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Abstract 
This report provides an example implementation of a virtual gaming simulation (VGS) in coun-
seling seminars in teacher education as a tool for learning psychological conversation skills. 
The theory-practice seminar “Counseling language learners” in a blended learning environ-
ment includes the teaching of counseling competencies, followed by actual online counseling 
sessions with school students. As a further approximation of practice, before gathering their 
first experience as counselors, preservice teachers play through a virtual simulation of a 
counseling session in which they can interactively control the counselor’s behavior by 
choosing from a pool of alternatives. In this way, users learn inductively about the function-
ality of conversational techniques, and begin to anticipate the consequences of their actions. 
An evaluative study explores the benefits perceived by preservice teachers of the present 
VGS application. Results indicate high levels of usability and utility of the VGS as well as 
an aroused situational and topic interest through the task. Confirmatory evaluations are 
still required. 
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Introduction 

Teachers’ Need for Counseling Competencies 
According to the Kultusministerkonferenz (2022), teachers are responsible for both teaching and 
counseling students. This includes identifying students’ learning resources, obstacles, and progress, 
as well as reflecting on their role as counselors. Tailored counseling approaches for strategy instruc-
tion are essential for promoting learner autonomy (O’Reilly, 2012). Enhancing teachers’ counseling 
skills is vital to support self-regulated learning (SRL) and should be a key component of teacher 
psychology education. 

In the context of foreign language learning, Martinez (2021) concretizes literature-based 
(Kleppin, 2019) four literacies required for counseling: Declarative knowledge about counseling, 
learner variables, and learning strategies (savoir); procedural competencies in conducting conver-
sations (savoir-faire); an accepting, empathetic, and open attitude towards the counselee 
(savoir-être); and the reflective regulation and control of one’s own actions (savoir-apprendre/ 
savoir-réfléchir). 

Implementing a Blended Learning Seminar for Training Counseling Competencies 
At the University of Bamberg, an interdisciplinary theory-practice seminar structure on counseling 
learners on their general SRL (Horn et al., 2021) was therefore enhanced thematically and enriched 
with digital aspects (Figure 1; Herrmann et al., in press): preservice teachers are trained in systemic-
constructivist counseling before conducting online counseling with students (grade 5–12), addres-
sing language learning autonomy in particular. The training of the above-mentioned competencies 
includes self-paced, asynchronous units via the university’s e-learning system focusing on language 
learning theories and strategies, learner variables, and systemic counseling. These units consist of 
explanatory videos, reading and discussing scholarly work (e.g., Benson, 2012; Bonnet, 2018; 
Wiethoff & Stolcis, 2018), interacting and reflecting on digital notepads (e.g., Padlet), listening 
to topic-related podcasts (e.g., Lueg, 2023), and self-checking their individual learning process 
through quizzes realized with the software H5P. Moreover, assigning various tasks depending 
on the degree program (e.g., EFL students read English texts) ensures differentiation. In-person 

Figure 1. Blended learning approach in the seminar “Counseling language learners” (adapted from Horn 
et al., 2021). 
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lessons supplement the seminar concept with focusing on self-reflection and tasks in which the par-
ticipants encounter the effect of systemic conversational techniques and practice sequences from the 
counseling process. Additional online meetings for peer intervisions cater for the variable needs to 
discuss individual challenges in the actual counseling process. The examination format is a digital 
portfolio — realized with OneNote — that records the student’s development in the four 
savoirs-literacies areas, including the documentation of tasks, individual reflections, case studies 
of their counseling sessions, and a small academic essay. 

The seminar concept aims at promoting preservice teachers’ counseling competencies, at supporting 
the participants in reflecting their personal learning behavior, and in taking responsibility for their own 
learning. The instructor serves as a supportive facilitator, fostering a positive classroom environment. 

Similar to the preceding, promisingly evaluated seminar concept (Horn et al., 2021, 2024), the 
new cohort received this medium-impact blend (Alammary et al., 2014) positively. During the 
initial implementation of the enriched seminar concept, student feedback revealed a notable dis-
crepancy between role-plays in sessions and real-life counseling, causing uncertainty before 
meeting with their counselee. Horn et al. (2021) acknowledge the importance of increasing authen-
ticity in seminar tasks throughout the semester, but transitioning to individual counseling sessions 
can be daunting for students. Research is needed to find a method that satisfies students’ desire to 
approximate practice (Grossman et al., 2009). 

Considerations on a Game-Based Learning Approach 
Over the past decade, a growing research body on game-based learning has emerged (Irwanto et al., 
2023). Also in nongame contexts, such as higher education, gamification has the potential to 
promote motivation (Clark et al., 2016; Foster & Shah, 2020; Sailer et al., 2013) and to develop 
a positive attitude towards failure on the path to competence (Lee & Hammer, 2011). Moreover, 
multiple studies and teaching concepts in preservice teacher education show the successful imple-
mentation of virtual (gaming) simulations (VGS) for the training of skills needed in a real classroom 
(e.g., Angelini et al., 2023; Connolly et al., 2020; Peterson-Ahmad & Landon-Hays, 2020; Theelen 
et al., 2019). Simulations are “simplified but valid representations” of different systems and 
“include features that learners can manipulate” (Fischer et al., 2022, pp. 10–11). In that way, a risk-
free approximation of practice for learners is possible. 

