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Throughout the course of our engagement with users in delivering our previous Action Project on
“Reimagine the Future of Small Group Homes” for the PolyU Jockey Club Operation Solnno Season 14:
Carving Paths Together for Small Group Homes, we have come to acknowledge that the Children and
Youth (C&Y) residingin Small Group Homes (SGHs) often face challenges when expressing their emotional
and spatial needs. This is particularly apparent for those who present traits of Special Educational Needs
(SEN). Recognising this, we embarked on a transformative journey to address these issues and provided
a gamified communication channel for their voices to be heard, and be reflected in the subsequent
design considerations of SGHs interior upgrades and service enhancement.

In our pursuit of social innovation solution, we are immensely grateful for the invaluable contribution of
ouraction project partner, Press Start Studios. Theirexpertise in game design has beeninstrumentalin the
development of a gamified communication tool that empowers C&Y to express themselves confidently
and effectively. Furthermore, we extend our heartfelt appreciation to the talented artwork illustrator,
Maoshan Connie, whose captivating visuals have resonated with children, fostering an immersive
and visually appealing experience. The combination of gameplay mechanics, visual aesthetics, and
interactive storytelling has resulted in a dynamic and educational journey for the participants, fostering
communication, creativity, critical thinking, and collaboration skills while broadening their perspectives
on potential future pathways. | would also like to thank Hong Kong Christian Service, Project House,
Salvation Army and S.K.H. St. Christopher’s Home for their unwavering support by recruiting their
respective service users to partake in the playtests and trials.

This action project report serves as a testament to the dedication and collaborative efforts of our
team, as well as the support of our partners and contributors. Moreover, the versatility of the gamified
communication tool allows it to be enjoyed as a standalone experience by players from diverse
backgrounds, while also holds potential for implementation in other Residential Child Care Services
(RCCS) settings. This paves the way for gauging important insights from users and exploring future
upgrades and enhancements beyond its initial scope.

Ling Kar-kan, SBS

Director

Jockey Club Design Institute for Social Innovation (J.C.DISI)
The Hong Kong Polytechnic University (PolyU)

April 2024
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Small Group Homes (SGHs) is a type of Residential Child Care Services (RCCS) in Hong Kong that aims to
nurture and provide family-like care to children aged 4-18 whose families are having difficulties taking
care of them. Accommodating at most nine children per SGH unit, most SGHs were last renovated 30
years ago and may not meet the modern living standard. SGH service providers are keen to improve their
service and provide a more comfortable environment for the children, in particular to cater to children of
different ages and better serve those with more specialised needs by providing tailored and user-centric
care.

Riding on the opportunity for SGH operators to apply for the Lotteries Fund from the Social Welfare
Department (SWD) funding to refurbish the SGH units, in February 2021 Hong Kong Jockey Club Charities
Trust (The Trust) invited Jockey Club Design Institute for Social Innovation (J.C.DISI) to utilise their social
innovation platform to generate cross-sectoral, transdisciplinary solutions to support SGH operators in
applying the Environment Improvement Programme (EIP) funding to modernise the SGH to improve the
living conditions of the residents.
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From November 2021 to February 2023, J.C.DISI carried out focus group discussions and user engagement
activities with SGHs operators, agents involved in RCCS and academia, as well as SGHs Children and
Youth (C&Y) to understand the needs of the residents and house parents, and operation requirements
of the SGHs operators and service bottlenecks. The feedback and opinions are considered and reflected
in a reimagined schematic interior design of future small group homes, as one of the aims of the Action
Project of “Reimagining the Future of Small Group Homes” (please refer to the Action Project Report
for detailed documentation). To provide a more engaging and interactive user engagement appealing
to children of a wide age range, different card games and engagement tools are developed by J.C.DISI
to distil the emotional and spatial needs of the SGHs residents and workers to derive trauma-informed
design considerations for the new SGHs interior design schemes.

Despite valuable comments and suggestions received from stakeholders through the engagement
process; short attention span of the young participants, difficulty in deriving spatial needs from one’ s
own emotional needs, as well as the potential trigger of the participants’ traumatic past hampered the
effective communication through the use of a card game. In addition, since some of the participants are
on a spectrum with varying special education needs. A special education and communication tool is
imminent to aid C&Y’ s expression of themselves, and also helps Non-Government Organisations (NGOs)
operators of SGHs, house parents and designers/ architects to systematically collect children’ s voices
to inform the designs of future small group homes through the roll-out of Environment Improvement
Programme(EIP) in recent years.
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During the engagement process, it has come to our attention that teenagers residing in SGHs face
challenges regarding their future career paths and personal development. Limited exposure to diverse
career options, coupled with a routine lifestyle, has left them feeling confused and uncertain, especially
when they are about to age-out for independent living. Consequently, they lack the necessary exposure
to various societal aspects. To address this issue, the development of a communication tool is crucial to
assist these teenagers in comprehending and enhancing their soft skills while fostering the development
of their communication and expression abilities through an engaging and interactive gameplay process.
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J.C.DISI collaborated with an education and game design consultant, Press Start Studios, as well as
a local picture book illustrator and artist, Maoshan Connie, to develop a board game as a gamified
communication tool to:

FEAT BEIAER Gain deep insight into the individuals’ needs
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Further understand the emotional concerns and living habits of children within small group homes. By
utilising the gamified communication tool, social workers and house parents can gathervaluable insights
into the experiences and needs of these children, enabling a more comprehensive understanding of
their circumstances.

