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Abstract

One of the strengths of game-based approach is its recognized capacity to capture the
attention of students and ensure their full motivation. The motivating approach of games turns the
learning process into something dynamic and interesting, whose appeal is maintained as students
progress to achieve objectives. Learning through games allows students to experiment in non-
threatening scenarios and acquire knowledge through practice and social interaction both with the
environment and their peers. So the experiential learning and interaction are the pillars upon which
the game-based approach stands. Game Based approach in Experiential Learning takes advantage to
create a fun, motivating, and interactive virtual learning environment that promotes education and
learning.

Experiential learning theory has long inspired educators and game designers to incorporate
Experiential Learning as important component of game based learning to create an immersive
learning environment. Experiential Game Based learning is however focused more on education.
learning and training while keeping the element of fun, entertainment, engagement alive and
immersive. The paper focuses of game based approach in experiential learning for competency
development of learner.

Keywords: Game based approach, experiential learning,

Introduction

Game-based elements are the essential feature that learners find important for a good learning
experience. Game- based Learning approach is a specific form of experiential learning for pupils
learning outcome. Experiential learning particularly, is well suited to developing competences for
learners in educational settings. Using games for learning does not include only for playing a game.
On the contrary, players make new experiences during game play. It is essential for the success of
learning that a.game-play phase is flanked by both an input and output phase as well as a thorough
debriefing. The games give players to maximise their enjoyment of the game play and establish the
right learning experience. .

Game-based learning allows learners to evaluate their newly made experiences through
reflective observation and ideally leads to abstract conceptualisation, and the transfer of in-game
experiences to other relevant areas. Finally, games also allow central element in any learning theory
through experimentation. Players can actively experiment with various techniques and modify their
behaviour to shifting settings by playing a game multiple times.

Game- Based Learning Approach

Games have been employed as a teaching and learning tool for centuries. In the middle ages,
Chess was used to teach strategic thinking as far back in the middle Ages. The core concept behind
game-based learning is teaching through repetition, failure and the accomplishment of goals. The
player starts slow and gains skill until they are able to fully navigate the most difficult levels. Game-
based learning's basic idea is that learning occurs via practice, failure, and achieving objectives. The
player starts out slowly and develops their skills until they can successfully complete the most
challenging levels.

Games are planned and designed well and offer enough difficulty to keep it challenging
while still being easy enough for the player to win. Game-based learning takes this same concept and
applies it to teaching a curriculum. Students strive towards a goal, choosing actions and experiencing
the consequences of those making decisions and then dealing with the results of those decisions.
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' Experiential learning is the process ol making meaning from .dlreFl‘I(;Fqtf:(';snthjpg\ze“(p.e”enf_e-
“Learning is the process whereby knowledge is created lhT'(‘Jllgl'l the trans Ql ‘K 45 . pler{enCe
Kolb. 1984). Based on the theories of John Dewey and Jean I’Iilg.Cls David A. \OID popularised the
concept of experiential learning. His work on experiential learning has contributed greatly to the
hilosophy of experiential education. : N . .
" " Li‘urning through cxperience is typically .CL)Ill!‘ﬂSled wnh' didactic learning since _it
involves reflection on actual experience. Instead ol'studymg' from olher_s lectures or textbooks, t.hls
learning technique encourages pupils to engage directly wn.h the sut_)JeCt matter. A few.Iearnmg
methods that are connected to experiential learning arc action Iea_rmng, adverllture learning, free
choice learning, cooperative learning, and service learning. _I;xperlenual.learnmg focuses_on the
learning process of the individual. Going to the zoo and learning about ar_nmals by _observatlon and
engagement with the surroundings there as opposed to reading about them in a book is an example of
experiential learning. Instead of learning from others experiences or reading abgut them. conducts
experiments and develops discoveries using knowledge they have personally_ acqlur_ed.

American educational theorist David Kolb claims that knowledge is continuously acquired
through both individual and contextual experiences. He claims that the following skills are necessary
in order to learn from an experience:

L. The learner needs to take an active part in the experience.

2. The learner needs to be able to think back on the encounter.

3. The learner must conceptualize the experience using analytical skills.

4. In order to apply the fresh insights gained from the experience, the learner must have the ability to
make decisions and solve problems.

With Kolb's four cycle of experiential learning, the learners have been given the opportunity
to facilitate the Game play from these capacities.
1. Concrete experience (Feeling)—Activation Game phase

A fresh situational experience has been in concrete experience. This can either be a
completely new experience or experience that already happened. In this phase, each learner engages
in an activity or task. Experience is something that plavers can activate through games. Games
provide concrete experience for application of knowledge to game situations. The use of applied
knowledge in game decisions can be practised in real-world settings through gaming. Players must
actively participate in the game in order to learn new things.
2. Reflective Observation (Observing) — Onboarding game phase

The learner reflects on the new experience in light of their prior knowledge in this phase. The
learner has the opportunity to ask questions and talk with others about the experience at this phase of
the learning cycle. The players are observing, recalling and reflecting of emotions and behaviours
during game play. Games provide opportunities for reflective observation for the outcome of
activities and actions. During this phase , player deploys the game scenario -rules, roles, procedures,
scoring, goals etc.
3. Abstract conceptualization (Thinking) — Scaffolding phase