For the integration of a VGS into the abovementioned counseling seminar concept, the three-
phase experiential learning cycle (Angelini et al., 2023; Kolb, 2015), including the phases briefing, 
action-simulation, and debriefing-reflection, is advantageous. Based on Verkuyl et al.’s (2016, 
2022) implementation of VGS with Branching Scenario (H5P) in nursing education, VGS seem 
suitable to also enable preservice teachers to reflect comprehensively on conversation techniques. 

Ideally, in an asynchronous unit, preservice teachers are guided through conversation phases using a 
Branching Scenario-VGS. With pop-up questions, this tool prompts them to choose appropriate beha-
viors toward the counselee at critical moments in the counseling simulation from a pool of possible reac-
tions. By evaluating the resulting conversation flow, teachers learn autonomously about conversational 
techniques and expand their interactional skills by anticipating consequences. The simulation promotes 
logical reasoning and allows students to experiment with ideas and learn from mistakes (Akahori, 2005). 
It is crucial for the application to consider core attributes such as relevance, realism, engagement, chal-
lenge, and instructional value when developing case scenarios (Kim et al., 2006). 

This report contributes to research on practice scaffolds as it proposes integrating a VGS in coun-
seling seminars to enhance counseling competences, and evaluates its benefits. The hypothesis is 
that the VGS is appealing to preservice teachers in terms of user-friendliness, interest, and utility. 
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Method 

Development of a VGS-Prototype for Counseling Seminars 
In a first trial, a VGS-prototype of a counseling session, including 18 video clips (produced by the 
university’s video studio team), and a corresponding worksheet were developed. To create an 
immersive experience, the videos show the counselor’s perspective; the viewer only sees the coun-
selor’s hands and hears her voice. In addition to the counselee, another person is visible represent-
ing the observer who is giving feedback to the counselor afterwards (compare Horn et al., 2021). 
All acting persons were not professional actors but student assistants and the author. In the post-
production, subtitles were added via the platform Panopto that also hosts the in moodle embedded 
videos. The clips were then integrated into Branching Scenario, which did not require further pro-
gramming skills. 

Branching Scenario. In a briefing phase (McDermott et al., 2021), users are merely required to read 
textual instructions within the H5P application on the task, the functionality of the VGS, and the work-
sheet. As for the action phase, the case simulation is based on anecdotal evidence obtained by the author 
during previous intervision sessions: the student counselors’ accounts provided insight into critical situa-
tions that should now be addressed in the VGS. Therefore, the storyline is the preparation and beginning 
of the first session between a timid 17-years-old high school student and her student counselor. Being 
discontent with her current grades in English, the girl had signed up for the counseling. Before the first 
scene of the actual counseling starts, viewers can follow the enrollment procedure through a chat, 
realized with the app TextingStory. The scenery shows a comfortable counseling room with a table 
and chairs, decorative plants, and prepared water. The plot — with alternative situational 
endings — involves four branches: (1) the counselor’s considerations on the arrangement of the 
chairs before the counselee enters, (2) the beginning of the conversation (see Figure 2), (3) the challen-
ging goal setting, and (4) the resource-oriented exploration of the counselee’s situation. After that, the 
remaining conversation phases are briefly summarized in textual form, before the end of the conversa-
tion with an outlook to the next meeting is presented. To ensure that students reflect comprehensively 
about conversational techniques, and deliberately choose less promising options in the Branching 
Scenario, the VGS includes textual prompts for the viewers, reminding them to watch all alternative 
scenarios. 

The duration of the video clips varies (6 s to 2:45 min), depending on the suitability of the alter-
native: whereas less favorable conversation elements lead to short answers of the counselee, sys-
temic techniques trigger a conversation flow. Free access to the application is currently available 
and can be asked from the corresponding author. 

Worksheet. Students were assigned to engage in the VGS while filling in their observations and 
reflective thoughts on a worksheet that had been particularly designed for the task. The form 
mainly includes a table with blanks to fill in labels for conversation phases, observations on both 
the counselor and the counselee, and finally the personal evaluation of the alternative situational 
ending. 

