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Goal

Executive Challenge™ is a blended-learning leadership and management simulation in which participants play the role of corporate executives guiding their companies to boom or bust.  Throughout the simulation, players are faced with Issues and Projects, branching scenarios written in XML that require the players to make a decision.  Content Developers who write these scenarios not only need to learn the tone and style of the simulation, they also need to learn the basics of XML.  The goal of this manual is to provide a basic overview and template for writing Executive Challenge™ Issues and Projects in XML.

Solution

Based on my experience writing for Executive Challenge™, I wrote an example-based tutorial on XML, with an emphasis on elements specific to the project.  To engage the writers, who are often unaccustomed to reading technical documents, I kept the language casual and the content straightforward.

Sample
Section 1: Introduction

Section 3: How to Write a Basic ExChall Project in XML

Section 1:  Introduction

Executive Challenge™, affectionately referred to as "ExChall", involves a complex interplay of issues and projects.  

Issues are events that intrude on the mechanics of the game and force players to make difficult decisions. These decisions affect the company as a whole as well as individual players. They involve meaningful tradeoffs and force each affected player to display leadership within their assigned roles. 

Projects are activities that the players must complete in order to affect certain aspects of the company.  For example, players complete projects to start and maintain product lines and respond to issues.  Completing (or failing to complete) a project can affect company

parameters such as revenue, product cost, and worker morale.

The job of the content developer is to create or update projects and issues so that they best accomplish the learning objectives of the game.  These issues and projects must also be written in a way that the software can interpret.  

This guide will show you how to

· Organize issues and their outcomes

· Design issues and projects

· Develop issues and projects in XML

Section 3:  How to write a Basic ExChall Project in XML

Project Template

Use this template to guide you when writing an ExChall project.  Explore the example that follows for more details.

<project id="" type=" ">

<title> </title>

<folder> </folder>

<subfolder> </subfolder>

<icon>  </icon>

<short-desc> </short-desc>

<long-desc> </long-desc>

<reputation></reputation>

<skill slot="1" value=""/>

<skill slot="2" value=""/>

<skill slot="3" value=""/>

<skill slot="4" value=""/>

<skill slot="5" value=""/>

<skill slot="6" value=""/>

<quality-neutral cost="10"/>

<target scope="" role="" dept=""/>

<trigger type="available">

    <turn first=""/>

</trigger>

<effect>

    <function> </function>

    <arg> </arg>

</effect>

<repeatable period=""/>

    </project>

Example

Suppose you wanted to create an Engineering Arts Award project for R&D that increases worker morale by 1.  

Let’s fill in the template one line at a time.  

<project>

Give the project an id name that is both descriptive and unique among projects.  Define the project type as appropriate.  The different project types are 

	morale
	Morale projects improve the morale of all of your workers.

	maint
	Maintenance projects allow players to earn revenue on product lines they've already started.

	startup
	Startup project start a new product line.

	reputation
	Reputation projects improve the reputation points of the player who completes the project.


The Engineering arts award is a morale project.  Let’s give it an id called “RDPersonalMorale”.

<project id="RDPersonalMorale" type="morale">

<title>

This line is easy: it’s just the title of our project:

<title>Engineering Arts Award</title>

<folder> and <subfolder>

I know we said “one line at a time” but I think we can handle these two at once.  In the ExChall GUI, projects are grouped in folders and subfolders.  There are a number of folders and subfolders conventionally used in ExChall. If need be, you can name new folders and subfolders to fit the project.  For the given example, the Engineering Arts Award should appear in the Staff Morale subfolder of the Workforce folder.  

<folder>Workforce</folder>

<subfolder>Staff Morale</subfolder>

<icon>

The Multimedia department creates graphical icons that appear in the ExChall GUI next to project and issue descriptions.  For most projects you create, there will already be an icon available that will fit the project.  There is a list of available icons at the end of this document.  If none of these fit your project, file a JIRA with Multimedia and request an icon.  

To use a given icon, simple put the name of the icon in the <icon> tag.

<icon>moraleAward</icon>

<short-desc> and <long-desc>

These tags describe the short and long descriptions of the project.  The short description appears under the title on the project card.  The long description appears to the right of the card.  Make sure that the descriptions accurately define the effect of the project.

<short-desc>Increases worker morale by 1.</short-desc>

<long-desc>Keep your staff researchers motivated by offering an Engineering Arts Award. The top engineer receives a cash prize and a plaque. Available once per quarter.</long-desc>

<reputation>

This element describes how many reputation points the player will gain by completing the project.  This number shows up in the reputation box of the project card.  If the player gains zero reputation points, this element can be omitted.

A player who gives out an Engineering Arts Award would surely earn reputation points from her workers.  

<reputation>2</reputation>

<skill>

The next six lines define what skills are necessary to complete the project.  The slot number defines the skill:  slot=”1” corresponds to A skills, slot=”2” corresponds to B skills, and so on.  The value defines how many skills points are needed for that slot.  

The Engineering Arts Award doesn’t require any worker skill points.

<skill slot="1" value="0"/>

 <skill slot="2" value="0"/>

 <skill slot="3" value="0"/>

 <skill slot="4" value="0"/>

 <skill slot="5" value="0"/>

 <skill slot="6" value="0"/>

<cash> or <quality-neutral>

Projects can be created to a quality level of Minimal, Good, or Superior.  OR, projects can have neutral quality.  If you care about project quality, use the following, filling in the cash values as appropriate:

<cash quality="minimal" value=""/>

<cash quality="good" value=""/>

<cash quality="superior" value=""/> 

If your project has neutral quality, as the Engineering Arts Award does.  Use the <quality-neutral> element:

<quality-neutral cost="10"/>

<target>

Define who has access to this project.  The Engineering Arts Award project is accessible by all members of R&D.

<target scope="all" role="" dept="rd"/>

<trigger>

Triggers define when the project becomes available, visible, and/or closed.  The Engineering Arts Award project should be available from the start of the game.  It will be visible always and never closed.  So we only need specify a trigger for the available attribute.

 <trigger type="available">

     <turn first="1"/>

 </trigger>

<effect> and <function>

As the name suggests, the <effect> element defines the effect of finishing the project.  These changes occur through the use of functions.  A full list of functions is available in Appendix: ExChall Functions.  

The Engineering Arts Award project results in a Worker Morale increase by 1 for the player's workers.

<effect>

    <function>Worker Morale</function>

    <arg>1</arg>

    <arg>player</arg>

</effect>

Each <effect> element contains only one effect.  If more than one effect must occur, they can simply be listed one at a time.  For example, if we also wanted the Engineering Arts Award to show a document called 'award' announcing the award to the whole department, the XML would read as follows:

<effect>

    <function>Worker Morale</function>

    <arg>1</arg>

    <arg>player</arg>

</effect>

<effect>

    <function>Show Document</function>

    <arg>award</arg>

    <arg>department</arg>

</effect>

<repeatable>

This is an optional element specifying whether the project can be repeated.  The Engineering Arts Award can be repeated every quarter.

<repeatable period="quarter"/>

</project>

The end-tag indicates that we're finished with the project!

