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PREAMBLE 

The university successfully organized 28 webinars between October 3, 2020 and August 21, 2021. The presentations 

were compiled in the form of a Book that was named PRATITI, which means becoming aware. It was well received 

and appreciated by the ISAGA fraternity. The University has established the Centre of Excellence in Simulation and 

Gaming (CoE_SG) to promote Simulation and Gamification as pedagogy and undertake research in this upcoming 

multidisciplinary area of interest. All of us felt that enthusiasm and tempo should be maintained and members of the 

ISAGA fraternity should meet regularly to exchange learnings. With this thought, the University decided to continue 

the Webinars under the CoE_SG in the form of Webinar series with the name Pratiti …becoming aware. The 

webinars were conducted once every month and a total of 13 webinars were conducted between December 17, 2021 

and December 03, 2022, and 12 webinars were conducted in the year 2023. A total of 53 webinars have been conducted 

under the series till December 2023 included in Pratiti 2021, Pratiti 2022 and now Pratiti 2023. We are grateful to all 

the presenters for having accepted our invitation and sparing their valuable time. We are thankful to the members of 

ISAGA and faculty as well as students of Shri Vaishnav Vidyapeeth Vishwavidyalaya for having attended the 

webinars. We are also grateful to Dr. Sebastiaan Meijer and Ms. Marike for their help in finalizing the speakers.  The 

presentations have been compiled with a brief profile of the presenters in this volume that has been named 

PRATITI…becoming aware 2023. We are confident that this compilation will be found useful by interested members 

of the fraternity. 

We wish happy learning to all! 

 

Upinder Dhar 

Jigyasu Dubey 

Date: January 03, 2024  
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विद्वत्त्ि ंदक्षता शील ंसकं्रावततरनशुीलनम।् 

वशक्षकस्य गुणााः सप्त सचतेस््ि ंप्रसन्नता॥ 

English Meaning- 

Scholarship, cleverness, good conduct, teaching skills, repeated study, 

consciousness and kindness, these are the seven qualities of a teacher. 

 

प्ररेकाः सचूकश्विै िाचको दशशकस्तथा। 

वशक्षको बोधकश्विै षडते ेगरुिाः स्मतृााः॥ 

 

English Meaning- 

The one who inspires, one who informs, one who recites, one who 

guides, 

one who teaches, and the one who awakens, these are the six Gurus to 

remember. 
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About SVVV 

Shri Vaishnav Vidyapeeth Vishwavidyalaya is a state private university established under Madhya Pradesh Niji 

Vishwavidyalaya (Sthapana Avam Sanchalan) Adhiniyam in 2015 at Indore MP (India). The University has been 

established with a vision to be leader in shaping better future for mankind through quality education, training and 

research. The University Commenced its first academic session from July 2016 with Undergraduate, Postgraduate, 

Integrated, Dual degree and Doctoral programs in various disciplines through the following constituent institutions:  

1. Shri Vaishnav Institute of Technology and 

Science  

2. Shri Vaishnav Institute of Information 

Technology  

3. Shri Vaishnav Institute of Textile Technology  

4. Shri Vaishnav Institute of Architecture 

5. Shri Vaishnav Institute of Computer 

Applications  

6. Shri Vaishnav Institute of Forensic Science 

7. Shri Vaishnav School of Management  

8. Shri Vaishnav Institute of Journalism and Mass 

Communication  

9. Shri Vaishnav Institute of Fine Arts 

10. Shri Vaishnav Institute of Science  

11. Shri Vaishnav Institute of Social Sciences, 

Humanities and Arts  

12. Shri Vaishnav Institute of Commerce  

13. Shri Vaishnav Institute of Law 

14. Shri Vaishnav Institute of Agriculture 

15. Shri Vaishnav Institute of Home Science 

16. Shri Vaishnav Institute of Paramedical Sciences 

17. Shri Vaishnav Institute of Planning 

18. Shri Vaishnav Institute of Education 

19. Faculty of Doctoral Studies and Research 
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About CoE_SG 

Gamification is the application of game-design elements and principles in non-game contexts. A large body of research 

