
General description:

Bima is an elite surfer who recently recovered from a career-
threatening injury. Just as she’s ready to hit the water again, her 
coach tells her that her rehab isn’t quite done, and she’ll have to 
miss the Olympics. 

With her dreams crushed, she attempts to run from her problems, 
embarking on a boat trip that ends up with her lost at sea. With 
her back against the wall, Bima must learn to face her emotions 
and keep them under control if she wishes to return home.

Characteristics:

A learning program built around the game-based learning 
methodology:

• Applicable and practical.
• Revolutionary and powerful.
• Addictive and innovative.
• Experiential learning.
• Flexible, quick, and easy to play.
• Fun and entertaining.
• Unique.
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Methodology:

The game-based learning methodology 
developed by Gamelearn is a combination of 3 
elements:

1. Quality content, equivalent to a two-day 
classroom course with a strong practical focus 
that is useful and is directly applicable to work.

2. Gamification techniques such as storytelling, 
rankings, levels, and badges so that learning 
becomes a refreshing and fun experience that 
generates student engagement.

3. An advanced simulator that recreates real-life 
situations so that the student can practice in 
a safe and stress-free environment while also 
receiving personalized feedback with areas for 
improvement.

Objectives:

• Learn to recognize your emotions.

• Understand what positive and negative emotions 
mean for you.

• Learn techniques to keep your emotions in check.

S.O.S.

Serious game on emotion management



Program:

The course teaches players to manage their emotions through the following steps:

• Recognize your emotions.

• Understand your emotions.

• Regulate your emotions.

Knowledge and skills:

With the help of S.O.S.’ realistic simulators, the game stimulates effective learning by allowing users to practice the 
main skills necessary for keeping their emotions in check:

• Self-awareness, self-control, self-confidence, balance, continuous learning, leadership, flexibility, change manage-
ment, grace under pressure, decision-making, analytical thinking, and integrity.

Other integrated skills:

• Interpersonal relationships, empathy, assertiveness, effective communication, problem-solving, impact and 
influence, coaching, and teamwork.

S.O.S.

Serious game on emotion management



Target audience:

S.O.S. is aimed at all professional profiles, but namely, those 
looking to more effectively manage their emotions, improve their 
emotional well-being, and approach conflicts with more positivity 
and balance.

Logistics:

1. Players only need an internet connection to play.

2. You can access the game from the Gamelearn platform or 
include it as an additional solution in your LMS (Cornerstone, 
Moodle, SAP Success Factors, etc.).

3. You have access to the performance of your students and 
groups in real time.
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