
 
Game Criteria Analysis Questions Yes No

Active Learning 

Is the player being allowed the freedom to explore and learn by doing, not by being 
told?

Does the game encourage you to think about the game as a designer, or producer, 
instead of just a passive consumer?

Does the player take information from the game (text-based or otherwise) and 
blend it together into a deeper understanding of how the game works?

Are the learning activities that the player takes on interesting and engaging?

Critical Learning

Is the player solving problems connected to a larger challenge or systems?

Is there an appropriate number of ways to strategize and play the game differently?

Is the player constantly being challenged, even at a higher skill level?

Feedback and 
Freedom to Fail

Does the game encourage you to think about how you're progressing in the game?

Are players being given feedback for their efforts that is informative and 
tractionable?

Do the rewards evolve enough with the player's skill level?

Does the player feel comfortable losing and making mistakes? Is the player being 
punished the correct way for making a mistake?
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Game Criteria Analysis Questions Yes No

Scaffolding

Does the game build on previous puzzles and challenges, letting the player 
integrate what they know with what they need to master?

Does the target player feel like they're not being constrained by handholding?

Is the player being sufficiently helped in tough times? Is information being given to 
the player at just the right time during gameplay?

Player Identity

Does the game encourage you to think about who you are in the game and how 
your identity fits?

Is the player being encouraged to rely on resources that are embedded in the game 
world itself?

Can the player invest in an identity that they have authentic ownership over, and is 
a unique perspective from their real-world identities?

Does the player have some prior knowledge of a similar subject/method that may 
help them adapt?

Layout

Does the game blend media types into a rich and coherent experience?

Are all types of interactions in the game unified to one play experience?

Is the player handling multiple types of game content (text, images, animation, 
actions, etc.) that all connect together into a complicated understanding of "play"?
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