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General Information 

Game Name 

The name of our game is Joy Ride. 

Designers 

This game was designed by Daniel Badea, Ryan Cumming, Jodi Hetman, Theresa Holmes, 

Nicole Rivera, and Clare Sansburn. 

Target Audience 

This game is intended for teenagers, ages 15 and up. 

Content 

Our game is designed to equip teenagers to navigate the major milestones of their teenage years. 

Background 

Teenagers are often under-prepared for successfully navigating major milestones, such as 

a first job, first significant relationship, pursuing post-secondary education, and so on. This game 

will provide a series of modules to help teenagers build competence and knowledge to maximize 

success at each milestone, with the focus of this specific project being on the module related to 

getting a first job. By equipping them with these skills, teenagers will be more likely to have a 

positive work experience that can contribute to long-term professional growth and success. 

Specific Learning Goals 

Overall Game Goal: 

The players will be able to describe the steps required for successfully navigating key teenage 

milestones. 

Module Specific to Getting a First Job: 
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The players will be able to 

• demonstrate effective preparation for a job interview. 

• evaluate professional responses within interactions with customers. 

• determine methods to appropriately communicate with supervisors and co-workers. 

• identify several key rights they have as employees. 

Game Description 

You are a teen in the city, navigating through this Joy Ride of life. It’s not easy, though. 

Sometimes luck is on your side, and sometimes it isn’t. Start your day by spinning the wheel of 

life to find out what you have to do. Are you going to a job interview? Is your coworker late for 

their shift – again – and you must deal with it? Did your boss tell you that you had to work 

overtime because they are short staffed, but you have a soccer game that you can’t miss? Maybe 

today is the day you get your driver’s license. The wheel will reveal. Get rewarded with gold 

coins when things go your way. Use your reward money to upgrade your avatar and unlock 

access to minigames that you can play with your friends. Connect with a mentor any time you 

want advice to help you make these life-changing decisions. Joy Ride combines the fun of 

adventure, thinking on your feet, dealing with tough situations, all using scenarios coming from 

everyday life. It’s a practical mentoring game with bonus perks for making good choices. Life 

can be a Joy Ride when you learn and grow as you go. Buckle up! 
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Sample Game Scenario: Description of Job Interview Game Play 

Home Screen 

 

Navigation Screen 
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Who do you want to be today? Customize your avatar, and let’s get started. 

 

Today is going to be a big day. Spin the wheel to see what’s in store! 
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Oooh! I hope you're ready. It’s job interview time. Get your game face on and get ready 

to show them why they can’t live without you as their star employee. Let’s find out where you 

are applying and how you will get there. Press the selector to find out who’s hiring today. 

 

Choose where you want to apply – the coffee shop, grocery story, or pizzeria – and let’s 

get moving. You don’t want to be late for your interview! 

StarterBucks Coffee shop, eh? Excellent choice. Nice perks, you know – Free caffeine!! 

But, wait! What time is the interview? Spin the wheel to find out. 
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In 15 minutes!! Holy smokes! Can you make it? 100 gold coins will buy you 30 more 

minutes. What do you want to do? 

Buy the time? Good choice. Being on time for a job interview is extremely important. 

Invest in setting yourself up for success. 

How are you going to get there?  Press the selector to find out. 

 

• Mom’s minivan is reliable, but uncool.  

• Grandpa’s vintage roadster is amazing, but you never know what might go wrong today. 

• Your neighbor’s smart car makes a statement about your love for the environment, but it's 

a little cramped. To use the car, you have to agree to mow your neighbor’s lawn this 

weekend. 

What do you choose? 
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Sweet! You went with the roadster! Nice. Let’s hope you get to the interview on time! 

Phew! You made it. No issues. The sun must be shining today. Found a spot right in front, 

10 minutes to spare. Good thing you bought that time. Now you can collect yourself and stride in 

with confidence. First impressions of being calm, cool, and collected at job interviews are very 

important. You got this! Nothing can go wrong today. 