ERIE(R A RIZEFIBE Empower expression and aspirations
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Assist C&Y in reflecting upon the existing operation of RCCS. It provides a platform for them to express
their aspirations, opinions, and suggestions regarding potential hardware and software upgrades within
these homes. It also aims to empower C&Y by giving them a voice in shaping the environment they live
in and can be widely referenced in other types of RCCS, beyond SGHs.



{23 B FIFZE Facilitate self-exploration

RetUBBERANERCER TR AILERERTVFTHE SRS R BB 8 BEFIR
REENRFLERBONARNEFEZ - BREEEIR B B RERTDVFEMB/AZRMAREK
HH BE FR S HH BRES BYIRTE ©

Through the strength-based gamified communication tool, C&Y will be guided to understand their own
strengths, interests, and talents. The tool will assist them in exploring potential career trajectories and
future study options. By fostering self-reflection, the game allows C&Y to make informed decisions about
their personal development and future pathways.
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Engage a wide age range and varying learning abilities
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Ensure constant and active engagement from a wide age range of participants, spanning from 4 to
18 years old, sometimes with players on varying spectrum of special education needs. The game’s
interactive and adaptable design accommodates diverse age groups, ensuring its applicability across
different residential child care services layouts and settings. This objective promotes inclusivity and
accessibility for all children residing in small group homes.
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Develop a readily available and comprehensible curriculum for social workers and other agents of the
RCCS. This curriculum will enable social workers to effectively collect children’s views, comments,
and feedback using the gamified communication tool. Additionally, it can be integrated into existing
SGH resident programmes coordinated by social workers, enhancing the overall effectiveness of these
programmes in addressing the needs and aspirations of the children.
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Game Design Rationale and Considerations
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The C&Y residing in SGHs present a large range of emotional, spatial and personal developmental needs,
therefore, two separate games, “Merlin’ s Magical Tiles” and “Crash Landing into Merlin’ s Forest” are
designed in response to the diverging needs across different age cohort and learning ability spectrum,

based on the following considerations and rationales:
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Clear narrative structure
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Adaptable difficulty levels
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Flexible gameplay options
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The storyline is designed to be engaging yet straightforward,
allowing all players, including those with cognitive challenges,
to follow along easily without feeling overwhelmed.

Challenges and building scenarios are designed to offer
varying levels of difficulty. This allows players of all age cohort
and learning abilities to engage at their comfort level while still
providing a sense of achievement for those who enjoy more
complex tasks or with different levels of reading and writing to
enjoy the game.

Offering choices for players to choose their own magical tiles
ensures that users with diverse needs and preferences can
progress through the game in a way that suits their style. It also
ensures re-playability and maintains the excitement.
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Fictional roleplaying elements
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Gameplay variations
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Focus on collaboration and self-expression

The game provides opportunities for players to work together
on constructive tasks, and avoids overstimulation via intense
competition. Creative prompts and challenges in the game
allow players to interpret various elements to express
themselves in ways other than verbal communication.

Roleplaying as diverse characters within a fictional setting
allows players to distance themselves from reality through
suspension of disbelief. This creates a safer environment
for players to freely express themselves during the gaming
experience away from stressful situations that might remind
them of real-life pressures.

Since most of the gameplay relies on verbal expression and
communication, warm up rounds and minigames relying more
on physical expressions are built as options within the game to
include those who are less verbally expressive.
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® Game Development and Playtests
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“Merlin’s Magical Tiles”
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A playful Build-to-Tell Game, “Merlin’ s Magical Tiles”,
is developed for children aged 4-11, in response to the
unique spatial and emotional needs of children in this
age cohort. Struggling with separation from family,
C&Y from SGHs require a secure space for connection.
Communication barriers further complicate their
experiences, with a heightened reliance on visual
stimuli due to limited expressive means.

An understanding of the context surrounding the
target beneficiaries is crucial to crafting this gameplay
experience. The Project Team sought to create a safe
environment to address the challenges of emotional
needsfromfamilial separation and healing from Adverse
Childhood Experiences (ACEs), fostering connection,
and providing a means for non-verbal communication.
Roleplaying as adventurers with elements of magic
and fantasy, and in-game tasks linked closely with real-
world situations, aids children in translating abstract
concepts like spatial and emotional needs into tangible
experiences. This facilitates conversations, allowing
facilitators and designers/ architects to understand C&Y
perspectives in constructing ideal SGHs environments
to support the spatial design and upgrades during EIP
or future retrofitting.

Through the adaptation of a communication-driven
tool, the game prioritises conversation, co-creation,
immersiveness, visual storytelling, and teamwork.
Unlike various existing board games that centre on
individual outcomes, particularly winning and losing,
potentially deviating from our project objectives, our
approach creates ample space for players to express
themselves, interact with facilitators, and collectively
discuss the process and outcome.
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“Merlin’ s Magical Tiles” sets its scene in a mysterious
forest. This theme invites a collaborative group
dynamic, bonding players in exploration and discovery.
Weaving narrative elements with forest allure sparks a
joint anticipation for an adventurous journey. Players
will actively contribute to building their settlement,
promoting teamwork and shared accomplishment. This
shared joy fosters camaraderie, even in casual settings,
as they journey through the magical forest and defeat
the evil force.
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“Crash Landing into Merlin’s Forest”
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Another game, titled “Crash Landing into Merlin’s
Forest” is designed for 12 to 18 year old C&Y, aiming to
enhance crucial soft skills for future readiness. Set in an
imaginary fantasy forest land, players assume the roles
of survivors of a plane crash with diverse professions
in real life, working together to overcome challenges
and assemble task teams for successful navigation. The
project’s objectives encompass cultivating essential
soft skills — communication, creativity, critical thinking,
and collaboration.

