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Serious Games & Game-Based Learning (GamBLs™) 
Bringing the fun back into learning

Games today are being recognised for their universal appeal and ability to involve learners in concepts that are otherwise difficult to teach. Teachers and learners alike appreciate the effectiveness of games to overcome apparent barriers to learning. Most importantly, games are no longer looked upon as just tools for kids. Studies indicate that adults constitute a large chunk of the gaming population and play them more often than kids.

Key Benefits
· Help achieve high levels of engagement for learners, making for highly effective learning tools
· Based on well-defined instructional methodologies and frameworks
· Engaging, immersive storylines that range from the historical to the fantastic; well-defined role plays that map to popular social identities; and highly interactive gaming elements with rich visual imagery.
· Learning objectives are seamlessly embedded in dramatic plots with dynamic possibilities related to learner actions. 

Application Areas
GamBLs™ offer a transformational learning experience that can bring about change at the highest functional and behavioural levels. The instructional playground for the deployment of GamBLs™ is vast and includes:
· Instructional solutions that involve hard-to-remember facts and processes 
· [bookmark: _GoBack]Complex causal relationships in systemic environments

[image: gamble1]A mobile-based game about the health hazards due to improper handling and loading of mail

[image: DHL]An Orientation Game on Health and Safety for new hires to save costs of classroom training
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