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 Design challenges

 Combined challenges in 3 domains

 Mobile Learning 

 Collaborative Learning 

 Learning Games

 Added challenge of creating effective synergy

 Game Patterns that naturally integrate these mechanics

 Live action role-playing game

 Mystery game

 Treasure hunt

 …
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 Game: 
 Participants play a role with specific goals 

 Mobility: 
 Real setting

 Reconstructed environment

 Collaboration:
 Complementary roles

 Contradictory goals 

 Educational potential: 
 Practicing social skills

 Understanding complex subjects without a 
given solution

 Understanding complex mechanisms 
involving several actors

HEROIC FANTASY LARP 

LARP BATTLEFIELD EQUIPMENT
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 Game: 
 Collect and analyze clues to solve the 

mystery

 Mobility: 
 Real setting with real objects

 Actors

 Collaboration:
 Negotiation to collect or trade information

 Educational potential: 

 Case based teaching (medical, 
engineering, law cases …)

 Practice theoretical knowledge to solve a 
complex case

PUBLIC LIBRARY MURDER GAME

FORT WORTH - SOLVE THE CASE !
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 Game: 
 Follow a series of clues to find a hidden 

treasure 

 Explore and get familiar with environment

 Mobility: 
 Interact with real items

 Explore Locations of interest

 Collaboration:
 Organization to collect and trade 

information

 Educational potential: 
 Learn about the characteristics of real 

items, locations and environment 

BIOLOGY SCAVENGER HUNT

GEOCATCHING
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 Use and maintenance challenges

 Testing game before

 Adapting game to educational needs

 Using available devices

Tools to help teachers:

 Design their own MCLGs and Understand the mechanisms under the 
lid to adapt them

 Monitor the student’s progression in the game and Adjust the 
scenario in real time 

 Deploy MCLGs on the available mobile devices and fully integrate 
them to their course
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 Authoring tools for teachers that offer:
 A set of pre-made game shells

 Maximum adaptation

 Automatic generation of functional games

 Improve existing authoring tools for LGs:
EADVENTURE (MORENO-GER ET AL., 2008) 

STORYTEC (MEHM ET AL., 2009)

GAME SHELLS (THIAGARAJAN ET AL., 2003)

LEGADEE (MARFISI ET AL., 2008)

 Add game shells for MCLGs game patterns

 Guide choice and use of game shells 

 Add functionalities for designing mobile games

Game 

Patterns
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 Mobile Monitoring Tools for teachers :

 View students’ progression (CARRON AND MARTY, 2012)

 View high level feedback from students’ actions 

 Adjust the game scenario in real time (PONDER ET AL. 2003)

 Pilot a game character (NEY ET AL., 2010)

 Contact students (individually or by group)
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 Tools and Standards to support :

 Deployment of game on various types of mobile devices

 Real time monitoring and scenario adaptation

 Transfer content collected on field to desktop computer

 Transfer achievements to LMS (TIN CAN API)
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 LEGADEE - Learning Game Authoring Environment 
http://www-lium.univ-lemans.fr/legadee

 Add Game Patterns 

 Treasure Hunt Editor on Android

 Add connection to LEGADEE

Game 

Patterns
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 Screen Share App on Android

 Share objects from one screen to another

 Design collaborative activities with complementary tools
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Game 

Patterns
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Validation tools for complete and coherent LG scenarios
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More than 22 
Learning Games 

designed with 
Legadee


