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Summary 

On Oct 24, 2020, Creative Crisis Leadership (CCL) held a virtual crisis simulation training event in 
collaboration with The Game Academy (TGA). CCL and TGA had successfully used live-action 
roleplaying crisis simulations to motivate people to prepare for disaster, and promote the skills 
needed to improvise leadership and collective action. All prior events had been held in person. 
The primary goal of this event was to experiment with virtual delivery of learning experiences.  

Results of the event affirm that virtual delivery of a crisis simulation is an effective learning 
experience. Furthermore, the results suggest that virtual delivery may: 

● Offer an effective testbed for developing learning experiences 

● Enable specific learning outcomes without needing to address the logistical challenges 
of in-person events 

● Potentially reach a larger audience 

This report describes the event and details of the subsequent evaluation, providing insight and 
recommendations for developing and delivering future virtual training events. 
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Event Description 

The primary goal of the 2020 Virtual Earthquake was to experiment with adapting and delivering 
Creative Crisis Leadership1 (CCL) learning experiences over video-conferencing. The event 
restarted CCL’s training program, which had been on hold due to the COVID-19 pandemic. 

The event was organized in collaboration with The Game Academy2, and supported, in part, by a 
grant from International Paper3. 

Objectives 

This pilot event was exploratory in nature, and was intended to provide experiential evidence 
rather than quantifiable data. 

The primary objectives were to 

1. Experiment with technology and mechanics for delivering learning experiences virtually. 

2. Get a feel for how participation by video-conference might affect participants’ sense of 
immersion and ability to connect with each other. 

3. Gather video data and visual materials for use in a short promotional video. 
 

Secondary objectives were to 

1. Raise disaster preparedness awareness of participating households. 

2. Increase CCL volunteers’ understanding of CCL’s experiential learning approach. 

3. Provide CCL volunteers with an opportunity to have fun and get to know each other 
better. 

Due to the biased nature of participants (CCL volunteers), this event was explicitly not used to 
gather data about the effectiveness of learning experiences on learning outcomes. In order to 
limit technical complexity, and the risk of conflating technical and design factors, it was also not 
used to refine behavioral research tools. 

Participants 

Three households participated (out of four that were invited). These were all households of 
individuals who have volunteered with CCL in the past few months. Two of these volunteers had 
worked together extensively, and had interacted with the third in short bursts. Family members 
from different households had not met prior to the event. 

 

1 www.CreativeCrisisLeadership.org 
2 www.thegameacademy.org 
3 www.internationalpaper.com 
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The three households were physically located in 
three different states (CA, WA, OH). All three 
were in single-family homes, and had at least 
one dog. Family composition varied, with one 
adult participating alone, one adult couple 
participating together, and one family 
participating with two adults and two children 
(ages 8 and 5). 

In addition to event participants, two game controllers, both in CA, managed the technology and 
directed the learning experience. 

A brief advance survey gathered basic information about the households, which was used to 
tailor the learning experience to individual households. 

Format 

The event was conducted virtually using Zoom, a video-conferencing tool, and GooseChase, a 
mobile app for organizing scavenger hunts. Participants participated from their own homes, and 
were asked to imagine that other participants were actually nearby neighbors.  

The learning experience combines techniques from live-action roleplay and disaster exercising. 
Participants are asked to imagine that a catastrophic earthquake has occurred, and are 
presented with a series of challenges they might face. They “solve” challenges by carrying out a 
course of action of their own devising, miming any steps that cannot be executed out safely or 
have significant consequences4. As the experience progresses, unsolved problems and 
consequences of solutions — such as having turned the gas off — accumulate and need to be 
taken into account during further action.  

Some challenges are common to all participants, while others are unique to individual 
households. Participants are instructed to assume that real-life conditions are as they are, unless 
otherwise specified. They may not assume that they have resources to which they do not 
actually have immediate access. For example, the food and water they have in their home at the 
time of the event is what they can assume is available.  

The event began with an introductory briefing5 outlining goals and procedures, and ensuring 
basic familiarity with the technologies used (Zoom and GooseChase). Participants were then 

 

4 For instance, if a participant decides the appropriate action would be to shut off the gas supply, they would locate 
the gas valve and an appropriate wrench, but mime using the wrench to turn the valve. (A participant could safely 
turn the gas supply off. However, possible changes in pipeline pressure calls for specialized checks to be conducted 
before service is restored, and should only be done by someone with the necessary equipment and knowledge.)  
5 See APPENDIX C Introductory Briefing 
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invited into Zoom breakout rooms — one per household — simulating 
their going “home.” They then received the first challenge, a description 
of what they were experiencing as the earthquake was taking place, 
indicating that the learning experience had begun. 

