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Figure 124 – Incidents like this tractor-trailer spill may involve relatively benign 

materials, like the trash shown here, or hazardous materials such as gas or 

chemicals. The cleanup of such events can be both costly and time-consuming. 

Photo: New Jersey DOT.27 

Consider these important facts: 

• One-quarter of the traffic congestion in the U.S. is caused by non-

recurring traffic incidents, including stalled vehicles, spilled loads, de-

bris on the road, and crashes.28 

• Traffic congestion is a costly economic threat. Americans lose 3.7 bil-

lion hours and 2.3 billion gallons of fuel every year sitting in traffic. In 

2004, truck traffic idled by congestion and traffic accidents costs the in-

dustry $8 billion dollars. That cost passes on to consumers in the form 

of higher freight costs.29 

• Estimates show that secondary crashes, due to congestion caused by a 

previous crash, represent 20 percent of all crashes.30 

                                                           
27 Turner-Fairbanks Highway Research Center   
28 USDOT, Federal Highway Administration, Turner-Fairbanks Highway Re-
search Center – http://www.tfhrc.gov/pubrds/04nov/03.htm 
29 Intelligent Transportation Systems, USDOT – 
http://www.its.dot.gov/jpodocs/repts_te/14288.htm#b2 
30 Federal Highway Administration Office of Operations Webpage, Traffic Inci-
dent Management – http://www.ops.fhwa.dot.gov/aboutus/one_pagers/tim.htm 
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• Responders to traffic incidents risk their lives to manage congestion 

and accidents. More than 20 percent of annual firefighter deaths occur 

on the roadways, as does about half of the 300 law-enforcement officers 

killed on duty. In the first three months of 2006, the towing and recov-

ery industry lost five people in struck-by incidents.31 
 

 

The I–95 Corridor Coalition 
The I-95 Corridor Coalition is an alliance of transportation agencies, toll au-

thorities, and related organizations, including law enforcement, from the State 

of Maine to the State of Florida, with affiliate members in Canada. The Coali-

tion began in the early 1990's as an informal group of transportation profes-

sionals who work together to more effectively manage major highway inci-

dents that impacted travel across jurisdictional boundaries. During the 1990’s, 

the focus of the Coalition's program evolved from studying and testing intelli-

gent transportation systems (ITS) technologies, to a broader perspective that 

embraced integrated deployments and coordinated operations.  

In an effort to improve safety and performance on I-95, a Steering Committee 

of the I-95 Corridor Coalition set out to develop and test a Massively Multi-

player Virtual Incident Management Training System for Transportation First 

Responders. The Steering Committee consists of police, fire, EMT, towing re-

covery, and transportation officials, and includes the U.S. Department of 

Transportation (USDOT) and the Federal Highway Administration (FHA). 

The Steering Committee set out to establish a set of “best practices” that were 

to be used in the development of 3-D virtual reality scenarios that would allow 

first-responder learners to embrace important safety and traffic management 

procedures. This effort would minimize prolonged traffic congestion, enhance 

overall traffic incident management (TIM), and improve safety for first re-

sponders and the driving public-at-large. 

 

                                                           
31 National Traffic Incident Management Coalition – 
http://www.transportation.org/?siteid=41&pageid=591 
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Primary “best practices” 
While it is readily recognized that TIM will vary from jurisdiction to jurisdic-

tion, and that the respective agencies responsible for emergency communica-

tions, law enforcement, fire, EMS, and so on, will formulate and adopt their 

own methods and procedures, there are some common and effective steps that 

first responders can take to achieve optimal management and solutions to any 

particular incident. Some examples are: 

• The safety of first responders is substantially enhanced when they don 

their reflective emergency vests as soon as they arrive at the scene; 

• Placement of traffic cones and flares will help to isolate areas that must 

be off-limits to anyone other than first responders; and,  

• An assessment of the types of responder vehicles, including appropriate 

size and sufficient number, is vitally important so that there is no delay 

in calling subsequent response vehicles to the scene. 

The best-practices effort intends to ensure that the content of the 3-D, virtual 

reality scenarios teaches first responders to learn how to assess and implement 

the basic steps that will enhance TIM, and improve safety at the scene.  

According to Chris Badger, Vice President of Marketing at Forterra Systems, 

“The great promise of immersive learning simulations (ILS) is that best-

practices modeling is now possible in a computer-generated, 3-D, real-time, 

safe environment. People can test scenarios, get real-time feedback, and re-

view and evaluate both good performance and potentially catastrophic mis-

takes.” 
 