Through roleplaying as fictional characters within this
game world, players expand their horizons regarding
potential future career paths, nurturing a holistic and
adaptable mindset for personal growth. Players take
up different points of view and share opinions on the
suitability of their characters in navigating various
challenges based on discussions on personalities,
backgrounds, strengths, and weaknesses, developing
problem-solving skills and honing communication.

Though a cooperative game, competition also lies
within the game to motivate more competitive-minded
players by allowing them to earn magic tokens through
creative solutions. There is an additional element of
time pressure, with a time limit per round requiring
players to communicate effectively and efficiently.

The diverse characters available in the game allow
players to get to know different career paths and their
requisite skill sets, inspired by real-life career paths. The
added dimension of soft skills and personalities allow
players to also learn about and consider how one’s
skills can be applicable in various situations beyond
just one’ s career.
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Similar to “Merlin’ s Magical Tiles”, “Crash Landing into
Merlin’ s Forest” also takes placein amagical forestasan
immersive setting for collaboration and communication
through the core gameplay genre “survival”. Players
play an active role in constructing their task forces,
fostering not only teamwork but also encouraging
competitive gameplay, positive communication, and
increased verbal expressions. This synergy leads to
shared accomplishments and camaraderie, extending
beyond the gaming environment into real-life settings.
The shared forest theme with the game for the younger
age group also expands the narrative potential within
the same setting, providing more common ground
between different age groups within the SGHs.

The development of the two games involved a series
of playtests with C&Y living in SGHs or underprivileged
individuals who require community support, followed
a detailed debriefing session with the participants,
including social workers and house parents who
observed the gameplay. These playtests served as
crucial tools for gathering the opinions and feedback
of the C&Y, including social workers and house parents
regarding various aspects of the games, such as the
mechanics, level of challenge, and overall excitement.
The collected responses were meticulously analysed,
and the insights gained were then incorporated into
subsequent rounds of playtesting. This iterative
approach ensured that the games were refined and
improved based on the valuable feedback received
from the target audience, ultimately enhancing their
overall experience and engagement.
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Playtest and changes to the game logic for “Merlin’ s Magical Tiles”
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The first playtest was conducted with a more open-
ended, free-format version of the game. Participants
experienced a 60-minute play session, with the game
ending on a cliffhanger: an open-ended map for further
exploration in future episodes.

The most significant takeaway was on story structure:
the Project Team realised that the design approach
heavily depended on experienced facilitators, while
first-time facilitators may face pressure to maintain and
execution player engagement and manage the open-
world scenarios. The proposed solution was to ease
facilitation challenges by making the story more linear,
introducing an episodic structure to ease the burden on
facilitators in terms of pacing, timing, and storytelling.
Dividing the journey into chronological time segments
reduces pressure, shortens the story telling, and cases
the overall management of the experience.

Social workers and house parents had suggestions on
how to depict different elemental cards and whether
the images were clear and distinct. The most significant
change the team made was adding text to make things
more self-explanatory.
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Playtest and changes to the game logic for “Crash Landing into Merlin’ s Forest”
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The playtest was conducted using an initial draft of the
game that was eventually discarded, using the same
game assets as Merlin’s Magical Tiles. This approach
was intended to streamline the printing of assets and
facilitate the game’ s use in SGHs, which accommodate
both age groups.

The game presented various challenges requiring
players to assemble specific sets of tiles to overcome
them. Participants were encouraged to communicate,
collaborate, and apply deductive reasoning. The
objective wasto placetiles strategically to meet different
challenges and requirements, with obstacles imposing
additional actions within the game to elevate gameplay
difficulty. This deliberate complexity was intended to
foster creative problem-solving, as players devised
strategies to navigate the extra rules during discussions.

However, feedback from players indicated that while
the game was enjoyable, they struggled to see a clear
connection betweenthegameplayandthedevelopment
of soft skills and future prospects. Following discussions
within the project team, we decided to remove the
constraint of using the same game set as “Merlin’s
Magical Tiles”, in order to provide a more tailored game
experience for “Crash Landing into Merlin’s Forest”
that would better align with their developmental needs
and expectations.
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28 August 2023
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281 Participants:
miuEFET FIRENRZE
4 children living in Sheung Wan district

Playtest and changes to the game logic for “Merlin’ s Magical Tiles”
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During the playtest, our energetic participants showed
high interest in both monster combat and free build
scenarios. The session began with 30 minutes of free
play to initiate engagement and trust-building. Despite
one participant leaving early, the remaining three
actively shared their thoughts on their ideal place of
rest and relaxation, revealing their unique needs for
safety, comfort, and brightness.