The learning experience was conducted in two parts. The first part 
simulated the onset and immediate aftermath of the earthquake, the 
second simulated conditions three days later. There was a brief break 
between the two parts, and a time for individual reflection and 
discussion. After the second part, there was again time for reflection 
and group debrief. 

Technology 

Zoom 
Conversations across households were held over 
the video-conferencing tool Zoom. The introductory 
briefing, debriefs and other group conversations 
were held in the main Zoom room. This room was 
staffed at all times so participants could “pop in” if 
problems arose, and was not used as a location in 
the fictional narrative. 

Each household had its own breakout room, representing their “home.” Participants could 
“visit” each other by moving between breakout rooms. 

No other Zoom features were used.  

GooseChase 
Participants received challenges through GooseChase, a mobile 
app designed to support scavenger hunts. Challenges were 
presented as brief text descriptions of a specific event or issue 
that had arisen. 

Participants would receive a notification when a new challenge 
was issued. They would indicate how they had resolved the issue 
posed by submitting a photo, video or text description of their 
“solution.” They would then receive a notification, in the app, 
either that a new challenge was available, or a direct message 
elaborating on the original issue. 

Households participated as teams, so different household members could read and respond to 
challenges simultaneously. 

GooseChase offers features to track and compare scores, but these were not used. (All 
challenges were assigned the minimum value of 1 point to minimize feelings of 
competitiveness.) 
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Pre-Event Instructions 

Participants were sent an email6 a few days before the event containing logistical information, 
and describing what to expect. It also encouraged participants to install GooseChase on their 
mobile devices, and familiarize themselves with the application by responding to a few practice 
challenges7. 

After-Event Review 

The CCL volunteers who participated in the event met several days later for an after-event 
review. The focus of this discussion was on their experiences with the technology and virtual 
participation, rather than on their takeaways from the actual learning experience. 

This discussion was led by an independent facilitator to ensure that preconceived impressions of 
the event did not bias the direction of the conversation. 

 

6 See APPENDIX A Pre-Event Instruction Email 
7 See APPENDIX B Pre-Event Practice Challenges 
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Data Collection and Analysis 

Activities in the main and breakout rooms were recorded through Zoom video recording. 
GooseChase preserved photos, short videos, and text responses submitted in response to 
challenges. Participants also captured photos and videos not submitted in GooseChase.  

Zoom and GooseChase interactions were captured in a screen recording on one of the game 
controllers’ machine. This is intended to provide “behind the scenes” footage for promotional 
videos. 

As the primary purpose was to experiment with technology and virtual delivery, no formal data 
collection instruments were used (e.g., survey questionnaires). 

Data analysis is similarly light-weight, and is based on observation and notes taken during the 
reflection, debrief, and after-event review sessions. 
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Evaluation 

Overall, the event was a success. All objectives were met — within the loosely defined terms 
that were set. The event yielded numerous insights and lessons to learn. 

Experiment with technology and mechanics for delivering learning experiences 

The technology worked exceptionally well from an event management perspective. GooseChase 
proved easy to use.  For the most part, it was well-suited for the purpose, but it does lack some 
notable features requiring workarounds. (See APPENDIX D GooseChase Feedback for specific 
details.) 

Setup 
Zoom was already being used by all participants, so setup was minimal and already familiar. 

Setting up GooseChase to manage challenges and communicate with participants was relatively 
straight-forward but somewhat tedious. This was, in part, due to the interface design8. However, 
because of scheduling conflicts, challenges were not ready to be entered into GooseChase until 
early morning of the day of the event, leaving no time to optimize the process. 

GooseChase app-install and familiarization was also straight-forward for participants. Only a few 
had done this before the event. Consequently, technology setup took substantial time during 
the introductory briefing. 

In-game 
Virtual delivery went surprisingly well, offering unexpected advantages as well as challenges. 

