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A Role-Playing Game for Good

Game designers set up the challenges that players face in order to win. You are designing Games for Good, so the 
characters in your games will win by making a positive difference in the world. 

Set-Up & Game Mechanics 

In this game, players take on challenges in the form of scenarios where their avatars must decide on the best 
course of action in a tricky situation. 

How to Play: 

•	For each turn, one player is the “Game Maker.” The “Game Maker” presents a scenario and the “Reward 
for Winning” for the round. 

•	The other players have thirty seconds to write down what they think their character  (from Step One) 
would do to solve that problem. 

•	Then, each player should share her answer with the “Game Maker” and other players. 

•	After all players have shared their responses, the “Game Maker” decides which response they think 
is the best. This might be the most logical answer, or maybe it’s the funniest! The “Game Maker” then 
awards the “Reward for Winning” to the winning player. 

•	The players must collect attributes from each of the four categories in G.I.R.L. By winning a round, the 
girl gains the attribute associated with that problem.

•	The next round, another player becomes the “Game Maker.”

•	A player wins by collecting all four types of attribute.  
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What’s the Scenario?
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Skill Categories : 

These traits define girls of courage, confidence, and character, who make the world a better place. These qual-
ities and abilities are keys to success -- use your own interpretation of each as it would apply to your scenario 
or avatar. The definitions below show a few ways each skill might be used

GO-GETTER

She’s bold, honest, and 
determined to succeed. 
In her mind failure is no 
reason not to get back up 
and try again, and again, 
and again. 

INNOVATOR

Thinking outside the 
box is her specialty, so 
she’s always looking for 
a creative way to take 
action.

RISK-TAKER

Courageous and strong, 
she’s keen to try new 
things and embrace the 
unfamiliar.

LEADER

She’s confident, 
responsible, and 
committed to changing 
the world. 

Sample Game Scenarios

To get started, read through the sample scenarios below. Each scenario includes: 

•	A Scenario Description: Scenarios are designed to be situations that require a variety of actions to 
win. Players will have to think through what kinds of skills would help them navigate the challenges 
presented in the scenarios. 

•	A Reward for Winning: In addition to creating the best solution for the scenario, game makers must 
decide on the “Reward for Winning.” This is an attribute that best characterizes the skills needed to 
solve the game. It should be one of the four categories in G.I.R.L.: Go-getter, Innovator, Risk-Taker, or 
Leader.  

Scenario 1: 

•	Description: New Girl at School: There’s a new student at school. She doesn’t know anyone, and she 
seems shy. How can you help her make friends?

•	Reward for Winning: Leader 
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Scenario 2: 

•	Description: Clean Up the Ocean: You’ve been learning about the trash-filled oceans and how garbage 
is hurting sea life. How can you educate your friends and neighbors on what is happening and ways to 
keep it from getting worse?

•	Reward for Winning: Innovator

Scenario 3: 

•	Description: Helping a Friend: You notice a girl in several of your classes is being teased regularly. It 
used to seem harmless, but it’s getting worse and no one wants to get involved. Can you help?

•	Reward for Winning: Risk Taker

For Step Four of the Digital Game Design Badge, create your own game scenario.

Now that you understand how the game works, create your own scenario by thinking through a real-life 
situation or problem. What challenges exist in the situation? 

	 1. Give your scenario a title and write a couple of specific challenges that are part of the scenario.

	 2. �Then, choose which of the four categories, G.I.R.L, would be the “Reward for Winning” if players are 
successful.

Name Your Scenario:

Description of Scenario with 2-3 Challenges:

Reward for Winning: Check one!

	    Go-getter

	    Innovator

	    Risk-taker

	    Leader
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