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Overview
1) background to game

2) process for creating the game
• "packing"
• "mapping"
• "bumps" of challenges
• "guide" - Instructional Designer

3) plans for revision (still in process)

4) advice for creating similar games: software selection, scriptwriting, 
technical issues, refining game elements, producing videos, editing, and 
evaluation



HKUST CLE LANG 1003

Hong Kong University of Science and Technology

1st year Common Core courses = 2 semesters of English

New course piloted in Spring 2022

Approximately 41 teachers and 2200 students in 117 sections

Innovations:

• Competency-based Approach

• Blended Learning

• Gamified electives

Overall IELTS 

Band 6

Covid = online

for 3 of last 4 terms



LANG 1003 - "Academic English for University Studies"

• For developing students' academic literacy skills

• For finding and evaluating sources for academic writing and speaking (e.g., 
library skills, search skills)

• For synthesizing ideas and information

• For communicating in an academic community

• For developing as a lifelong learner

13 weeks x 3 hours a week

In a self-directed learning task, students choose electives



TLIP grant from CEI:
Center for Education Innovation

"achieving effective 

learning by 

enhancing students’ 

motivation and 

active engagement 

through a variety of 

active learning 

pedagogies"



TLIP grant from CEI

Team – 4 official members (2 leaders and 2 members)
2 of the members completed a gamification certificate workshop

support from Instructional Designer and CEI

Timeline

• Planning – Fall 2021

• Pilot – Spring 2022

• Revision – Summer & Fall 2022

• Second iteration – Spring 2023





Design of electives

"Learning to Learn" gateway + 4 topics (each elective = 3 hours)

Badges for completion triggered in Canvas
Gateway Speaking

Online 

Resources

Academic

Writing
Adventure



The Study Abroad Adventure elective
"choose your own adventure" or action maze

Competencies

• Evaluation of information and sources

• Mode of communication / multimodality

"The game is designed to appeal to ‘real life’ problems 
that students could encounter in planning for an exchange year and will test 
their skills in problem solving and language communication. "

https://web.uvic.ca/hrd/quandary/



Study Abroad Adventure final activity
What an experience! What memories! Your study abroad adventure has come to an end. It's time 

now to share your experiences with other students interested in studying abroad.

Use your creativity and imagination! For instance, you could describe an activity or tell a story. If 

you know how to use a green screen, you could pretend you are somewhere in the country. The 

content is quite flexible. At the same time, pay attention to the time. We don't expect you to 

spend more than 60-90 minutes on this final activity.

The best way to do this is multimodally with visuals (e.g., photos, maps, graphs), video clips, audio 

clips, music clips, hyperlinks, and text.

Create one of the following multimodal options.

• a blog or letter (200-250 words with hyperlinks and/or visuals)

• a recording of a ppt presentation (2-3 minutes)

• a video (2-3 minutes) Read and 

respond to 2-3 

classmates.



Starting the project

Mapping out the 

adventures with 

Miro

https://miro.com/

an online

collaborative

whiteboard

https://miro.com/


Structure for each country

Information about the three countries (30-40 mins)

•Choice of three programs (30-40 mins)

•Program content (30-40 mins - brochure)

•Communication/miscommunication (20-30 mins)

•Multimodal sharing (60 mins)



Countries and programs

Variations

• Length of time

• Requirements

• Living arrangements (host family, 

hostel/dorm, hotels)

"Congratulations! You've won 

a study abroad scholarship!"



Software Choices

These photos by unknown authors are licensed under CC BY-SA-NC.

https://creativecommons.org/licenses/by-nc-sa/3.0/


Development with Articulate Storyline

(add screen shots)

(Mansur)



Development with Articulate Storyline

(add screen shots)

(Mansur)



Moving to Canvas



Screenshots of other countries







Moving to Canvas

Uploaded as a SCORM package and used as a page or ungraded assignment;

Testing and debugging (for broken/misleading links, buttons, triggers etc.)

Canvas limitations: small window size, unable to store interactivity data

Student complaint of losing progress (incognito browsing?)



Challenges

• "Lessons" and not a game

• Incorporating more game elements

• Creating interactivity

• Differences in content from different writers

• Students can skim and not read/do



Advice for Storyline

• Have a thorough understanding of Storyline, its functions, strengths and 

limitations;

• Decide on the graphics theme that matches the game idea and the 

learning audience;

• Keep daily updates and changes as separate project files;

• Check examples and tutorials on E-learning Heroes;

• Can be exported as HTML, SCORM (for LMS like Moodle, Canvas etc.)

https://community.articulate.com/articles/how-i-built-this-drag-and-drop-healthy-food-selection-game
https://community.articulate.com/articles/how-to-build-an-elearning-game


Student samples

GutenTag, wie geht es Ihnen?





Classmates' responses

• The blog is quite intriguing! It makes me want to try the 

traditional food there.

• I would actually want to try out the cuisine you mentioned 

in the blog! I think you can also mention more about the 

natural scenery and habitat there.



Feedback
From mid-term evaluation, which Blended Learning activities are the most useful?

- electives were #4 (out of 8)

"Another important takeaway is to think out of the box. As someone who
was born and raised in Hong Kong, an Asian-based community, I have always
been educated in an “Asian” which expect us to learn solely from book and
learn mainly by being spoon-fed. Imagine knowing how to get information of
overseas learning when I was in high school, there would simply be talks I can
attend and leaflets I can read. Yet in this course, I got a chance to explore
overseas learning in the SDL elective through interactive games like I am
playing a role-playing game. After this course, I would continue thinking out of
the box and create things that are new and interesting.

In a nut shell, I would say that I will practice more on advancing my 
communicational skills and be braver to step out of my comfort zone."
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