Warm-up exercises, including bridge building and a
modified vocabulary exercise, effectively familiarised
the children with the game mechanics. The feasibility of
a group size of four was evident, promoting individual
attention and focus. The primary revisions were the
addition of player worksheets, to allow for creative

expression and note-taking based on player builds.
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HHA Date:
2023%9H23H
2 Venue:
BTARBEEGRIFHRET J.CDISI, PolyU

23 September 2023

HapE st Z 2 BV R R S AE LR

2 81# Participants:
ABLRBREZRNEDE

4 teenagers from SGHs

Playtest and changes to the game logic for “Crash Landing into Merlin’ s Forest”
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During the playtest session with 4 teenagers, valuable
insights emerged, prompting key adjustments for an
enhanced gaming experience. Feedback highlighted
the need to simplify leading questions specifically on
specific character cards, addressing challenges faced
by players. Additionally, the Project Team committed to
reevaluating the balance between different characters
roles and to ensure a fair and enjoyable experience
across various scenarios.

The introduction of player choice for character creation
was met with enthusiasm, this not only enhanced
player autonomy but also led to more diverse career
exploration. To boost engagement, the Project Team
identified that incorporating more prompts and
examples on worksheets and character cards would
improve the character-building process.

Balancing active and passive scenarios is crucial for
participant engagement. After discussions with one
of the accompanying social workers, the Project Team
decided to adjust the difficulty levels to improve the
game experience for the targeted upper primary and
lower secondary age groups, enhancing acessibility
and enjoyment.

We also committed to add mini-games into the scenario
cards to increase engagement and more physical
expression.
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HHA Date: 2% Participants:
20234108218 21 October 2023 KB REZRNEVE
#h2E Venue: 9 Participants from SGHs

BTASBESGAGAIFRSH  J.CDISI, PolyU
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Playtest and changes to the game logic for “Merlin’ s Magical Tiles”

FEAIE PRI R EE R R 2 1P The playtest showcased active participation from
ERBECNEEES MBS Ra M four children who engaged physically and vocally,
AR [E 5 2 o £ 8 B 17 BV BRI s AV B B emphasising their diverse needs. Building on the
PRS2 EERE T IEE BB August playtest, this high level of engagement solidified
BLsR st A mBIE Do th i —[F1 2 BRI, the Project Team’s confidence in the game’s design
Bt TEE NI BasEeRig N AGE direction. The social worker, who accompanied our
P B R R ENTE S | R A RIS 4R B participants, suggested to add a Player Journal for note-
1B NERYAI R In i 2 BR IR I K It taking, as well as an advanced gameplay facilitation
KN FHFEE o guide to provide varied difficulty levels for more
replayability and expand the target player age range.
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HaREE 2 1 BRI S AE R

Playtest and changes to the game logic for “Crash Landing into Merlin’ s Forest”
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Participants encountered minor

comprehending the wordings within scenario cards.

challenges in

Social workers emphasised the association with school
assignmentsand lengthy reading, advocating forshorter
story lengths to enhance accessibility and engagement.

Both players and social workers expressed a desire for
more guidance in understanding the characteristics of
the different occupations and recommended truncating
the character backstories to reduce the reading load. An
illustrative example will be included to provide players
with a clearer understanding of the featured careers.

The incorporation of mini-games into the scenarios
cards received positive feedback during testing,
demonstrating that they did not disrupt the gameplay
but rather enhanced player enjoyment. As a result, the
Project Team decided to increase the frequency of mini-
games within the scenario cards to further elevate the

gaming experience.
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Final Gameplay and Components

(HamiBY B A H0ER) “Merlin’s Magical Tiles”
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The game invites children as adventurers on a classic
quest to defeat a great evil force (named ‘the Gem’)
in an imaginary fantasy forest land, Asteria. The Game
Facilitator guides the players through a series of
challenges using ‘magical’ building blocks, a gift from
the great witch Merlin. These blocks represent the key
elements needed to construct spatial spaces, fulfilling
individual and collaborative needs in response to

promptswithin thestory,whicharein closeresemblance
to real-life spaces such as bedrooms, kitchen, dining
rooms, and living rooms.

1R % 058 (LT [EIBY B AT R AR 2SS

Merlin and the magical tiles (i.e. the different natural elements for the builds)
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1 $551#281 Guiding principles
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The game incorporates three fundamental principles to shape the experience. First, under the concept
of “Free Building,” participants enjoy the freedom to explore unlimited combinations of structures,
constrained only by specified block limits or layouts. This flexibility encourages creativity and individual
expression. Secondly, the principle of “Loose Resemblance” guides the construction of spaces that
symbolise real-life home environments. However, these creations are uniquely interpreted within the
imaginative landscapes of the game rather than being confined to actual reality. Lastly, the game thrives
on “Cooperative Gameplay,” emphasising a mission-based approach where players collectively strive
towards victory or face defeat together. This collaborative dynamic not only fosters teamwork but also
underscores the significance of shared goals, reinforcing a sense of unity and mutual support among the
players.

2 i¥EiR85% Gameplay experience
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The gameplay unfolds in an intentionally structured sequence, commencing with two introductory
Warm-Up Builds. These brief, initial rounds serve as a gentle immersion, allowing players to familiarise
themselves with the intricacies of the building process. Following this introduction, the core of the
experience unfolds through four “Serious Builds”, a series of rounds that encompass both individual,
and collaborative construction challenges. These segments not only deepen the players’ engagement
with the “magical” building blocks but also encourage creativity and cooperative problem-solving.
Significantly, the journey concludes with “Sharing Rounds”, providing multiple opportunities for
players to articulate the narrative behind their creations. In these rounds, participants openly share their
builds, explaining the reason behind their choices and interpretations, fostering communication, and
strengthening the collective storytelling experience.



