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1.Introduction
1.1 Context to the Project

When it comes to video games, the majority of us have at least played one in our
lifetime, whether that be a big AAA game from a popular franchise like Assassin’s
Creed or something as simple as the mobile game Candy Crush. Since their rise in
popularity in the 1980s, video games have become a very important part in a lot of
people's day-to-day lives and because of this, there is a small section within the
market for games to help educate players on skills, methods and concepts.

And this small section within the market is where | am going to lay down my project. |
am going to create a small game that will teach young people some basic social
skills to help them develop these skills early on to help prepare them for their future.
At first, | considered developing a game that would teach players some basic STEM
skills such as mathematics and science however, there are not so many games that
teach these sacial skills (such as thoughts and feelings) compared to the number of
games that teach some of these STEM skills.

1.2 Aim and Objectives

1.2.1 Project Aim

The aim of this project is to design and create an educational card-based video
game to help develop the early on social skills of younger players by presenting
them with certain social situations and teaching them how to navigate through them.

1.2.2 Research Objectives

+ To analyse key concepts and social skills that are needed to develop a child’s
ability to understand social situations and how to react when presented with
them by studying literature based on childhood development of these skills as
well as understanding why this type of game is needed within today’s market.

+ To design and develop a card-based game that will help to develop these
skills by incorporating them into the gameplay by making the players to think
about the situation and how they would react to them themselves if they were
to come across them in real life.

¢ To design and implement a user interface that is suitable for players between
the ages of 3 and 6 to use and understand as well as simple enough game
mechanics so that they can play the game without struggling to understand
what they need to do.

+ To evaluate the effectiveness of the game by playtesting it on young players
and seeing if they understand why they have chosen the options within the
game.




2. Literature Review

2.1 Education and Video Games

When we think about the term “video games”, education is not usually the first thing
that comes to people’s minds. However, video games and education have a lot more
in common than you think. There are already many examples of video games that
are considered to have underlying educational properties such as Portal (logic,
physics and problem-solving skills), Kerbal Space Program (Physics, mathematics
and basic aerospace engineering) and even Minecraft (creativity, problem-solving
and even STEM subjects in the Minecraft Education edition)[1]. There is also a
proven link between playing video games and cognitive skills development,
depending on the video game of course, and there are studies to prove this.

One of these example games was created by Bruce M. McLaren and his team who
designed a game called “Decimal Point Amusement Park” which intended to teach
children how to solve decimal point problems. They created this game to test
whether or not teaching children through the medium of video games was
possible.[2] After asking set A to play their game, they asked set B to solve the same
math problems however in a different format, rather than through the medium of
game. They found that set A showed a significant improvement in their ability to
solve these problems on both an immediate test (d = 0.4) and a delayed (d = 0.4)
test than group B could.[2] They also showed that group A had some enjoyment
playing the game, which could indicate that the children are more likely to play that
game again, strengthening their mathematical skills once more.[2]

Another study was undertaken which was to find out if an educational video game
impacted the mathematical skills of primary school children in grades 4, 5 and 6
compared to traditional learning methods in six schools in Riyadh, Saudi Arabia.[3]
Just like the last paper, the team took two sets of children, one with the game and
one without. While the pre-test results showed no significant differences between the
two groups, the post-test results revealed that those who played the game scored
significantly higher, with those in fourth grade scoring 24.56 compared to 23.73, fifth
grade 25.34 compared to 24.17, and sixth grade 24.92 compared to 23.61.[3] This
indicates that although video games may not replace traditional teaching, they can
be an effective tool to enhance engagement and improve learning outcomes.

2.2 Social Skills Development within Children

There have also been studies on how children develop social skills at a young age.
As they are children, these types of skills need to be taught to ensure they have a
good upbringing and promising future.

One study showed that after giving children a question containing 69 items all based
around criticism, respect, solving problems, right and responsibilities and tolerating
differences, there was a clear difference in how each question was answered by
different types of children (gender, urban and rural schools and year group
differences).[4] The results showed that boys scored higher in accepting criticism and
accepting rights and responsibilities whereas girls scored better in having better




tolerance in differences.[4] There was also a difference between urban and rural
schools as students from urban schools performed better in accepting criticism,
showing respect, solving problems and tolerance.[4] This clearly shows that there is
a gap in the school education system when it comes to teaching children about
social situations.

However, one of the major factors in lack of social skills development is those wo
have been diagnosed (or undiagnosed in some cases) with neurodivergences such
as ADHD (Attention Deficit Hyperactivity Disorder) and ASD (Autism Spectrum
Disorders). These types of diagnosis’ can severely affect how those children
understand, process and develop social situations and skills.

Using the Matson Evaluation of Social Skills for Youngsters-ll (a questionnaire based
tool that helps to analyse a child’s social behaviours and adaptive skills), one study
found that both children with ADHD and ASD had difficulties in social skill
development.[5] Between the ages of 6 and 9, children with ASD had significant
deficits in their adaptive social skills than those with ADHD or neurotypical children
whereas those with ADHD had trouble in how they can apply their social skills, even
if they already have them.[5] Again, a clear sign something is missing to help solidify
these skills for both those with ADHD and ASD.

And | believe that creating a game that focuses on helping solidify these skills is a
great way to fill that gap in the market.

3. Project Design
3.1 The Concept

The game will be called “Social Shuffle”, a card-based video game in which players
are presented with a relatable, age-appropriate social scenario and they would then
play a card they have within their hand that corresponds to said scenario. For
example, one scenario might be that Tom has taken a toy away from Jenny without
asking her first. The game would then ask the user how they think that makes Jenny
feel. From here, the player will then have a look at what cards they have in their
hand (the cards will have emotions on them) and they will then have to play the
correct card. In our example, they could put the card “Sad” down which would be
correct, at least compared to putting down excited.

The game is to help young players between the ages of 3 and 6 to be able to
develop these social skills which will hopefully help them in the future, especially if
they come into these social scenarios in real life.

The game itself will be created using Unity Personal (the free version of Unity), a
game engine in which a lot of modern games are made. This type of game engine is
easy to use and understand and can have many useful features to use when
creating this game. The methodology | have decided to use is Agile. This would allow
me to create prototypes of the game and do regular testing to ensure it works as




intended. It also allows me to create a plan for timeframes when creating this game
to ensure that | stay on track and have the project ready for when | need it to be.

Below is a Gantt Chart | have created to help document and structure the process in
which the game is designed. This chart will help me to plan and schedule tasks and
show me how long | have left to complete a certain task. It will also help to motivate
myself to complete a task before the deadline.
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