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Objectives of the seminar

Theoretical
• Introduce the concepts of serious games and gamification as innovative 

pedagogical tools for higher education.

• Explore how game mechanics can be aligned with educational objectives, 
ensuring meaningful learning experiences.

• Demonstrate practical examples and creation tools for designing serious games 
using accessible digital and AI-based platforms.

Practical
• Apply the Serious Game Design Conceptual Framework (SGDCF) — focusing on 

learning, storytelling, gameplay, and user experience — to participants’ own 
educational contexts.

• Engage participants in a hands-on workshop to collaboratively design a prototype 
of a serious educational game using tools like Miro and AI assistants.

• Encourage reflection on how serious games can promote creativity, social 
cohesion, inclusion, and digital literacy in teacher education.



Serious games

Serious games are games designed for a purpose beyond pure entertainment (Susi et al., 
2007). They use the motivation levels of game design (competition, curiosity, collaboration, 
individual challenge) and game media (avatars and 3D immersion) to enhance the motivation 
of participants to engage in complex or boring tasks. 

Serious games are used in a variety of professional situations such as education, training, 
assessment, recruitment, knowledge management, innovation and scientific research.



Books on serious games



Balancing game mechanics with educational 
objectives

➢ Avatars & Personalization. Allowing students to create avatars can foster engagement and ownership of their learning journey.

➢ Easter Eggs. Hidden elements can encourage exploration and deeper interaction with educational content.

➢ Goals: Clear learning objectives aligned with game mechanics ensure students understand the purpose of their activities.

➢ Hints. Provide hints or scaffolding to help students overcome challenges and ensure progression in their learning.

➢ Levels and Progression. Gradually increasing difficulty to challenge students at the right times, mirroring their learning curve.

➢ Medium and Genre. Selecting the right type of game (e.g., puzzle, simulation) to best match the subject matter and learning 
outcomes.

➢ Number of players. Design for single or multiplayer modes to encourage collaboration or individual reflection.

➢ Obfuscation. Strategically withholding information to encourage critical thinking and problem-solving.

➢ Randomness. Introducing variability in game outcomes to keep students engaged and ready for new challenges.

➢ Rewards and Achievements. Provide feedback through badges, points, or progress markers to encourage continued effort.

➢ Game Rules. Provide clear instructions and boundaries to ensure fair play and effective learning.

➢ Skill, Strategy, and Chance. Balance skill-based challenges with strategy and elements of chance to accommodate diverse learners.

➢ Timing. Structuring game sessions to fit into instructional schedules while maintaining momentum.

➢ Tools. Using tools that complement the educational content, such as digital platforms or physical manipulatives.



Most popular scenarios for educational 
games

Role-Playing Simulations
•Example. Medical students acting as doctors in virtual hospitals or law students participating 
in mock trials.

Problem-solving and Puzzle Games
•Science-based games where students solve foreign language, physics or chemistry puzzles.

Adventure Quests
•Students embark on virtual historical quests to learn about different time periods.

Strategic Decision-Making Games
•Business or economics students making strategic decisions to run virtual companies or cities.

Collaborative Team-Based Games
•Students work together to solve a crisis or complete a group project within the game.

Quizzes and Trivia Games
•Students participate in quiz battles where they answer questions based on their learning.

Simulation of Real-World Processes
•Environmental science students manage ecosystems, or urban planners design sustainable 
cities.



Serious game creation tools

Serious Game Genre Free and/or Open Source Tools Licensed / Commercial Tools

Role-Playing Simulations
Twine, Godot, Ren’Py, RPG Maker MV 
(free trial)

Unity, Unreal Engine, Classcraft

Problem-Solving and Puzzle Games
GDevelop, Construct 3 (free tier), 
Scratch, Blockly Games

Unity, GameMaker Studio, Unreal Engine

Adventure Quests
Twine, Ren’Py, Inklewriter, Adventure 
Game Studio

Unity, Articulate Storyline, Genially (Pro)

Strategic Decision-Making Games Godot, GDevelop, NetLogo Unity, SimCity EDU, Topia, Gamefroot

Collaborative Team-Based Games Mozilla Hubs, Roblox Studio
Gather.Town, Minecraft: Education 
Edition, Unity Multiplayer

Quizzes and Trivia Games Kahoot!, Quizizz, Wordwall, Educaplay
Blooket Premium, Mentimeter, 
ClassPoint

Simulation of Real-World Processes
PhET Interactive Simulations, NetLogo, 
Tynker

Unity, SimCity EDU, Simul8, AnyLogic



How far can presentation tools go in serious 
game creation?

Serious Game Genre
Use of Genially / Canva / 
PowerPoint / Google Slides

Explanation

Role-Playing Simulations △ Partially possible
Can be used to design interactive storytelling or branching 
dialogue activities (e.g., mock interviews or ethical dilemmas), 
but not full 3D or AI-driven simulations.

Problem-Solving and Puzzle Games ✓ Fully possible (simplified)
Great for logic puzzles, drag-and-drop tasks, or visual problem-
solving challenges with feedback.