focuses on the interplay of self-awareness, causal attribution, and action. Researchers have focused on how individuals 

perceive their involvement in the cause of events leading to either success or failure. Experiments have shown that 

when people are induced to be more self-aware, they are likely to attribute the success to themselves. The researchers 

have also reported that gamified events were very effective at engaging Gen Z and that team-based gamification events 

were particularly engaging. The University has established the Centre of Excellence in Simulation and Gaming to 

promote Simulation and Gamification as pedagogy and undertake research in this upcoming multidisciplinary area of 

interest. The Centre will be coordinating with ISAGA and other such professional bodies for global networking. 

The COE_SG of this University is organizing a Webinar series “PRATITI …becoming aware” on gaming simulations 

in association with International Simulation and Gaming Association (ISAGA). Our key speakers will be ISAGA 

members and other GS professionals. Under this Series, a total of 28 webinars have been conducted in the Year 2020-

21 and a total of 13 webinars have been conducted in the Year 2022. 

Patrons Shri Purushottamdas Pasari, Hon’ble Chancellor 

Dr. Upinder Dhar, Hon’ble Vice Chancellor 

Mentors Dr. Santosh Dhar, Rector and Dean - Faculty of Doctoral Studies and Research 

Dr. Anand Rajavat, Director – Shri Vaishnav Institute of Information Technology 

Coordinator Dr. Jigyasu Dubey, Professor – Shri Vaishnav Institute of Information Technology 
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अनतं ससंार समदु्र तार 

नौकावयताभया ंगरुुभविदाभयाम ्। 

िैराग्य साम्राज्यद पजूनाभयाम ्

नमो नमाः श्री गरुु पादकुाभयाम ्॥ 

English Meaning- 

My salutation to the holy sandals of my Guru, which serves as 

the boat to cross this endless cycle of worldly existence, which 

endow me with devotion to Guru, and which grace me with 

freedom from all worldly desires 
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Webinar – 01 

 
     

 

 

 

Day, Date & 

Time: 

 January 28, 2023 (Saturday)  

 Time: 03 – 04:05 p.m. (IST) 

 

Invited Speaker: Mr. Jegatheeswaran      

Manoharan 

 

Country: Malaysia 

 

 Title: Designing Rapid Facilitation 

Games and Activities 
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Webinar Topic 
 

Designing Rapid Facilitation Games and Activities 
 

Abstract 

 
Artificial intelligence (AI) is rapidly changing the way we learn and access knowledge. As AI continues to fill the 

knowledge landscape, the traditional classroom model of "downloading" information is becoming less effective. 

Instead, classrooms must become a place of discourse, where students can actively engage with the material and 

engage in critical thinking. One way to achieve this is through the use of facilitation games and activities that inject fun 

into learning and provide alternative channels for expression. This talk will explore various activities that can be used 

to facilitate discussion and uncover learning in the classroom. These activities can range from interactive simulations 

and problem-solving exercises to debates and discussions, and they will be designed to allow students to explore new 

ideas, question assumptions, and express their own perspectives. Through the use of these activities, it is hoped that 

students will be in a better place to transform knowledge into practical skill. 

 

Speaker Profile 

 
Jegatheeswaran Manoharan is a team leadership specialist, international speaker and a game & simulation developer. 

