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Our theory:

systems connected

thinking learning

Preparing future innovators to be breakthrough thinkers and doers.
Producing young people who are empathetic, global problem solvers and leaders.

Fostering collaboration between students, teachers, experts and communities.

Enabling young people to tackle challenging projects and use prototyping and
playtesting to create powerful, sustainable solutions.






Guiding principles of game-like learning...




SPACE

The qualities of a space
help define a system’s
goals and behaviors.

COMPONENTS

The physical or abstract
objects thatmake up a
game world.

SYSTEMS

Systems are all around us—games are
playful systems.

CHALLENGE GOAL

An obstacle that must ) Defines the purpose of
be overcome to reach asystem.
a goal—also known as

CONFLICT.

INSTITUTE
P Ay



Everyone s a participant.

Challenge is constant.

Feedback is immediate and ongoing.

Everythingis interconnected.

It kind of feels like play.
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ITERATIVE DESIGN PROCESS

apply your skills, smarts + design tools
to choose your own adventure

exper.ience
Observe | e
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5 | Playtest | =i
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Playtest
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CHALLENGE INTRODUCTION
CORE CONCEPTS EXPLORED
THE CHALLENGE
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CHALLENGE INTRODUCTION
CORE CONCEPTS EXPLORED
THE CHALLENGE

Designers must design a sport.
Players should produce a game

document with following information:

-Name of the game
-Description of the game
-Wiritten rules for the game
-List of materials necessary to
play the game

-Detailed diagram of official
playing field

THE CHALLENGE

Designers must design a sport.
Players should produce a game

document with following information:

-Name of the game
-Description of the game
-Written rules for the game
-List of materials necessary to
play the game

-Detailed diagram of official
playing field

-Description of an informal
playing field
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Igniting a lifetime of movement in every kid
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Everyone s a participant.

Challenge is constant.

Feedback is immediate and ongoing.

Everythingis interconnected.

It kind of feels like play.




Everyone s a participant.












Challenge is constant.



Creating a

need to know




r . - < :
. -

- - g /

How does R T /
history shape ’i -
v -

POV? y !

7-<us







Feedback is immediate and ongoing.



Learning happens by doing.
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Everything is interconnected.




Moodtracker

How are you feeling?




/ cHANGE :
AGENCY
8TH GRADE
How can we contribute UNPREDICTABILITY

to and transform
dynamic systems?
FEEDBACK
LOOPS

Xk

SUSTAINABILITY

7TH GRADE
What makes a system PATTERNS
dynamic? > <
COMPLEXITY
BALANCE :
6TH GRADE R
What is the structure RELATIONSHIPS
of a system?
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SPACE

The qualities of a space
help define a system’s
goals and behaviors.

COMPONENTS

The physical or abstract
objects thatmake up a
game world.

SYSTEMS

Systems are all around us—games are
playful systems.

CHALLENGE GOAL

An obstacle that must ) Defines the purpose of
be overcome to reach asystem.
a goal—also known as

CONFLICT.
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P Ay



It kind of feels like play.









Something I would like to know 1is:
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