The learner mukgs an effort to extrapolate meaning from the experience by thinking back on
prior knowledge and using concepts they are already familiar with. This involves interpreting the
experience and making comparisons to their current understanding on the concept. In this phase the
players are engaged in playing games. They are comprehending and interpreting the reasons behind
the choices and actions made during play and extrapolating them to describe individual or group
behaviours. Abstract conceptualization occurs in games as a result of participants attempting 0
determine the aims and overall goals of the game.
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4. Active experimentation (Doing). - Endgame phase o

This stage in the eyele is the testing stage, Learners retuen to participating in a task, this time
with the goal of applying their conelusions to new experiences, ‘They are able to make predictions,
analyse tasks and make plans for the acquired knowledge in the future. In this phase, players are
experimenting and applying insights and new behaviors in game play and real life. Games
incorporate Active Experimentation in the form of turns, actions, and activity eycles,

Experiential learning based games:
Students can benefit from experiential learning games by:
Concentration: They are less likely to get bored and lose interest in learning as students who are
actively participating in the game,
Learn differently : Students actively participate in the learning process are more emotionally attached,
which allows them to engage with the game material in a fresh and exciting way.
Faster learning: Deep problem-solving and critical thinking are necessary when learning thoroughly
especially when learning for the first time, These procedures improve student involvement, hasten
learning, and increase retention of information, _
Games are adventures, They also involve active expericnces. The player must take action for t!w
game to advance. Furthermore. there are two main ways that games can serve as aids for experiential
learning: They are,

1. Authentic expericnce
% Most obviously, there is the potential for what academics refer to as authentic experience.
- The capacity of a game to provide players with an actual scenario in which one acquire and use

abilities typically in a scenario is referred to as an authentic experience.

2. Role-play / Narrative
Games can also enhance experiential learning since they encourage players to see themselves
participating in an experience. In a role-playing sense, narrative experiences require the players to
assume the persona of the character. When creating games with a social impact, such relationship is
frequently employed. It is useful as a teaching tool. Games that require players to act consistently in
character in order to accomplish a task-based simulation or role-playing game are examples of
experiential games. The appeal of these “open-ended sandboxes™ is that they allow users to try new
things. In physical role-play, children have been observed to use real objects to create imaginary

situations in which they role-played and formulated rules that surfaced naturally during their
play (Berk, 1995).

Conclusion

Games are created with the intention of making players feel good, and they work best and are
most interesting and engaging when players experience the state of flow. Games provide players
with an ideal experience when they enter a state of emotional and psychological immersion and
become so engrossed in the game's activities that nothing else seems to matter to them. By bringing
it to a close, game-based learning, it promotes progressive learning through experience.

Works Cited

1. Kolb, D. A. (1984). Experiential learning: Experience as the source of learning and development
Englewood Cliffs, NJ: Prentice Hall.

2. Eng, D. (2015). Games-Based Experiential Education, Retrieved
gf;)mhllps://www.univcrsityxp.com/blog/ZO 15/6/29/what-is-games-based-experiential-education 238-
3. Kiili, K. (2005). Digital game- based learning: Towards an experiential gaming model. Internet
and Higher Education, §(1), 13-24.

175



ISSN: 2278-68¢4
Crtian and Seciy (RIBY SV} Vol-47, Issuc-1, No.-3, January-March: 203
'G . C i . .
(UGC Care Journal) 5019). From reflective observation to active learning:

4. Cheng. S, C.. Hwang. G. J.. & Chen, C. 11 ( Al scicnee education. British Journgg of

. o s : or environment
A mobile experiential Icarning approach for environn
Educational Technology, S0(5). 225 1-2270. -
5. Game based Experiential Education, Retrieve
experiential-lcarning. html ‘ Jducators. posted on march
6. Games for experiential leaming: a primer for r/cscurclmsl;lu(l)i L:l‘il;‘cricn{)ial—lcarning/ 8.
. //nasaga.org/nasaga- -C)
2021 by clayton whittle https://nasaga.org/nasaga: W g afimr , B
7. Berk. L. E. &Winsler .\' (1995). Scaffolding  children’s le :\x/nu}llg. tVyg[’;’éky and early
) o = e - o ‘hildren, Washington
education. National Association for the Education (3I|Ym]mgr(nli:1llg(!“ g'lm‘c Of'«;] Retrieved  fion
: : :xperiential - Lea Do ’

8. Eng. D. (2016. June 17). [Lxperic . :

' versi sxperiential-learning-game-on
https://www.universityxp.com/blog/2016/6/17/experi i ‘ 3 ,
9.  Experiential  Learning  activitics, Retrieved  from https://www.prodigygame.com/in-
en/blog/experiential-learning-activities/ ]

£ e B ! -based_Learnin
10. Game Based Learning. Retricved from https.//co.mpetenc!o.net/enéﬂGz;\JmeaEaSé = g
11. Periannan.G (2017).Learning and Teaching, Vanithapathipagam, T. Nagar, )

from https://www.outlife.in/game-base.