He is active advocate in the use of game based learning for corporate training. He has developed several learning 

games and simulations for adult learning. His highly interactive games have been used for team effectiveness, customer 

experience, culture transformation and leadership trainings. He runs a training organization in Malaysia that 

concentrates on game design to solve organizational issues. Jega is a former Executive Board Member of the North 

American Simulation & Gaming Association (NASAGA). He has been invited to share his ideas on application of 

games and simulation at NASAGA Conference in the US, ISAGA Conference in Thailand and India (virtually); and at 

the inaugural MASAGA Conference in Malaysia. 
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Webinar – 02 

 

 
           

 
               

   

 

Day, Date & 

Time: 

  February 27, 2023 (Monday)  

  Time: 03 – 04:05 p.m. (IST) 

Invited Speaker:   Dr. Yusuke Toyoda 

 

 

Country:  Japan 

 

Title: Local Knowledge Extraction 

Games for Resilience 
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Webinar Topic 
 

Local Knowledge Extraction Games for Resilience 

 

 

Abstract 

 
In the time of increasing risks and effects of climate change, importance of local knowledge to tackle natural hazards is 

getting more attention to integrate with scientific knowledge and learning as lessons for other areas. After laying out 

challenges of climate change, this webinar talk discusses the gamification mechanism and game approach contributing 

to enhancing knowledge sharing motivation. And it introduces games incorporating the gamification mechanism and 

game approach for extracting local knowledge on flood management. To verify the effectiveness of the game, focus 

group discussion was compared based on three knowledge extraction indicators. The talk ends with implications and 

limitations of the game. 

 

 

 

 Speaker Profile 

 
Yusuke Toyoda, PhD, is an Associate Professor of the College of Policy Science, Ritsumeikan University. He is also a 

member of Institute of Disaster Mitigation for Urban Cultural Heritage AND Research and Development Institute of 

Regional Information, both with Ritsumeikan University. He utilizes S&G for study and practice on community-based 

disaster management and disaster education. 
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Webinar – 03 

 

 
     

                                                                                                             

 
   

 

 

Day, Date & 

Time: 

March 24, 2023 (Friday)  

Time: 03 – 04:05 p.m. (IST) 

 

Invited Speaker: Dr. Ivo Wenzler  

 

 

Country:  Netherlands  

Title: Why is Change Difficult and How 

can Serious Gaming Help 
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Webinar Topic 
 

Why is Change Difficult and How can Serious Gaming Help 

 

 

Abstract 

 
Performance improvements can only be achieved by proactively managing the change process. However, getting to 

and benefiting from transformational change is often not easy. The change journey presents a variety of structural, 

behavioral, individual and systemic challenges inherent in the very nature of transformational change. Serious games 

are an effective and efficient approach to addressing these challenges of change and should be an essential element of 

any change program. The presentation will outline in detail what are the main challenges for successful change and 

provide examples of different serious games which successfully addressed these challenges. 

 

 

 Speaker Profile 

 
Dr. Ivo Wenzler is Professor Emeritus of Serious Gaming at the NHL Stenden University of Applied Sciences, where he 
was conducting innovative research into the design, implementation, and value contribution of serious gaming. Prior to 

the appointment at NHL Stenden, he had a 23-year career as a Senior Principal at Accenture Strategy and he held the 

position of the Associate Professor at the Delft University of Technology. Throughout his consulting and academic 

career, he has been focusing on development and implementation of change management, business modeling, 

workforce planning, and simulation and serious gaming approaches aimed at helping his clients deal with their 

transformation challenges. He often presents at international conferences and has published in the field of serious 

gaming, change management, and simulation-based modeling. 
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Webinar – 04 

 

 

 

                                          

 

Day, Date & 

Time: 

April 24, 2023 (Monday)  

Time: 03 – 04:05 p.m. (IST  

Invited Speaker: Ms. Himani Chandorkar  

 

 

Country:  India 

Title: Driving leadership lessons via a 

Virtual Everest Climb Simulation 

- The Game Design Elements to 

Make it Happen 
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Webinar Topic 
 

Driving Leadership Lessons via a Virtual Everest Climb Simulation - The Game Design 

Elements to make it Happen 

 

 

Abstract 

 
Everest is a trainer without parallels, even when you experience it through a simulation!   MISSION EVEREST a 

simulation to build high performance teams is thus the next best substitute to actually climbing up the deadly 29000 

feet without risking your lives! Everest serves as a universal metaphor for challenging & aspirational goals in life. 

