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GAME ELEMENTS Steps




QUEST REWARD

Pleistocene Era Online Class
Spot Check Bagels, Bars, Fruit
Beat the Clock Bring in dog

Importance of Mistakes | Cookies and Milk

Mission Accomplished | Online Test

Early Bird Drinks on me (@ Saxby’s
Perfect Attendance Extra Credit Points
Above Average Class Outside

CLASS QUESTS & REWARDS Examples




RESILIENCE Four Types



















MENTAL EMOTIONAL SOCIAL PHYSICAL

Listen to court case Gratitude prompts Team game Work out

Ask a question Digital gratitude Friend activity 8 hours sleep
Research topic Model gratitude Music sharing  Play with pet
Try new activity  Appt. w/counselor Classmate Sing or dance

POWER UPS Building Resilience



VILLAINS | Battles




SUPERBETTER: LESSONS LEARNED

Obstacles & Limitations Advantages




Session

DEBRIEF



1. Students: What did you like about Super Better?

2. Students: What did you dislike?
3. Audience: What games could be incorporated into your classes?

4. Audience: What concerns do you have about this approach?

QUESTIONS FOR DISCUSSION
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