You see Steve, the manager, outside, and he tells you to go get a cup of coffee on the 

house and come back out to the patio for your interview. Free caffeine already! Can this day get 

any better? 
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You come back out, but there’s no chair for you at the table with Steve. What do you do? 

a) Grab another chair and pull it over. 

b) Ask Steve, “Would you like me to bring a chair over?” 

c) Stand and wait until Steve tells you what to do. 

Remember: The Mentor Connect feature is always available to help you get through these sticky 

situations. Click “Connect to a Mentor” to access, or feel free to make the decision on your own. 

You got this! 
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First, Steve should have had the chair ready for you. This is a potential red flag. Don’t 

worry about it at this point, but if he’s not prepared for the interview, what else isn’t he prepared 

for? Maybe it’s just a fluke, or maybe it’s a sign. Wait and see. 

Option a) Grab the other chair and pull it over. 

• If you choose this option, that’ll work. It shows you are taking initiative. Steve might like 

that, and this might be a test. Or, Steve might freak out because that chair is for customers 

and say, “Why would you take the only chair from that table?” This could be your best 

choice, and it could be your worst choice. 

Option b) Ask Steve, “Would you like me to bring this chair over?”  

• This shows that you are finding a solution to the problem but are still deferring to 

authority to make sure that your solution is one he’s comfortable with. This is a middle of 

the road safe choice, but what if Steve says, “No, don’t take the chair.” Then you are back 

at square one, and things are a whole lot more awkward. But, it could work out and Steve 

could notice that he totally flaked and say, “I’m sorry. I should have had that set up for 

you. Let me get the chair for you.” 
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Option c) Stand and wait until Steve tells you what to do. 

• This option is super awkward, but it will be interesting to see what Steve does. It might 

tell you a lot about his management style, but it might also reveal that you don’t want to 

work at a place where they don’t consider your needs. 

 

Breaking news! There are no right answers here. Just answers that lead to different 

outcomes. Be polite, true to yourself, and listen to your heart to tell you what’s right. After the 

interview, it might be a good idea to talk with an adult or a friend who has been through job 

interviews before and see what they would have done in the situation. Everyone’s got a story to 

tell about an awkward interview experience. The more you share ideas and experiences, the more 

comfortable you will be the next time around. 

Going through this Joy Ride of life is hard. It’s hard to know how to navigate these 

milestones of getting a job, understanding your rights as a teenage employee, dealing with 

workplace conflict, saving money, handling your responsibilities. Keep going. Just get in the car 

and go. We’ve got you. Listen to our advice and listen to your gut. Keep playing. Keep moving. 

Keep learning and growing. Let’s go! 

Motivational Theory and Game Mechanics 

The principal goal of gamification, as Deterding (2014) starkly describes, is not merely to 

create a playful experience but to afford a motivational experience that can change end-users’ 
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behaviors. This is certainly the case in Joy Ride, in which the ultimate goal is to equip players to 

navigate real-life challenges outside the game. Therefore, it is important to consider how 

motivational research informs the game mechanics to foster effective achievement of Joy Ride’s 

aims. 

Central to this is the motivational approach outlined in self-determination theory. Self-

determination theory, first developed by Edward Deci and Richard Ryan, posits that motivation 

exists as a “continuum,” extending from amotivation (an utter lack of motivation) to intrinsic 

motivation, in which a learner or user engages in an activity purely for the inherent or intrinsic 

value they find in the activity (Proulx et al., 2016; We Know Training, 2020). Clearly, intrinsic 

motivation is preferable, but fostering this requires sustained attention to three principal needs of 

learners: autonomy (the need to perceive oneself as the source or origin of one’s behavior and its 

consequences); competence (the need to “experience mastery,” particularly in overcoming 

challenges); and relatedness (the need to experience a sense of belonging, security, and intimacy 

with others) (Proulx et al., 2016). 

Each of the game mechanics within Joy Ride is intentionally implemented to meet these 

needs and, thereby, to motivate players. 