Whether climbing the Mt. Everest or the metaphorical Everests at work and in life, its vital not just to focus on the 

summit but focus on summiting with a healthy team. A message that gets clearly experienced during the simulation 

through various challenges that the team tackles. A simulation experienced by thousands of participants from 

companies across the globe - this webinar will give a glimpse of how it works. 

 

 

 Speaker Profile 

 
A seasoned L&D professional with 19 years of experience she is the Co-founder, Acumen360, which has positively 

impacted hundreds of companies & 50,000+ individuals across industries and countries through it‟s learning & 

development solutions. She is also co-founder, Etude360,  rated in the TOP 20 ventures incubated with IIM Bangalore 

- NSRCEL 2021  for innovative  & impactful experiential learning simulations. Certified in NLP as well as certified in 

TA from ITAA (International Transactional Analysis Association), her passion to make learning interventions deliver 

on outcomes has earned her & her company awards and accolades. She has also been invited multiple times to present 

at International Learning & Gamification Conferences. An avid adventurer and blogger, she is also co-authoring a 

book on small business management. 
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Webinar – 05 

 

 

 

 
   

     

 

Day, Date & 

Time: 

May 24, 2023 (Wednesday)  

Time 03:00 p.m. (IST) 

 

Invited Speaker: Ms. Jagoda Gandziarowska-Ziołecka 

 

Country:  Poland 

Title: Games and Simulations as “Flight 

Simulators” of Good Cooperation in 

Teams and Organizations 
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Webinar Topic 

 

Games and Simulations as “Flight Simulators” of Good Cooperation in Teams and 

Organizations 
 

 

Abstract 
 

How a passion for playing and designing games resulted in a consulting company helping shape company cultures and 

stimulating cooperation by making people play games together. 

In the new world of remote and hybrid working it can be a challenge to keep teams in organizations connected and to 

help them fully understand new information, goals and strategies. Our passion is to help teams navigate those 

challenges through dynamic conversations inspired by the fun of simulation games. Our story began 15 years ago with 

our passion to support business and non-profit teams by providing a fun and engaging way to learn and grow together. 

I invite you to learn this story to see the power of games. 

 

 
Speaker Profile 

 

Jagoda is Sociologist, Learning designer and organizational consultant and co-owner in a group of companies using 

games and simulations for team building and leadership development. (www.assimilate.eu, www.pracowniagier.com ; 

www.gamechangersacademy.com www.experiencecorner.com ) 

Academic lecturer using games in a course on Social Relationship Management for managers and leaders at the SWPS 

University of Social Sciences and Humanities in Poland. She loves to apply games to make people and teams aware of 

their talents and potential according to the Cliftonstrengths approach of the Gallup Institute. 
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Webinar – 06 

 

 

 

 
 

 
     

Day, Date & 

Time: 

June 26, 2023 (Monday)  

Time: 03 – 04:05 p.m. (IST) 

 

Invited Speaker: Dr. Vinod Dumblekar 

 

Country: India 

 

Title: Experiential Learning from 

Simulations and Games 
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Webinar Topic 
 

Experiential Learning from Simulations and Games 

 

 

Abstract 

 
The presentation will begin with simple definitions of simulations, games, experience and learning with appropriate 

examples. Conceptual models in learning (Bloom) and experiential learning (Kolb) will be the foundation of the topic. 

The speaker would explain some learning themes such as competitiveness, self-efficacy and satisfaction that were 

outcomes of personal empirical games research. He may play 1-2 games and refer to many others to clarify how games 

produce learning. He would discuss some elements that produce learning in some games. Finally, he would refer to 

related topics in games and learning for the benefit of students, teachers, trainers and researchers. 

