NCCCO
Industry Forum

SIXTH

Legendary Learning Paths

Best practices in the design and implementation of
training protocols

Zack Parnell, President & CEO
Industrial Training International (ITI)

NReoanes 13, 641



| had no special training at all;
| am completely self taught.

| don’t fit the mold of a visual arts designer or
a graphic designer.

| just had a strong concept about what a game
designer is.

Someone who designs projects to make
people happy.

That’s a game designer’s purpose.

Toru Ilwatani
Creator of Pac-Man
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So, what is our purpose in designing and
delivering training?




Create Experiences
that make people Happy (and Learn)
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So how might we think differently as
designers of learning experiences?



Game Design Rules

1. Build around a core game mechanic
2. Easy to learn, fun to master
3. Reward the player



Game Design Rules

1. Build around a core game mechanic
2. Easy to learn, fun to master
3. Reward the player

Super Mario Bros.

1. Run +Jump
2. Sharpen skills with sprint, fireballs, tricks
3. Earn coins; Defeat bad guys; Save Princess Peach.



What gameplay mechanics are available to us as
learning designers?



Group Problem-Solving Workshops



Group Problem-Solving Hands-On Exercises



Reflections followed by Coaching Sessions
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