Advantages 

Virtual delivery was, in some ways, superior to in-person delivery: 

1. Eliminating the need for physical movement between neighborhood locations saved 
significant amounts of time. It allowed both the event and learning experience to 
maintain consistent pacing, without sagging and delays caused by the need for people 
to assemble physically.  

2. The steady stream of submissions from participants via GooseChase improved visibility 
of what participants were actually doing during the learning experience. This allowed for 
more responsive adjustment of gameplay. Responsiveness could be improved further by 
finding ways of eliciting more submissions or gaining direct observations. 

3. Zoom and GooseChase, together, provided game controllers with direct lines of 
communication with participants throughout. This resulted in a more active and live feel 
for participants and game controllers alike. 

Challenges 

The technology, of course, also posed several challenges. 

 

8 See APPENDIX D GooseChase Feedback 
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1. Managing information flows during the learning experience proved as challenging as 
expected. Coordinating outgoing and incoming messages while integrating information 
content across diverse sources required juggling multiple application screens none of 
which were designed to provide rapid overview of contents9. This was feasible with only 
three participating households. Managing a larger event would necessitate a 
systematically designed and practiced process, and likely require a minimum of two 
game controllers to direct information flows. 

2. The need to ensure familiarity with the technology made the introductory briefing take 
too long — nearly 45 minutes! Only one of the participating households had read the 
pre-event instructions, installed GooseChase, and completed the practice challenges. 

3. Using GooseChase for real-time highly-interactive gaming proved to be somewhat 
beyond its present design intentions. Some design limitations necessitated workarounds 
that proved problematic for participants9. One of these — the lack of a capability to 
individualize challenges for different participants — is critical to potential future use for 
CCL purposes. 

4. In Zoom, there were difficulties with allowing participants to move themselves between 
breakout rooms. This feature had only been added in the week preceding the event, so 
organizers had very limited experience with it, and participants had none. During the 
first half of the event, participants would go to the main Zoom room to ask a game 
controller to move them to a neighbor’s breakout room. During the second half 
participants were able to move themselves. The former allowed game controllers to 
readily track where participants were, while the latter offered participants a greater 
sense of control and autonomy. 

It should be noted that all participants and game controllers were technologically highly 
sophisticated, with extensive experience with Zoom and other virtual collaboration tools and 
practices. Any difficulties encountered will only be exacerbated with less experienced 
participants. 

Get a feel for how participation by video-conference might affect participants’ sense of 
immersion and ability to connect with each other 

Based on game controllers’ observations, participation by video-conference seemed to enhance 
rather than detract from participants’ sense of immersion. Pacing of the learning experience was 
more even, with more regular interchanges of challenges and responses. Participant energy was 
consistently high, with fewer moments of “drop-out.” Interaction between neighbors in 
response to challenges seemed10 to be more frequent, albeit of shorter duration. 

We speculate that eliminating physical transition time increased immediacy, leaving less room 
for external distractions to disrupt suspension of disbelief. It clearly reduced interruptions to the 
flow of the learning experience caused by a need to wait for people to assemble physically. 

 

9 See APPENDIX D GooseChase Feedback 
10 This is difficult to measure in in-person events, and exact data are not available. 
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Additionally, the reduced effort of “visiting” neighbors seemed to make interaction across 
households more inviting. 

The rapid transitions between settings, however, made it more difficult to detect when game 
controllers were switching roles. For instance, when a game controller “dropped in to see how 
things were going,” it was ambiguous whether they were doing so as game controller or as an 
in-game character, making participants question suspension of disbelief. 

Error! Reference source not found. 

Between GooseChase submissions and Zoom recordings, significant amounts of video and 
photographic data were captured by organizers. Participants have provided additional Zoom 
recordings, photographs, and textual descriptions not captured during the event. The materials 
have proved highly suitable for promotional use11. 

The event showed that conducting events virtually offers remarkable opportunities for gathering 
detailed behavioral data. In addition to the visual data, GooseChase offers a timestamped log of 
participant submissions capturing real-time thoughts and behaviors.  

Furthermore, GooseChase offered participants the possibility of uploading photos and videos to 
their timestamped log. However, this feature was very limited. Participants could only upload 
one media file per mission and videos were overly time-limited. To work around this limitation, 
participants were invited to upload their media to an assigned protected folder in Google 
Documents. This proved imperfect as participants needed several nudges to get them to do 
their upload. 

