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I

MURDER
ON THE 
ORIENTATION 
EXPRESS

This presentation is for our Q1 check-in. We will review steps 
achieved last quarter and share a brief sample of the 
instructor-led training we are building for your new-hire 
trainees: “Murder on the Orientation Express.”

STAKEHOLDER REVIEW MEETING
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Your company has requested we build a 
“gamified” training to address employee 
stress at your company.

Introducing “Murder on the Orientation 
Express,” a classroom-based training in 
which participants play Detective Dixon 
Pike. By solving the clues of a murder 
mystery, they identify stress triggers, 
perform mental health assessments, and 
discover stress management resources.
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EXECUTIVE 
SUMMARY



©2018 by Scott Provence 3

YOUR CURRENT
CHALLENGE
While 64 new-hire employees identified 
“Stress” as their biggest work issue, only 
seven have enrolled in your company’s 
Stress Management Employee Assistance 
Program (EAP).
 
Your Stress Management program is 
disproportionately underutilized. Because of 
this, you are experiencing high healthcare 
costs and turnover rates.
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Because these are new-hire concerns, you want to emphasize fun and 
engagement in this training. Your company has specifically requested a 
“gamified” training. This Stress Management training is to be:
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YOUR
REQUEST

Due to budget 
constraints.  

Classroom Only
With a strong, 

engaging story.

Gamified
Re-engaging new hires 
at their 90-day mark.

Fun

“Create a Stress Management 
classroom training that uses 

gamification.”
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Determine your 
measurable business 
objectives (Level 4 of 
Kirkpatrick Model).

Analyze Impact

Identify 3-5 actions you 
want participants to take 
in order to achieve your 

business objectives (Level 
3 of Kirkpatrick).

Define Learning 
Behaviors

Follow standard training 
design process, but with 
multiple feedback loops 

built in (Successive 
Approximation Model). 

Design, Develop, 
Iterate

Ensure instructors, 
learners, and learning 

environment are 
prepared for rollout and 

formal evaluation.

Implement and 
Evaluate
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OUR PROPOSAL:
FOUR STEPS TO A SUCCESSFUL TRAINING
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In addition to the two business objectives we helped 
identify  in November, your stakeholders also 
described two intangibles they would like to see as a 
result of this program. Our proposed metrics are:

● Create standard vernacular for identifying 
stress triggers, as measured by office 
communication channels

● Increase confidence in leadership/executive 
staff as measured by employee survey
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HOW FAR
WE’VE COME

2018

November01 We defined your business objectives:

● Increase participation in Stress 
Management EAP by 20%, as 
measured by new-hire 
sign-ups and attendance 

● Decrease overall mental 
healthcare costs by 5%, as 
measured by claims data

Analyze Impact

02● List 3-5 personal stress triggers, and 
match to peer lists

● Conduct weekly self- and group mental 
health assessment

● Submit mental health achievements to 
leadership for group recognition

● Demonstrate perceived value in Stress 
Management EAP by attending 3 classes

Define Learning Outcomes
December
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03 For each Learning Objective of Phase 2, we 
are now expanding on the steps to 
achieve it, the delivery format and activity, 
and how we will verify learning occurred.

Example: 

List 3-5 personal stress triggers, and 
match to peer lists

● Provide education on triggers
● Match triggers to personal story
● Demonstrate importance of social 

support
● Incentivize writing and group 

sharing via class exercise

Format + Activity:
Lecture + in-class scavenger hunt

Assessment: 100% activity participation

Design, Develop, Iterate
Q1 2019

04We are still on track for rollout at the 
start of Q2.

Implement and Evaluate
Q2 2019
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WE ARE 
HERE
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These six mechanics will be used 
during Phases 3 development to 
ensure learners stay engaged with the 
content. They were selected, based on 
their compatibility with the objectives, 
audience, and learning methods 
defined in Phases 1 and 2.

Including plot, 
character, obstacles, 

climax, resolution

STORY
Game challenges will 
be collaborative, not 

competitive

INFO SHARING
Physical tokens are 

“unlocked” in class to 
mark progress

ACHIEVEMENTS 

Incorporating 
variable rewards 
keeps things fun 

CHANCE
Learners will embody 

various game 
characters

AVATARS
A heads-up-display 

will show class 
progress in game

PROGRESS HUDs
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APPLYING GAME
MECHANICS
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Here are the initial slides that will be presented in the 
first classroom session. Facilitation Notes and props for 
the activity shown can also be provided upon request.
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SAMPLE:
CLASS INTRO

DEMO
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I MEET MY 
NEW CLIENT
AT THE 
SCENE OF 
THE CRIME
“Are you Dixon Pike?”  he asks. “My name is Dr. 
Stephen Smolders. These police officers want to 
arrest me for murder, but I didn’t do it!”

“You have to believe me,”  he says. “Walter 
Bowman died from stress.”

DEMO
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IT DOESN’T LOOK GOOD 
FOR DR. SMOLDERS
“I want to hire you,”  he says. “Starting right now.
I swear, we can prove he died from stress.”

“Trust me,”  he continues. “I study stress for a living.
Walter was my new employee.“

Decide together: Do we take the job?
DEMO
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“START IN OUR BREAK ROOM,”
Dr. Smolders says as the police take him away. “That place is full 
of stress triggers. If you can find 10, you’ve got the job.”

Your classroom is Dr. Smolder’s break room. There are 20 
flashcards hidden in here, describing a mess of things.

Without turning over the cards, discuss as a group which 
items or ideas might be common triggers for stress. Pick 10.

Turn over the cards to see if your right, and read about 
these common triggers.

Then, write a letter to Dr. Smolders at the police station. 
Describe the triggers you found, and which ones you have 
dealt with personally. Convince him you’re the right 
investigator for this job.

DEMO
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INFO 
SHARING 

ACHIEVEMENTS 

AVATARS

PROGRESS HUDs

CHANCE FINAL 
ASSESSMENT

END
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APPLYING OTHER
GAME MECHANICS 

All activities will 
involve comparing 

answers and 
providing feedback. 

Learners will take 
turns playing 

characters and 
revealing clues.

Variable feedback 
and plot twists 
keep the game 

engaging and fun!

The murder reveal 
aligns with the class 

final exam.
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STAKEHOLDER
Q&A

Sources:
Vectorial Shapes in this Template were created by Free Google Slides 
Templates and downloaded from FreePik.com.
Icons in this Template are part of Google® Material Icons, flaticons.com, 
and FreePik.com.
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Any questions or feedback at 
this stage in this process?

Thank you for your time today!


