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“Once upon a time…”

What can we learn from fun and 
games?
Anne Helsdingen 

Presentation:

‘Serious games’: contradictio in 
terminis?

Research & Development opportunities
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Games

Training and education
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ZeZe trekkentrekken dusdus 't 't aantalaantal kogelskogels
per per minuutminuut op van 600 op van 600 naarnaar
900 900 zodatzodat jeje makkelijkermakkelijker kankan
killenkillen met de P90met de P90

Already know you that Already know you that 
which you need... Yodawhich you need... Yoda

For those in the mood for For those in the mood for 
destruction, grab the destruction, grab the 
tank and knock other tank and knock other 
cars out of your waycars out of your way

Enslave all intelligent Enslave all intelligent 
life to unify them all !life to unify them all !
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Skill
Inventory

--------------------

Performance
Data

Learning
Objectives/

Competencies

Scenario
Events

Scripts

--------------------

Performance
Measures

Standards

Performance
Diagnosis

Feedback
and Debrief --------------------

Mission
analysis

--------------------
Mission Essential
Task List (METL)

Establish a clear link Establish a clear link 
between learning goals, between learning goals, 
events and events and 
performance objectivesperformance objectives

Develop an exercise Develop an exercise 
management planmanagement plan

Provide exercise Provide exercise 
control to instructorcontrol to instructor

Free play does not Free play does not 
ensure effective ensure effective 
trainingtraining

Exposure to a task is not Exposure to a task is not 
sufficient for learningsufficient for learning



JustJust--inin--time trainingtime training

Train as you fightTrain as you fight

More tasks, less time, More tasks, less time, 
less personnelless personnel

NEC, Information NEC, Information 
warfare, warfare, cyberwarcyberwar



Entertainment

Emotion

Player control

Free play

Unpredictable turn of events

Fantasy

No boundaries

Social interaction

Surprise

Risk

Suspense

Art & beauty

Learning process

Structure

Learning goals

Instructor control

Standardization

Realistic problems

Effective & efficient

Transfer of training

Validity

Fidelity



ContextualizedContextualized

Clear goalClear goal

Appropriate Appropriate 
challengechallenge

AnchoredAnchored

RelevantRelevant

ExploratoryExploratory

Active Active 
manipulationmanipulation

Appropriate Appropriate 
feedbackfeedback

Attention gettingAttention getting

Build experiences, not learning content!Build experiences, not learning content!

Clark N. Quinn:

Engaging Learning



Research and Development

•Why are games 
engaging? And for 
whom? 

•Which elements of games 
inhibit the learning 
proces?

•Which elements of 
‘traditional’ learning 
environments make them 
boring?

•When is learning fun?

•FALCON IV - AIRBOOK
•GATE, AGS



Research and Development

AI 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



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  



Goal

Develop (guidelines for) games that are 
cost-effective, engaging, comfortable and 
have a high training value