Autonomy 

One of the key ways games can foster a sense of autonomy is through the mechanic of 

choice. While some of the elements of Joy Ride are rooted in chance (e.g., spinning a wheel to 

determine the next challenge), the player’s progress can follow several paths, depending on their 

individual choices. In doing so, the game employs the mechanic of branching to create 

opportunities for meaningful choice. As both Hughes (2019) and Pintrich (2003) note, the 
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experience of choice affords players the opportunity to feel in control, as if their path through the 

game is ultimately up to them.  On the other hand, by relying on chance to determine some of the 

player’s journey, Joy Ride avoids what van Roy (2017) calls the “paradox of choice,” i.e., stress 

resulting from too many possible options (p. 13). This dialectic of choice and chance affords an 

experience of autonomy that mitigates the potential anxiety presented by too many options, 

particularly in a game environment with multiple pathways for progress. 

In addition to mechanics related to player choice, experiences of autonomy are also 

afforded within Joy Ride via mechanics related to player characters. Each player role-plays as a 

customizable avatar, which Muangsrinoon and Boonbrahm (2019) note can facilitate a sense of 

control within gameplay. Moreover, as players progress, they can use earned rewards to purchase 

virtual goods, such as upgrades to their avatars or to their in-game vehicle. Virtual goods as a 

game mechanic provide players with autonomous choice in their use of game rewards, as well as 

symbolizing satisfactory progress in the game, a valuable step in meeting the second need of 

competence. 

Competence 

As Pintrich (2003) notes, “adaptive self-efficacy and competence beliefs motivate 

students” (p. 672). The use of short Q&A quizzes with cascading information helps players learn 

and improve their performance, while also providing an opportunity for players to feel affirmed 

in their competence and motivated to continue growing. In addition, the use of coins and other 

rewards as feedback mechanisms creates a further affordance for competence and confidence as 

the learner grows in their mastery of the information (Muangsrinoon & Boonbrahm, 2019). In 

addition, an in-game evaluation widget that allows players to add their own advice and tips can 
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become visible to other players and further affords validation of competence by enabling them to 

feel as if their expertise or skills can help others. 

The realistic life situations presented in the game are another important mechanic related 

to competence. Each situation is marked by realism – realistic choices that must be made, 

realistic scenarios and consequences, and so on. However, while these situations in the real world 

might have significant, long-term consequences that might reduce confidence and inhibit 

instructive risk-taking, players in Joy Ride are free to take risks, to explore, to fail, and most 

importantly, to learn. This is an important benefit of serious games and can contribute to players’ 

motivation to both play the game and to internalize the learning that comes from this “real and 

safe practice” (Gamelearn Team, n.d.; Gee, n.d.). 

Relatedness 

Perceiving an activity as intrinsically valuable, according to self-determination theorists, 

requires that it meet the basic need to feel a sense of belonging and security within relationships 

with others (Proulx et al., 2016). To facilitate this, Joy Ride makes use of multiplayer mini-games 

that players can access as they progress throughout the main game scenarios. These mini-games 

provide an opportunity to connect with other players and feel a sense of relatedness to other 

users. In addition, a chat feature that can be unlocked by spending in-game rewards allows 

players to deepen this sense of relatedness through conversation. These mechanics reflect the 

need to “facilitate social interaction” within games and eliminate barriers between players (van 

Roy, 2017, p. 17). 

One important consideration with relatedness in Joy Ride is the demographic of the target 

audience. Despite having access to a wider array of virtual tools for building connections than 
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previous generations, recent research has found that adolescents experienced loneliness at nearly 

twice the rate in 2018 as compared to 2012 (Twenge et al., 2021). The social connections 

between players enabled by mechanics like multiplayer mini-games, friending of other players, 

and the chat feature are included to help foster a sense of relatedness and security, in part by 

helping players learn that they are not alone in their uncertainty of how to navigate the real-life 

challenges of work, community, and school. In this way, the design of the game reflects attention 

to the players’ needs and situation in life, much as Schell (2019) encourages in his description of 

the game design process. 

By responding to the needs related to autonomy, competence, and relatedness for players, 

the mechanics of Joy Ride are designed and implemented for a gaming experience that will be 

motivating, engaging, and effective. 

