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Pitch Document
Game Title: Master of Havoc
[image: ]
Genre: Simulation/Strategy
Platform: PowerPoint (computer/computer screen, mouse and/or touchscreen)
Game Concept: The player board would be a map of the world with icons placed in different countries/regions to represent either manmade or natural disasters. Players would click on then complete Disaster Challenges sequentially, 1-10, in order of complexity (e.g., thunderstorm & lightning, pandemic, tornado, etc.). After being introduced to the disaster scenario, players would click “I’m Ready!” and be taken to a screen with a timer – to represent the idea that there is limited time to make the right decisions to survive a disaster – then choose the correct Havoc Pack made up of tools & resources, actions, and skills/traits to survive the disaster. The goal would be to survive each of the ten disasters by picking the correct Havoc Pack (out of three options), to earn individual Disaster Badges that will eventually make up the complete Master of Havoc Badge.  
Target Audience: Ages 12+ 
[bookmark: _Hlk38094958]Implementation Context: Master of Havoc could be used as a tool to supplement/reinforce disaster and emergency preparedness curriculum that is already being implemented in schools across multiple cities and states (e.g., San Diego and Michigan). It could also be included as part of a larger classroom module on climate change and/or school safety/disaster preparedness, to help students and families better understand what they would need and what they would need to do to increase their chances of surviving a manmade or natural disaster. Additionally, it could be used to help teach “soft skills” such as critical thinking, problem-solving, and decision-making.
As a personal/self-education opportunity, the game could be made available on multiple, relevant national, state, and city government sites (e.g., HHS, Ready.gov, Denver.gov) to support citizens’ ability to prepare for and survive disaster situations that are common to their region (e.g., hurricanes, tornadoes, droughts) or the world at large (lightning & thunderstorms, pandemic).
It is worth noting that due to the requisite background knowledge and reading level to engage with the scenarios/content, this game would be most appropriate for those who are age 12 years and above.
Learning Objectives:
1. Given a limited amount of time, players should be able to identify the best tools & resources to use to survive a natural or manmade disaster.
2. Given a limited amount of time, players should be able to identify the best actions to take to survive a natural or manmade disaster.
3. Given a limited amount of time, players should be able to identify the best skills/traits to have to survive a natural or manmade disaster.
Hook: Many people have experienced, and/or have been directly impacted by, extreme weather events or other disasters, due to climate change and at times ignorance about how to best ensure their safety during a natural or manmade disaster. Additionally, according to David Ropeik (an expert in risk), people have a tendency to either act on instinct or fall prey to “The Perception Gap,”  whereby they end up making choices that create greater risk (Ropeik, 2010). The goal of playing Master of Havoc would be to help people make better choices about how to keep themselves and others safe, when faced with a natural or manmade disaster and a limited amount of time to make the best decisions.
Game mechanics: After an introduction to the game, its purpose, and “How to Play,” players will start by clicking on the first Disaster Challenge icon on a world map. Once players enter the Disaster Challenge, a scenario will be presented in the form of a realistic situation, written bulletin, emergency warning, and/or news report. After reading or listening to the scenario, players will click “I’m Ready!” to be taken to a new screen that continues the scenario by starting a timer and giving players the option to choose one of three Disaster Packs to help them survive the disaster. If players fail to choose a pack in the amount of time they are given, they will be taken to a new screen that tells them they have run out of time and be prompted to return to the scenario, reread or re-listen to it, then try again. If players choose the correct Disaster Pack, they will be taken to a “Good!” screen and a brief explanation about why the pack they selected was the best choice to survive that particular disaster. Then, they will be awarded a Disaster Badge for the challenge. If players select incorrectly, they will be taken to an “Oh!” screen that explains why the pack was a bad choice/why tools & resources, actions, and/or skills listed in the pack would not be helpful for surviving that particular disaster and prompted to try again. 
Play will continue with players returning to the world map screen and sequentially engaging in increasingly difficult Disaster Challenges, until they have earned all possible Disaster Badges. Once all badges have been earned, players will be awarded a complete Master of Havoc Badge.
Special sauce: While the game is designed to be played by a single person, it could be easily adapted to have multiple students/adults engage in play by having people work in groups to read and/or listen to each disaster scenario then discuss which Havoc Pack to choose and why. Through this kind of interaction, not only would critical-thinking, problem-solving, and decision-making be promoted, but also teamwork and idea/knowledge sharing. Ultimately, by playing the game, players can build knowledge and gain a sense of security/control if or when they find themselves in a real-life disaster situation.
Environmental scan: “Disaster Master” is an online game created by Ready.gov. that has some similarities to “Master of Havoc.” However, it seems more focused on preparedness than making decisions about how to survive a disaster in the heat of the moment. “Tidal Wave Ninja” is a game found on Kickstarter, but in contrast to the game I want to design it focuses on a single disaster – a tidal wave. “Disaster Defender” is another Kickstarter game that bears a resemblance to the game I want to create, but players are first responders rather than everyday people.
Course feasibility: I believe that I can create this game during this course, however time constraints may make it difficult to create all aspects I am considering (e.g., I may have to narrow the number of disasters or limit play to the U.S.).
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Introduction/Overview 

