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¾A mobile serious game designed to 

foster ô21st centuryõ skills 

¾Augments a physical location to 

represent a virtual company  
ÅPlayers act as business consultants 

¾Narrative -driven simulation leverages 

contextual mobile learning  

¾Configurable open source project  



¾From knowledge production to knowledge 
configuration  

Å Gibbons , 1998 
¾Relationship between education and 

productivity  
ÅChang, 2010 

¾Articulation between education and work  
ÅAltbach  & Peterson, 1999  

¾Smaller entrepreneurial enterprises  
ÅVessuri , 1998 

¾Analyse, evaluate and create  
ÅKrathwohl , 2002 



¾3 broad clusters of 21st century skill  
ÅCognitive, interpersonal, intrapersonal  

¾Cognitive skills:  
ÅNon-routine problem solving  
¶diagnosis , reflection, strategy switching  

ÅCritical thinking  
ÅSystems thinking  

¾Interpersonal skills  
ÅSocial skills  
ÅTeamwork  

 
¶National Research Council - Assessing 21st Century Skills (2011) 

 



¾Technical features alone do not make a 

game either engaging or pedagogical  

¾Need to embed both effective gaming 

experiences and worthwhile learning 

outcomes into the same application  

 



¾Augmented/virtual reality outdoor 

mobile learning game for one or 

(preferably) two players  

¾Follows classic linear fiction model  

¾Narrative path is reflected by a physical 

path 
ÅPlayers navigate to locations and investigate the 

problem they have to solve  

 



¾Players have to gather, analyze and 

reflect on various (and sometimes 

conflicting) pieces of information about a 

mobile phone manufacturing company 

that is having some problems  

¾Aims to teach higher level skills 

(analysis, synthesis, critical thinking)  



¾Analysis  
ÅWhat does this tell me?  

¾Synthesis 
ÅHow do these different 

sources relate to one 

another? 

¾Critical Thinking  
ÅWhy am I getting 

different stories from 

different people?  



¾Original Nokia Version  
(2010) 
ÅFunctional but dull  

 
¾Enhanced Nokia Version  

(2011) 
ÅNarrative flow  

 
¾Android Version (2012)  
ÅEnhanced game experience  



¾Move around a physical virtual location  
 
 
 
 
 

¾Locations represent parts of the company  
¾Find virtual and physical artifacts  
ÅVideos, questions, documents  

¾Resources unfold problems  

Playerõs current position 

 

Playerõs next waypoint 

 



¾Non-zero-sum game 
ÅOne player does not win at the expense of the 

other  

ÅBoth players ôwinõ together. 

ÅThe strategies chosen by each player determine 

the outcome of the game  

¾Associated with each possible outcome 

of the game is some kind of a payoff  

 


