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Gameplay Mapping 
Fill out as much detail as possible. Bulleted lists are a great place to start. Try and support answers with 

evidence where applicable. Stick to known facts to build a firm foundation for the gameplay to rest on. Provide 

a range of options for discussion. 

Step 1 - Identify the problem – Which the gameplay/interactive scenario would be solving. 
In a simple sentence describe the problem are you trying to solve. There may be more than one problem 
describe all of them.  

  

 
 
 
 
 
 
 
 
 

Step 2 - Define the purpose of the proposed app/website/game.  
What is the expected gain?: 1) From player perspective 2) from client perspective 

  

 
 
 
 
 
 
 
 

Step 3 – Define the motivational drivers of the client and the target audience (TA). 
Client and target motivations are not always the same. Draw on evidence based sources to define the TA 
motivations. This builds in engagement factors for playing the game. 
  

 List your motivations for providing this game: 
 
 
 
 
 
 

 List the motivations for the target audience to play this game: 
 
 
 
 
 
 

 What would be your ideal outcomes from both a client and Target Audience perspective? 
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Step 4 – Propose learning outcome/s that the ‘player’ would achieve through engagement with the 
app/website/game. Refer to the motivations as the basis. List as many as think fit. 

 What learning outcome/s do you wish for the player to achieve? 
 

 
 
 
 
 
 

Step 5 – What would be the Objectives and Tasks the player would undertake? 
To be able to meet the learning outcome/s there must be clear, logical goal based tasks.  

 Please list these as Objectives for the player to achieve and the Tasks that would need to be 
undertaken. 
 

a) List Objectives: 
 
 
 
 
b) List the Tasks required to meet the Objectives: 
 
 
 
 

Step 6 – Propose simple narrative/s that address steps 1-5. 
A narrative has a beginning, middle and end.  

 The end of the narrative is the goal to be achieved and should support the Learning Outcome/s.  

 The beginning and middle should set the scene and provide the space to house the Objectives and 
the Tasks 
 

Narrative 1 –  
Beginning: 
 
 
 
Middle: 
 
 
 
End: 
 
 
 

Narrative 2 –  
Beginning: 
 
 
 
Middle: 
 
 
 
End: 
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