It should be noted, however, that not all participants recorded their Zoom breakout rooms, as 
requested. This suggests that participants cannot be relied upon to provide research data unless 
a forcing function is in place, and that passive data collection methods are highly desirable. 

Raise disaster preparedness awareness of participating households 

All participants reported being surprised at what they discovered, and felt that they had gained 
valuable insights they had into their current level of preparedness. They also reported being 
motivated to improve their preparedness, and came away with clear priorities and actions they 
wanted to take. 

“The	gates	are	locked	with	a,	with	a	chain	and	a	regular	key	lock,	so	we	need	to	buy	
some	bolt	cutters,”	
— Corinna 

“It	definitely	helped	me	organize	my	thoughts	on	how	to	prepare	in	some	ways,	
because,	before	this,	I've	long	gone,	okay,	we	got	to	prepare	by	doing	some	stuff,	but	
I'm	not	really	sure	what,	you	know,	I	mean,	obviously,	clothing	and	stuff	like	this.	But	
you	know,	it's	like	I	said,	especially	the	house	is	leaning	and	you	can't	get	into	closed	

 

11 Promotional video in final production stages. 
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doors.	That	was	quite	revealing	to	me.	Okay,	so	how	do	we	make	sure	that	we	have	
emergency	stuff,	ready	to	go	but	accessible?”	
— Garett 

“I	could	do	the	power	and	the	water,	but	I	wasn't	quite	sure	where	the	gas	connection	
could	be	shut	it	off.	And	even	now,	I'm	not	so	sure.	So	that	might	be	something	to	think	
about	now,	just,	you	know,	have	in	the	back	of	your	mind.”	
— Jeremy 

Increase CCL volunteers’ understanding of CCL’s experiential learning approach 

All participants clearly gained understanding of the mechanics of the game-based learning 
approach, and recognized the value of the immersive experience. 

“For	me	personally,	actually	sort	of	felt	very	real	when	I	was	hiding	underneath	the	
counter	on	the	floor.	So	there's	like	a	little	bit	of	—	even	though	I	know	it's	fake	—	a	
little	anxiety	creeping	up	there.”	
— Zach 

“…	we	were,	ok,	we're	out	on	the	back	deck.	And	I	think	Corinna	and	I	both	at	the	same	
time	thought,	Oh,	wait,	this	deck	is	kind	of	built	above	a,	it's	a,	it's	right	next	to	a	creek.	
It's	right	next	to	a	creek	and	it's	on	three	tall	pillars	and	it	could	just	collapse.”	
— Garett 

Provide CCL volunteers with an opportunity to have fun and get to know each other better 

All participants reported having had fun, and showed evidence of being relaxed and comfortable 
with each other in a more familiar way than before the event. 

“I	had	a	blast.”	
— Amy 

“That	was	an	enjoyable	experience.”	
— Jeremy 

“Amy	was	great,	and	came	over	as	a	neighbor,	‘What	do	you	have?’”	
— Garett 

Very small children did have difficulty staying engaged. In one case, this pulled an adult away 
from the event. 

“Zoe	and	I	can	stay	for	the	next	round.	Ari	[age	5],	it's	a	little	difficult	for	him	to	track.	
So,	Corinna's	gonna	go	read	to	him,	and	keep	him	company,	and	Zoe	[age	8]	and	I	will	
have	a	fun	time.”	
— Garett 

  



 

Event Report   Recommendations 
2020 Virtual Earthquake    www.CreativeCrisisLeadership.org 

11 

Recommendations 

The following recommendations are based on notes and comments captured prior to, during, 
and after the event. 

Virtual delivery 

1. Overall the technologies worked extremely well. However, participants encountered 
some problems that could have been anticipated (e.g., confusion about how 
participants could move themselves between Zoom breakout rooms, getting from 
practice to actual game in GooseChase). 

E Maintain a list of technologies and features used 

E Conduct tech rehearsal prior to event to identify problems participants might 
encounter, and ensure that game controller setup will suffice for anticipated 
event needs  

E Maintain a list of features that are essential to success. This will facilitate 
evaluation of future technology that becomes available. 

2. GooseChase worked very well. However, the addition of a dedicated-mission feature is 
essential to success. 

E Work with GooseChase to add the feature 

E Consider alternate technologies 

3. Participants were frustrated by encountering constraints in submission types in 
GooseChase when they went to submit. 

E Allow all submission types for all missions 

E Allow for submission of videos of any length (GooseChase feature request) 

4. Entry of challenges into GooseChase was delayed by having to reformat for copy-paste. 

E Use a formatted template to specify challenges. 

