General Information
	Name or title of activity:
	Passing First Year: The Game
The Game of College Life


	Brief description (20 words):
	A simple board game designed to introduce students to how they can balance their time and academic endeavours to best effect.


	Which discipline(s), field(s), or programme(s) does the activity relate to?
	Discipline: Any
Field: Any
Programme: Any


	What type of integration does the activity aim to support:
(Titles from Codebook)
Establishing first connection
	[bookmark: Selectievakje1]|X|Academic Integration 
|_|Self-regulation
|_|General structure of the semester
|_|Quantity of work
|X|Managing workloads/ different learning approaches.
|_|Committing to the study
|_|Processing learning content
|X|Feeling prepared
|X|Feeling competent

[bookmark: Selectievakje2]|X|Social Integration 
|_|Establishing a first connection
|_|Establishing a deeper connection
|X|Practical Aspects of Student Life 
|_|Managing Institutional Communication
|_|Campus Facilities 
|X|Managing Life
|X|Balancing free time and academic life
|X|Environmental Adaptation 
|_|Academic Freedom
|_|Perceived Academic Support 
|_|Perceived Social Support 
|X|Sense of Belonging 
|_|Mental well-being 
|_|Disability


	What type of intervention is it:
(From Literature Review) 
	|X|Micro intervention 
|_|Course and Teaching Strategies 
|_|Gamification and Technology 
|_|Installing Learning Communities
|_|Social Support and Mentoring
|_|Summer School
|_|Mindset
|_|Orientation Program 


	Target audience:
	Any first year students 



	Number of students:
	It can be used with a minimum of 2 students and no maximum



Objectives & Focus
	What type of activity is it?
	Game

	When does the activity take place?
	At induction

	How long does the activity last?
	Under an hour



Participants & Implementation
	Level of commitment of instructors to design and develop the intervention:
	|X|Low (1 day) 
[bookmark: Selectievakje10]|_|Medium (1 week) 
[bookmark: Selectievakje11]|_|High (1 month or greater)

	Level of commitment of students:
	|X|Low (1 day) 
|_|Medium (1 week) 
|_|High (1 month or greater)

	Timescale to complete intervention (how long the activity lasts):
	Under an hour



	Who is involved in delivering the activity?
	[bookmark: Selectievakje12][bookmark: Selectievakje13][bookmark: Selectievakje14][bookmark: Selectievakje15][bookmark: Selectievakje16]|_|Teaching staff 
|_|Student Support staff 
|_|Researchers 
|_|Students 
|_|Student Societies/organisations/clubs
|_|External partners
[bookmark: Selectievakje17]|_|Other namely… 
|X|Any of the above


	Is the activity individual or group-based?
	[bookmark: Selectievakje18]|_|Individual  |X|Group
 And print

	Is participation voluntary or mandatory?
	|X|Voluntary |_|Mandatory


	Is the activity intracurricular or extracurricular?
	|_|Intracurricular (with ECTS credits)
|X|Extracurricular 
|_|Both


	In what format is the activity delivered?
	|X|On campus (live) 
|X|Online 
|_|Blended 
|_|Asynchronous (e.g. self-paced module)
|_|Other


	Physical resources required (rooms, equipment, software, materials, prizes):
	Dice and printout of boardgame

	Human resources required?
	Facilitator

	Financial resources required:
	Limited. 
As a further development, a game designer would make this attractive to students.

	Online resources
	Could possibly developed into an online game.



Outline of Activity
This is a boardgame where the objective is to progress through first year. In this iteration the full time first year programme in TU Dublin is used as the model. It can easily be adapted for another situation.
As you go you collect ECTS and pass modules. In the process of this you land on random spaces where you have to pick up cards. These cards represent issues relating to balancing your free time and academic life. The person who wins the game is the first person to pass first year.

