Muhammad’s Journey?

The Islamic Board Game

Due Date:____________________
Knowledge is not always most effectively acquired while sitting in a chair, being lectured to, or simply reading text.  Often times, the best long-term learning occurs when fun is had.  Here is your opportunity to ensure the youth of tomorrow will not only enjoy those rainy days, but also learn a thing or two along the way.

Organize yourself into groups of no more than 4. And yes you may work in pairs or groups of three.
To exhibit your impressive knowledge of Islam, you will create a board game that captures all of the essentials of the Muslim faith.  Such components include the Founder’s life and times, the Pillars, the essentials, and the rituals.  The game can’t simply focus on one aspect of Islam, but rather, it must encompass as much as possible.  Remember, the idea is to show your audience - that’s the marker(s) – just how much you know.

In essence, after playing the game a few times, players should know more about Islam than when they started.

Answers to your questions before you ask:

· Your game must come in a box or some type of receptacle that can be stored

· You need rules and game pieces (if applicable)

· No there doesn’t need to be dice

· The size and complexity of the board is completely up to you

· It should take players at least 10-15 minutes to complete a game

Criteria
1
2
3
4

Thinking/Inquiry

Content

Knowledge of Islam is present
Some elements of the game contradict elements of the content of Islam
One or two areas are thoroughly covered; but not all components have been covered.
There is solid basis of knowledge of Islam proven through the content of the game.
All aspects of Islam are present and uniquely presented to show learned knowledge.

Communication

Instructional Effectiveness

The manner in which the content is presented makes learning fun and easy
The content is incidental. One can play without learning much.
Significant cognitive effort is spent on things that have nothing to do with the content.
Winning and learning are closely entwined, though some mental effort is spent on aspects that are just about the game.
Winning the game requires learning the content. The two are matched completely.

Rules Simplicity

The game is easy to play because of the rules established in the beginning
Rules are unclear and too long. There are rules that add complexity without adding to playability or learning.
The rules are not entirely clear or complete. There are rules that could be eliminated without harming the game.
Rules are fairly short, clear and complete, but could be streamlined a bit.
Rules are short, clear and complete.  They make playing the game enjoyable.

Application

Practicality

The playability of the game
The game would take considerable effort to set up and play...more effort than it's worth.
The game would take a fair bit of   effort to set up and play in the chosen context
The game is fairly easy to set up and play, but a few glitches are apparent.
The game is very easy to set up easy to play in the context it was designed for.

Flexibility

Can someone play even if they know little about Islam?  If not, the learning curve is high?
The game can only be played in one way. There's no way identified to optimize the match with the players' skill level or different contexts.
There might be a way to vary the game, but it's not clearly spelled out.
There is at least one way to vary the game to meet different needs.
Several variations are clearly identified that make the game playable in a number of ways to meet different needs