Phase One – Virtual Reality Scenario Development 

The I-95 Corridor Coalition appropriated $1.4 million dollars for the develop-

ment of the Virtual Incident Management Training System. They chose the 

Center for Advanced Transportation Technology Laboratory (CATT LAB) at the 

University of Maryland to develop the virtual reality tools necessary to move 

forward with this initiative. They also selected the OLIVE (On-line Interactive 

Virtual Environment) platform from Forterra Systems as the foundation for 

their technology development. 

Through the steering committee, the coalition determined what every first re-

sponder should learn to do. Their goal was to test, validate, certify, and rein-

force the dissemination of best incident-management practices across the Coa-

The great promise  

of immersive learn-

ing simulations (ILS) 

is that best practices 

modeling is now pos-

sible in a computer- 

generated, 3-D, real-

time, safe environ-

ment. People can test 

scenarios, get real-

time feedback, and 

review and evaluate 

both good perform-

ance and potentially 

catastrophic  

mistakes. 
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lition region. Opinions and attitudes about what constitutes best practices vary 

across the wide spectrum of agencies and first-responder leaders. The steering 

committee maneuvered through this complicated, content development phase 

by receiving input from many people throughout the region, and deciding on 

the common themes best employed in creating an effective learning tool. 

The program presents typical traffic incidents, from “fender benders” to major 

collisions including HAZMAT situations, and allows the participants to play out 

their normal roles in what is essentially a highly structured and recorded video 

game. In this way, traffic management personnel and incident responders can 

experience a wide array of realistic scenarios, analyze the impacts of their de-

cisions, and learn appropriate responses and communication, as well as the 

consequences of inappropriate responses and of communication breakdowns. 

In essence, this learning strategy allows a real-time review of in-simulation 

performance and feedback to correct learning deficiencies. 
 

 

Figure 2 – This is one example of an incident scenario developed by the CATT 

LAB for the Virtual Incident Management Training System. 

The next step for the steering committee was to select the development plat-

form that best suited their needs, at a cost level that was appropriate given the 

budget for the project. Several platform options were available for review, and 

they analyzed proposals from vendors who would provide their platforms along 

with additional technical support as needed. Project leadership determined 
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that there was a wide spectrum of technology available, and, surprisingly few 

similar attributes among them.  

After this extensive review of computer-generated virtual environments, the 

steering committee selected Forterra Systems’ OLIVE platform, at a cost of ap-

proximately 21% of the total budget. Also, in this selection phase, project lead-

ership noted that the procurement process was complicated by the fact that 

government funding was involved, and the requirements for expenditure re-

view and approval, prior to signing contracts, lengthened the time to make a 

final selection of the platform. 

The team of two full-time faculty members and six undergraduate students at 

the CATT LAB, under the direction of principal investigator, Michael L. Pack, 

began the creation of an intensive training program in three-dimensional, 

multi-player computer gaming simulation technology. According to Mr. Pack, 

“OLIVE provided the greatest possibilities. It had significant first-responder 

content already built in, its VoIP (voice over internet protocol) was very good, 

and it easily handled large numbers of users at one time.” In addition, OLIVE’s 

ability to capture and record simulations for later retrieval and review made 

Forterra’s technology especially compelling.  
 

Phase Two – Testing with Live First Responders 

Once the first set of Virtual Incident Management Training System game mod-

ules was completed, an on-site training program for first responders began. In 

addition to the software, they created pre-study workbooks to establish training 

standards and best practices. A small number of first responders were then 

able to experience a reinforcement of what they were to learn, using the com-

puter-generated virtual environment as an effective reinforcement tool. By ex-

periencing changing scenarios, the learner should be able to react and respond 

in appropriate ways, and understand the implications and ramifications of their 

responses – whether correct or flawed. 



 
 
 
 

178  ●  Case Study – Using a Virtual Incident Management Training System for Transportation First Responders 

GUILD RESEARCH 360° REPORT ON IMMERSIVE LEARNING SIMULATIONS 

Licen
sed

 m
aterial n

o
t fo

r d
istrib

u
tio

n
 

 
Figure 3 – First responder participating in an incident scenario 

 
Figure 4 - Examples of how scenarios are depicted via the virtual training soft-
ware.32 

                                                           
32 CATT Laboratory, University of Maryland, College Park – Virtual Incident 
Management Training – 
http://www.cattlab.umd.edu/index.php?page=research&a=00028 
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Next, the project must grapple with how to expand this learning experience to 

encompass the thousands of first responders throughout the corridor-coalition 

region. One strategy calls for the use of a “rolling, 50 laptop, laboratory” where 

selected individuals in many locales will be able to experience this learning 

opportunity. This rolling lab will provide valuable information to the coalition 

that they will then use to formulate the next phase, including identifying ap-

propriate funding, of this project. 

