What can we learn from fun and

games?
Anne Helsdingen

TNO | Knowledge for business

“Once upon a time...”

Presentation:

‘Serious games’: contradictio in
terminis?

Research & Development opportunities
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Build experiences, not learning content!




Research and Development

Why are games
engaging? And for
whom?

*\Which elements of games
iInhibit the learning
proces?

*Which elements of
traditional’ learning
environments make them
boring?

*When is learning fun?
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Sequential learner and trust that C
you'll conduct yourself accordingly!” N



Research and Development

Al and Games

* How can we support performance measurement in a free play,
unpredictable game play?

* Which roles can virtual agents play in a learning game?
* How intelligent and generic do virtual agents have to be?
* How do we make them intelligent?

* Do virtual agents need to display emotion?

* How do we interact with virtual agents?

 IKAT, CHI Systems




Research and Development

TACOP: opposing force for training
TACTEAM : team member for training

Learning agent: perfect operator for instruction / performance
measurement

Ashley: hostess as a guide trough the virtual (training) world

Situation Assessment Model: Modular architecture for cognitive
model




Research and Development

Cybersickness:

* What game elements make us
sick?
* What can we manipulate

(software, hardware) to prevent
cybersickness?

- UU, SRON

"These flight simulators are getting
more realistic all the time!"




Research and development

Guidelines to prevent cybersickness: Field of view is important,
adaptation, gravity, inertial accelerations.

Research environment for cybersickness, simulation sickness &
motion sickness studies: from low fidelity to high fidelity systems




Develop (guidelines for) games that are

cost-effective, engaging, comfortable and
have a high training value
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“| didn’t actually catcﬁ anyt
feel | gained some valuable experience.”