Seminar Proceedings. Prior to using the material in the study, a student assistant was asked to try out 
the VGS-worksheet-task to check for any technical problems and gain insight into the required 
time-on-task (40 min). Since November 2022, the H5P-VGS-activity has been integrated as a 
midterm activity in the learning platform moodle of 11 interdisciplinary counseling courses for 
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Figure 2. Example pop-up question with choice of alternative scenarios in the virtual gaming simulation 
(VGS). 

preservice teachers at the University of Bamberg. At this point, the students had already dealt with 
the topic theoretically, but had not yet entered into a real counseling process. Regarding the the-
matic focus, the courses slightly differ from counseling language learners (CLL) (see seminar 
concept above), general SRL counseling (Horn et al., 2021), and a peer counseling training 
(Drechsel et al., 2020). While the number of participants in the theory-practice seminars is generally 
small; thematic seminars can accept larger cohorts. In all but one context, students were assigned to 
engage in the VGS asynchronously. Additionally, as part of a workshop, the VGS had been played 
individually in class during a thematic counseling seminar. As for interaction data, the moodle inter-
face showed whether the students actually played the VGS and made the order of chosen alterna-
tives visible. However, the data could not be exported to a csv-file. For the debriefing/reflection 
phase, the students were asked to, firstly, compare their notes on the worksheet with a partner. 
Secondly, in plenary, they discussed their observations and hypotheses regarding the different 
phases of the counseling and their assessments of the (un)suitability of respective conversation tech-
niques. During this phase, the instructor informed about the actual terminology of the conversation 
phases and systemic techniques as well as their functionality in the counseling process. In that way, 
the participants were able to check and, if necessary, correct their implicit assumptions, and gained 
declarative knowledge (savoir). To put the newly generated insights into practice (savoir-faire, 
savoir-être), subsequent tasks in course of the seminar included consolidating and extending 
their repertoire of systemic questions, and practicing these conversation techniques with a 
partner in role-plays. In this phase, the instructor observed the pair activity and gave advice and 
feedback to the students (savoir-réfléchir). It must be highlighted that during this subsequent 
in-person session, the lecturer observed that teacher students in the CLL seminar adopted 
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conversational elements previously used by the counselor in the videos. This might infer that they 
oriented strongly toward the VGS scenes. 

Participants 
Right after having played the VGS, teacher students were provided with information regard-
ing data protection and their rights as research subjects. All subjects agreed to these condi-
tions. Followingly, they were asked to participate voluntarily in an anonymous online 
exploratory evaluation of the application. In total, out of the frame population of 160 stu-
dents who received access to the VGS, 71 (60 female, 10 male, 1 nonbinary) preservice tea-
chers, who were on average in their 5th semester, both played the simulation and took part in 
the survey. The majority of these students (54.9%) was studying in the teacher training 
program for elementary school teaching, 35.2% for middle and high school teaching 
(Gymnasium 19.7%, Realschule 12.7%, Mittelschule 2.8%) and another 7.0% for vocational 
school teaching. Two persons described their course of studies as “Other.” While all parti-
cipants reported to have started the activity, six persons did not complete the task, and men-
tioned as reasons time constraints, that the content was already known, sickness, and 
technical difficulties. Seven completely at random missing values were imputed by the 
mean of the respective variable’s observations. One person did not respond to the topic 
interest-items. In addition, 20 students from two cohorts of the CLL seminar gave qualitative 
feedback. 

Students’ Evaluation of the VGS 
The evaluation orients toward the conceptual framework of teaching case development (Kim 
et al., 2006) and therefore includes usability scales (Laugwitz et al., 2008; Cronbachs α > .7  
except for the subscale dependability), interest scales (Seidel et al., 2022, ω = .85 for trig-
gered interest, ω = .86 for maintained interest; Reinders, 2016, α = .86–.87), and utility 
scales (adapted from Teo, 2019, CR = .95) (e.g., items, see Table 1). The data was analyzed 
with Microsoft Excel. Furthermore, during the subsequent in-person session in the seminar 
on CLL, participants gave qualitative feedback regarding the task anonymously: on three 
whiteboards, they commented on the following aspects: (1) “What I enjoyed about the 

Table 1. Example Rating Items of the Online Evaluation (translated from German). 

Scales Example items 

Usability (semantic Creative/unimaginative 
differential) Clear/confusing 

Easy to learn/difficult to learn 
Interest The VGS has captured my attention 

I would like to know more about the aspects that I encountered in the VGS 
By working through the task, the meaning of good counseling training has become 
clearer to me 

Utility The VGS can support me in preparing for (learning) counseling sessions 
I can apply what I have learned from the VGS in the real world 
The content of the VGS is useful for my everyday professional life as a teacher 

VGS=virtual gaming simulation. 
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VGS…”; (2)  “What I disliked about the VGS…”; and  (3)  “My ideas to improve the VGS…” 
Screenshots of the whiteboards were taken and, afterwards, analyzed by grouping similar 
comments in a table. 