Project specifications also call for the use of moderators as part of the learning 

design. These people are essential to the deployment, and they will provide 

both in-game feedback and critical technical support to first-responder learn-

ers. 

In addition to evaluating the learning process, including acceptance, usability, 

flexibility, and effectiveness, the leaders in communities and first-responder 

agencies will have an opportunity to examine and evaluate this new learning 

technology for their first-respond-er teams. According to Karen Haas, a con-

sultant and stakeholder in the Steering Committee, “This learning opportunity 

is intended to achieve two important goals for the first-responder agencies and 

the public they serve: 

• Create efficiency in training and adoption of best practices; and, 

• Foster the interest of public safety teams and leaders in resolving traffic in-

cidents in the safest possible manner.  

This involves the ongoing development of training content, with a critical over-

lay of standard operating procedures, which will be utilized across the coali-

tion corridor region.” 
 
 

What the Future May Hold 
This project commenced in mid-2006, and we expect it to continue under the 

current level of funding, until early- to mid-2009. If the results continue to be 

satisfactory, we anticipate that there will be an additional round of funding that 

will move the project to the next phase of implementation, which presumably 

will reach and serve the vast majority of the first responders along the I-95 

Corridor. 

In addition, we expect that this successful project would lead to adoption 

across the nation, and that further training scenarios would most likely include 
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other natural and human-caused disasters, such as plane crashes, terrorist at-

tacks, hurricanes, earthquakes, etc. 
 

Opportunities and Obstacles 

As with any project of this nature and design, there are many opportunities and 

obstacles. It is no small task to convince first-responder agencies and their 

government and political leaders, as well as first responders themselves, of the 

effectiveness of this project as a learning tool.  

The matter of cost is always foremost in the minds of the decision makers. It is 

too early to calculate the cost per learner; however, an excellent learning tool 

is being developed and tested for a total cost of $1.4 million dollars. While ex-

pansion will bring the total cost higher, when spread over the thousands of 

first responders in the 15 states of the Coalition Corridor region, the cost per 

learner will likely be well under $100. This seems to confirm that this virtual 

immersive-learning simulation will prove to be a cost-effective way to train 

first responders, and to achieve more efficient, safer, and less costly results at 

each traffic incident. 

In addition, as noted by the CATT LAB team, this technology will require many 

agencies to upgrade their existing technology platforms to a current level of 

sophistication that will support this computer-generated virtual environment. 

While they will see this as adding to the cost per learner, upgraded technology 

has many positive effects on an agency, and they should evaluate the benefits 

of new technology as to their total impact on operations. 

One of the requirements in the deployment phase calls for moderators who 

have the excellent credentials that are valued and respected by first responder 

agencies, as well as technical competence that will be vital to successful im-

plementation of the learning strategies. Finding moderators to fill these shoes 

will be challenging 

 

In Summary 
Clearly, managing the nation’s highways to ensure greater safety, while keep-

ing them clear of congestion and traffic incidents, is a high priority of govern-

ment, transportation departments, and first responder agencies. Furthermore, 

the public expects efficient and safe travel on the highways, and the unfettered 

movement of commerce to provide goods and services at low prices. 

While it’s still too 

early to say for sure, 

the cost per learner 

will likely be well  

under $100. 
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The I-95 Corridor Coalition recognized the need to undertake significant effort 

to reduce traffic problems and increase first responder safety on Interstate 95. 

To that end, the Coalition formed a Steering Committee that analyzed ways to 

improve traffic incident management by implementing a project to create 

learning tools that would teach best practices to the first responders across the 

region.  

Employing computer-generated, 3-D, immersive learning simulations, the 

Steering Committee developed several scenarios and built them into a Virtual 

Incident Management Training System for Transportation First Responders. 

The CATT Lab at the University of Maryland, using Forterra Systems’ OLIVE 

platform, designed and created a virtual reality training games module. 

Next, they invited a small group of first responders to alpha-test the program. 

From the results of testing, the Steering Committee will move forward with 

deployment over the next six months, by using a rolling, 50-laptop, learning 

center that will allow a much larger sample of first responders across the re-

gion to use these immersive learning techniques. When this effort is com-

pleted, the steering committee expects to have fully spent the budget of $1.4 

million. 

