
General Briefing Paper - Gambaloa 

Introduction 

Games-based learning offers an innovative pedagogic approach, supporting active learning 

and enhanced engagement. However, most of the research in this area has focused on 

young people and has not taken account of the different expectations, motivations, needs 

and preferences of older adults, despite the growing number of both older learners and older 

gamers we are seeing today. This project aimed at developing a network of interested re-

searchers, teachers and learners in order to collate and share best practice in the design and 

use of game-based learning for older adults. 

Thus two main objectives of this project were to bring together researchers, teachers and 

learners interested in the use of game-based learning with older adults on the one hand and 

to create an international network to share best practice and develop future collaborative 

research on the other hand. 

The project partners (WHL, MMU and KUL) met several times to share knowledge, experi-

ences, ideas and best practice and the included teachers, learners, researchers and gamers 

discussed the effect of game-based learning for older learners. To use the expertise of the 

different partners the project participants decided to enlace the new insights on game-based 

learning for older adults with their specific institutional focus. So members of the three institu-

tions produced briefing papers on the key issues MOTIVATION, HEALTH and BUSI-

NESS/ECONOMICS enriched with the new knowledge acquired in the course of the project. 

Games, adults and health sciences 

The briefing paper is focused on two different aspects. At first it provides a short orientation 

of those purposes that are highly present in literature. Amongst other important information it 

describes that games are becoming an increasingly popular technology for the training and 

assessment of balance and cognitive abilities of older adults. The second part of this paper 

discusses an KUL experiment regarding learning in health sciences. It is focused on training 

and assessment of first aid and resuscitation in adult education. The experiment with a board 

game – designed in line with a standard work written by emergency medicine experts – 

showed that use of a game format for assessment purposes may provide an effective means 

of assessing students’ competence at the end of a practical course. 



Games, motivation and adult learners 

Understanding what motivates adults to play games and to learn by playing games is  key to 

creating meaningful and purposive games for adult learners. The MMU presents in the first 

part demotivators and motivators in games to indicate? that, it is not a simple case of games 

being motivational, particularly, for adult learners in order to get a better insight to those two 

mini-projects were carried out to investigate aspects of motivation and adult learners. The 

project How far can you game it? was aimed at finding out how acceptable certain more con-

troversial aspects of game-based learning are to university students.  

To understand the different functions of games, and the different ways in which people define 

games, the investigation of roles that games have played for individuals at different stages of 

life was the key theme in the project Gaming Histories. It helped to explore motivations and 

preferences in relation to game playing in different contexts. 

Game-based Learning in Business and Economics Education 

Competition is a deep-rooting anthropological trait, which is fundamental for playing games 

and for acting in the economic sphere. The briefing paper of the WHL divides the economical 

sphere into three different perspectives business, microeconomics and macroeconomics. It 

gives an overview of the various decisions, which have to be considered and contained by 

the respective perspectives. While in business-games the decisions have to be made on re-

sources, production figures etc. in microeconomic related games the focus of decisions is on 

pricing strategies and interaction as a consumer or vendor. The macroeconomic game ex-

pects from gamers and learners (young and old) decisions on rules of the market, systems 

and economic policy matters. The game designs differ in the three spheres, as well. The de-

sign of business related games is focused on creating a business-plan as it can be expected 

by an entrepreneur. Microeconomic based game-designs should enable the player to create 

rules for trade interactions while in macroeconomic oriented designs a society or economy 

and the learner have a more or less divine position. 
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