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How to support learners in order: 

 To feel motivated... 
 To learn better and faster... 
 To get involved in the learning 
 process... 
 To collaborate... 
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Concept 1 Concept 2 Concept 3 Concept 4 Concept 5 

Supporting courses 
through the 

implementation of 
gamification. 

Exploring the potential of 
AR & VR on learners' 

performance and skills. 

Designing game based & 
game like content 

 

Integrating games into 
the learning process 
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