3 & 84548 Episodic structure
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The comprehensive experience unfolds across five distinct episodes, offering a flexible framework
tailored for facilitation. This modular approach allows facilitators to adapt the programme to the unique
needs and dynamics of the participating group. Furthermore, the episodic structure provides versatility,
permitting the possibility of combining segments into three overarching episodes. This adaptability
ensures an optimal balance between the rich, immersive storytelling of each episode and the pragmatic
considerations of effective facilitation, enhancing the overall fluidity and engagement within the
imaginative world crafted within the storyline.

BRILERE R 4-5 }\E’\J/J\iﬁﬁ'ﬁéﬁ ERIR ZENGEN2EFE -FE R ARG HREAETE R
B EESI1TEN B ?%iﬁszTETOETIEE%%BEEﬁ BB RN SE RV T IE P H BB K
B REHEARIE e

Thegameistailored forintimate groups of 4-5 players, ensuring a collaborative and engaging atmosphere.
Facilitators lead the adventure, narrating the story, directing actions, and presenting prompts through
dynamic slides. Every player is equipped with a deck of building blocks, fostering individual creativity
within the shared quest for imaginative harmony.



7 - s BT AFREH Final Gameplay and Components

& =815 % Building and Sharing
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During the building phases, players will exercise autonomy in selecting blocks that resonate with
prompts, fostering individual expression and creativity. Following the construction, facilitators skillfully
guide the experience, prompting players to share their builds. This phase encourages vibrant discussions,
unravelling the significance behind chosen elements, layout decisions, and emotional responses to the
prompts. In the interpretation stage, facilitators document children’ s insights, utilising a structured
template of worksheets for reference and input. This documentation not only captures the richness of the
storytelling, but also provides valuable feedback, ensuring the continued refinement and enhancement
of the gameplay experience for future iterations.

@ EEi4AM4RREA Detailed game component

5|3 53R Facilitation Slides

SIEFEREETENMETA 518

RIEERFENERIBIZ - BLEBRD
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The facilitation slides serve as the
primary narrative device through which
the story is delivered, steering players
through the story’s progression.
These slides not only introduce
characters, elements, and tasks but

FHRA R E R R B B L EIRE 5

. . . Facilitatoruseslides toensure an engaging gameplay experience
also prompt interaction with non- throughout the story development

playable characters (NPCs) pivotal to
the storyline’ s development.
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The tiles embody forest elements imbued with
magical properties. Players utilise these tiles
to construct diverse tools and spaces, crucial
for advancing the storyline. Their choices of
different elements indicate different messages:

1. theemotionsthatthe player has towards the
specific space;
2. the function and the vision the players have

Sand F X Water

towards the selected space;

3. any specific needs, values, and priorities
associated with a desirable living space and
home, all through the elements that players
choose to represent them.

Moreover, in addition to printing the tiles, players
HEEETFT ERR AN

have the option to collect natural elements _ . .
Printable version of the tiles

as game materials before starting the actual
gameplay. This experience of going out together
as a family to gather game components can
create cherished childhood memories.
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It T1E4E Player Worksheets
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Worksheets provide canvases on which players place their tiles and visually represent their creations

within the game, serving as both a creative space and a documentation tool, where players sketch their
constructions. This also helps with note-taking for facilitators, as any observations made during the
gameplay can be reflected in the players’ worksheets.

RS REE: mREE: )
g g =)
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Player worksheets



FE#F A HiE Facilitator Journal
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The facilitator journal serves as a record-keeping tool, enabling facilitators to track the game’s
progress, note key moments and document players’ engagement. This journal also assists in facilitating
discussions and offers insights for future reference or interventions during gameplay sessions.
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Facilitator journal to capture important insights shared by the players during the gameplay for subsequent analysis
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BEELZENFEPEIS S| Facilitation Plans and Advanced Guide
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The facilitation plan details step-by-step instructions for facilitating the game, ensuring the house parents
and the social workers’ execution. The advanced guide offers heightened challenges and complexities,
building upon the basic version post its initial run, enhancing difficulty and enjoyment for experienced
players. An example of the facilitator guide are available at Appendix | of this report, while full curriculum
and facilitator guide of both games are available at the QR code below.
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Facilitation guidelines for social workers and house parents who would be responsible for leading the game
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Full curriculum and facilitator guide of both games
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The game introduces children as survivors of a plane
crash who have landed in an imaginary magical forest
and have to form different task forces to tackle the
scenarios they will face for the span of 8 days, with
the gameplay to decide element of gaining tokens
who will be the sole person to go back home, away
from the dangerous magical forest. The players will be
given character cards and character sheets to create
their own characters, and engage in discussions in
each round to decide the formation of task forces. The
facilitator will then take on the role of facilitating the
game play, discussion and debrief sessions to help
with the character cards containing real life careers and
fictional backstories and character traits to help players
understand the strength and weakness, different career
paths, and their prospects.

MBI R B15 5 | B e B AR A

Full curriculum and facilitator guide of both games
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1 PEEEE5] Guiding principles
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The game design integrates immersive role-playing, ensuring participants deeply engage with their
characters. Collaborative and competitive strategy are both demonstrated as players ensure strategically
cooperate to navigate challenges, fostering teamwork, but at the same time they achieve the best
outcomes individually. The blend of competition and cooperation creates a dynamic mission-based
gameplay, where individuals strive for success while recognising the significance of collective effort. This
multifaceted approach promotes a rich gaming experience, encouraging diverse skills and interpersonal
dynamics among participants.

