
The Learning Playground: 

Playing the Change game











About us...

ü Bring people together
ü Change the way that people are engaged and learn
ü Help clients to have the conversations they don’t 

know how to have

What we do...



Cards, exercises and discussion 
tools are used to promote 
involvement and learning

Bespoke visual 
metaphorically 

representing major 
business issues

Facilitated explorations of information, 
discussing questions and engaging in 
learning activities

Learning Maps



Learning Games

A wide range of applications from 
values, health and safety, operational 

processes, customer services etc.

Provides a high energy, fun 
and competitive mechanic to 

deliver core narrative.

Bespoke learning games played 
between teams of colleagues with 
a trained facilitator.



Core components

ü Visualisation

üDialogue

ü Interactivity



Why visualise?



Dialogue



Interactivity

% Knowledge 
Retention and

Understanding

…activity based learning
…interactive / discussion led
…visual and audio stimulus
…what I see
…what I hear
…what I read



Gamification – is not…



Gamification is…
The integration of the 
mechanics that make 
games fun and 
absorbing into non-game 
environments and experiences 
in order to improve 
engagement and 
participation 



Game Components
Learning Objectives: A clear understanding of what you want those who play 
the game to “think, feel and do” differently as a result of playing it.

Mechanics: The overall idea behind the game, the structure and game 
objective. Getting the game mechanics to link to the learning objectives is a 
key element of designing a learning game. 

Rules: Explicit rules that are read/explained at the beginning of the game but 
also to include implicit rules that players discover for themselves as they play. 
This supports the “discovery” element key of learning games. 

Game Elements: The features that keep players engaged and underpin the 
game mechanics and enhance the game-play and learning.



Game Elements

Co-operation or 
Competition

Strategy or 
Chance

Aesthetics and 
Theme Story

Resources Time Rewards Levels Scoring



The Change Game



• Generic game
• Familiarise employees with 

change and the challenges it 
brings

• Connect people to 
an organisation’s change 
narrative

• Exploring the mindsets 
required to build employees’ 
change resilience

• 4 -10 players
• Approx. 90 mins

The Change Game



The 5Cs of Change

5Cs Stage Considerations 

• What is the nature of the change?  
• Why is the change needed?  
• What is the risk of not changing?  

Context 
why the need for the change?

Commitment 
to make the change happen

Capability 
knowing how to change 

Capacity 
to implement new skills  
and behaviours

Consolidation 
to retain the change once it  
is made

• What’s in it for me (WIIFM)?  
• A personal choice  
• A decision to engage and participate  

• Understanding how to change  
• Training on new processes and tools  
• Learning new skills  

• The demonstrated capacity to implement the change
• Achievement of the desired change in performance  
 or behaviour  

• Actions that increase the likelihood that a change 
 will be continued  
• Recognition and rewards that sustain the change  



The Change Game



craig@bigpicture-learning.com
www.linkedin.com/in/craigalansmith/

www.bigpicture-learning.com