Adventure Quests ✓ Fully possible (simplified)
Especially suitable for “escape room”–style educational quests 
or interactive stories using hyperlinks and visuals.

Strategic Decision-Making Games △ Partially possible
Can represent decision trees and consequences in branching 
slides, but lacks data-based simulation or complex systems.

Collaborative Team-Based Games △ Partially possible
Enables cooperative play via shared links or group discussions, 
but not real-time multiplayer collaboration.

Quizzes and Trivia Games ✓ Fully possible
Perfect for quizzes, competitions, and rapid feedback activities 
integrated with scoring systems or slide interactivity.

Simulation of Real-World Processes ✗ Not suitable
These tools cannot simulate dynamic systems or real-time 
interactions—use Unity, PhET, or NetLogo instead.



Serious Game Design 
Conceptual Framework 
(SGDCF)

• Based on four important game elements: Learning, 
Storytelling, Gameplay and User Experience

• Learning refers to the content to be learned by 
players through the game with specific and 
measurable learning outcomes.

• Storytelling refers to the background story of 
the game and includes a description of the 
character(s), the setting, and the ultimate goal 
of the game.

• Gameplay refers to the way in which the player 
interacts with the game, or with other players 
(if a multiplayer game). It encapsulates the type 
of activity (e.g., puzzle, trivia, etc.) found in the 
game.

• User Experience refers to the player’s emotions 
and attitudes while playing the game, as well as 
how the player interacts with the game.



Character Profile – Arta Dervishi

Role: Mentor / Secondary Protagonist
Age: 41
Origin: Tirana, Albania
Occupation: University Lecturer in Educational Technology

Narrative Role

Arta is the player’s mentor and moral compass — a warm yet demanding university lecturer who 
guides young educators and researchers on their journey to design meaningful, human-centered 
learning experiences. She appears throughout the story as both a source of wisdom and a reminder 
that change in education requires courage, collaboration, and heart.

Personality

Visionary: Arta dreams of transforming higher education in the Balkans through creativity and 
digital innovation.

Empathetic but Honest: She genuinely cares about her students but doesn’t sugarcoat the truth. 
Her feedback is sharp yet constructive.

Philosophical: Often quotes Albanian proverbs or educational thinkers, connecting modern ideas 
with cultural roots.

Playful: Despite her seriousness, she loves humor, irony, and small pranks that make learning fun.

Reflective: Frequently pauses to question whether technology truly serves people — or the other 
way around.

Catchphrases
“If the system won’t change, then we must start the game.”
“Technology without empathy is just noise.”
“Every challenge is a lesson — but only if you dare to look.”



Title: The Ant and the Algorithm

Genre: Educational / Inspirational Visual Novel
Setting: Modern university classroom in Tirana, filled with sunlight, laptops, and curious students from 
different disciplines.

Scene 1: Morning in the Innovation Lab

• The screen fades in to the warm glow of morning light. Students gather around computers, their chatter 
fading as Arta enters, carrying a laptop and a cup of herbal tea.

Scene 2: Interactive Task

• Player choice appears:
[Choice A] “Ask Arta to demonstrate an AI writing assistant.”
[Choice B] “Ask how AI can support student creativity.”
[Choice C] “Ask whether AI is ethical in education.”

Each branch unlocks a short dialogue with examples of real AI tools:

A: Arta demonstrates ChatGPT for brainstorming and reflection writing.

B: Arta introduces tools like Canva Magic Studio and Pika for creative storytelling.

C: Arta guides a discussion about bias, ethics, and transparency in AI-generated work.

Scene 3: Late Evening in the Office

• The classroom is empty. Arta stays behind, still working — glowing computer screens, stacks of papers, 
and her calm determination fill the room.











AI tools for digital 
stories and 
serious games

• Scenario, texts, learning materials -
ChatGPT, Gemini, Copilot, 
Storybird

• Image, scene and background
generation - Midjourney, 
Leonardo, Firefly, Nano Banana, 
CanvaAI

• Characters (2D, 3D) - rodin.ai, 
copilot 3D, artguru

https://kripeshadwani.com/free-ai-
art-generators/

• Video creation - synthesia, dream 
machine (luma AI), CanvaAI

• Synthetic voice - elevenlabs

https://kripeshadwani.com/free-ai-art-generators/
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Comics creation tools

ComicsMaker.ai
Aicomicfactory



Gaming environments, characters and comics strips without AI
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Darbo su Pixton komiksų kūrimo įrankiu mokomieji filmukai (anglų kalba, 
pačiame įrankyje) arba youtube video https://youtu.be/gTCI0H87x84

https://youtu.be/gTCI0H87x84
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Pixton Add-ins







Examples to 
inspire



Examples of comics











Viktė Jasaitytė, 2024



Examples of serious games









Escape room games



Let’s design your 
serious game!

Miro board for group activity

Workshop slides

WEDNESDAY GROUP

QR CODE
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