
Our mission is to educate students about the hidden curriculum 

involved with attending college for the first time with the ultimate 

outcome being increased college enrollment, reduced dropouts, and a 

higher number of well rounded healthy students at universities around 

the world. 

Building gamified experiences to improve students' understanding of 

college's hidden curriculum and how to make the most of their 

experience.  

Students learn how to “do college” rather than being “done in by college.”  

for student success 



College readiness often is seen as the responsibility of high school 
counselors, many who have extremely large (500+ students) or 

developmentally-demanding (K-12) case loads. This places enormous 
responsibility on a single person or a few people. In reality, success results 

from having a community of people who care about and believe in you.  

Students are drafting their blueprint for college 
success from a two legged stool. 
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Rather than telling students what to expect in college, students experience college. 
They make decisions. They fail. They play again, learn & advance.  

Stories mean more when they are your own.  Learning means more when it’s self 
directed.  Games let players learn through self directed storytelling and the stories 
that come out of each game a player can call their own. 

Tierney and colleagues (2013) found students who played two or 
more times developed greater knowledge of navigating the college 
admission and financial aid application process. 
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THE SOLUTION: GAMIFICATION 

The addition of gamification in this scenario allows students to find the 
answers they need letting support services focus on help where its needed. 



PROTOTYPING MOBILE GAME INITIAL RESEARCH 

The Blueprints project started when college 

students shared they weren't aware of the 

programs on campus designed to support 

their success. They wished they had 

developed this "college knowledge" earlier. 

This sparked thinking as to how colleges 

could invite students to "play college" and 

learn its hidden curriculum before arriving 

on campus.    

Work began in January 2018 on the 

Blueprints Board Game as a cheap but 

effective method of testing out which 

components of the hidden curriculum 

could be gamified and what features would 

resonate with the target demographic.   

Testing has been overwhelmingly positive 

and helped identify the core mechanics. 

The feedback gained from testing the 

Blueprints Board Game is now being 

incorporated into the base of a game for 

mobile platforms.  Many of the features 

that tested well with students are now core 

mechanics that are crossing over into the 

new product. 



The Blueprints Board Game was originally designed as a cheap method to test the gamification of 
various findings of the Blueprints project. Through testing we’ve gained insight into how the 
mobile version of the game should be built.  We have also discovered that the board game is an 
incredibly beneficial tool especially when incorporated into a larger discussion around college 
readiness that takes place among parents, peers, and educators. 

Our team setting up a copy of the Blueprints Board Game 
for students in Savage, Montana. 

The board allows students to see where they are spending 
time, what opportunities are available on campus and how 
well they are doing academically and socially. 

THE BOARD GAME 

The object of the board game is to manage time so to maximize social connections and 
academic achievement.  In order to succeed, players spend time attending various events, 
hanging out with friends, going to class, and working.  Life events occur throughout the game, 
throwing a wrench into players' strategies and forcing them to adapt to the changing 
environment. 

Friend Card Life Event Social Event Academic Event 



This is dank! 

-Junior 

“This is the first 
game I feel could be 
useful for real life.” 

-Senior 

“I never thought 
about managing my 
time in this way.” 

-Sophomore 

“I couldn’t believe 
how engaged all of 
my students 
were!” 

-Educator 

“Can we play again? 
I know how I can do 
better next time!” 

-Junior 

“The game is realistic in 
the challenges and 
pitfalls it presents to 
students” 

-Reach Higher MT 

In early May 2018, the Blueprints 
team took the board game on a 
2500+ mile road trip to test the 
game with high school 
students from around Montana.               
The feedback we received was 
overwhelmingly positive. This is just some 
of the praise the game has received. 

“My students were very impressed 
with the game and were still talking 
about it at the end of the day.” 

-Educator 

“We are always looking for 
tools like that to help prepare 
our students for the future.” 

-Educator 

“The story on these cards is 
so fun, I love how they don’t 
shy away from more mature 
topics.” 

-Sophomore  

“Before playing, I had no idea there 
were so many fun social 
opportunities on campus other than 
partying!” 

-Senior 

CRITICAL RECEPTION 

“I love how interactive 
the game is allowing 
students to ask the 
questions that are most 
important to them. 

-Educator 



INTERACTIVE PLAY LEARNING COMMUNITY 

OUR SECRET SAUCE 

STORY FOCUSED 

The events that happen during Blueprints 
Board Game are based on real life 
experiences that students have while in 
college or university.  

Social Events - Like in real life, attending a 
social event costs time and may cost money 
but the benefit is meeting new people and 
making friends. 

Academic Assignments vary in difficulty, 
simulating the decision of how to allocate 
time for academic work that requires 
different levels of preparation.  

Life Events are unavoidable.  Random 
events (some good; some not so good) 
change the plot. It is ultimately players’ 
response and strategy adjustment that 
influences their success. 

Games are a great educational tool but there 
is no replacement for a great educator.  
Blueprints Board Game will have a companion 
app for educators and players alike. 

