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List the basic components of a game

Using "themes" to facilitate gamification

Adapt existing games to learning purposes

Use a simple formula to create simulations

Move games and simulations online

explain the importance of games and themes

ROAD MAP



MISSION 1
SECRET AGENTS



SECRET AGENTS

What are the most boring training

sessions you've had?

Share your secret agent name

Share your secret power



SHARE YOUR
THOUGHTS!



WHY GAMES and Themes?



ARE WE TALKING ABOUT?
WHAT



Are we talking about it?WHY



'

Gamification increases

engagement

 

 Kim, Song, lockee, & Burton, 2018



Gamification associates with lower

activation of the Default Mode Network 

Howard-Jones, Jay, Mason, & Jones, 2016



Gamified Material is

Better Retained

Randel, Morris, Wetzel, & Whitehill, 1992



'

The Excitement one gets after

overcoming a difficult challenge in

the game world

Related to the state of "Flow"

FIERO

Engh, D. (2020). Fired Up Fiero (No. 20). Retrieved April 21, 2021, from

https://www.universityxp.com/podcast/20

Csikszentmihalyi, M. (2008). Flow: The Psychology of Optimal Experience. Harper

https://www.universityxp.com/podcast/20


HUNTCLUE



MISSION 2
THE CASE



WHAT TOPIC WOULD

YOU LIKE TO GAMIFY?

THE CASE

Enter in

the Chat!



BASIC ELEMENTS OF A GAME



MISSION 3
save the world!



In small groups, solve the puzzles and uncover the

five components of a Game before The bomb explodes!

handouts page 10

https://www.flippity.net/sm.php?k=1cYVjtx6y2NQaPGq8qlZO345Uoi0l05wwF0XjksU4K28


CLUE # 1



A goal

Rules

Immediate feedback

Voluntary Participation

A definition of success

ELEMENTS OF A GAME

From: Serious Gaming, J. Jansz

https://www.coursera.org/learn/serious-gaming


THE LEARNING OBJECTIVE

THE GAME GOAL

DUAL GOAL



WHAT WAS OUR
GOAL?



WHAT WAS OUR
LEARNING OBJECTIVE?



WHAT WERE OUR
RULES?



HOW DID YOU GET
IMMEDIATE FEEDBACK?



VOLUNTARY
PARTICIPATION?



UH-OH



Have you discussed the idea of a

game with your stakeholders?

Does the game match the culture of

the organization?

Are there options? 

VOLUNTARY PARTICIPATION



OF SUCCESS
THE MEANING



THE GOAL?

ACHIEVING



WHAT'S IN A THEME?



MISSION 4
THE PARTY



If you were planning a Party,

what themes could you Use?

THE PARTY



A THEME
"To give a particular setting or ambiance" 

From: Oxford Languages





Adapted from Jon Radoff - "Designing

for User Motivation: Understanding the

Four Quadrants & How They Affect

Your Product Design"

Achievement

Cooperationimmersion

competition

WHY
THEMES?

Jon Radoff



Helps participants learn material more deeply

Anything that unifies your training program

Makes developing games faster

THEME



Educational institution or organization?

wHAT IS THE CULTURE like?

AUDIENCE



WHAT IF YOU NEED
A TRADITIONAL THEME?



ANYTHING CAN BE A THEME AS LONG AS

EMPHASIZES THE ENVIRONMENT!

MAIN PRODUCT OR SERVICE

COMPANY VALUES

CUSTOMER SERVICE CAMPAIGN

REAL WORLD



MISSION 5
COLD CASE



http://www.boardgamizer.com/themes

https://www.kawaiihannah.com/pixelart/tutorials/theme-generator/

COLD CASE
USE A RANDOM GENERATOR!

http://www.boardgamizer.com/themes
https://www.kawaiihannah.com/pixelart/tutorials/theme-generator/


WHAT
IS OUR

theme?