Results 

Quantitative Evaluation 
Regarding usability (see Figure 3), they rated the VGS on seven-point scales (Laugwitz et al., 2008; 
26 items) as highly attractive (M = 5.7; SD  = 1.2), perspicious (M = 5.7; SD  = 1.3), novel (M = 5.5; 
SD = 1.3), stimulating (M = 5.6; SD = 1.4), and efficient (M = 5.4; SD = 1.3); as well as generally 
dependable (M = 5.3; SD = 1.3). In terms of interest (Seidel et al., 2022; 4-point scale, 6 items 
each), the VGS largely triggered (M = 3.4; SD = 0.7) and maintained (M = 3.2; SD  = 0.8) situ-
ational interest. The participants found that the simulation promoted their topic interest (n = 70 
as one person did not respond to the corresponding items; M = 4.9; SD = 1.1) (Reinders, 2016; 
6-point scale, 6 items). Additionally, the sample assessed the perceived utility of the VGS for 
their course of studies (adapted from Teo, 2019; 6-point scale, 4 items, M = 4.8; SD = 1.0) and 
for the transfer to their future profession (Seidel et al., 2022; 4-point-scale, 6 items, M = 3.4; 
SD = 0.6) positively. Finally, regarding their personal learning gain (self-developed; 5-point 
scale, 1 item), the participants regarded the application as useful (M = 3.8; SD = 0.7). 

Qualitative Evaluation 
The qualitative feedback of the CLL seminar students provides valuable insight into their reception of 
the application. For positive aspects, they described the application as “motivating,” “activating,” and 
“authentic” regarding the performance of the actors, and enjoyed the autonomous learning process as 
well as the interactivity through the choice of possible reactions. Additionally, they highlighted the 
clear structure of the VGS. However, some students pointed out difficulties with the application’s set-
tings, especially in relation to the back button and the text prompts to watch all alternative endings. 

Figure 3. Results of the virtual gaming simulation’s (VGS) usability evaluation (n = 71). 
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Other aspects were the difficulty of noting down observations regarding the counselor and some 
volume settings during the TextingStory scene. Meanwhile, the TextingStory scene was removed 
and the back button problem could be solved. For improvement, the teacher students suggested an 
even deeper level of interactivity, longer video sequences for observation purposes, and direct feedback 
regarding the suitability of the chosen alternative. 

Discussion 
Initial findings suggest that using VGS in counseling seminars is a promising way for preservice 
teachers to practice without real-world risks. The tool showed strengths in all evaluated areas 
(usability, interest, and utility). Results suggest that improving the application’s dependability, 
such as by revising settings, could enhance usability. Additionally, there is a discrepancy 
between positive evaluations and final assessment of personal learning gain. Further research 
could explore individual learner characteristics to understand relevant impact factors. Generally, 
the cost and effort of producing video clips must be weighed against the benefits. While creating 
the videos is time-consuming and requires professional equipment, the ease of digital implementa-
tion in various courses and workshops, along with the minimal requirements for students (just an 
online device), make VGS a sustainable and appealing teaching method for counseling skills. 
Additionally, the application is being tested in training workshops for in-service teachers and 
student tutors to assess its effectiveness beyond higher education settings. 

Limitations of the current study include the nonexportable log data, small sample size, and 
self-report nature of aspects such as utility and interest in the questionnaire. The imbalanced 
gender ratio in the study may be attributed to the higher proportion of women in the teacher 
education program in Bamberg. Empirical evidence supporting the hypothesis that the inter-
active component of VGS contributes to a greater sense of preparedness for actual counseling 
compared to passively watching a videotaped counseling session is still pending. A study 
design with treatment and control groups, along with performance-based assessment, would 
be preferable. In addition, running the VGS prototype and considering the students’ feedback, 
it becomes apparent that the application should be revised. Furthermore, the level of immersion 
is optimizable: in the current prototype, the counselee does not look directly into the camera, 
which might lead to a more observing than interacting feeling of the viewer. Conceivable 
would moreover be the use of virtual reality (VR) to increase the level of immersion in the coun-
seling situation, following the example of the project by the VR-team at University of South 
Bohemia (https://www.vrteam.cz/eng/). In the context of the CLL seminar, it became apparent 
that a wider range of VGS would be desirable for practice opportunities and to cater for the 
diversity of counselee personalities (e.g., introverted vs. extraverted, different age levels, 
high vs. low performers) and consulting occasions (e.g., self-initiated vs. externally initiated, 
intrinsically vs. extrinsically motivated). Also, a presentation of various counseling role-models 
in the simulation (e.g., different genders) could help the students to identify more strongly with 
the counselor’s perspective. Meanwhile, further critical situations in learning counseling ses-
sions had been extracted through expert interviews. 

Eventually, VGS is only one approximation of practice. In future, even more authentic, 
performance-based tasks could be designed. Innovative simulation formats, like the OSCE 
in clinical psychology programs (Glatz et al., 2022), could benefit teacher education by 
enhancing psychological literacy. After using VGS, student teachers could engage in role-
plays with simulated counselees while being assessed, similar to the OSCE model for clinical 
internships. While teacher students have a skeptical view of role-playing for exams, they 

https://www.vrteam.cz/eng/
https://www.vrteam.cz/eng/
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nevertheless recognize its importance and value it as a beneficial practice method (Meier 
et al., 2023). 

Declaration of Conflicting Interests 
The authors declared no potential conflicts of interest with respect to the research, authorship, and/or publica-
tion of this article. 

