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Big changes happening 

today will only accelerate in the 

coming years: technology  

will play an even bigger 

role in every aspect of our 

lives. We as a society need 

to equip our kids to face  

these new challenges.
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As a collective of educators, theater, writing, gaming, and technology experts, RealityNext 
is working to build a supplemental education facility called The One World Academy, where 
rather than consume, students become producers of their educational story-games.

To begin leveraging educational opportunities across the Puget Sound region, we 
launched a series of One World Academy workshops with KeyTech Labs, CoMotion at the 
University of Washington, and SIXR.

We set these main points for qualitative testing:
•	 Can virtual story-making provide for the full engagement and stimulate teamwork?
•	 Can students turn subjects into games that can be played by their friends and family?
•	 More	specifically,	if	we	introduce	a	subject,	for	example,	biology,	can	teens	imagine	

a sensible narrative with characters and actions that can be translated into a VR 
experience?

•	 What motivates kids in VR?

We assessed modalities for each workshop segment based upon education pioneer 
Howard Gardner’s theory of multiple intelligences in his research at Harvard University. 
Gardner’s eight distinct modalities individually and concurrently support a student’s abilities 
to learn through a spectrum of styles to best meet that student’s potential. In 2016, Gardner 
suggested the creation of another intelligence, teaching-pedagogical, “which allows one 
to be able to teach successfully to other people.” This modality is especially relevant as an 
algorithm for the story-game education technologies.

On November 11, 2017, we conducted our first workshop for teens (mostly middle 
and early high school) to assess how our methodology of “Play games to learn, make 
games to share” would work in the field.

Workshop Objective: to create a story-game based on the in-class presentation of the 
carbon cycle.

Game mechanic: to move the player forward in the game come up with the multiple-
choice questions/answers on the subject, then build a story around the one correct answer.

Deliverables: a live “mime” rehearsal of a short scene, acted out by the group with the 
“behind the scene” narration, assessed by the jury of the “future” players.
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RealityNext is an education technology studio-lab where teens can 
create and share immersive stories and games from the inside of the 
Virtual Reality experience – and without any coding.

Our vision is to blend education with maker spaces, storytelling, and 
theater while letting students generate content as an uninhibited 
curiosity stream, fueled by the magic of VR.

About the Workshop
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We started the day with our students by introducing motion 
capture technology and game-making with a video about the 
behind-the-scenes	creation	of	the	“Planet	of	the	Apes”	film.

Students and mentors then played icebreaker games 
together to become comfortable with one another and facilitate 
better learning outcomes

•	 Games based on memorization and critical thinking 
personalized learning for the group and made each 
student a part of the process

To further students’ cognitive development, we provided a 
refresher on the day’s learning subject, the Carbon Cycle, which 
also prepared them for game-making.

•	 Animated TEDed video on the carbon cycle had students’ 
rapt attention and increased learning velocity, followed 
by the moderator’s whiteboard drawings to help ingrain 
concepts

•	 Students split into groups, which created more intimate 
learning communities, and answered 12 questions about 
the subject, each timed at two minutes

Intelligences Satisfied
•	 Visual-spatial
•	 Musical-rhythmic
•	 Existential and moral
•	 Verbal-linguistic
•	 Naturalistic

Intelligences Satisfied
•	 Visual-spatial
•	 Existential and Moral
•	 Interpersonal
•	 Logical-Mathematical
•	 Naturalistic
•	 Verbal-linguistic
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We explained and employed game mechanics as students 
shifted from being consumers of content to producers, which 
spurred critical-thinking skills

•	 Student-centered, mastery-based methodology helped all 
the students understand concept of advancing to next levels 
by having future players answer subject-related questions: 
One about release, the other about absorption 

•	 All teams were able to synthesize research knowledge into 
Q&A development

•	 Students needed to occasionally revisit research to ensure 
accuracy

Intelligences Satisfied
•	 Visual-spatial
•	 Existential and Moral
•	 Interpersonal
•	 Logical-Mathematical
•	 Naturalistic
•	 Verbal-linguistic

Eleven	of	our	12	students	enjoyed	their	first	experience	in	VR	and	showed	the	enthusiasm	to	want	to	develop	
their own story-game after trying it out.

Our workshop wasn’t all work. The students had plenty of time to enjoy themselves and get outside 
stimulation throughout the day as well.

The students enjoyed hearing from a 
casual, energetic and knowledgeable speaker, 
VR Industry Expert Dr. Evie Powell of Verge of 
Brilliance. They spent more than a half hour 
asking questions about and discussing careers 
in gaming and tech.
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•	 Student-centered, mastery-based methodology helped all 
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by having future players answer subject-related questions: 
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•	 All teams were able to synthesize research knowledge into 
Q&A development

•	 Students needed to occasionally revisit research to ensure 
accuracy

Before the second part of the workshop, where students will 
record their games into virtual reality in a motion capture studio, 
they needed to act out their story to demonstrate the power of 
their game-based learning.

•	 All students and mentors were very engaged in acting out 
scenario to guide player to correctly answer questions

•	 Students received immediate feedback by having audience 
answer all of their developed questions

•	 Students	 instinctively	 sought	 conflict	 and	 secondary	
storylines to enhance narrative

•	 Collaboration and complexity of concepts in simple storylines 
proved mastery of subject and better learning outcomes

Intelligences Satisfied
•	 Logical-Mathematical
•	 Existential and moral
•	 Intrapersonal
•	 Bodily-Kinesthetic
•	 Naturalistic
•	 Interpersonal

Intelligences Satisfied
•	 Visual-Spatial
•	 Musical-Rhythmic
•	 Bodily-Kinesthetic
•	 Verbal-linguistic
•	 Interpersonal
• Teaching-Pedagogical

What do you think? Let us know your thoughts. Contact us at  
alex@realitynext.net or visit us at www.realitynext.net to offer feedback 
or to sign up to begin beta testing in your community.
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