Follow up

Invitation letters

Icebreaker

OutfitS 

Facilitator's guide

Participants' materials / Slides

Celebration / graduation

WHAT TO THEME







CLUE # 2



MISSION 6
GAME OF THEMES



Follow up

Invitation letters

Icebreaker

OutfitS 

Facilitator's guide

Participants' materials / Slides

Celebration / graduation

PICK THREE!



ADAPTING GAMES



How much time do you have to run it?

Face to face or online

Synchronous or asynchronous?

How many players at a time?

How much time do you have to put it

together?

INTEL



TELEPHONE GAME

TRAITS TO APPLES

GAME OF MORALS

TABOO

THE EVIDENCE



MISSION 7
THE EVIDENCE



DISCUSS or SHARE ANY GAME YOU'D

LIKE TO ADAPT

THE EVIDENCE



THE SCENE OF THE CRIME
FIND A GAME STORE AND EXPLORE AWAY!



MISSION 8
improvise



how can you adapt your game?

IMPROVISE



THE SECRET FORMULA



THERE IS A DISASTER OR PROBLEM - BUILD A SENSE OF URGENCY!

PEOPLE WILL DIE OR LOSE SOMETHING IMPORTANT IF...

SECRET FORMULA



WHAT ARE THE RULES? HOW DO PEOPLE SURVIVE OR SOLVE THE PROBLEM?

TO "WIN" PARTICIPANTS MUST ... (RELATE TO THE LEARNING OBJECTIVES)

SECRET FORMULA



END OF THE TRAINING? HELP THEM SUCCEED

BEGINNING OF THE TRAINING? FAILURE IS FINE

SECRET FORMULA



TRAVEL SAVVY: USE YOUR TRAVEL BUDGET OR YOU'LL LOSE IT!

VIRTUAL TEAMS: THE DINOSAUR IS ATTACKING THE VILLAGE, BUILD A DINOSAUR!

APA ADVENTURE: YOUR FINDINGS WILL GO INTO OBSCURITY, LEARN APA!

A METEOR WILL DESTROY THE EARTH, FIND A WAY OUT WITH A SPACESHIP!

EXAMPLES



MISSION 9
pick a case



PICK A CASE
what simulation will you build?

are people likely to win or lose?

What is the disaster?

What happens if...

How do people win? 



CLUE # 3



THE ONLINE DETECTIVE



TOOLS
what tools have you used?



FLIPPITY.NET

https://flippity.net/?fbclid=IwAR1blGB8nYejlEdTaSvf6DUoI1F39OE6BEg9jmumA_i6pKv1dBOrhTEguiU
https://flippity.net/?fbclid=IwAR1blGB8nYejlEdTaSvf6DUoI1F39OE6BEg9jmumA_i6pKv1dBOrhTEguiU


GOOGLE SLIDES

https://docs.google.com/presentation/d/1LtZ-BtlOHaD0Q4hkQK_HOeKEnWFTbnIux3JzDl29z10/edit#slide=id.gb32bb04b8d_1_0
https://docs.google.com/presentation/d/1LtZ-BtlOHaD0Q4hkQK_HOeKEnWFTbnIux3JzDl29z10/edit?usp=sharing


TOPIA

https://topia.io/
https://topia.io/


A FANCY TOOL?

DO YOU NEED



What ONLINE tool best match your

objectives, audience, and rules?

NO!



CLUE # 4



MISSION 10
THE GADGETS



WHAT WILL YOU USE FROM TODAY?

THE GADGETS



HUNTCLUE





BE PRECISE, COPY, REUSE THE SAME,  SPECIALIZE

Cooperate, Copy/adapt, Recycle, USE YOUR TOOLS

AVOID MISTAKES, RELAX, KEEP MOVING, DIY IT

WORK AS A TEAM, MAKE IT PRETTY, ALWAYS REVIEW,

SIMPLIFY

1.

2.

3.

4.

CRACK THE CASE!





HAPPY SLEUTHING!
THANK YOU!
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