Welcome to Master of Havoc! In this game, players will learn about the best tools & 
resources, actions, and skills to help them survive real-life natural and manmade disasters. As players progress through increasingly difficult Disaster Challenges, they will earn Disaster Badges for selecting the best Disaster Pack to survive each challenge. The goal is for players to learn what they will need and the appropriate actions to take if they ever find themselves in a disaster situation. Once players earn all the Disaster Badges, they will become Masters of Havoc. 

Target Audiences and Implementation Context

Master of Havoc could be used as a tool to supplement/reinforce disaster and emergency preparedness curriculum that is already being implemented in schools across multiple cities and states. It could also be included as part of a larger classroom module on climate change and/or school safety/disaster preparedness, to help students and families better understand what they would need and what they would need to do to increase their chances of surviving a manmade or natural disaster, should they encounter one. Additionally, Master of Havoc could be used to help teach “soft skills” such as critical thinking, problem-solving, and decision-making. In an educational setting, players could complete at least three disaster challenges within a typical (45-50 minute) session/classroom period, across three to four sessions.
As a personal/self-education opportunity, the game could be made available on multiple, relevant national, state, and/or city government sites (e.g., HHS, Ready.gov, Denver.gov) to support citizens’ ability to prepare for and survive disaster situations that are common to their region (e.g., hurricanes, tornadoes, droughts) and/or the world at large (lightning & thunderstorms, pandemic).
It is worth noting that due to the requisite background knowledge and reading level to engage with the scenarios/content, this game would be most appropriate for those who are age 12 years and above.
Learning Objectives 
1. Given a limited amount of time, players should be able to identify the best tools & resources to use to survive a natural or manmade disaster.
2. Given a limited amount of time, players should be able to identify the best actions to take to survive a natural or manmade disaster.
3. Given a limited amount of time, players should be able to identify the best skills/traits to have to survive a natural or manmade disaster.
Each Disaster Challenge will be presented as a scenario related to a specific natural or manmade disaster. A timer will be used for each challenge as a way to help players understand that during a disastrous event, there is often a limited amount of time to make the right decisions about the tools & resources, actions, and skills that will best help them survive the disaster. Players will need to use the time they are given to select the best Disaster Pack to survive. Players will be given three Disaster Packs to choose from (each pack will list a specific combination of tools & resources, actions, and skills). After selecting one of the three Disaster Packs, players will be taken to a new screen that either congratulates them for selecting the correct pack then awards them a Disaster Badge, or a screen that tells them they selected incorrectly. The congratulatory screen will explain why the pack was the best choice and provide additional relevant information, as needed. The incorrect response screens will explain why elements of the pack they selected would not help them survive the disaster scenario/would be bad choices and given the opportunity to try again.
Hooks
Many people have experienced, and/or have been directly impacted by, extreme weather events or other disasters due to climate change and at times ignorance about how to best ensure their safety during a natural or manmade disaster. Additionally, according to David Ropeik (an expert in risk), people have a tendency to either act on instinct or fall prey to “The Perception Gap,”  whereby they end up making choices that create greater risk (Ropeik, 2010). The hook for playing Master of Havoc is to help people make better choices about how to keep themselves and others safe when faced with a real-life natural or manmade disaster situation and a limited amount of time to select resources and make the best decisions to survive the disaster.




Game Mechanics 
After an introduction to the game, its purpose, and “How to Play,” players will start by clicking on the first Disaster Challenge icon on a world map. 
[image: ]
Once players enter the Disaster Challenge, a scenario will be presented in the form of a realistic situation, written bulletin, emergency warning, and/or news report. 
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Description automatically generated]After reading or listening to the scenario, players will click “I’m Ready!” to be taken to a new screen that continues the scenario by starting a timer and giving players the option to choose one of three Disaster Packs to help them survive the disaster. 
 