 

 

 Speaker Profile 

 
Dr Vinod Dumblekar is the founder of MANTIS which has created and conducted simulation-based games and learning 

experiences since 2003 in business operations, business strategy, corporate strategy, marketing and brand 

management, entrepreneurship and project management, for managers and post-graduate management students. His 
interests are in arithmetic and empirical research, learning behaviour, applied psychology and quantum physics. 
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Webinar – 07 

 

 
            

 

 

 

Day, Date & 

Time: 

July 21, 2023 (Friday)  

Time: 03:00 to 04:05 p.m. (IST) 

 

Invited Speaker: Ms. Marieke de Wijse  

Country: Netherlands  

Title: Shedding Light on the Black Box 

of Learning in Simulation Games 
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Webinar Topic 
 

Shedding Light on the Black Box of Learning in Simulation Games 

 

Abstract 

 
In this webinar I will show examples on how you can open the black box of learning in SG`s. SG show the potential to 

engage and motivate learners via agency by following their own learning paths and receive personalized feedback. The 

potential downside is that we don‟t know what players will learn because we do not now ahead what path they will 

take. However, there numerous learning interventions and evaluation methods available to us that open the black box. 

Evaluative methods and formative assessment techniques can provide both learners and facilitators with handholds on 

what is being learned and bring focus to the goals of the game turning the black box into a clear learning path. 

 

 

 Speaker Profile 

 
Marieke de Wijse-Van Heeswijk is PhD researcher at Nijmegen school of Management (Radboud University, the 

Netherlands). Marieke studies the effects of interventions in and around game simulations on learning/change with 

participants. Marieke is a member of the ISAGA board (from 2004-2008 and 2021 until now) and community (since 

2004) and member of the Dutch ISAGA branch Saganet (since 2004) and NASAGA (since 2020). Marieke was guest 

editor for the special issue facilitation of simulation games in the Game and Simulation Journal. Marieke was a change 

and learning consultant and game designer/facilitator for GITP International from 2004 until 2015. From 2015 she 

started her research on the effects of different facilitation approaches in various types of simulation games. Marieke 

uses both Qualitative, quantitative and action research methodology and is used to a multidisciplinary research 

approach taking in perspectives from sociology, organizational sciences, public administration and philosophy. 
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Webinar – 08 

 

 

 

 
 

     

 

Day, Date & 

Time: 

August 22, 2023 (Tuesday)  

Time 12:00 to 01:05 p.m. (IST) 

Invited Speaker: Dr. Sandeep Athavale  

 

Country: India 

Title: Endogenous Design of Educational 

Games 
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Webinar Topic 
 

Endogenous Design of Educational Games 

 

Abstract 

 
Educational games are expected to harness the fascination of games to deliver learning in an interesting way. However 

educational games are yet to realize the promise of engaging the learners effectively. The commonplace technique of 

superimposing unrelated gameplay over the educational content (called exogenous design) creates incoherence 

between the act of learning and playing, rendering such games ineffective.  

However, games with „endogenous‟ design have the potential to deliver learning through the mere act of playing. In 

endogenous design, game elements are derived from „within‟ the educational content. This leads to the creation of 

unique, novel, and pertinent gameplay for every learning topic. Designing such games, however, is challenging.  

This talk will bring forth the pitfalls of exogenous design and introduce and describe the approach for endogenous 

design with real-world examples. This approach can be extended to designing applied games in various other contexts. 

 

 Speaker Profile 

 
Sandeep leads the Purposeful Games lab at TCS Research. His work focuses on the study and application of games for 

teaching-learning in academic, corporate, and societal contexts. He has also worked on the design of games and 

playful activities for enhancing user experience in the domain of healthcare. He has a Ph.D. in Educational Game 
Design from Design School IIT Bombay (2020). His Ph.D. work on endogenous design brings distinctiveness to the 

education solutions offered by the TCS. 

Sandeep is a Chief Mentor for Educational Game Marketplace Program at TCS. He is also on advisory panel of the 

INAE-SERB Digital Games Initiative (Department of Science and Tech, GOI). He has been a visiting faculty at NID 

Bangalore and IDC IIT Bombay for a Master‟s course in Game Design. He has been a panelist at NASSCOM Game 

Conference and India Game Development Conference in the field of serious games. He was an advisor to professional 

bodies such as PMI India on games and has conducted faculty development programs through AICTE and IEEE. 

