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TIME ONLINE ON MOBILE, BY AGE

Number of hours per day typically spent online on a mobile

Playware

16-24 25-34 35-44 45-54 55-64

Why Mobile Learning Games?

In 3 quick charts:

Question: Roughly haw many hours 4o you sper ndine on mobie
Baser intornet Usors Agod 16-64 Source: GlobalWebndex 03 2015
Mobile Subscriptions to Outnumber the World's Population Tech Wl Chart of the Day
World population vs. estimated number of worldwide mobile subscriptions " .
The Mobile Experience Is All About Apps
ot @ world Population @ Mobile Subscriptions % of time spent on iOS and Android devices
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Complete Platform for MOblle Lea rning Ga mes

|

Content Design and | Similar across projects ]/

Authoring
B
Content Management m

Hosting, Digital Rights &
Distribution

Testing & Debugging

Facilitation & Assessment
and LMS integration

Project Requirements

Change Management,
Training & Learning



| Patented & Award Winning Technology

WhiobiTe [Deutseh [ Espafiol | Frangais | HAR [0 [Fotugudz] Pyccxuﬂ\\

/WIPO é PATENTSCOPE

ﬁ Search International and Mational Patent Collections

WORLD INTELLECTUAL PROPERTY ORGANIZATION

Search | Browse | Translaste | Options | MNews | Login | Help

Horme * IP Sewvices = PATENTSCOPE

@ T = L)

204, (W02013019162) METHOD AND SYSTEM FOR HOSTING TRANSIENT VIRTUAL WORLDS THAT CAN BE CREATED, HOSTED AND TERMINATEL
REMOTELY AND AUTOMATICALLY

PCTBiblio. Data | Description | Claims | Mational Phase | Maotices Drawings | Documents

Hote: Text hased on automatic Optical Character Recognition

) T aci i
processes. Please use the POF version for legal matters [l vecine tenstaon (true)

Method and System for Hosting Transient Virtual Worlds that can e Created, Hosted and Terminated Remately and Automatically
BACKGROUND

Technical Field
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EDTECH EXCELLENCE AWARD 2014

Embodiments of the invention relate to providing a method and system for presenting users with the ability to host a vitualworld, such agina
\[@e based environment far teaching and learning, which is suitable for"pay-as-you go" semvice, /
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Case Method M-Learning

o~ " A new way to learn




)

3D Locations

A
@ Authentic Practice / Obcorvation

Environmental &
Visuospatial context

3D Props

Tools, Tasks, Procedures
and Information sources

Player Character

Role, Goals and
Responsibility

Non-Player-Characters
S
.
Sensory gé& Sltuatl.on Relationships, Rules and
Modules & Processing Behaviour

: Action
W 547 Processing

-m:-%@; i



Playware

Dopamine
Cortisol
Norepinephrine

Serotonin
Oxytocin

g @ How learning happens in games

Attempt Experience

Play Concrete Discern

Try Experience Scan

X
Active Reflective_:
Experimentation Observation
) Abstract
an Conceptualization .
Predict P Think
Strategize Reflect
Understand

Kolb’s Learning Cycle



@ Case Study
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Simple & Fast distribution

Median Participation Rate per Module

300 - 268 {ész?
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200 -
150 -
100 -

50 -
0

Virtual Nurse In-Service Training




Average duration

17
Minutes

Per Session.

@Voluntary Staff Engagement

N,

More than
Played more than 95% Nursing Staff

18 000 Participated

Times in one year.

Jurong Healtr’
Alexandra Hospital




pm@m @j\‘ Improved Learning Outcomes

100% - .
Nurses’ Learning Outcome
s 80% - 72%
+2]
Al
o
 60% - 55%
=]
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$ 40% -
[}
2
2 20% -
0% 7 T
Did not attempt Virtual Nurse Attempted Virtual Nurse
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@’Greater Confidence & Knowledge

Safe administration of blood 2 Weeks
transfusion

s N -7
3

Independent t-test, paired t-test and ANCOVA  Clustered, randomized controlled trial

'
103 Confidence

Significant improvement
(p<0.001)

Case Study

Alice Lee Centre for Nursing Studies

0\
P\

Yong Loo Lin School of Medicine




3DHive.Mobi

3DHive breaks it down so that you can build your own games easily.