Player Community invites players to 
suggest events to add to the card deck. By 
inviting the player community to add to the 
game, it keeps the story up-to-date and 
relevant to students’ questions and 
concerns. 

Network of Educators means you’re not 
alone. Educators can share best practices, 
tips, and de-briefing ideas for Blueprints 
Board Game with educators from around 
the globe. 

Studies show that games that are played 
together with peers have a much higher 
engagement rate. Blueprints Board Game is a 
4-player game that can be modified to 4 
teams of 2. 

Strategy in Action. Players observe the 
consequences of different time management 
strategies. Team play invites discussion 
about how to use time to maximize social 
connections & academic performance.  



Time is Tangible. Time appears as colored 
blocks, giving it a tangible as opposed to 
effusive quality. One player shared, “I like 
seeing time in my hand!” 

Learn Higher Ed Language. The “student 
union” cards introduce players to the 
programs & services available on college 
campuses to support student success.



DE-BRIEF 

How often and about what game 
experience are educators sharing with 
each other? 

COMMUNICATION 

How often and about what are students 
communicating to each other about 
Blueprints Board Game? 

SHARED CONTENT 

Are students and educators sharing 
ideas to enrich the game’s story line?   

CAMPUS UNDERSTANDING 

Do students understand where to go on 
campus when they need specific types 
of help? 

SITUATIONAL RESPONSE 

When confronted with life events 
students commonly face at school, how 
do players respond? 

SOCIAL VS ACADEMIC 

What is the balance between social and 
academic scores that results in the 
highest degree of student success? 

STUDENT EDUCATOR 

HIDDEN CURRICULUM STUDENT HABITS 

METRICS  

COLLEGE READINESS 

METRICS  

GAMES EDUCATION 

Throughout development and testing we are 
building in methods to measure the following 
metrics to ensure that students are getting the 
best learning environment possible. 

To ensure students are learning the proper 
information we will be building in tools for our 
team as well as educators to ensure students 
are learning things relating to these categories. 



Using a network approach across the state, we will continue 
to market the Blueprints Board Game to school districts. 
Focusing on getting the game into classrooms where they 
can play with peers and learn from their educators insight. 


Leveraging this existing network, we will continue to develop 
partnerships around the globe in preparation for a worldwide 
launch in high school classrooms and college campuses in 
the next year. 

STARTING LOCAL, GOING GLOBAL 

LAUNCH STRATEGY 

Park High School - Livingston, MT 

Bozeman High School - Bozeman, MT 

Opheim High School -Opheim, MT 

Lambert High School - Lambert, MT 

Savage High School - Savage, MT 

North Star High School - Rudyard, MT 

Big Sandy High School - Big Sandy, MT 

Chinook High School - Chinook, MT 

Glasgow High School - Glasgow, MT 

Wolf Point High School - Wolf Point, MT 

Culbertson High School - Culbertson, MT 

Plentywood High School - Plentywood, MT 

CURRENT HIGH SCHOOL 
CONNECTIONS: 

CURRENT COLLEGE 
CONNECTIONS: 

Montana State University admissions staff 

Montana State University TRIO program staff 

Reach Higher Montana staff 

GEAR UP Montana staff 

Fort Peck Community College 

Chicago, IL 

Austin, TX 

Boston, MA 

Columbus, OH 

Hattiesburg, Mississippi 

Milwaukee, WI 

Buffalo, NY 

St Cloud, MN 

NATIONAL INTEREST & 
SUPPORT 

INTERNATIONAL 
INTEREST & SUPPORT 

Cape Town & Johannesburg, South Africa 

London, England 

Kamloops, British Columbia, Canada 



UNITED STATES

THE TEAM 

Interest in game and work to date.                           

KIRSTY WADSLEY
 

Head of Widening Participation, 
London School of Economics 
and Political Science (LSE)


@kirstywadsley


UNITED KINGDOM 

Having developed award winning 
programs to increase access to 
higher education for under-
represented groups, Kirsty saw 
Blueprints’ unique formula. Kirsty has 
undertaken game testing in the USA 
and UK, the results of which are 
shaping the game’s future 
development. 

Tricia believes the purpose of 
education is to develop students' 
talent, enlivening their curiosity and 
creativity for positive change. This is 
the obvious social benefit of 
education. Losing one student, due 
to the complex college system, is 
too great of social cost. Hence, 
Blueprints for Student Success. 

Founded with the purpose of creating games that help players 
realize their own stories, Magic Sail Games strives to use games 
to tell deep personal stories that help players understand more 
about themselves and the world around them. 

WAYLON ROBERTS 

BRANSON FAUSTINI 

AUSTIN BOUTIN 

TRICIA SEIFERT 
 

Head of Department of Education 
and Associate Professor in Adult 
& Higher Education, 
Montana State University

@TriciaSeifert




CONTACT 

Blueprints for Student Success - Montana 

TRICIA SEIFERT 

Principal Investigator 

tricia.seifert@montana.edu 

@TriciaSeifert 

@_blueprints 