E Make sure challenge design is complete at least 24 hours in advance. 

5. GooseChase improved visibility into what participants were actually doing during the 
learning experience. This could be used to better advantage. 

E Design challenges to provide game controllers real-time insight into participant 
actions, as permitted by learning objectives and internal validity of narrative 
framework. 

Event design 

6. Orientation/introduction ran much too long, in part because not all households had 
completed pre-event technology setup 

E Consider having a required technology setup and training session prior to the 
event 
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E Consider developing short overview video that participants watch pre-event, 
e.g., explaining larp concepts 

7. Freeform reflections and debrief sessions worked, but would not scale with more 
participants 

E Define clear structure for reflections and debriefs to limit “war stories” and 
digressions 

E Consider doing reflections and debriefs in breakout groups, with brief report-
backs 

Learning experience design 

8. The immersive live-action roleplay format works, but the learning design needs to 
evolve and become more rigorous 

E Define hierarchy of learning objectives, and develop plan for evolving design to 
address specific learning goals at increasing levels of complexity (e.g., basic 
preparedness, collective action, improvised leadership) 

E Consider opportunities for integrating “official updates,” e.g., video or audio of 
news updates, or OES briefs 

9. Improve use of LARP techniques 

E Clarify narrative framework, refine internal validity of scenario, and strengthen 
the alignment between scenario and targeted learning objectives 

E Define clear NPC12 roles and rules for interaction between game controllers and 
participants 

E Consider physical tokens, e.g., different hats (literally), to signify what role 
individuals are portraying at a given time 

10. It is difficult for families with small children to stay engaged 

E Consider age-limited events 

E Find ways to help adults engage children as part of scenario 

E Consider engaging children by involving them in game control 

E Provide age-appropriate materials (e.g., books, puzzles, activities) related to the 
learning objectives that parents could use to keep small children amused  

Data collection 

11. Improve data collection strategies 

E Define business and research goals for data collection and use 

E Investigate improved means of passive data collection from participants 

 

12 NPC: Non-player character, any character in a roleplay game portrayed by someone other than a game participant. 
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E Design challenges to provide desired real-time behavioral data, as permitted by 
learning objectives and internal validity of narrative framework. 
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Conclusions 

We consider the experiment to have been highly successful and offer the following three major 
takeaways. First, participants found the virtual event as enjoyable and motivating as participants 
in physical events. Second, virtual delivery of the learning experience was in some ways superior 
to in-person delivery. Third, both event and learning experience models are ready for prime-
time development. 

The results suggest that virtual delivery provides an effective testbed for developing learning 
experiences, ensuring specific learning outcomes without needing to address the logistical 
challenges of in-person events. They also point to virtual delivery as a potential means for 
reaching a larger audience. 



 

 

APPENDIX A Pre-Event Instruction Email 

We’re looking forward to seeing you and your family on Saturday for a major earthquake. 
Here are some useful things to know. 
 

WHEN  Sat Oct 24 10 AM - 12:30 PM PT 
 

WHERE Zoom (Join meeting) 
  Meeting ID: 869 4276 4717 

Passcode: 300458 
 

PREPARATION 

GooseChase app 

If you have time, please install GooseChase on any and all mobile devices you 
want to use during the event:  iOS android  
 
If you don’t have time, that’s ok. We’ll do it on Saturday. 
 
If you do have time, we’ve set up a practice game so you can have a bit of fun 
before we get serious.  

Game code: VJX9Z9 
Team name:  <household name> 
Team code:  <house number of street address> 
 

Note: You'll need go to the GooseChase settings and turn on Submission 
Settings > Save Media to Phone to keep all the photos and videos you take.  

 

Food and drinks 

The event lasts about 2.5 hours. We’ll take a break in the middle. And you’re 
welcome to hang out afterwards. Unfortunately, we can’t provide snacks, food, or 
drinks through Zoom, so you’ll have to have your own ready to serve. 

 

Media release 

We will be recording the Zoom sessions, and saving what images and videos you 
send, so that we can use them in our research and fundraising efforts. Please fill 
out a Media Release Agreement for each person who will be participating. Send 
the signed copies to SJul@CreativeCrisisLeadership.org. 

