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Main issiue

How to desigh great games?
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Legendary — Tactical Arena
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Game specific
matchmaking

« SKill

* Rank

« Load-out
» Strategies

* Network conditions

* Time in queue

* Revenue
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Elympics matchmaking

Rozwoju Regionalnego
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) Add to wishlist!

»®
m Join our Discord!

E Give feedback!
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POLICE ALERT

Euro pejSkie - Polska Europejski Fundusz

Rozwoju Regionalnego
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Gamification in eco-driving
.4

Matgorzata Cwil PhD
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The People

Serl 1S Game
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Co-designed with Interactive role-play board
stakeholders storytelling game

The People serious role-play game simulates the complexity
of migration crisis on EU border in Poland. Participants
immerse into borderland actors and deal with moral
dilemmas.

Weronika Szatkowska
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Context
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54 participants 6 gameplays

in big cities
age 16-26 ——

54% men 1.5h gameplay
41% women 30min debriefing
5% other 45% from

private schools
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Knowledge

no significance
despite
increase in
means!

immersive engagement in
a context understandable
to a player can replace the
adoption of an abstract
refugee perspective and
anyway evoke empathic
attitudes

Empathy

Attitudes

Discussing the
elements of the game
unleashed imagination
and creativity in the
search for new
solutions that would be
more satisfying

Attitudes are the area where there has
been the greatest change observed.
Participants from indifferent or
reluctant attitudes changed their minds,
emphasizing the importance of
developing new legal solutions, as well
as supporting refugees

Activism
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Summary

The marriage of video games and simulation games is inevitable
through digital spaces and virtual worlds, but...

From educational perspective in simulation gaming technology plays
secondary role. However,...

External events and growing systems complexity is pushing the
technology forward. Nevertheless...

We need more games creating meaningful play.
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Thank you,

Marcin Wardaszko

Cente_r fo.r Simulation and
Gamification Games

Department of Quantitative
Methods & Information
Technology

wardaszko@kozminski.edu.pl

Q&A
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