Asset Library

Bring your stories to life with 3DHive



Populate your story
from 3DHive’s huge
cast of interesting and

believable 2D & 3D |
Characters

Asset

Library
4




Build context to tools and tasks
with 3DHive’s massive range of
props and equipment

N
Asset

Library
4
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Situate your story in

3DHive’s beautiful and
immersive 3D locations and
environments

N
Asset

Library
4




Interactive Elements

Build engagement with 3DHive
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Move around and explore the
3D worlds to find interesting
things, characters or places

YOU COLLECTED A TOKEN!
OELECTINGSTHE SAME TOKEN REPEATEDLY,DOES,NORADDLTONOURTOTALLTOKENICOUN

2
- ’
.
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Converse with characters
and make decisions

B I . .
’ Janet (Store Manager) = Andy, you must try and understand our Sales ceremony... Ohl Hi Sarah! ° I



Discover information and
see the story unfold

WEBINAR REGISTRATION

“Hi, welcome to the Weblinar Room. The next avalable
webinas  session Video Editing and Pre-production
Planning' Irqstec by Singapere Media Academy 15 on
October 1,2012 1030 AM ~

Speaker : Singapare Media Academy

00 you want to register for the session?

| am SN from B9 Private.
Mr Tan from Bed 59 is
admitted for pleural

effusion.

Yes, | will come over.
Please prepare for chest
tube insertion.

Thank you.

He is on oxygen 2L/min
and is tachypnoeic now.
His respiration rate is 22
breaths per min and
Sp02 is 92%.

| have increased his
oxygen to 4L/min and
his Sp0O2 is 98%.

L

Can you come over and
check on the patient?
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. Interactive

Elements

<

AR .\ S Tomiiication: 139%
REmAinlingrpEobiCins: 10

Demonstrate skills and Solve
engaging puzzles to get
rewarded

. ayear ofter her wedding,

o
5 a & WEY T HET G

Tamil Hinds Commanity:
N Thethallis an essential symbol of marriage amongst Tamil-Mindus and
consises of a pendant kung on & pellow theead or a gold chain. The pandant
can be cup-shaped, have a defty’s image or @ very ornate pattern.

+ati Community:
angalsutra (s @ black-and -gotd beaded necklace with a gold pendant,
A for rmareied wermen from Hindu Gajarati and Marathi
‘tles. It is tied around the bride’s neck by the groom during the
vemmony.

[ ] [ ]
- aity:
v shefl) bargles are worn by Bengali wornen on the day of
white bangles are symbolic of marital status and are

“ln red glass or gold bangfes.




Levels of Interactivity

It all comes together to make magic
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'Context

‘ : Simulation
Linear
Simulation

Interactive
Case Study

o )
Interactive
Narrative




Plaqre Game Elements (Recap)
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Legend:
\_) @ Game Start ‘Nawgatlon ‘Mlnl game‘Comlc Strip ‘ Dlalogue,‘End ‘ Goal
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Narrative Driven Learning

sg®00gee0

Legend:
@ Game Start,‘ Navigation, ‘ Mini-game‘Comic Strip,‘ Diangue,‘End,‘ Goal
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Interactive Case Study

Legend:
@ Game Start,‘ Navigation, ‘ Mini-game.Comic Strip,‘ Diangue,‘End,‘ Goal
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Linear Simulation

'9\
Legend:
. Game Start,‘ Navigation, ‘ Mini-game.Comic Strip,‘ Diangue,‘End,‘ Goal
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Context Simulation

/ v

Ayt

egend:
Game Start,‘ Navigation, . Mini-game.Comic Strip,‘ Diangue.End,‘ Goal
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\) Comparison

Narrative Driven Interactive Case

. Linear Simulation Context Simulation

Learning Study

N\
10-15 minutes 5-10 minutes 5-10 minutes >30 minutes

m 2 to 3 times 4 to 8 times >20 times >100 times

T | . . . Multipl
" 1 Objective 1 Objective 1 Objective u |p.e
, Objectives

No Failure Few Failure Many Failure Many Failure
Condition Conditions Conditions Conditions

S Single Loop Double Loop Double Loop Kolb’s Learning
.I‘ Learning Learning Learning Cycle



hank You

Sjain@playwarestudios.com