Funding 
The authors disclosed receipt of the following financial support for the research, authorship, and/or publication 
of this article: This work was supported by the Stiftung Innovation in der Hochschullehre. 

ORCID iDs 
Carmen Herrmann https://orcid.org/0000-0003-3784-6619 
Barbara Drechsel https://orcid.org/0000-0003-1454-3658 

References 
Akahori, K. (2005). The features and roles of simulation software in the classroom. In R. Shiratori, K. Arai, & 

F. Kato (Eds.), SpringerLink books. Gaming, simulations, and society: Research scope and perspective (pp. 
81–90). Springer Tokyo. 

Alammary, A., Sheard, J., & Carbone, A. (2014). Blended learning in higher education: Three different design 
approaches. Australasian Journal of Educational Technology, 30(4), 440–454. https://doi.org/10.14742/ajet.693 

Angelini, M. L., Muñiz, R., & Lozano, A. C. (2023). Virtual simulation in teacher education across borders. 
Education and Information Technologies, 29(9), 10551–10569. Advance online publication. https://doi. 
org/10.1007/s10639-023-12244-z 

Benson, P. (2012). Autonomy in language learning, learning and life. Synergies France, 9(1), 29–39. 
Bonnet, A. (2018). Language learners—from learning styles to identity. In C. Surkamp & B. Viebrock (Eds.), 

Teaching English as a foreign language: An introduction (1st ed., pp. 57–71). J.B. Metzler. 
Clark, D. B., Tanner-Smith, E. E., & Killingsworth, S. S. (2016). Digital games, design, and learning: A sys-

tematic review and meta-analysis. Review of Educational Research, 86(1), 79–122. https://doi.org/10.3102/ 
0034654315582065 

Connolly, T., Tsvetkova, N., & Hristova, P. (2020). Gamifying teacher training: Simulated practice learning 
for future and practising teachers interacting with vulnerable learners. In E. Bradley (Eds.), Springer eBook 
collection. Games and simulations in teacher education (1st ed., pp. 55–73). Springer International 
Publishing; Imprint Springer. 

Drechsel, B., Sauer, D., Paetsch, J., Fricke, J., & Wolstein, J. (2020). Beratungskompetenz von 
Lehramtsstudierenden im erziehungswissenschaftlichen Studium evidenzbasiert fördern – Das Bamberger 
Peer-Beratungstraining. In I. Gogolin, B. Hannover, & A. Scheunpflug (Eds.), Edition ZfE: Band 
4. Evidenzbasierung in der Lehrkräftebildung (Bd. 4, pp. 193–214). Springer Fachmedien Wiesbaden. 

Fischer, F., Bauer, E., Seidel, T., Schmidmaier, R., Radkowitsch, A., Neuhaus, B. J., Hofer, S. I., Sommerhoff, 
D., Ufer, S., Kuhn, J., Küchemann, S., Sailer, M., Koenen, J., Gartmeier, M., Berberat, P., Frenzel, A., 
Heitzmann, N., Holzberger, D., Pfeffer, J., … Fischer, M. R. (2022). Representational scaffolding in 
digital simulations - learning professional practices in higher education. Information and Learning 
Sciences, 123(11/12), 645–665. https://doi.org/10.1108/ILS-06-2022-0076 

Foster, A., & Shah, M. (2020). Principles for advancing game-based learning in teacher education. Journal of 
Digital Learning in Teacher Education, 36(2), 84–95. https://doi.org/10.1080/21532974.2019.1695553 

Glatz, T., Bergbom, S., & Edlund, S. (2022). Lessons learned and preliminary results from implementing 
simulation-based elements in a clinical psychology programme. Psychology Learning & Teaching, 
21(2), 162–181. https://doi.org/10.1177/14757257221093490 

https://orcid.org/0000-0003-3784-6619
https://orcid.org/0000-0003-3784-6619
https://orcid.org/0000-0003-1454-3658
https://orcid.org/0000-0003-1454-3658
https://doi.org/10.14742/ajet.693
https://doi.org/10.14742/ajet.693
https://doi.org/10.1007/s10639-023-12244-z
https://doi.org/10.1007/s10639-023-12244-z
https://doi.org/10.1007/s10639-023-12244-z
https://doi.org/10.3102/0034654315582065
https://doi.org/10.3102/0034654315582065
https://doi.org/10.3102/0034654315582065
https://doi.org/10.1108/ILS-06-2022-0076
https://doi.org/10.1108/ILS-06-2022-0076
https://doi.org/10.1080/21532974.2019.1695553
https://doi.org/10.1080/21532974.2019.1695553
https://doi.org/10.1177/14757257221093490
https://doi.org/10.1177/14757257221093490


414 Psychology Learning & Teaching 23(3) 

Grossman, P., Compton, C., Igra, D., Ronfeldt, M., Shahan, E., & Williamson, P. W. (2009). Teaching prac-
tice: A cross-professional perspective. Teachers College Record: The Voice of Scholarship in Education, 
111(9), 2055–2100. https://doi.org/10.1177/016146810911100905 

Herrmann, C., Beer, C., & Drechsel, B. (in press). Superkräfte mit Sprachlernberatung wecken: Ein 
Seminarkonzept zur Kompetenzförderung bei schulischen Akteur:innen. In V. Keimerl, C. Elting, 
T. Zmiskol, & M. Hess (Eds.), Professionalisierung für den Umgang mit Heterogenität und Inklusion: 
Befunde, Konzepte und Anregungen aus der Lehrkräftebildung. University of Bamberg Press. 