Logic Model 

Learning Goals Game Mechanics How Goals are Achieved 
Through Game Mechanics
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The players will be able to 
demonstrate effective 
preparation for a job 
interview. 

The players will be able to 
evaluate professional 
responses within interactions 
with customers. 

The players will be able to 
determine methods to 
appropriately communicate 
with supervisors and co-
workers. 

The players will be able to 
identify several key rights 
they have as employees. 

Mini-games 
Realism 

Role Play 
Q&A 

Selecting / Collecting 
Branching 

Resource Management 
Quick Feedback 

Movement 
Game Turns 
Ownership 

Chat 
Strategy guide popup 

Post-game survey

Mini-games: players play 
mini-games to earn coins 
which can be used in the game 
to purchase items. Realism: 
games are based on real life 
situations teenagers may 
experience.  
Role play: players will choose 
avatars to role play in the 
game. This will allow them to 
connect to the game.  
Q&A: questions will be posed 
to players throughout the 
game that must be answered 
by the players to move 
forward in the game. 
Selecting / Collecting: 
players will have choices to 
make throughout the game 
which will determine their 
next moves in the game; as 
they move through game, 
players will have 
opportunities to collect coins.  
Branching: players will 
choose from a few options to 
determine how the game will 
continue. 
Resource Management: 
players will manage their pool 
of coins.  
Quick Feedback: players will 
receive immediate feedback 
after they take action in the 
game.  
Movement: riding in their 
cars and moving through the 
city to accomplish their daily 
tasks in the game will create a 
feeling of movement for the 
players. 
Game Turns: will occur as 
players make decisions as 
they move through the game. 
Ownership: each game 
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Lenses 

 Five of Schell’s (2019) lenses that deeply connect with the game design of Joy Ride are 

Lens 2: Essential Experience, Lens 8: Problem Solving, Lens 9: Elemental Tetrad, Lens 13: 

Infinite Inspiration, and Lens 110: Transformation. 

Lens 2: Essential Experience 

The experiences within the game are designed to capture the steps and choices needed for 

successfully navigating key teenage milestones. Some choices may seem obvious, but others are 

unexpected, much like in real life. For example, a player may successfully apply for a job but are 

asked to interview immediately. What will they do and how will they get there in time? This 

encapsulates the essential ingredients found in real life settings by applying the appropriate 

levels of challenge and tension necessary for maintaining motivation. By successfully navigating 

their milestones, players are in turn rewarded. 

Lens 8: Problem Solving 

Joy Ride’s overall game goal is intended to assist players in making real life choices by 

practicing them within the safety of a game. Players are directed toward their milestone 

destination but must make decisions along the way. In going to a job interview, players not only 

need to arrive on time but must also consider how they’ll arrive and respond to unexpected 

problems that occur once at the interview. This scaffolds the learner in their problem-solving 

abilities, viewing each milestone as a series of smaller choices. Players can spin the wheel again 

to experience another milestone with different problems to solve. 

Lens 9: Elemental Tetrad  

Schell’s (2019) elemental tetrad of mechanics, story, aesthetics, and technology are 

integral to the design of Joy Ride. Each of these gameplay elements work to build the cohesive 
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world the player operates within. Game mechanics like spinners, selectors, and targeted feedback 

assist the player as they work toward resolving the problems encountered at each milestone. 

Players are rewarded for their efforts as they solve these problems by earning coins and can 

choose how to utilize them throughout the game. Branching allows the story to be revealed based 

upon the player’s choices as they attempt to resolve the problems and master the milestone. 

Game aesthetics tie these elements together by fully immersing players within a town setting as 

they navigate toward each of their milestones. For example, the player starts at their home, 

chooses a mode of transportation, and arrives at their interview destination within the town. By 

creating this as a mobile game, it utilizes the technology available for making this type of 

gameplay possible and accessible to the target audience. 

