of players during instruction.
Increasing the font size, and contrast in the abstracted
function cards.

Switching to standard card size instead of mini cards, will
have more space for contents in the cards.

To improve ease of access:

Providing various shapes for different types of cards will
help them instantly recognize the cards.
Switching to standard card size instead of mini cards.

To improve learnings of abstraction:

People were motivated to attain power cards in the game.
This can be used as an incentive to trigger them to use
abstract function cards more in the game. Eg: if everytime
they pick or use an abstracted function card or use an
abstracted function card, they will get one power card.

General improvements

Some of the power cards are very distractive, like stealing
resource cards, which makes the players focus on only
stealing other’s resources instead of making them guess
what others are going to build, so it has to be removed.
Power cards that do not affect learning can be present in
games like play twice, skip, prevent, etc.



10. Conclusion

We made the game after analyzing various game design
frameworks and various board games, which helped us ideate and
develop a proper context for the game to teach computational
thinking. Later we developed a paper prototype and tested it with
lots of playtesting and iterations to mature the game. Finally, the
evaluation was done to figure out the game quality and learning
outcomes.

It was found that the game was challenging, fun, and exciting to
play. It also pushed players to think creatively along with a lot of
social interactions, although people lost focus after one hour and
thirty minutes into gameplay.

Regarding learning evaluation, players were able to grasp the
concepts of decomposition, algorithm and pattern recognition
very clearly, strongly and explicitly. But they were only able to
understand the concepts of abstraction implicitly.

We conclude that the game has enough potential to teach
computational thinking in a fun and exciting way.
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Personal learnings

[ was able to play multiple board games in a short time and
understand the dynamics of various games, it was fun and
engaging, and it helped me to come up with ideas for designing
this game. I also started applying computational thinking in my
design process whenever it is required, in fact, we used
computational thinking to ideate for this project.

The game design approach was quite different from normal
design thinking. It demanded more playtesting and iterations.
We were able to do a lot of thought experiments where we were
initially visualizing the whole gameplay to test how minor
changes in-game rules affect the whole gameplay.
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