Horn, D., Grötzbach, D., & Drechsel, B. (2021). Fostering preservice teachers’ psychological literacy by coun-
seling pupils on their self-regulated learning - Didactical concept of a theory–practice learning setting and 
insights into preservice teachers’ reflections. Psychology Learning & Teaching, 20(2), 279–293. https://doi. 
org/10.1177/1475725720973517 

Horn, D., Paetsch, J., & Drechsel, B. (2024). Better with practice: Changes in preservice teachers’ psycho-
logical literacy by counseling pupils on their self-regulated learning. Psychology Learning & Teaching, 
23(2), 189–206. Advance online publication. https://doi.org/10.1177/14757257231219784 

Irwanto, I., Wahyudiati, D., Saputro, A. D., & Laksana, S. D. (2023). Research trends and applications of 
gamification in higher education: A bibliometric analysis spanning 2013–2022. International Journal 
of Emerging Technologies in Learning (iJET), 18(05), 19–41. https://doi.org/10.3991/ijet.v18i05. 
37021 

Kim, S., Phillips, W. R., Pinsky, L., Brock, D., Phillips, K., & Keary, J. (2006). A conceptual framework for 
developing teaching cases: A review and synthesis of the literature across disciplines. Medical Education, 
40(9), 867–876. https://doi.org/10.1111/j.1365-2929.2006.02544.x 

Kleppin, K. (2019). Sprachlernberatung: Hype oder Notwendigkeit? Informationen Deutsch als 
Fremdsprache, 46(5), 571–585. https://doi.org/10.1515/infodaf-2019-0024 

Kolb, D. A. (2015). Experiential learning: Experience as the source of learning and development (2nd ed.). 
Pearson Education LTD. 

Kultusministerkonferenz. (2022). Standards für die Lehrerbildung: Bildungswissenschaften. https://www. 
kmk.org/fileadmin/veroeffentlichungen_beschluesse/2004/2004_12_16-Standards-Lehrerbildung-
Bildungswissenschaften.pdf 

Laugwitz, B., Held, T., & Schrepp, M. (2008). Construction and Evaluation of a User Experience Questionnaire. 
In A. Holzinger (Ed.), HCI and Usability for Education and Work. USAB 2008. Lecture Notes in Computer 
Science (Vol. 5298, pp. 63–76). Springer. https://doi.org/10.1007/978-3-540-89350-9_6 

Lee, J., & Hammer, J. (2011). Gamification in education. What, how, why bother? Academic Exchange 
Quarterly, 15(2), 1–5. 

Lueg, A. (2023). Schule ohne Noten - Verstehen statt sturem Pauken. In SWR2 Wissen. SWR2. https://www. 
swr.de/swr2/wissen/schule-ohne-noten-verstehen-statt-sturem-pauken-swr2-wissen-2023-03-25-102.html 

Martinez, H. (2021). Sprachlernberatung in der Lehrerausbildung - Lernszenarien zum Erwerb professioneller 
Kompetenzen. In A. Grünewald (Ed.), Giessener Beiträge zur Fremdsprachendidaktik. 
Fremdsprachendidaktik als Wissenschaft und Ausbildungsdisziplin: Festschrift für Daniela Caspari (pp. 
259–276). Narr Francke Attempto. 

McDermott, D. S., Ludlow, J., Horsley, E., & Meakim, C. (2021). Healthcare simulation standards of best 
practiceTM prebriefing: Preparation and briefing. Clinical Simulation in Nursing, 58, 9–13. https://doi. 
org/10.1016/j.ecns.2021.08.008 

Meier, J., Janzen, T., Wotschel, P., & Vogelsang, C. (2023). Rollenspielbasierte Simulationen als Übungs- und 
Prüfungsformate im Lehramtsstudium: Eine explorative Studie zu Erfahrungen und Einschätzungen aus 
Studierendensicht. Die Hochschullehre, 9(1), 85–100. https://doi.org/10.3278/HSL2307W . 

