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The Art of Game Design
How to imply Game Design to create better learning 
experiences
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Gamification
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What do you associate with playing games?

Competition Collaboration

Winning/losing

Pastime

Connection

Fun

Distraction
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Flow = The most enjoyable experience

To get into flow you need…

Goals

Challenges

Focus

Skills

Feedback
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The problem with Gamification 

1. Incentivising Education
2. Not every subject is suited for games
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You are the (Game) Designer!

Create experiences that other people will enjoy!

“How can I make my lesson into an enjoyable experience?”

“What makes learning experiences enjoyable to me?”

“What do I know about what makes learning enjoyable for others?”
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Observing
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Think about the times you played games, the 
ones you liked and the ones you didnʼt like. What 
made them fun? 
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My observations about myself as a player

Cooperatives games with lots of communication

Skill more important than luck

Competition is only fun if you have a real chance of winning

Showing off skills

Playing is more important than winning
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Are there things that youʼve observed about 
others while playing with them or designing 
games for them? 
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My observations as a Game Designer

Simple, straightforward rules

Motivators

Confusion and boredom kill the fun

Nice layout

Surroundings 
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 What are your experiences when learning? What 
makes a learning experience enjoyable to you?
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My observations about myself as a learner

Lots of communication

Basic skills help

Not a fan of grades

Once Iʼm interested Iʼm motivated

Learning through teaching
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What have you observed in your learners? 
When did you feel they had the most learning 
success?
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My observations about other learners as a teacher

Donʼt like long lectures

Teacher is very important

Confusion and boredom lead to disengagement

Nice materials

Surroundings 
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Merge your observations about yourself

Games

Communication, Cooperation

Learning

Communication, sharing experiences

Communication necessary to reach goal
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Merge your observations about others

Games

One or two players motivate everyone else to play

Learning

Teacherʼs personality motivates learners

Motivated leader
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Merge observations

Cooperatives games with lots of communication

Skill more important than luck

Competition is only fun if you have a real chance of winning

Showing off skills

Playing is more important than winning

Simple, straightforward rules

Motivators

Confusion and boredom kill the fun

Nice layout

Surroundings 

Lots of communication

Basic skills help

Not a fan of grades

Once Iʼm interested Iʼm motivated

Learning through teaching

Donʼt like long lectures

Teacher is very important

Confusion and boredom lead to disengagement

Nice materials

Surroundings 
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Game Design as a method helps you create better learning experiences because…

…it helps you identify and focus on the most interesting parts of your curriculum

…you (re)spark your own curiosity

…you get to know your learners better which leads to more sustainable teaching and learning

…you get to create challenging lessons that are not dependent on incentives

…you train your own skills to become a better listener and observer

…you spot difficulties and disturbances more quickly

…you challenge yourself to become a more creative teacher and try out new ideas

…you will have fun!
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Thank you!
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