Lens 13: Infinite Inspiration 

 As we considered the type of game to create, we looked to our own experiences and 

games that were most impactful to us. We found that each of us desired to support teens during 

the challenging milestones that lie ahead of them. It is from this lens of infinite inspiration that 

we attempted to construct scenarios based upon our own personal experiences as we focused on 

key aspects and decision points to capture their essence. Our game’s goal is achieved through 

scaffolding, creating awareness of unexpected problems that may be encountered in the real 

world, and providing equity through virtual mentorship. We are uniquely aware that not every 

teen has a trusted adult available to assist them during these key decisions. 

Lens 110: Transformation 

 In this way, infinite inspiration naturally lent itself to the lens of transformation. As we 

engage players in making complex life choices, our hope is that it better equips them to face 

these challenges in real life. This game provides players with role playing opportunities in an 
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environment where it is safe to fail, and ultimately, grow. This intermediary experience scaffolds 

the player through scenario completions paired with feedback, making it possible for players to 

take what was learned in the game and apply it to their real-life milestones waiting ahead. 

Evaluation Plan 

 To evaluate whether the players have achieved the desired learning goals, Joy Ride has 

evaluation within the gameplay that will collect data on scenario quiz performance and mentor 

chat usage as well as evaluating content of player-generated tips. A mechanism to evaluate how 

players are applying what they have learned in the game to skills outside the game is integrated 

as optional micro surveys throughout the game. 

Built-In Evaluation Mechanism 

Joy Ride consists of scenarios in which teens encounter real life milestones. They have 

randomized sets of options from which they have to choose what to do. Data on players’ choices 

will be tracked, evaluated, and analyzed. For example, tracking will provide information on the 

number of players who choose a particular quiz answer, how many replay a module and choose a 

different answer, etc. This data will reveal the popularity of the options for the instructional 

designers to determine whether the popular answers are the recommended answers, and then the 

game can be revised as needed. 

The outcomes of the teen’s choices will be revealed through gameplay and feedback. The 

player will have to deal with the outcomes of their choices as they are played out. Feedback is 

provided in the game as presented in the interview chair example. Because the learning objective 

is to teach teens how to navigate these milestones, there will be some mentoring text and 

feedback to expand the learning beyond the gameplay into real world applications.  
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Another helpful internal evaluation mechanic is that the game designers can track the 

players’ usage of Mentor Connect and determine if the likelihood of making more successful 

choices correlates with the use of Mentor Connect. This evaluation will help game designers 

learn if Mentor Connect is being used and if it is actually helpful. Adjustments and upgrades to 

the Mentor Connect can then be made as needed to improve the game and player experience. 

During the game of Joy Ride, players are also given opportunities to help other players 

and offer feedback to app and instructional designers through an evaluation widget. This 

assessment tool offers players the opportunity to gain bonus coins for themselves while also 

providing useful insight into how well they understood a previous scenario or choice they made 

in the game. Players will be prompted to give advice to other users. This approach allows each 

player to create a strategy guide for other players, giving individuals a feeling of competence 

while requiring them to be familiar with the game content and scenario objective (i.e., 

successfully navigating a job interview). This information then allows developers to assess the 

player's understanding of the information presented in the game (Rufo-Tepper, 2015). 

 

External Evaluation Mechanism 

In addition to the internal evaluation widget, a short survey will be given to evaluate the 

player’s knowledge and application of these skills outside the game. When a player completes a 

scenario module, a short survey will pop-up on the user's device. For example, after a first-time 
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job interview scenario is completed by a player, two questions will appear: 1) Are you currently 

employed? 2) Did you find the game helpful in learning what to expect at a job interview? If the 

player answers “yes” to the second question, a third and final question will give the player an 

opportunity to input text to show what they have learned. Once the player answers, the game will 

resume, and additional gold coins will be added to their bank. Instructional designers can then 

utilize the responses in the surveys in conjunction with the game log file to find evidence of user 

learning and successes (DiCerbo, 2015). The data collected is a combination of player input and 

successful interactions within the game. 

 

The combination of evaluating the player’s game performance and whether the game 

performance impacts that player’s skills in the real world beyond the game is integral to 

identifying elements of Joy Ride’s game design that need to be improved as well as determining 
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how successful Joy Ride is in terms of achieving its overall learning goal to equip teenagers to 

navigate the major milestones of their teenage years. 
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