If players fail to choose a pack in the amount of time they are given, they will automatically be taken to a new screen that tells them they have run out of time and be prompted to return to the scenario, reread and/or re-listen to it, then try again. 
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If players choose the correct Disaster Pack, they will be taken to a “Good!” screen and a brief explanation about why the pack they selected was the best choice to survive that particular disaster. They will also be awarded a Disaster Badge for the challenge. 
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If players select incorrectly, they will be taken to an “Oh!” screen that explains why the pack was a bad choice/why the tools & resources, actions, and/or skills listed in the pack would not be helpful for surviving that particular disaster and prompted to try again. 
[image: ]
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Play will continue with players returning to the world map screen and sequentially engaging in increasingly difficult Disaster Challenges, until they have earned all possible Disaster Badges. Once all badges have been earned, players will be awarded a complete Master of Havoc Badge.
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Artificial Intelligence 

Players will use PowerPoint action buttons embedded in each screen to move through the game and select Disaster Packs (e.g., forward arrow button, numbered Disaster icons, I’m Ready! Disaster Packs, Try Again, Return to the Disaster Challenge Map). A timer will be used for each Disaster Challenge to force players to select a Disaster Pack within a certain amount of time, to simulate the idea that people have a limited amount of time to make decisions about how to survive a disaster. 

Game Elements 

A comic style/format will be used for visual appeal and cohesion throughout the game. 

Players will start the game by clicking on the first Disaster Challenge icon on a map of the world.

The Disaster Challenge scenarios will be presented in second person “you,” so players can engage with the game as themselves. 

Disaster Challenges/scenarios will be presented as realistic scenarios, bulletins, emergency warnings, and/or news reports/articles (e.g. a running bulletin at the bottom of a television screen, a cell phone emergency notification, news anchor and/or newspaper article). Sounds of the disasters/scenario presentations will be incorporated as appropriate/feasible (e.g., the sound of a thunderstorm, tornado, fire, earthquake, etc.)

The timer will be a countdown clock that shows players how much time they have to select the best Disaster Pack to survive the Disaster Challenge.

The Disaster Packs that players have to choose from will list different combinations of resources & tools, actions, and skills/traits to survive the Disaster Challenge (players will be prompted to choose the best pack when given three Disaster Pack options).

· Tools & Resources would include items such as a sturdy building, reliable information, bottled water, lighters, duct tape, batteries, flashlights, certain types of food, propane, etc.

· Actions would include specific actions one would need to take to survive/stay safe during a specific type of disaster. Actions would include doing things such as going inside, getting to higher/lower ground, moving to a doorway, taping windows, putting gas in a vehicle, purchasing ice, etc. 

· Skills/Traits would include abilities such as quick thinking, strength, endurance, etc. 

The Master of Havoc Badge will be built progressively, with an icon related to each Disaster Challenge added to the badge when a player successfully survives each disaster. 

Story Overview

When disaster strikes, your ability to survive depends on the choices you make! Which tools & resources, actions, and skills do you need to survive a tornado? How about a wildfire? A hurricane? An earthquake? A pandemic? If your answer to these questions is “uhm, buy toilet paper and hand-sanitizer in bulk,” then sorry to say, you probably won’t make it. Learn what you’ll need to have and what you’ll need to do to survive virtually any disaster situation – make all the right choices and you’ll become a Master of Havoc!
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Disaster Challenges 

1. Thunderstorm & Lightning
2. Heat Wave 
3. Landslide
4. Flood
5. Blizzard
6. Wildfire
7. Hurricane
8. Pandemic
9. Earthquake
10. Tornado

Game Progression 

The player board will be a map of the world with disaster icons placed in different countries/regions that represent either a manmade or natural disaster. Players will start by reading the game overview and general instructions about how to play the game. Then, players will be prompted to choose the first Disaster Challenge (e.g., thunderstorm & lightning) on the map to begin playing. Once a player clicks on the first Disaster Challenge, the disaster scenario will be presented, players will click “I’m Ready!” to begin, then a new screen will appear with a timer, and choose the best Disaster Pack (a list of tools & resources, actions, and skills/traits) to survive the disaster. If the player chooses the correct/best Disaster Pack, the player will be taken to a new screen with an explanation as to why that is the best Disaster Pack and will be awarded a Disaster Badge for the challenge. If they player chooses the wrong Disaster Pack, an explanation will be provided describing why certain components of the pack are not the ideal choice and will be given an opportunity to try again. Once the first badge is earned, the player will go back to the map and choose the next Disaster Challenge. Play will continue until all ten Disaster Badges are earned, and the player receives the complete Master of Havoc Badge.

User Interface

The game will be created using PowerPoint slides with action buttons/icons. Depending on the type of computer available, players may use a touchscreen or mouse to click the appropriate button and/or icon. 

