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By the end of this session, participants will &
able to:

A Explain how gambased learning principles can
enhance student engagement and participation in
campus violence prevention efforts

ldentify key components of effective interactive
prevention tools that support learning, retention, and
skiltbuilding among college students

Examine the process of designing an interactive
prevention game and analyze key elements observed
during the demo to understand how content,
technology, and engagement strategies align

Evaluate the benefits and limitations of using interacti
games in violence prevention programming, including
Implementation challenges and opportunities for
Improvement
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Game-based
. ‘ the actual game is the learning experience

Gamification

using game elements or mechanics wgaore
settings




When 10 use it?

Gamification Gamebased

Alncrease participation or motivation AAllow students to practice responses

AEncourage attendance or engagement  ABuild realworld prevention skills

AMake workshops feel more interactive ~ ATeach through experience and decisic
making




R
Why games? %

narrative design feedback |

games allow for nonlinear games provide wgmedcliate_ .
narratives that continue based on responses to stuaent decisions
what learners decide which strengthens learning

low riskenvironment

students can explore
choices without fear of
being wrong
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Challenges in prevention




Games x Prevention

. . Practicing consent and intervention
Choicemaking J

decisions
Storytelling Building empathy and perspectivaking
Multiple outcomes Understanding consequences of actions

Rewards/progression Increasing motivation and participation




Microlearning X

Microlearning delivers information in short, focused learning experiences

Why Games Support Microlearning

A Students receive information in short bursts rather than all at once
A Repetition through gameplay strengthens retention and confidence
A Short interactive experiences fit student attention spans

S



What are some themes

you think would work on

your camous?




Relevance X Q?J

Reflecting Real Student Experiences

Scenarios May Include:
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Ceveloping the storyline
X

Things to consider:

Start with the skill Subtle moments Multiple correct answers

s e
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Benefits Limitations

AFlexibility with logistics at |ARepurposing canva tools to
events make the game work

A Students are engaged with |ASome students may treat it
the storyline and the use of | as entertainment rather
their phones than learning

AExtends learning beyond a |AData collection
one- time workshop

~~




INTEGRATING THE GAME INTO PROGRAMMINC

¥ % *

Students are given Students play the  Students come back to
Instructions and scan game ontheirown  the table for a brief
QR code time discussion

o *
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Benefits Limitations

AFlexibility with logistics at |ARepurposing canva tools to
events make the game work

A Students are engaged with |ASome students may treat it
the storyline and the use of | as entertainment rather
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PKlassen@Valor.US
Project Coordinator, ValoruS
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University of Southern California (USC)




Find & Follow Us!

VALORUS>

cing Equity. Ending Sexual Violen

0 WeAreValoruS

@ ValoruS




	Slide 1
	Slide 2
	Slide 3: Host
	Slide 4
	Slide 5
	Slide 6
	Slide 7: Learning Objectives:
	Slide 8: Presenter
	Slide 9
	Slide 10
	Slide 11
	Slide 12
	Slide 13
	Slide 14
	Slide 15
	Slide 16
	Slide 17
	Slide 18
	Slide 19
	Slide 20
	Slide 21
	Slide 22
	Slide 23
	Slide 24
	Slide 25
	Slide 26
	Slide 27
	Slide 28
	Slide 29
	Slide 30
	Slide 31
	Slide 32
	Slide 33
	Slide 34: Questions?
	Slide 35