Sandeep has several publications and a few patents in his name. 

He has a Bachelor‟s degree in Electronics Engineering (1992) and a Master‟s in Business Administration (1995), both 

from Pune University, and has several years of experience in the IT industry prior to starting research in 2011. 
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Webinar – 09 

 

 

 

 
 

     

Day, Date & 

Time: 

September 23, 2023 (Saturday)  

Time 12:00 to 01:05 p.m. (IST) 

 

 

 

Invited Speaker: Dr. Ramech Chander Sharma  

 

 

 

 

Country: India 

 

 

 

Title: "Leveling Up Learning: Harnessing 

Simulations and Games for 

Engaging Education and Effective 

Training" 
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Webinar Topic 
 

"Leveling Up Learning: Harnessing Simulations and Games for Engaging Education and 

Effective Training" 

 

 

Abstract 

 
This presentation discusses the transformative potential of simulations and games in education and business. Join us to 

explore these immersive tools' design intricacies, pedagogical impact, and assessment benefits. Experience real-world 

case studies showcasing their success in medical training and corporate leadership. Embrace the evolving landscape of 

virtual reality, augmented reality, and AI-driven experiences, and learn how to elevate engagement, effectiveness, and 

achievement assessment. Faculty members are invited to discover a new dimension of impactful teaching and training. 

Through dynamic examples and insights, you'll uncover how simulations and games captivate learners, promote active 

participation, and foster skill mastery. Be part of this engaging session to shape the future of learning and training. 

 

 

 Speaker Profile 

 
Dr Ramesh Sharma is Adjunct Computer Science and Engineering Professor at Graphic Era Hill University, 

Dehradun. He is a Research Fellow at INTI International University, Malaysia and International Visiting Professor at 

the Polytechnic University of The Philippines, Republic of the Philippines.  

Earlier he has taught Educational Technology and Learning Resources at Wawasan Open University, Malaysia. He is 

an expert in open and distance and technology mediated learning and has served as a visiting Professor at 

Universidade do Estado da Bahia, UNEB, Salvador, Bahia, Brazil, visiting Professor at University of Fiji, Fiji, 

Commonwealth of Learning as Director of the Commonwealth Educational Media Centre for Asia, New Delhi,   

Regional Director of Indira Gandhi National Open University, India and Director of Distance Education at University 

of Guyana, Guyana, South America. 
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Webinar – 10 

 

 

 

 

Day, Date & 

Time: 

October 26, 2023 (Thursday) 

Time 03:00 to 04:05 p.m. (IST) 

Invited Speaker: Dr. Jan H.G. Klabbers 

Country: Netherlands 

Title: “The Game Science Approach to 

Education” 
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Webinar Topic 
 

“The Game Science Approach to Education” 

 
Abstract 

 
In his webinar, Jan Klabbers will explore the game science approach to education. Playing games is a total experience 

involving the whole person, including embodiment, cognition, conation, skills, norms and values. Game sessions 

enhance experience-in-action, tapping explicit, tacit, local (situated), and enculturated knowing. Klabbers will 

distinguish three typical learning environments: the classroom, the flight simulator and free play. They are based on 

different views on knowledge and knowledge transfer. 

 

 

 Speaker Profile 

 
Dr. Jan H.G. Klabbers is involved in the game science approach to social systems development: organization and 

management development, and action learning. He has held professor and research positions in the U.S. (MIT, Case 
Western Reserve University), the Netherlands, and Norway. He has been ISAGA General Secretary from 1976 until 

2004 and is honorary member of ISAGA and SAGSAGA. His publications cover game science, social systems theory, 

design science and analytical science methodology. His book "The magic circle: principles of gaming & simulation" 

(2009), is an essential reading for gaming and simulation scholars and practitioners. It provides the general 

framework for game science, which he presents as the design and use of games and simulations to advance research, 

design, and development of social systems. 