O’Reilly, E. (2012). Language counseling trends: Implications for beginning language learner strategy instruc-
tion. Studies in Self-Access Learning Journal, 438–451. https://doi.org/10.37237/030408 

Peterson-Ahmad, M. B., & Landon-Hays, M. (2020). Simulated learning environments to support general and 
special education preparation programs in developing teacher candidate instructional strategies and a dis-
position toward coaching. In E. Bradley (Ed.), Springer eBook collection. Games and simulations in 
teacher education (1st ed., pp. 169–182). Springer. 

https://doi.org/10.1177/016146810911100905
https://doi.org/10.1177/016146810911100905
https://doi.org/10.1177/1475725720973517
https://doi.org/10.1177/1475725720973517
https://doi.org/10.1177/1475725720973517
https://doi.org/10.1177/14757257231219784
https://doi.org/10.1177/14757257231219784
https://doi.org/10.3991/ijet.v18i05.37021
https://doi.org/10.3991/ijet.v18i05.37021
https://doi.org/10.3991/ijet.v18i05.37021
https://doi.org/10.1111/j.1365-2929.2006.02544.x
https://doi.org/10.1111/j.1365-2929.2006.02544.x
https://doi.org/10.1515/infodaf-2019-0024
https://doi.org/10.1515/infodaf-2019-0024
https://www.kmk.org/fileadmin/veroeffentlichungen_beschluesse/2004/2004_12_16-Standards-Lehrerbildung-Bildungswissenschaften.pdf
https://www.kmk.org/fileadmin/veroeffentlichungen_beschluesse/2004/2004_12_16-Standards-Lehrerbildung-Bildungswissenschaften.pdf
https://www.kmk.org/fileadmin/veroeffentlichungen_beschluesse/2004/2004_12_16-Standards-Lehrerbildung-Bildungswissenschaften.pdf
https://www.kmk.org/fileadmin/veroeffentlichungen_beschluesse/2004/2004_12_16-Standards-Lehrerbildung-Bildungswissenschaften.pdf
https://doi.org/10.1007/978-3-540-89350-9_6
https://www.swr.de/swr2/wissen/schule-ohne-noten-verstehen-statt-sturem-pauken-swr2-wissen-2023-03-25-102.html
https://www.swr.de/swr2/wissen/schule-ohne-noten-verstehen-statt-sturem-pauken-swr2-wissen-2023-03-25-102.html
https://www.swr.de/swr2/wissen/schule-ohne-noten-verstehen-statt-sturem-pauken-swr2-wissen-2023-03-25-102.html
https://doi.org/10.1016/j.ecns.2021.08.008
https://doi.org/10.1016/j.ecns.2021.08.008
https://doi.org/10.1016/j.ecns.2021.08.008
https://doi.org/10.3278/HSL2307W
https://doi.org/10.37237/030408
https://doi.org/10.37237/030408


415 Herrmann and Drechsel 

Reinders, H. (2016). Service Learning - theoretische Überlegungen und empirische Studien zu Lernen durch 
Engagement. Beltz Juventa. 

Sailer, M., Hense, J., Mandl, H., & Klevers, M. (2013). Psychological perspectives on motivation through 
gamification. Interaction Design and Architecture(s), (19), 28–37. https://doi.org/10.55612/s-5002-
019-002 

Seidel, T., Farrell, M., Martin, M., Rieß, W., & Renkl, A. (2022). Developing scripted video cases for teacher 
education: Creating evidence-based practice representations using mock ups. Frontiers in Education, 7, 
Article 965498. https://doi.org/10.3389/feduc.2022.965498 

Teo, T. (2019). Students and teachers’ intention to use technology: Assessing their measurement equivalence 
and structural invariance. Journal of Educational Computing Research, 57(1), 201–225. https://doi.org/10. 
1177/0735633117749430 

Theelen, H., van den Beemt, A., & den Brok, P. (2019). Classroom simulations in teacher education to support 
preservice teachers’ interpersonal competence: A systematic literature review. Computers & Education, 
129, 14–26. https://doi.org/10.1016/j.compedu.2018.10.015 

Verkuyl, M., Atack, L., Mastrilli, P., & Romaniuk, D. (2016). Virtual gaming to develop students’ pediatric nursing 
skills: A usability test. Nurse Education Today, 46, 81–85. https://doi.org/10.1016/j.nedt.2016.08.024 

Verkuyl, M., Djafarova, N., Mastrilli, P., & Atack, L. (2022). Virtual gaming simulation: Evaluating players’ 
experiences. Clinical Simulation in Nursing, 63, 16–22. https://doi.org/10.1016/j.ecns.2021.11.002 

Wiethoff, C., & Stolcis, M. (2018). Systemisches Coaching mit Schülerinnen und Schülern. Kohlhammer Verlag. 

Author Biographies 
Carmen Herrmann is a research and teaching assistant at the competence center for school counseling 
(ZeBERA) within the DiKuLe project (developing digital cultures of teaching) at the University of 
Bamberg, Germany. She develops and evaluates learning formats to foster (preservice) teachers’ coun-
seling competencies. She is a school psychologist and teacher of English (1st state examination) and 
holds a master’s degree in psychology. Her research interests include systemic counseling, blended 
learning, virtual gaming simulations, and counseling language learners. 