The I-95 Corridor Coalition will have to evaluate the results of this 3-year pro-

ject, and decide if they will appropriate additional funds to allow expansion of 

the Virtual Incident Management Training System. If they decide to move for-

ward, all first responders in the I-95 corridor will use this system to learn the 

best practices deemed necessary to enhance their own safety and the safety of 

the traveling public, while also managing traffic incidents in the most effective 

and efficient manner. 
 

 

 

Project Summary 
 
Name of Project 

Virtual-Incident Management-Training System for Transportation First Re-

sponders 
 
Description 

Traffic congestion on the Interstate 95 Corridor is costing valuable time and 

money, due in part to ineffective Traffic Incident Management, idle freight, 
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and substantial delay of the traveling public. Additionally, first responders are 

at great risk for injury or death when traffic incidents are mismanaged. The I-

95 Corridor Coalition has developed a set of best practices that, when used, 

increase safety to first responders and the public-at-large, while also efficiently 

and effectively dealing with the incident in a manner that saves time, human 

and equipment resources, and money. 

The Coalition has designed and developed a virtual traffic-incident manage-

ment training system, using Forterra Systems’ OLIVE platform, as a basis for 

creating computer-generated virtual learning environments for first respond-

ers. These learners will be equipped with the knowledge and judgment neces-

sary to ensure their own safety, while correctly and efficiently managing any 

type of traffic incident.  
 
Links 

http://www.i95coalition.org/sp.html 

http://www.cattlab.umd.edu/index.php?page=home 

http://www.forterrainc.com 
 
Forms of Training or Learning Used 

~   Immersive learning simulations 

~   Print-based self-study materials 
 
Number of Learners who will use the Training 

Tens of thousands of first responders in the 15-state region covered by the I-95 

Corridor Coalition 

 
Project Cost 

$1,400,000 
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Interviews 

If you want some inspiration on using games for learning, spend a little time 

listening to Katie Salen, and how she and her colleagues at the Institute for 

Play were tasked with creating a New York City public school that will use 

game-based techniques to tech children in games 6 through 12. 

Our interview with Katie begins on page 184. 

And, if you question whether learning games are appropriate for corporations, 

and in particular, banking and finance, listen as Alec Lamon of the Wharton 

School of Business explains how his institution graduates better-prepared 

MBAs through innovative learning games. 

Our interview with Alec begins on page 195. 
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Interview with Katie Salen 
Katie Salen is the Executive Director of the Institute of Play, and Associate Profes-

sor in the Design and Technology program, Parsons the New School for Design. 

Co-author of Rules of Play, a textbook on game design, as well as The Game De-

sign Reader (MIT Press, 2004 and 2006), she recently completed an edited vol-

ume for the MacArthur series on Digital Media and Learning called The Ecology of 

Games and is serving as co-editor of The International Journal of Learning and 

Media (MIT Press). Katie just completed a stint as lead designer on Gamestar Me-

chanic, a game developed by Gamelab to teach young people the play and prac-

tice of game-design fundamentals. She lectures and writes extensively on game 

design, design education, and game culture, including authoring some of the 

first dispatches from the previously hidden world of machinima.  

You can reach Katie Katie@instituteofplay.org. 
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Steve Wexler, The eLearning Guild:  Katie, today I’d like to talk to you 

about the Game School, an alternative New York City public school aimed at 

grades 6 through 12, and slated to open in 2009. Can you tell me a little bit 

about what the Game School is, and how it’s going to differ from other public 

schools in New York City?  

Katie Salen, Institute of Play:  We’re developing this project among a 

number of organizations. One is the Institute of Play, which is a nonprofit or-

ganization that I’m running, which is an offshoot of a game development com-

pany called Gamelab. Our main partner is New Visions for Public Schools, a 

school reform and school development organization, the largest in New York 

City. We’re trying to build on a lot of the learning-science research around 

kids’ experiences in learning through a range of media; whether it’s digital 

media, or whether it’s participation in other kinds of activities outside of 

school, including informal learning spaces. 

My background is in games and game design, and I have been doing a lot of 

work for the past couple of years, really beginning to try to understand ways in 

which kids are using games and ways in which we can connect ideas around 

games and learning.  

The Game School is not a school where kids play games 24/7 in the classroom. 