2 i3 §&EE Gameplay experience
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The gameplay unfolds with a sequence of 8 rounds of challenges, commencing with Character Creation,
shaping personas that intricately influence their roles and abilities within the game world. Following
the initial creation, a “Warm-Up Mini Game” designed to captivate players and establish the game’s
ambiance by having players acting out their characters, by the success of which, players would be
rewarded with points of tokens. Next, participants delve into 8 challenging rounds of scenarios, the
team’ s strategy and decision-making become crucial for success. Discussion encourages collaborative
problem-solving, enhancing leadership skills and team cooperation. Finally, the debrief phase provides
a reflective space to examine the game’ s outcomes, spotlighting the skills cultivated through the diverse
roles each participant assumed during this engaging and educational journey.



3 EIEA®E Character creation

HTENIXBAAS T/AGTENRER AIZAC I NREKEZILBECHAR.

AERRREE D EL TN SURRBE2LE =R T EANAEfhEZENR AP E3A B
X HEBEINERRSE-

ERMEARR IRFEREFT—EACET—E/NES UGEEEREECHBNRE ZH
fthITERIB - I BRI RAIE R B E RS ERINIAE BN AR E LR

INBEEFERER IR EFS—SRAE LD ERABNER MR MR B RS E
HFUMREFARB/IREEBIERE CABHNERNE pIERIMEHAY TR

NREACFNACIFRRAIRECHNA® ENERAM THE CACRENRESE WIEET
XEHEBHAR BBtz A e AaEEZEENAERT 5o

To immerse players into their roles, the facilitator will lead the players to create their characters through
the Character Creation session.

Character Cards will be distributed randomly to different players, each player will have to choose 2
from 3 different character cards, which contain the career and a short description and backstory of the
character.

After picking 2 characters, players will use one of the characters they have chosen to go through a mini
game of acting out one of their characters’ careers for other players to guess. After which, both the actor
and the guesser who succeed will gain additional tokens, which are used to determine the final winner
of the game.

Following the mini-game, players will be given a Character Sheet to fill in their characters” information,
such as their name, gender, career, character traits and hobbies. If the facilitator deem that the players
are interested in extending their characters’ backstories, an additional sheet will be provided for doing
s0.

By creating their own character with the support of Character Cards and Character Sheets, the players will
be able to gain a deeper understanding in the different aspects of their characters’ career and increase
their agency and immersion into the role-playing aspect of the game, providing them with the chance to
think from their characters’ perspectives.
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For each gameplay, players will have to go through 8 scenarios, with each player taking turns to be the
Team Leader. The Team Leader is responsible for choosing which character will be part of the task force
to tackle the scenario of that round. Team Leader will be picking a Scenario Card from the randomised
deck, and read the scenario out loud.

On the Scenario Cards, there will be leading questions provided to assist their decision-making and how
many players they have to choose for the scenario as well. The Leader’ s decisions will be made after
each remaining player has stated the reasons for their characters to participate or not in the task force.
Each player will have 30 seconds to state their reasons to be part of the task force for that scenario.

Following the decision of the leader, the group will have a 1-minute discussion time to persuade the
Leader to change their decision. If the Leader’ s final decision aligns with the remaining players’ stance
on whether to participate or not, the players will gain the number of token written on their Character
Card.

Mini-games are also added onto some scenarios to help with engaging players that are less talkative and
create a more collaborative environment for all players.

Different scenarios are designed to highlight a variety of active and passive skills, allowing players to use
their creativity to solve the scenario challenges, as well as their communication skills for persuasion and
discussion.



B =i AmmE Role of facilitator
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The facilitator will guide the players through creating their own characters based on the different
Character Cards they are given, facilitate discussions on how to assemble the task force for the randomly
selected scenarios they are faced with each day, as well as a debrief to highlight the skills that players
have showcased throughout the game.

6 S¥4meYiEEk4A 1 Detailed game component

5| f5%R Facilitation Slides
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The facilitation slides serve as the
primary narrative and gameplay

HIFRAR

guide, steering player engagement

and immersion. These slides not only
introduce the narrative setting, game
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rules, and tasks, but also list the debrief RN RS BIRAE R (R BBV R

. , . Facilitator use slides to ensure an engaging gameplay experience
questions to prompt player’ s reflection throughout the story development

after the gameplay.
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A &-F Character Cards
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Character  cards contain  important
information around the players’ fictional
counterparts, allowing them to easily dive
into role-playing during the game. More
importantly, they introduce players to
different career trajectories, skills, and
personalities, enabling them to think from
various perspectives, and practice empathy
by considering the perspectives of their own
fictional characters and those played by
their peers.
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Examples of the Character Cards

A B EIFZE T {E4R Character Creation Worksheets
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Worksheets allow players to make the
fictional characters their own, deepening
their understanding of their characters’
careers and enhancing their immersion and
agency within the game world.
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Character Creation Worksheet
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1&18F Scenario Cards
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Scenario Cards play a crucial role in
guiding decision-making within the game.
Each Scenario Card introduces a unique
situation to which players respond in
character, and includes leading questions
to aid participants in their decision-making
process, along with specifications on the
number of players required for the scenario.
These scenarios are intentionally designed
for players to practice and apply both active
and passiveskills,employcreativityinsolving
challenges, and hone communication skills
for effective persuasion and discussion.

