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10 Creating a Digital Game or Simulation
A guide for educators
This guide supports educators who want to build a digital game or simulation from scratch, whether independently, with students, or in collaboration with developers. It focuses on design decisions, processes, and considerations, rather than specific tools.

Why Create a Digital Game or Simulation?
Creating a digital game or simulation allows educators to design tailored learning experiences that align closely with specific learning outcomes, contexts, and learner needs. Unlike pre-existing tools, custom-built experiences can embed discipline-specific scenarios, systems, and decision-making processes, supporting deeper engagement and applied learning.

Pros and Cons of Creating Digital Games/Simulations
	Pros
	Cons

	Highly tailored to learning outcomes and context
	Time-consuming to design and develop

	Enables active, experiential learning
	Requires technical or design skills (or collaboration)

	Can model complex systems or scenarios
	Risk of overcomplicating the experience

	Reusable across cohorts and modules
	Maintenance and updates may be needed



Key Decisions: Should You Build, Adapt, or Use Existing Resources?
Before starting, consider the most appropriate approach:
	Approach
	When to use it

	Create yourself
	When the activity is simple (e.g. branching scenarios, quiz-based games) and aligns with your skills and time.

	Work with students
	When playmaking is part of the learning process (e.g. students designing games as coursework).

	Work with a developer
	When creating complex simulations (e.g. VR, system models, high-fidelity experiences).

	Modify existing tools
	When a suitable platform exists but requires adaptation (e.g. modding, remixing).

	Use COTS (off-the-shelf)
	When learning goals can be met using existing games or simulations (see Document 12).



Skills and Technologies Required
Creating digital games or simulations does not always require advanced technical expertise, but may involve:
· Design skills - structuring learning experiences, defining rules, interactions, and feedback 
· Pedagogical understanding - aligning gameplay with learning outcomes 
· Digital skills - using authoring tools or platforms (basic to advanced) 
· Collaboration skills - working with students, developers, or interdisciplinary teams 
· Evaluation skills - assessing effectiveness and learner experience 
Not all skills are required at once; many projects start small and build over time.

The Process of Digital Game and Simulation Design
A simplified process for educators:
1. Define the purpose
· What should learners know, do, or understand? 
· What type of experience is needed (game, simulation, scenario)? 
2. Identify core mechanics
· What will learners do? (e.g. choose, build, explore, decide) 
3. Design the experience
· Rules, progression, feedback, and outcomes 
· Narrative or context (if relevant) 
4. Prototype
· Start with low-fidelity versions (paper, slides, simple tools) 
5. Test and iterate
· Playtest with students or colleagues 
· Refine based on feedback 
6. Implement and evaluate
· Integrate into teaching 
· Gather feedback and reflect on impact 

Design Considerations
When designing digital games or simulations, consider:
· Alignment with learning outcomes 
· Clarity of instructions and goals 
· Balance between challenge and accessibility 
· Meaningful feedback and consequences 
· Opportunities for reflection and discussion 
· Scalability and reuse 

Accessibility and Inclusive Design
Good digital games and simulations should be:
· Accessible across devices and bandwidth levels 
· Usable by learners with different abilities and preferences 
· Designed with clear instructions, flexible pacing, and alternative pathways 
· Supported by non-digital alternatives where needed 

Linking to Tools (Document 11)
Once you have defined your design and approach, you can explore Document 11: Tools for Digital Development, which provides guidance on platforms and technologies that can support the creation of digital games and simulations.

Linking to Pre-existing Resources (Document 12)
If creating from scratch is not appropriate, refer to Document 12: Pre-existing Tools and Resources, which provides curated examples of existing games, simulations, and platforms that can be integrated into teaching
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