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The life science industry needs technicians to produce, manufacture, test, and package diagnos�c tests, 
drugs, and vaccines. At the same �me, technician shortages are plaguing the industry and biotech 
educa�on programs are struggling to recruit students. A common explana�on for these challenges is 
that students do not know what people do in biotechnology companies. Students are unlikely to be 
interested in careers that they don’t know exist. Students, and some teachers, may also harbor 
misconcep�ons and believe these careers are too difficult to atain, require a PhD, or just don’t seem 
interes�ng or important. Games are an atrac�ve way to address this challenge. Games that focus on 
topics relevant to students’ lives, can help them learn how biotech companies make products and the 
diverse types of career roles that are needed in order to shepherd a product through the life cycle and 
get it out the door. Four of the most important factors in student career choice (awareness, engagement, 
self-efficacy, and relevance) can be addressed by using games as learning tools and the use of games for 
increasing student engagement and interest is well supported by research.    

In Biotechopoly[TM] An�body Edi�on players need to move a poten�al product through pre-clinical 
research, to phase I studies, to phase II/III studies, and to market. The first player to reach the market 
wins. As players role dice, to move their game token around the board, they have to raise money, hire 
personnel, collect data, and pay their bills. Along the way, players experience luck and karma, take risks, 
and encounter the trials and tribula�ons of developing biotechnology products. Students who have 
tested the game tell us Biotechopoly is fun, educa�onal, engaging and, at �mes, harsh.  

The first version of Biotecholopy focuses on an�body therapeu�cs. An ini�al prototype was advanced in 
Digital World Biology’s An�body Engineering Hackathon held August 8-11, 2022 (htps://an�body-
engineers.org/event/an�body-engineering-hackathon-august-2022). Since then, the game has been 
refined through sessions with individuals have both scien�fic, non-scien�fic, and game design 
backgrounds. From these experiences it is clear that games can not only provide engaging ways for 
student learning, but the development process has poten�al in building scien�fic collabora�ons.  
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