Detailed Plan
Passing first year: Balancing free time and academic life
To start the game you need to register. To register you need to get doubles.
The person who wins the game is the first person to get to 60 European Credit Transfer System (ECTS)
Each module is worth 5 ECTS except Structural Mechanics which is worth 10 ECTS (this is particularly relevant to TU Dublin first year, but can be amended to suit specific modules in each course)
Sample Cards:
· You have accessed the library and have spent an hour studying. Advance 3 spaces. Collect any modules that you pass on the way.
· You stayed up playing games all night and couldn’t get up in the morning. Go back 4 spaces and return any modules you have passed on the way.
· You stopped playing games last night and could get up in the morning and go to college. Advance  4 spaces. Collect any modules that you pass on the way
· You missed your bus because you got up too late. You’ve missed your laboratory practical. Go back 2 spaces and return any modules you have passed on the way.
· You got up early and caught your bus. Advance  4 spaces. Collect any modules that you pass on the way.
· You completed your laboratory report immediately after class when it was fresh in your mind. You got top marks! Advance 2 spaces. Collect any modules that you pass on the way.
· You submitted your laboratory report late.  Go back 2 spaces and return any modules you have passed on the way.
· You plagiarised a report from your classmate who is the player sitting on your right. You both go back to square 1. Return all modules you have passed.
· You formed a study group with your classmates who are the players on either side of you. You all advance 4 spaces. Collect any modules that you pass on the way.
· You have completed a group project with the other players. You did all the work while they did not engage. Go to the space after the player who is currently winning.
[image: Afbeelding met tekst, Graphics, Lettertype, grafische vormgeving

Door AI gegenereerde inhoud is mogelijk onjuist.]Universal Intervention Design Template

An example of a sheet you can create is printed below. It can be as simple as printing this out on 2 pages and sticking together or if resources allow, printing on A3 card.
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	1
	2
	3
	4
	Pick up a card
	5
You have successfully completed Introduction to Civil Engineering
	6
	7
	8

	Pick up a card
	9
	10
You have successfully completed Engineering Maths & Computing 1
	Pick up a card
	11
	12
	13
	Pick up a card
	15
You have successfully completed Engineering Science 1

	16
	17
	18
	19
	20
You have successfully completed CAD and Engineering Graphics 1
	You’ve made it through the first semester
	21
	22
	23

	24
	Pick up a card
	25
You have successfully completed Engineering Comms in Society
	26
	27
	28
	Pick up a card
	29
	Pick up a card

	30
You have successfully completed Engineering Science 2
	31
	32
	Pick up a card
	33
	34
	35
You have successfully completed CAD and Engineering graphics 2
	36
	37

	Pick up a card
	38
	39
	40
You have successfully completed Earth Science
	Pick up a card
	41
	42
	43
	44

	45
You have successfully completed Building Technology
	Pick up a card
	46
	47
	48
	Pick up a card
	49
	Pick up a card
	50
You have successfully completed Engineering Maths & Computing 2

	51
	52
	Pick up a card
	53
	Pick up a card
	54
	Pick up a card
	55
	Pick up a card

	56
	Pick up a card
	57
	Pick up a card
	58
	Pick up a card
	59
	60
You have successfully completed Structural Mechanics 
	Congratulations! You’re in 2nd year               [image: Cheers Dude]




Evaluation & Impact
	(How) is this activity evaluated?

· How (forms, questions, follow data…), with who (participants, organizers…), about what (reaching of goals, content, organizational aspect…)?
· What are the results? 
· What do you do with the results? (Inform the next iteration, feedback for students, policy changes at University?) 

	At the end of first year students are asked to complete a survey to evaluate how well they have balanced their free time and academic life. This will be linked to their first year results.  
 
The survey will ask if students feel that the game improved their ability to progress through first year.
 
How: Survey 
Who: Participants  
About what:  
· Their perceived value of the micro interventions 
· How the micro interventions can be improved 
· In what areas do they need further assistance 


	(How) is the effectiveness tracked? 
· How?  
· What are the results? 
· What is the purpose of collecting the results, how will they be used?  

	Student success, attrition and feedback

	Any further notes: 

	










References or inspiration used to design intervention:
This was inspired by looking at the principles of games like Monopoly, Snakes and Ladders and the Game of Life.


Appendix A – Use of Gen AI in preparing interventions  
Gen AI use:
A prompt was inputted to Co Pilot and the output can be found in the attached file: Co pilot game and materials generated in the file Campus_Quest_Game_Materials.pdf.
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