 

Please get in touch with Susanne if you have any reservations about signing the 
form. 
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Schedule 

Start Duration Activity 

10:00 20 mins Pre-experience workshop (Zoom) 

10:20 40 mins Earthquake #1 (Zoom + GooseChase) 

11:00 10 mins Break 

11:10 15 mins Reflections (Zoom) 

11:25 40 mins Earthquake #2 (Zoom + GooseChase) 

12:05 10 mins Break 

12:15 15 mins Debrief & preparedness discussion (Zoom) 

12:30 
 

Socializing (Zoom) 
 

Learning experience 

Each earthquake is run as a live-action roleplay (larp). That means we’re asking 
you to do a couple of things: 

1. Pretend that what we tell you is true. 

2. Act accordingly. 

3. Do things for real, to the extent that you reasonably can. For instance, if 
you need to get out a fire-extinguisher, get the fire extinguisher, point it to 
where the “fire” is, and then mime pulling the trigger. 

4. Help build the story. This is about what you and your “neighbors” would 
do in an actual event, not about what we think you should do or how you 
should do it. Let your imagination take you into a slightly altered reality, 
and go from there. It’s your story. 
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In the dark 

1 Point 

You wake up in the middle of the night smelling smoke. You need to get out of the house, but 
it's completely dark. Get into bed, then get out, find and put on your shoes with your eyes 
closed. Describe what it felt like. Remember: Stay low, and go! 

All Answers Accepted 

Let there be light! 

1 Point 

You're watching TV when the power goes out, both inside and outside. It's completely dark! Go 
sit in front of your TV, then find a working flashlight with your eyes closed. 

Photo or Video 

The dog needs out! 

1 Point 

Your dog is doing the barf-thing. What's the fastest way to get outside from where you are 
RIGHT NOW? 

Videos Only 
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APPENDIX C Introductory Briefing 

 

10/24/20

1

Earthquake!

1 2

Welcome

Thanks to our sponsor

3

Schedule

1. Welcome and orientation
1. Goals
2. Mechanics
3. Game intro

2. Game play
3. Debrief and preparedness 

discussion

10:00 20 mins Pre-experience workshop (Zoom)

10:20 40 mins Earthquake #1 (Zoom + GooseChase)

11:00 10 mins Break

11:10 15 mins Reflections (Zoom)

11:25 40 mins Earthquake #2 (Zoom + GooseChase)

12:05 10 mins Break

12:15 15 mins Debrief & preparedness discussion (Zoom)

12:30 Socializing (Zoom)

4

Goals

1. Have fun
2. Think about disaster unpreparedness
3. Capture photos and videos we can use in fundraising and marketing

5

1. Have fun

• LARP — Live-action roleplay
• Pretend that what we tell you is true
• Everything else that is going on in your life and the world is true:
• It is Saturday Oct 24 2020, just after 10 am
• The world is in the grips of a pandemic
• What you have what is you have. Whomever is present is who is there.
• Do not imagine that anything or anyone who isn’t actually present is there

• Don’t just think about what you would do, do it, to the extent 
possible
• It’s your movie!

6
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2. Think about disaster unpreparedness

• CCL has ambitious goals about entraining ”the skills and mindsets 
necessary for people to improvise leadership and effective collective 
action in crisis”
• Today, our goal is simply to give you a chance to think about what you

might need in an earthquake, and what you can do with what you 
have at hand

7

3. Capture photos and videos

• With your help, we will be capturing photos, video and text from 
Zoom, GooseChase and whatever else you take during the event
• We are recording the Zoom main room

ØDid everyone sign the media release?

ØEveryone, please start local recording on Zoom now

8

Mechanics

• Zoom
• GooseChase

9

Zoom

• Main room is the central gathering point and game central
• Aaron and Susanne will mostly be there
• If, at any time, you have out-of-game questions or concerns, come to the main 

zoom room

• Breakout rooms
• Each household has a dedicated breakout room
• When you are there, you are ”home”
• You can “visit” you neighbors by going to their breakout room

• Please “knock” before entering (unless you are breaking in out of concern for them), just 
as you would in the physical world

• Don’t forget your masks, the pandemic is still real!

10

Ø Neighbor visit practice

• When Aaron says ”Go,” 
ØEveryone go “home,”
ØCheck in with your family, then
ØGo to the Conference breakout room

11

GooseChase

• This is where you’ll see the challenges you’re facing, and document 
your solutions

ØDoes everyone have the app installed?

