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Designed to solve 

problems, 

related to survival, 

in an unstable outdoor 

environment, 

in constant motion, 

walking 12 miles a day.

What we know about the brain



So we created: The classroom
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The best that can be 

said about most 

online learning:

Gives you the 

sensation of coma 

without the worry 

and  inconvenience.  

2007 Gronstedt Group, Inc

We model online learning 
on the classroom
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We model mobile learning on the desktop 
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From horizontal to vertical viewing

Snapchat research: Vertical video ads have nine 

times more completed views than horizontal video

Horizontal Vertical

Demos/Google Vertical video demo.mp4
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Growth of online video 

Source: Mary Meeker's 2016 internet trends report



Transmedia storytelling

 A scripted video drama 

series: “The iTent” 

 “Scribe“ videos 

 Radio-style podcast 

interviews with company 

leaders

 Marketing campaign

Watch video trailer: https://vimeo.com/51927222

Podcast demo: http://www.ggdevelopment.com/gtsr_127xged/InclusionCafe_Sample.mp3

Scribe: http://vimeo.com/36701235
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Results 

 Over 20,000 employees attended some 

of the program. 

 Winner of the prestigious Catalyst 

Award for women in business

 Improved scores on climate surveys

 Managers held spontaneous viewing 

parties
"This was a fabulous program! I can’t imagine anyone not 

learning something or having a ‘aha’ moment when taking 

this course."



Millennial gaming culture

Jane McGonigal:

Average 21-year-old 

has spent 10,000 

hours gaming 

= time they’ve  

spent in school    

5th to 12th grade 

* 99% of boys, 94% girls



Gamification in learning 

Meta study of 65 studies and 6,476 trainees,                                     

video game trainees have:

 11% higher factual knowledge level

 14% higher skill-based knowledge level 

 9% higher retention rate
Source: "A Meta-Analytic Examination of the Instructional Effectiveness of ComputerBased

Simulation Games” Traci Sitzman, Personnel Psychology, January, 2010

http://onlinelibrary.wiley.com/doi/10.1111/j.1744-6570.2011.01190.x/abstract


Cloud Defense game

Challenge: practice and                                                     

master new security concepts

Solution: A hybrid “tower of 

defense” and “first-person 

shooter” game

 Storyline about a crime 

syndicate

 Scores, rewards, leveling, 

feedback, and leaderboard

 Watch video

https://player.vimeo.com/video/125974312
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Game Mechanics

 Storyline about a crime syndicate

 Leveling

 Scores and feedback

 Leaderboard

 Badging

 Feedback

 Game aesthetic 



In the flow…



Game analytics funnel



Rapid prototyping, testing, 
and iteration 

Usability test:  

Identify usability problems in menus, in-game 

displays, controls, and gameplay.

Playtest: 

Does the game 

engender the 

excitement and 

learning for 

which it was 

designed.



“Mission Possible” sales sim

Challenge: Train HP’s 10,000 global 

sales reps on how to position its four 

strategic Transformation Areas

Solution: ‘Mission Possible’ online 

training program with game mechanics 

like:

 Story-line with live-action video

 Points and leaderboard

 Levels

 Badges

Demos/HP high rez Mission Possible.mp4


Launched Globally in 5 languages



3-D immersive management game

 3-D, high fidelity, virtual hotel 

 Solve guest satisfaction, safety, security, 

and business operations problems

 Watch video

https://www.youtube.com/watch?v=Y9ycbt6jh4w
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Virtual Reality: 

From flat imagery to 3D scenes

Mark Zuckerberg
“

”
Virtual Reality is the next major computing and 

communication platform after phones



“The ultimate empathy machine”

Stanford researching how the feeling of 

being a cow will impact eating habits. 



On the heels of VR: 
Augmented/Mixed Reality 



Designed to solve problems, 

related to survival, 

in an unstable outdoor 

environment, 

in constant motion, walking 

12 miles a day.

What we know about the brain

Learning optimized for the 

way the brain works is finally 

a reality?!



Gronstedt Group

Custom-develops epic learning experiences that inspire 

breakthrough performances for these clients

Contact: anders@gronstedtgroup.com


