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Abstract. Adapt or Die! is an educational online application designed in form of 

a serious game and aims for teaching and guiding the business model (BM) 

creation process in volatile, digital ecosystems. The prototype guides up to 20 

players dynamically through the key building blocks of a digital BM and makes 

them solve quiz questions, adapt to change, understand evolutionary BM 

patterns, or master 
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cope with the high variety of a VUCA environment [4]. We, therefore, decided to 

develop an educative serious game (ESG), since game 
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