ØJoin game
• Game code:
• Team name: <household name>
• Team code: <house number of street address> 

12
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Ø GooseChase settings

ØPlease turn on Submission Settings > Save Media to Phone in 
GooseChase
• We’ll get these from you after the event

ØPlease allow notifications from GooseChase, so that we can send 
messages to you
• Settings > Notifications > GooseChase

13

Ø GooseChase practice

• Each household has different challenges, look for your household 
prefix (DWO, MAG, PIP)
• There is a special challenge, #00
• Use this to send a message to game central if you have a question or concern

ØWhen you receive the message in GooseChase from Aaron, please 
respond by submitting to your mission #00

14

To “knock” on a neighbor’s door

• Send a request with the name of the neighbor whose door you want 
to “knock on” to game central, by resubmitting to mission #00 (or 
come to the main Zoom room)
• We’ll forward to the appropriate household (remember to mask up!)

• When you receive a “knock, knock” request, please respond with an 
“Opening front door” message to game central, by resubmitting to 
mission #00 (or come to the main Zoom room)
• We’ll forward to the appropriate household
• They will move themselves to your front door/breakout (remember to mask 

up!)

15

Media capture?

• We’d like to capture as much of your discussions and activities as 
possible
• Please try to record everything (including reading of missions/challenges)

• Zoom
• GooseChase
• Combination

16

Earthquake!

17

Note

• If you are having difficulty imagining this disaster, or if this is too 
traumatic to ponder, don’t hesitate to remove yourself from the 
fiction and come back to the main Zoom room
• This is only a simulation, it’s not real (but your reactions should be)

18
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Safety

• If you need to stop playing the game, and tell someone something for 
real, tell them that you are “going trick-or-treating RIGHT NOW”

19

Scenario setup

• It’s today, Saturday Oct 24, we’re in the midst of a pandemic …

20

Ø How it starts

21
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APPENDIX D GooseChase Feedback 

Email to GooseChase, dated Oct 27 2020 

 
We ran a trial event on Saturday. Here are some of our notes on GooseChase. 
 
Note that we are all tech professionals. Two of us (myself included) in UX research and design. 
We're a tough audience! 
 
I look forward to talking to you this afternoon. 

 
Be well, be smart ______ stay apart, 
 -- Susanne 

 
Virtual earthquake GooseChase notes 

1. Basic concept worked well, right idea for what we need. 
2. Critical feature for us — the ability to assign different missions to different teams 

a. The goal of what we do is to have people practice problem discovery, 
collaboration initiation, improvised task definition. That means 

i. They can’t all have the same problem 
ii. They can’t “know" what problems or resources others have until they (or 

we) tell them 
b. Players had trouble finding “their” missions in the mission list (and we only had 3 

teams!) 
c. Players got overwhelmed with irrelevant notifications as other teams’ missions 

were released 
3. UI issues - Web interface 

a. Grey text is hard to read 
b. Small fonts are hard to read 
c. Real estate is not used well - clearly mobile-first that never got desktop 

treatment! (See screenshot below.) 
d. Managing missions 

i. Need a “duplicate” mission function 
ii. There isn’t enough functionality in Advanced options to warrant 

progressive disclosure 
iii. Functionality in Advanced options is used frequently enough that the 

extra clicks were problematic 
iv. Really want tabular view of missions 

e. In-game management 
i. Too many windows! Need unified view of missions that includes status 

and activity. (See screenshot below.) 
ii. Notifications should be with Activity stream. (We kept forgetting where it 

was.) 
4. UI issues - App 

a. Small fonts are hard to read 
b. Error feedback is far too subtle — players didn’t understand why they weren’t 

able to submit (size limits) 
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c. Need landscape view — players using iPads with in-case keyboards were 
working sideways 

5. Feature requests 
a. Longer video submissions 
b. Long text captions 
c. Participants were confused by different types of submissions, our need would 

be that they can submit of any type 
d. Multiple submissions per mission (visible to participants) 
e. Two-way notifications 
f. Meta-data on missions — we need to be able to search and sort on properties 

that only confuse participants 
Screenshot  

• Only one mission fully visible in either window  
• Very high cognitive load to relate information on left to information on right  

 

 
 


