
IL131-15 Serious Tabletop Game 
Design and Development

22/23

Department
Institute for Advanced Teaching and Learning

Level
Undergraduate Level 3

Module leader
Chris Evans

Credit value
15

Module duration
10 weeks

Assessment
100% coursework

Study location
University of Warwick main campus, Coventry

Description

Introductory description

You are creative. You are playful. You are intellectual. You want to make an impact on learning. 
You want to make a difference in your classroom. You want to make a serious game. 
Serious games are games played for a learning purpose and not only amusement. Serious games 
are increasingly used in education and employee training as an alternative to conservative or 
standardised approaches to learning; therefore, the purpose of this module is to engage students-
as-creators in supporting them with the process of idealising, designing, developing, testing and 
delivering a serious game.

Module web page

Module aims

Serious games are increasingly used in education and employee training as an alternative to 
conservative or standardised approaches to learning. The principal aim of the module, therefore, is 
to engage students-as-creators in supporting them with the process of idealising, designing, 
developing, testing and delivering a serious game.

https://warwick.ac.uk/fac/cross_fac/iatl/study/ugmodules/serioustabletopgamedesign/


In order to achieve this, the module will:

Develop students understanding of serious games, including what they are and how they are 
created

•

Critically explore the relationship between games and motivation, student engagement, 
inclusivity, game immersion, and employability

•

Support the management of own learning in using a flipped classroom approach and 
engaging in seminars and activities that involve playing games and critically reflecting on 
these experiences

•

Support students in designing their own serious tabletop game that can be used in a 
Warwick classroom

•

Outline syllabus

This is an indicative module outline only to give an indication of the sort of topics that may be 
covered. Actual sessions held may differ.

The module will adopt a flipped classroom approach consisting of online preparation and face-to-
face seminars and activities. Students will play a variety of games each week as well as analyse 
and critique them using theory and reflection. Each week is centred on a specific element of game 
design and/or play, followed by a seminar in which students engage with various games to 
highlight the complexities of serious games. Students will use this as a foundation for reflecting 
and creating their own serious game.

Weekly topics may include:

“Welcome to serious Tabletop Games”

“Why so Serious?”

“Thinking about Design”

“Game Narrative and Storytelling”

“Player Psychology – Why Do People Play Games”

“Mechanics, Dynamics, Aesthetics”

“Technology and Serious Games”

“Prototyping and Playtesting”

“Game Review”

“Launching, Marketing, Selling”

Learning outcomes

By the end of the module, students should be able to:

Display a systematic understanding of the main concepts of game culture and theory.•
Critically evaluate game taxonomies and identify the specific characteristics of each game •



type.
Carry out analyses and user tests, judging the reliability, validity and significance of 
evidence, to support conclusions, to understand users’ demands and needs and convert 
them into serious game requisites (including learning objectives for game-based learning).

•

Consolidate and extend understanding of concepts related to game play, game flow, 
interactive narratives, storytelling and apply them in practice to develop a game for learning.

•

Demonstrate confidence and flexibility in understanding and identifying the main tools 
available and steps required to develop games and to identify the best one for a specific 
purpose.

•

Apply creative skills to idealise, design, develop, test and deliver a serious game.•
Demonstrate an understanding of how specific learning objectives may be achieved within 
the design of a serious game.

•
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Interdisciplinary

This module is taught by staff from different disciplines across the university and attended by 
students from a variety of departments. It enables students from different disciplines to work 
together, share knowledge and reflect on individual and others' interdisciplinary learning and 
experiences. By the end of the module students should be able to apply the creation of serious 
games to their own discipline.

Subject specific skills

By the end of the module, students should be able to:

Appreciate the value of games as a means to train and educate1. 

Understand how to apply design thinking and creative strategies in order to produce a 
prototype/finished product

2. 

Apply the creation of serious games to own discipline (interdisciplinary thinking)3. 

Reflect on the possibility to implementing serious games in different contexts beyond 
university, such as employment, or different degree programmes

4. 

Understand the employability skills used in the module as they can be transferred to 
professional work

5. 