PEEEENIS S| Facilitation Plan and
Guide

PECRENTE S| SHAER AR T BRI 2 B B
RERRENREME TEHER AT AR
iMTﬁ—T%EZE?ﬁ%%MﬁIE’\J B w12
P EENTES | VST B AR A Pl R B fH — 4
HEEEY-

The facilitation plan details step-by-step
instructions for facilitating the game, ensuring
easy execution for SGH caregivers and social
workers. An except of the facilitator guide is
available in Appendix | of this report, while full
curriculum and facilitator guide of both games
are available at the QR code on the left.

=B A MR G AR, (REIE| S, ’a’ﬁﬁhn‘l%‘ﬂﬁ?&
ﬁﬁté@%%y‘;ﬁé?ﬁg Ewgigilﬁf éf”?%?g%
e i ? 3

EREREREEMNLA ﬂfﬁﬁtl&ﬁﬁgﬁm?'

RE2ERR :

- v
REIBERR 4‘}_&;:,

B R

Examples of the Scenario Cards

3
(EPERHSHRIZRIR)
BEES|
EEEE:
2 E=Ls 5, EATHL-BENTOS, SRS TEARARESE, BALEDF

BNEER. RFISOERER, ﬁIiD E14-185%, HE12 BOFEE (IHEAE2H) 693
., T RREMAIETEREE—F | ERFRTRIRESEREEE, 1
ERNAELEESEENE, bﬁﬁ%@ﬁ“ﬁ]}ﬁEﬁjﬁl{ﬁﬂ(@@ﬂﬂﬁﬁ %ﬁﬁﬁﬁﬁﬂgﬁﬂ‘] U, REEAIBERE, BEE
BHHEL——BE, BiEND, REBEE, fBfIE SHFRARFEE, SEEREE
HEREIFEETENEN.

BERE:

¢ EREHTIE BEEE

. BT
o SETEREEE, (E!ﬁﬂ]ﬁk%s EEMHAERFNEA.
- EREEEEELe, ESERRFNFEN), BlREEERENTESEE.
.« TEREOREN, SEEARE GEIMENTHE.

TEEIRIERE:
o BEZEEHAEIER,
o REEIESIT TREHNTR, 55, IREHE.
+ FEESENOH.
.« FEEEMESEREL

B ES R THIX &K RIEHISE
Facilitation guidelines for social workers and house parents
who would be responsible for leading the game.
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Full curriculum and facilitator guide of both games
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Artwork and Illlustration
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The artwork and illustration adopted are created
to enhance the overall gameplay experience, while
echoing the overall forest adventure theme, with
considerations on:

Balancing the Sense of Adventure and the Perception of C&Y

HEREE R FREREEMREN
FHMNZF KRG KA B BRI T
HRIRME IFEER ABEEE
BE2EFERRE XPIBEREGTRES
R HAE DB ERNEF RIS AR
RBUWRBVREANBIKNE 12 E B KR
BENREELANT —EREIREE
Be

AREEMXAEERHAERE S
tRF—B TR EAREEEINIET
REPREIE AR RHRRIA o

The illustrations create a sense of adventure while
ensuring the visuals are not too scary for younger
children. This balance is important to capture players’
interest and engage them in the game journey, without
triggering negative emotions as some players may have
encountered Adverse Childhood Experience (ACEs).
Some darker imagery within an acceptable level of
darkness, is added to ensure depth and interest in the
visuals.

Since some of the prospective players may have Special
Education Needs (SEN), the illustrations were also
designed to be straightforward and easily understood
at a glance, making them accessible to a wide range of
players with varying learning abilities.

(EHBEERI R M B R ARIEAE R BIFUE

Darker forest imagery is used to portray a mysterious mood
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Incorporation of local Hong Kong elements

HARIBRE T T SWFRE B2
BRRE T BB PEE R RAVEAR
MEAFALTER HIFETERAIRE
BERAB LB TR BEREE
BRI BRI R ERZEE
HIS WEMER HELEB T RIEHREN
HEEZE.

While the initial designs featured snowy mountains
and deep valleys, some Hong Kong elements such as
trees and rocks found throughout the city remain to
ensure the resemblance of a local neighbourhood. By
incorporating these familiar elements, the illustrations
create a sense of accessibility and make the game
more relatable for players to express their opinions of a
household or community.

LR E RABVE G A B IRIZ AL

Image used as the game background with local neighbourhood resemblance



8 - ZE TR Artwork and Illustration

ana

3 | Lo kv 5

Gender-neutral design

EHERER AR RIEEPEIE
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The illustration of the character cards, where different
types of occupations and characters are depicted, has
deliberately focused on depicting what the characters
were doing rather than specific appearances or gender.
This decision allowed the emphasis to be on conveying

the occupation itself, making the game more inclusive
and focused on the characters’ roles rather than their
physical attributes.

SRBFHY @A AN B (e BTEh G R1TE)

Only hands and objects are shown to depict individual occupation (left: chef, right: pilot)

e M
4

Easing game production

ARBERE AT IHRERXKRAIERH
BITFTENMI NI TaR 51 PR LB B AT AR B2
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73 {BENRI e PIFTENBY s B it R AR S Y
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Since the game is designed for social workers or house
parents to execute in individual households where they
can self-print all game materials in their respective
homes, it is crucial that the layout and design of the
game visuals feature regular shapes. This will facilitate
the printing process and ensure that the cards can be
replicated without difficulty.