  

 

Note: The ppts of this presentation have not been included, because speaker did not want to share them. 
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Webinar – 11 

 

 

 

 
     

 

 

Day, Date & 

Time: 

November 24, 2023 (Friday)  

Time 03:00 to 04:05 p.m. (IST) 

Invited Speaker: Ms. Birgit Zuern 

Country: Germany 

Title: Success Factors for the Use of 

Simulation Games in Higher 

Education Curricula 
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Webinar Topic 
 

Success Factors for the Use of Simulation Games in Higher Education Curricula 

 

 

 

Abstract 

 
Future skills such as critical thinking, dealing with complexity and interdisciplinary cooperation are becoming 

increasingly important in university education. Business games have the potential to train these skills. However, the 

use of the method in university teaching depends on many success factors such as curricular integration, well-trained 

facilitators and the choice of the right tool. How can the use of simulation games in teaching be optimised? Which 

success factors are important? How can simulation games be integrated into the curriculum? These questions and 

more will be addressed in the lecture.  

 

 

 

 Speaker Profile 

 
Birgit Zuern is an economist and has been active in university teaching for over 35 years. Since then, she has used 

business games as an interactive learning method. As head of the Centre for Management Simulation at the 

Cooperative State University Baden-Wuerttemberg in Stuttgart, she is responsible for organising over 200 courses with 

business games each year. She optimises didactic settings, trains facilitators and is responsible for the European 

Simulation and Gaming Forum. Birgit Zuern is also an EB member of SAGSAGA (German-speaking professional 

association) and ISAGA (International Simulation and Gaming Association). 
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Webinar – 12 

 

 

 
 

 

Day, Date & 

Time: 

December 18, 2023  

Time 03 to 04:05 p.m. (IST) 

Invited Speaker: Mr. Jaap de goede 

Country: Netherlands 

Title: Cooperative Games and 

Cultural Transition  
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Webinar Topic 
 

Cooperative Games and Cultural Transition 
 

Abstract 

 
In games, competition has been the long time norm. Team games require some form of cooperation, but are competitive 

on the whole. True cooperative games, where all or most players must cooperate to reach the game‟s goals were long 

scarce. However, many situations in real life require cooperation rather than competition. In serious games this lesson 

was already taught, but not always explicit. Now, since about fifteen years, a turnaround is made. Cooperative games 

are on the rise. “Pandemic” by Matt Leacock (2008) was a breakthrough, and in an ironic way it even foreshadowed 

the international cooperation we needed to learn to quell the COVID pandemic. 

I would like to discuss this change from competition to cooperation. I would like to argue that it may both be a sign of a 

“new” paradigm for how we run our society, and possibly also a tool to change our mindsets faster. 

 

 

 

 Speaker Profile 

 
Jaap de Goede, Social Psychologist MA, designs both serious games and entertainment games with hidden lessons. 
Important subjects are societal and climate transition, and our economic and money system. He has worked long time 

in journalism, documentary and national television. 
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Epilogue 

 

Artificial intelligence (AI) is rapidly changing the way we learn and access knowledge. As AI continues to fill the 

knowledge landscape, the traditional classroom model of "downloading" information is becoming less effective. 

Instead, classrooms must become a place of discourse, where students can actively engage with the material and 

engage in critical thinking. One way to achieve this is through the use of facilitation games and activities that inject 

fun into learning and provide alternative channels for expression. There are various activities that can be used to 

facilitate discussion and uncover learning in the classroom. These activities can range from interactive simulations 

and problem-solving exercises to debates and discussions, and they will be designed to allow students to explore new 

ideas, question assumptions, and express their own perspectives. Through the use of these activities, it is hoped that 

students will be in a better place to transform knowledge into practical skill. 