Transferable skills

Analytical skills•
Creativity•
Critical thinking and reflection•



Judgement and decision making•
Presentation skills•
Problem solving•
Time management•

Study

Study time

Type Required Optional

Seminars 10 sessions of 2 hours (13%)

Project supervision (0%) 1 session of

Private study 30 hours (20%)

Assessment 100 hours (67%)

Total 150 hours

Private study description

Students take part in a ‘flipped classroom’ approach by independently preparing for weekly 
seminars through engagement online with Moodle. Students will be tasked with watching vlogs 
(prepared by the module leaders), responding to forums, and completing activities and/or reading. 
It is expected that students will take no more than 3 hours to prepare for each seminar.

Costs

No further costs have been identified for this module.

Assessment

You do not need to pass all assessment components to pass the module.

Assessment group A2

Weighting Study time
Eligible for self-
certification

Game Review - 1000 words 30% 30 hours Yes (extension)

All students will produce a game review about a serious game or a game that can be 
interpreted as serious. Your review requires a thoughtful, academic engagement with the 
design of the game and your experience playing it. Game reviews will be compiled and shared 
within a class magazine. Following this assignment, students are encouraged to submit their 



Weighting Study time
Eligible for self-
certification

game review for online or print publication.

Serious Game including 
1500 word essay, sell sheet 
and rule book

70% 70 hours Yes (extension)

The student will design a serious tabletop game that can be used to teach a subject, typically 
based on one of their degree modules (students are free to select a module of their choice that 
they have taken part in during their degree studies). Following budget approval, prototypes of the 
students’ games may be professionally produced for those games which have the necessary 
level of content created. Students will utilise the material delivered each week to design their 
game.

In addition to creating a game, the student must also submit a rule book, a sell sheet (or sales 
flyer) which is a single-page document designed to provide product information to a potential 
customer, and a 1500 word essay justifying and critiquing their design. 
Students will be marked on the quality of their produced game and the written justification for the 
game engaging in theory and practice and how it helps to gamify learning.

Feedback on assessment

Formative feedback will be given:

a) as part of tutor-responses to posts made in the online forums;

b) in discussion with students during seminars and workshops in relation to their assignments;

Detailed written and/or oral summative feedback will be provided by module tutors to individual 
students for each element of assessment regarding their completed serious tabletop game. 
Peer feedback will be encouraged during the module, including engagement with online forums, 
seminar activities, and playing of each other’s serious games.

Availability

Courses

This module is Core optional for:

Year 3 of ULFA-C1A6 Undergraduate Biochemistry with Industrial Placement (MBio)•

This module is Optional for:

Year 3 of UFIA-W620 Undergraduate Film Studies•
Year 4 of UFIA-W621 Undergraduate Film Studies (with Year Abroad)•
Year 4 of UFIA-QW26 Undergraduate Film and Literature (with Study Abroad)•



This module is Option list A for:

Year 3 of UFIA-QW25 Undergraduate Film and Literature•

This module is Option list B for:

Year 3 of UBSA-C700 Undergraduate Biochemistry•
ULFA-C1A2 Undergraduate Biochemistry (MBio)

Year 3 of C1A2 Biochemistry○

Year 3 of C700 Biochemistry○

•

Year 4 of ULFA-C702 Undergraduate Biochemistry (with Placement Year)•
Year 3 of UBSA-3 Undergraduate Biological Sciences•
Year 3 of ULFA-C1A1 Undergraduate Biological Sciences (MBio)•
Year 4 of ULFA-C113 Undergraduate Biological Sciences (with Placement Year)•
Year 3 of ULFA-C1A5 Undergraduate Biological Sciences with Industrial Placement (MBio)•
Year 3 of UBSA-C1B9 Undergraduate Biomedical Science•
ULFA-C1A3 Undergraduate Biomedical Science (MBio)

Year 3 of C1A3 Biomedical Science○

Year 3 of C1B9 Biomedical Science○

•

Year 3 of ULFA-C1A7 Undergraduate Biomedical Science with Industrial Placement (MBio)•
Year 4 of ULFA-CB18 Undergraduate Biomedical Science with Placement Year•
Year 3 of ULFA-B140 Undergraduate Neuroscience (BSc)•
Year 3 of ULFA-B142 Undergraduate Neuroscience (MBio)•
Year 3 of ULFA-B143 Undergraduate Neuroscience (with Industrial Placement) (MBio)•