Barbara Drechsel holds a professorship of psychology with a focus on teacher education at 
Bamberg University. She is the head of the German Psychological Society‘s (DGPs) Committee 
for Psychology in Teacher Education. Her research focuses interest and motivation, reading liter-
acy, and approaches for linking theory and practice in teacher education, for example, by fostering 
student counseling competencies. 

https://doi.org/10.55612/s-5002-019-002
https://doi.org/10.55612/s-5002-019-002
https://doi.org/10.55612/s-5002-019-002
https://doi.org/10.3389/feduc.2022.965498
https://doi.org/10.3389/feduc.2022.965498
https://doi.org/10.1177/0735633117749430
https://doi.org/10.1177/0735633117749430
https://doi.org/10.1177/0735633117749430
https://doi.org/10.1016/j.compedu.2018.10.015
https://doi.org/10.1016/j.compedu.2018.10.015
https://doi.org/10.1016/j.nedt.2016.08.024
https://doi.org/10.1016/j.nedt.2016.08.024
https://doi.org/10.1016/j.ecns.2021.11.002
https://doi.org/10.1016/j.ecns.2021.11.002

	 Introduction
	 Teachers’ Need for Counseling Competencies
	 Implementing a Blended Learning Seminar for Training Counseling Competencies
	 Considerations on a Game-Based Learning Approach

	 Method
	 Development of a VGS-Prototype for Counseling Seminars
	 Branching Scenario
	 Worksheet
	 Seminar Proceedings

	 Participants
	 Students’ Evaluation of the VGS

	 Results
	 Quantitative Evaluation
	 Qualitative Evaluation

	 Discussion
	 References


<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /All
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile ()
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.4
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 5
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness false
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages false
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Average
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /CropGrayImages false
  /GrayImageMinResolution 300
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Average
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /CropMonoImages false
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Average
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /PDFX1a:2003
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError false
  /PDFXTrimBoxToMediaBoxOffset [
    33.84000
    33.84000
    33.84000
    33.84000
  ]
  /PDFXSetBleedBoxToMediaBox false
  /PDFXBleedBoxToTrimBoxOffset [
    9.00000
    9.00000
    9.00000
    9.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /CreateJDFFile false
  /Description <<

    /BGR <>
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000500044004600206587686353ef901a8fc7684c976262535370673a548c002000700072006f006f00660065007200208fdb884c9ad88d2891cf62535370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef653ef5728684c9762537088686a5f548c002000700072006f006f00660065007200204e0a73725f979ad854c18cea7684521753706548679c300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /CZE <>
    /DAN <>
    /DEU <>
    /ESP <>
    /ETI <>
    /FRA <>
    /GRE <>

    /HRV <>
    /HUN <>
    /ITA <>
    /JPN <>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020b370c2a4d06cd0d10020d504b9b0d1300020bc0f0020ad50c815ae30c5d0c11c0020ace0d488c9c8b85c0020c778c1c4d560002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /LTH <>
    /LVI <>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken voor kwaliteitsafdrukken op desktopprinters en proofers. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /POL <>
    /PTB <>
    /RUM <>
    /RUS <>
    /SKY <>
    /SLV <>
    /SUO <>
    /SVE <>
    /TUR <>
    /UKR <>
    /ENU (Use these settings to create Adobe PDF documents for quality printing on desktop printers and proofers.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
  >>
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames false
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AddBleedMarks true
      /AddColorBars false
      /AddCropMarks true
      /AddPageInfo true
      /AddRegMarks false
      /BleedOffset [
        9
        9
        9
        9
      ]
      /ConvertColors /NoConversion
      /DestinationProfileName ()
      /DestinationProfileSelector /NA
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure true
      /IncludeBookmarks true
      /IncludeHyperlinks true
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles false
      /MarksOffset 6
      /MarksWeight 0.250000
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /NA
      /PageMarksFile /RomanDefault
      /PreserveEditing true
      /UntaggedCMYKHandling /LeaveUntagged
      /UntaggedRGBHandling /LeaveUntagged
      /UseDocumentBleed false
    >>
    <<
      /AllowImageBreaks true
      /AllowTableBreaks true
      /ExpandPage false
      /HonorBaseURL true
      /HonorRolloverEffect false
      /IgnoreHTMLPageBreaks false
      /IncludeHeaderFooter false
      /MarginOffset [
        0
        0
        0
        0
      ]
      /MetadataAuthor ()
      /MetadataKeywords ()
      /MetadataSubject ()
      /MetadataTitle ()
      /MetricPageSize [
        0
        0
      ]
      /MetricUnit /inch
      /MobileCompatible 0
      /Namespace [
        (Adobe)
        (GoLive)
        (8.0)
      ]
      /OpenZoomToHTMLFontSize false
      /PageOrientation /Portrait
      /RemoveBackground false
      /ShrinkContent true
      /TreatColorsAs /MainMonitorColors
      /UseEmbeddedProfiles false
      /UseHTMLTitleAsMetadata true
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [612.000 792.000]
>> setpagedevice