In the time of increasing risks and effects of climate change, importance of local knowledge to tackle natural hazards 

is getting more attention to integrate with scientific knowledge and learning as lessons for other areas. The 

gamification mechanism and game approach contributing to enhancing knowledge sharing motivation regarding 

challenges of climate change. The games incorporating the gamification mechanism and game approach for 

extracting local knowledge on flood management.  

Performance improvements can only be achieved by proactively managing the change process. However, getting to 

and benefiting from transformational change is often not easy. The change journey presents a variety of structural, 

behavioral, individual and systemic challenges inherent in the very nature of transformational change. Serious games 

are an effective and efficient approach to addressing these challenges of change and should be an essential element of 

any change program. There are challenges for successful change and different serious games can successfully 

addressed these challenges. 
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Everest is a trainer without parallels, even when you experience it through a simulation!   MISSION EVEREST a 

simulation to build high performance teams is thus the next best substitute to actually climbing up the deadly 29000 

feet without risking your lives! Everest serves as a universal metaphor for challenging & aspirational goals in life. 

Whether climbing the Mt. Everest or the metaphorical Everests at work and in life, it‟s vital not just to focus on the 

summit but focus on summiting with a healthy team. A message that gets clearly experienced during the simulation 

through various challenges that the team tackles. 

In the new world of remote and hybrid working it can be a challenge to keep teams in organizations connected and to 

help them fully understand new information, goals and strategies. The teams navigate those challenges through 

dynamic conversations inspired by the fun of simulation games. Some learning themes such as competitiveness, self-

efficacy and satisfaction were outcomes of personal empirical games research. 

SG shows the potential to engage and motivate learners via agency by following their own learning paths and receive 

personalized feedback. The potential downside is that we don‟t know what players will learn because we do not now 

ahead what path they will take. However, there numerous learning interventions and evaluation methods available to 

us that open the black box. Evaluative methods and formative assessment techniques can provide both learners and 

facilitators with handholds on what is being learned and bring focus to the goals of the game turning the black box 

into a clear learning path. 

Educational games are expected to harness the fascination of games to deliver learning in an interesting way. 

However educational games are yet to realize the promise of engaging the learners effectively. The commonplace 

technique of superimposing unrelated gameplay over the educational content (called exogenous design) creates 

incoherence between the act of learning and playing, rendering such games ineffective. However, games with 

„endogenous‟ design have the potential to deliver learning through the mere act of playing. In endogenous design, 

game elements are derived from „within‟ the educational content. This leads to the creation of unique, novel, and 
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pertinent gameplay for every learning topic. Designing such games, however, is challenging. 

The simulations and games have transformative potential in education and business. There are immersive tools' 

design intricacies, pedagogical impact, and assessment benefits. Embrace the evolving landscape of virtual reality, 

augmented reality, and AI-driven experiences, and learn how to elevate engagement, effectiveness, and achievement 

assessment. Playing games is a total experience involving the whole person, including embodiment, cognition, 

conation, skills, norms and values. Game sessions enhance experience-in-action, tapping explicit, tacit, local 

(situated), and enculturated knowing. The three typical learning environments: the classroom, the flight simulator and 

free play are based on different views on knowledge and knowledge transfer. Future skills such as critical thinking, 

dealing with complexity and interdisciplinary cooperation are becoming increasingly important in university 

education. Business games have the potential to train these skills. However, the use of the method in university 

teaching depends on many success factors such as curricular integration, well-trained facilitators and the choice of the 

right tool. 

In games, competition has been the long time norm. Team games require some form of cooperation, but are 

competitive on the whole. True cooperative games, where all or most players must cooperate to reach the game‟s 

goals were long scarce. However, many situations in real life require cooperation rather than competition. In serious 

games this lesson was already taught, but not always explicit. Now, since about fifteen years, a turnaround is made. 

Cooperative games are on the rise. “Pandemic” by Matt Leacock (2008) was a breakthrough, and in an ironic way it 

even foreshadowed the international cooperation we needed to learn to quell the COVID pandemic. 
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