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Learning
Objectives

define key concepts - play-based learning,
experiential learning, gamified learning

1.

   2. explain how to design people engagement 
        activities using the experience design canvas 

   3. articulate the value of making things L.I.T.E. 
           for people engagement



Greenfield, 2022
 https://medium.com/rethink-education/communities-of-trust-and-care-education-in-2022-and-beyond-35c32b6bf9fc

What is the Malay word
for theater? 

How about for play?



Greenfield, 2022
 https://medium.com/rethink-education/communities-of-trust-and-care-education-in-2022-and-beyond-35c32b6bf9fc

theater - wayang 
(imagination)

play - bermain 
game - permainan

origin of main - may, might
     - maegen : physical force



Greenfield, 2022
 https://medium.com/rethink-education/communities-of-trust-and-care-education-in-2022-and-beyond-35c32b6bf9fc

What is the Malay word for
"playing house" or 

"pretend play"?



Greenfield, 2022
 https://medium.com/rethink-education/communities-of-trust-and-care-education-in-2022-and-beyond-35c32b6bf9fc

Berpura-pura Bermain
Pretend Play

Pura: temple
In Sanskrit: clean; 

neat; pure; unadulterated



Play-based
 



Experiential

 



Gamified

 



Play-based

Experiential

Gamified
 

imaginative; self-directed;
process-oriented

 
learning by doing and
reflecting

use of game elements
 



L.I.T.E. 
L - Let your design be verb-based
(outcomes-based)
I - Identify narratives and invite learners
in story worlds
T - Tie up learning outcomes with
narratives to create gamified activities 
E - Engage learners through play

MakingMaking      ThingsThings

the Bahay-bahayan 
way



Reframe
relationships 
 through
bermain
(PLAY)



Reframe
relationships
through
bermain
(PLAY)



Katipuneros RPG

https://youtu.be/3ewrpLmAgtQ


Pailah: Ugat ng Lipi 
Pailah: Foundations of our Heritage

https://www.youtube.com/watch?v=3WWmow2P57g
https://www.youtube.com/watch?v=3WWmow2P57g


Tonneru Sorosoro
The Tunnel of Sorosoro

https://www.youtube.com/watch?v=yPSYAo7YSes


PATENTero
A Game on Intellectual Property



Wari at Yari: Proseso ng Pakikipag-dayalogo
Discern and Design: Process of Reflexive Dialogue








Let your design
be verb-based.



Be guided
by Bloom's
Taxonomy



Be guided
by Bloom's
Taxonomy



L in L.I.T.E



Identify narratives and
invite participants in story
worlds

(along with facilitator and 
participant  and ) 
...plus the third teacher!



How?
Draw from
archetypes.

Quest 
Initiation 
Attempt to overcome evil

What is an archetype? 

A character, action, or situation that
is a prototype (or pattern) of human
life generally 

A situation that occurs over and
over again in literature





I in L.I.T.E













Tie up people engagement
outcomes with narratives to
create gamified activities 

(game mechanics, obstacles,
feedback loops for assessment)



Bloom's
with TLAs

Bloom’s Taxonomy
staircase






Source: ftp://ftp-fc.sc.egov.
usda.gov/NEDC/isd/

taxonomy.pdf)



Game Mechanics

Source: Werbach and Hunter, 2012 



T in L.I.T.E



















Engage participants 
through play 

(roles, storytelling, conflicts, costumes,
virtual backgrounds, music, food, props)



Social element (working in teams and collab)
Exploratory (explorable world, resources to read or watch)
Achievers (prizes and badges to collect along the way)
Killer (power, rank, records, feats, leaderboards)

Player Types 

1.
2.
3.
4.



E in L.I.T.E













How would you design the
learning experience the
Bahay-bahayan way? 

Explain the importance of rhetoric in communication;
Discuss persuasive elements of rhetoric; and
Examine the use of rhetoric in the discourse around social issues. 

1.
2.
3.





Be guided
by Bloom's
Taxonomy



Bloom's with
Activities

Bloom’s Taxonomy
staircase






Source: ftp://ftp-fc.sc.egov.
usda.gov/NEDC/isd/

taxonomy.pdf)



In order for the participants to (insert L.O.),
the group will meet in (storyworld) where
the trainer as (role) will invite (insert role of
participants) to undergo (quest/gamified
activities).



In order for the participants to compare
traditional and organic farming, the group
will meet in RAKAN Coop, where the
facilitator as Seeds, Inc. owner will invite
farmers to undergo a resource
management game.



In order for the participants to
demonstrate workplace integrity, the
group will meet in the Kuching Festival
Food Fair, where the trainer as festival
chairperson will invite local talents to
perform cook fests and mini-
performances.



Why play, and why now?







Learning
Objectives

define key concepts - play-based learning,
experiential learning, gamified learning

1.

   2. explain how to design people engagement 
        activities using the experience design canvas 

   3. articulate the value of making things L.I.T.E. 
           for people engagement
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Thank you very much! 

Design well. Play well.