The printable game materials are available at Appendix
Il of this report.
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Development of the Game Curriculum and Facilitator Guide
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The Project Team recognises the importance of
addressing the developmental needs as teenagers
transition into adulthood during a challenging period
of separation. The role playing nature of the game
provides a fun-first structure and a safe environment
to nurture their communication skills and gain more
insights into their life trajectory, while the cooperative
and competitive elements of the game highlight the
development of effective communication, creativity,
and critical thinking.

The curriculum is written with consideration for those
who have little to no facilitation experience. With easy-
to-print materials, easy-to-adjust mechanics, as well as
clear examples and explanations, potential facilitators
such as SGH parents and social workers should feel
confidentaboutrunningthe game afterreading through
the curriculum plan and facilitator guide.

An example of the facilitator guide is available at
Appendix | of this report, while the full curriculum and
facilitator guide of both games are available at the QR
code below.

MBI B 155 | BY e AR A

Full curriculum and facilitator guide of both games
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Conclusion
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In conclusion, this Action Project acknowledges the
significance of addressing the emotional and spatial
needs of C&Y residing in SGHs. By offering a cooperative
gameplay experience, the gamified communication
provides a therapeutic outlet for self-expression,
creative communication, and a sense of belonging. The
use of imaginative storytelling and building activities
empowers C&Y to navigate and articulate their spatial
needs in a supportive environment.

The gamified communication fosters communication,
creativity, critical thinking, and collaboration skills while
broadening participants’ perspectives on potential
future pathways. Through an iterative development
process and engaging gameplay, the gamified
communication tools combine entertainment with
skill development, offering a dynamic and educational
experience for C&Y residing in SGHs and beyond.

It is important to note that the playtests and trials
were conducted with a limited number of SGHs
residents, social workers, and house parents, and
may not represent all SGH situations where the game
would be played. However, the game can be enjoyed
as a standalone experience by players from various
backgrounds and has the potential to be implemented
in other Residential Child Care Services (RCCS) settings,
providing opportunities for gauging important insights
from users in future upgrades and enhancements
beyond its initial scope.
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Appendix | - Facilitator Guide (Chinese version only)
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Appendix Il - Printable gameplay materials (Chinese version only)
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About Polyu Jockey Club “Operation Solnno”

MEBEIRZ EXN) BFTATAIHN
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BB 72018 F8B1HIERER 5T8I%
=% UHESEH &R UAIIES
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B HENEEBEE LUEHEE
reeE) BAOEZEREEE) BE
BE R TIFRIRBS RS B 5 20T 57
FEHTAEE BXRER ORI E AT
EERMBUR BT BRI D H Wil
HIsTZZNERTE-

Organised by the Jockey Club Design Institute
for Social Innovation (J.C.DISI) at The Hong Kong
Polytechnic University (PolyU) and funded by The Hong
Kong Jockey Club Charities Trust, the 3-year social
innovation project commenced in 2018 aims to innovate
solutions, in collaboration with a wide spectrum of
stakeholders, to respond to social challenges with a
view to improving life in Hong Kong. J.C.DISI puts its
strategic focus on tackling the combined impact of
“Double Ageing” (ageing of people and building) in
Hong Kong, the programme would engage the trans-
disciplinary forces of academia, non-governmental
organisations, professional bodies, members of the
public, corporations and the Government to generate
innovative ideas and practical actions.
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ONE FROM HUNDRED THOUSAND

M+8a0—1 Rl s

IAA &

LA A 4

ACTION PROJECTS
HETEIAE

DESIGN EDUCATION
BUBRIF BIE

o2,

KNOWLEDGE PLATFORM
HRIRNHA LS

+&o—defsE - JCDISHEE BRESTEAZTE-— A BEEL
BEZEAOERNC+ZLHR EEMERE R AR 2 #FaF
ERARENTERERRAIFNERL R - BB — RIS RN E R T
P WETREHEZENT R et W HFRSHBBEMAINI S e

“One from Hundred Thousand” Social Innovation Symposium — to organise a
series of participatory symposia and workshops open to the public to collect views
on social issues, facilitate discussion, and co-create solutions. J.C.DISI names the
platform based on the belief that if one person from every 100,000 people (i.e. 70+
persons from the 7 million+ population of Hong Kong) can sit together and contribute
theirtime, passion, knowledge, and creativity, they can innovate solutions for specific
problems.

HENTENIAR - B IFBUFAS EXERMNEMT BT +Eo— I HAIfSE
ESTE HZRAVRIFTIE S B LA A I TR FT e B R IR B o

“Solnno Action Projects” — to collaborate with non-governmental organisations,
professional bodies and academia for developing innovative ideas generated at “One
from Hundred Thousand” Social Innovation Symposium into designs or prototypes.

FUBRIFTEF - i RIMARET RS I AP ERE BB T AL R
HEE WA EEATEMERRAEAIF LIFS RIFSEEESENEFS-

“Solnno Design Education” — to introduce social innovation and design thinking
into the curriculum of secondary school education to nurture students as social
innovators. Social innovation workshops will be organised for students and teachers
and multimedia interactive teaching kits will be developed in this regard.

HARIET & - UAREZ I QN8O R s 5T EES MBS S TIFY
e RERS®E RES) it B 8RR AT ERIFTBE RIS
HRENMHBES WA ARTRRSERER-

“Solnno Knowledge Platform” — to document and disseminate for public use
the social innovation experience and knowledge generated from the programme
through various formats, including academic papers, videos, design and practice
guidelines, case study reports, workshops, regional and international conferences
and exhibitions.
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