Because of the platform, players will need to download the game to their desktops, enable editing, and enable content. Then, they will need to play the slideshow from the beginning, and use the action buttons on each screen to move forward/engage with each disaster scenario.





Implementation Artifacts and Guidelines 

How to Play 
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Technical Requirements

Players will need to have access to a computer and mouse/touch-screen, the ability to download the presentation from the internet, and PowerPoint. 

While the game could likely be played on a tablet, the platform would not allow for play on a cell phone/through an app.

These requirements would make it possible for the majority of the target audience to access and play the game at home or in school.

Guidelines for Educational Use
Master of Havoc could be used as a tool to supplement/reinforce disaster and emergency preparedness curriculum that is already being implemented in schools across multiple cities and states (e.g., San Diego and Michigan). It could also be included as part of a larger classroom module on climate change and/or school safety/disaster preparedness, to help students and families better understand what they would need and what they would need to do to increase their chances of surviving a manmade or natural disaster. Additionally, it could be used to help teach “soft skills” such as critical thinking, problem-solving, and decision-making.
As a personal/self-education opportunity, the game could be made available on multiple, relevant national, state, and city government sites (e.g., HHS, Ready.gov, Denver.gov) to support citizens’ ability to prepare for and survive disaster situations that are common to their region (e.g., hurricanes, tornadoes, droughts) and the world at large (lightning & thunderstorms, pandemic).
The Game Minute 

Once a player chooses a Disaster Challenge, the challenge will be presented in the form of a scenario (second-person). After reading and/or listening to the scenario, the player will click the “I’m Ready!” button and move to the Disaster Challenge screen. Once a player is on the Disaster Challenge screen, a timer will automatically begin a countdown to indicate the amount of time the player has to review then select the best of three Disaster Packs.  If the player chooses (clicks on) the correct/best Disaster Pack, the player will be taken to a new screen with an explanation as to why that is the best Disaster Pack and will be awarded a Disaster Badge for the challenge. If the player chooses the wrong Disaster Pack, the player will be taken to a new screen with an explanation regarding why that pack was not the ideal choice and will be given an opportunity to try again. 
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600d job! You picked the correct Havoc Pack!

The BEST things to do when a thunderstorm &
lightning strike is to:

1
2
3

. Go inside.

Listen to weather reports, to monitor the storm.
Do not run water, because electricity can travel
through plumbing lines.

Unplug electrical devices, including appliances
and modems, to prevent power surges that will

destroy your devices.
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image8.png
Oh nol You picked the wrong Havoc Pack!

During a thunderstorm and lightning, you never want
o be near or under a tree, because lightning is
attracted to the highest point of a conductor. If a
tree is struck by lightning and you're near it, the
current from the lightning that hits the tree could
jump towards you.

Also, if the storm is bad enough, it could cause tree
limbs and branches to break off and hit you.
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Oh nol You picked the wrong Havoc Packl

While it is okay to be in a car during a thunderstorm
and lightning, it is not the best place to be. If
you're fouching any metal you could be in danger,
because the metal will act as a conductor if struck
by lightning and you'll be harmed.

Also, you want to avoid being near, or in, any flooded
roadways. It only fakes six inches of quick-moving
water to knock you down. It only takes one foot of
water to sweep your vehicle away.
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Start by clcking on Disaster Challenge 1:Thunderstorm
&Lightning.

Read orlsten to the isaster Challenge Scenario, then
click Tm Ready”

A countdown timer will appear .. use the time you have
to read through the Tools & Resources, Actions. and.
Skill/Traits in each Disaster Pack Click on the BEST
Disaster Pack to survive the Disaster Challenge, before
yourtime runs out.

Ifyou choose the BEST Disaster Pack. you'l earn one
part of the Master of Havoc Badge. Then, you can click on
“Return to the Disaster Challenge Map. Click on

Disaster Challenge 2.and follow the same steps. Be sure
to complete the Disaster Challenges in order from 1-12.

fyou choose the wrong Disaster Pack.you can click Try
Again’ until you select the BEST Disaster Pack to survive
the Disaster Challenge.

Once you survive EVERY Disaster Challenge, your badge
will be complete and you'l becorme a Master of Havoc!
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Thunderstorm &
Lightning

You are enjoying a leisurely stroll
through your neighborhood, when
all of a sudden you hear a loud
booming noise. You shudder, then
realize it's the sound of thunder! You
look up to the sky and notice that
dark, ominous clouds are beginning
to form just above you. A crack of
lightning bursts from the sky.

What should you do?

I'm Ready!
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try again.

You ran out of time . . .




