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Games and experiences are
powerful tools for learning and
connecting. In a game, people
come closer to themselves and to
each other. By having a great
experience together, you discover
new things in yourself and in
others. This creates surprise,
connection and respect for each
other's insights and skills. Game
is therefore a powerful
environment in which to discover,
learn and get to know each other
in a different way. And on top of
that, it's a lot of fun!




The design of gamification is pre-
eminently about designing the
motivation of players, about
designing behavior, about
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Serious Games for
learning in 9 clear steps

TRANSFER

mor. |

= _ lanion
e S
5001l Z; Y
imel- 7 N nwe /
5100 // ! Tees /
0 1N ([ THIFAR R

GAME BASED LEARNING DESIGN WHEEL © 2018 LIVING STORY






A recurring success factor in all our
experiences is the non-linear aspect of the
games. Participants themselves are an
active part of the experience in which they
find themselves. It is the decisions of the
player({their own choices, cooperation with
r players, resolving ability, knowledge,
creativity, discovering one's own and each
other's competencies, strategy) that
determine the success of the player. And
thus promote the learning of the team and
the player.




With our games we want to
contribute to connection,
respect for each other and a
‘sense of belonging’. We as
people want to experience,
discover, and adventure
ogether. Games help people
discover their own strengths
in a team, improve
collaboration and
communication, and add
engagement to learning.




Click here to learn more about Cold
Case, the gamified learning that will
be previewed during the workshop:
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https://www.livingstory.nl/en/cold-case-de-diamantroof/

“In our designs, we use the
self-developed Game-
Based Learning Design
Wheel, which combines the
scientific principles of
learning theories, game
design and theories of
motivation and behavior
info a practical model to
design gamification

olutions that contribute to
learning.

Want to know more about
the Game Based Learning
Desigh Wheel?”
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