Instead, the design of the curriculum tries to leverage the thinking around the 

way that games work as learning systems, to develop what we’re calling a 

game-based pedagogy. This means that it’s drawing on the intrinsic qualities of 

games and their design to engage students in a deep exploration of subject 

matter, with 21st century skills at the core. 

We’re really beginning to looks at ways in which we can support traditional 

literacies around numeracy, literacy, and reading comprehension, as well as 

supporting new kinds of thinking that we know kids really need to have in or-

der to be successful in moving forward in the world. We’re examining the idea 

of computational literacy (very important to math and science); the idea of col-

laboration; network literacy; the ability to seek out resources (which we call 

“intelligent resourcing”); and the ability to deal with cognitive reflection. This 

last item helps children understand how they’re learning, and so they know 

how to ask for help with things that they don’t know how to do. 

Therefore, it’s a model that looks not just at the level of the curriculum, but 

also looks at assessment models, because there are many studies underway 

about how current assessment models aren’t particularly useful in capturing 

the real kind of learning that needs to take place. 
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SW:   I do want to follow up with you on your assessment models, but first I 

want to deal with an issue Guild members are having trouble with, which is 

acceptance of the word “game.” Many of our members are claiming that peo-

ple meet just the word itself with less than open arms. When I think of the New 

York City school system, I think of, perhaps, a somewhat conservative bureauc-

racy, and I’m wondering if you had any difficulty selling this vision, given that 

you’re using this four-letter word, “game.” Can you shine some light on what 

you had to do gain acceptance (and funding)? 

KS:   That’s a excellent question, and I have to say that I feel like our journey 

has been very surprising. The term “game” does have a lot of negative conno-

tation publicly, and part of that has to do with the way that the media has 

latched on to a particular genre of games, and particular kinds of ways of talk-

ing about them. Therefore, there’s been a very negative spin in the media. At 

the same time, teachers have long used games and play in the classroom. 

Maybe they haven’t used digital games, but there’s a long history of non-digital 

games in classrooms. Coming into this we expected that there to be a lot more 

resistance than we’ve actually met with, and I think what people are really be-

ginning to understand that this is something kids are doing. They understand 

that there is something happening. They understand there are real problems 

with traditional approaches, and in connecting with kids in the 21st century. 

Part of it is a generational gap. There really is a recognition that the kids today 

exist in a very different world of learning than the current school system sup-

ports. Therefore, there actually has been quite an openness to trying to under-

stand what such a curriculum might look like, how teachers might begin to 

build on some of the activities that kids are very excited by, and, surprisingly, 

there’s already a lot of work being done in this area in high schools and middle 

schools around the country. Every day, I find more examples of teachers who 

are doing interesting things with simulation games or real-time strategy 

games. Some are beginning to integrate mobile games in terms of science 

simulations – having kids go out of the classroom, collect data, bring it back in, 

analyze it, and look at it. 

One of the big audiences we know we need to work with is parents, because 

they also often have a negative idea about games. There’s a remarkable open-

ness and willingness to ask questions about what this might mean.  

We just had a book launch in Cambridge Massachusetts in December of 2007 

for the McArthur Series on Digital Media and Learning. This is a new series of 

books examining the learning culture of kids in the digital age, which The 
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McArthur Foundation has put out. There was an audience of around 500, and I 

would say that 80 percent of that audience was teachers that had come with a 

real desire to understand this idea of games, this idea of digital media, this idea 

of 21st century literacies; and they just kept asking, “How can you help us 

bring this into our classroom? We really understand that it’s valuable. We want 

to figure out how to use our expertise to begin to leverage some of the learning 

science research that’s been going on, and some of the design research.” 

Therefore, I feel there’s been a kind of tipping point in the past year. 

 

SW:   I have a two-pronged question to follow up on some of the things we 

discussed earlier. I’m a product of the New York City school systems, and I had 

to take statewide Regents exams throughout high school. My daughters are in 

middle school and high school, one has already taken standard New York State 

Regents exams in several subjects, and the other has endured several state and 

federally mandated exams. I gather students who attend the Game School will 

have to take these same standardized exams. 

KS:   Yes. 

 

SW:   How are you going to prepare them for these exams? I gather you’ll 

teach biology, algebra, languages, and so on, using new techniques. Will you 

prepare these students for assessments that assume a more traditional form of 

learning? 

KS:   We don’t have that picture fully formed yet. We’re still in development of 

what the specific curriculum looks like; but the thing to remember here is that 

it’s not that we’re not going to teach Algebra, or that we’re not going to teach 

Geography or Earth Science. We are going to teach those things; it’s just that 

the methods of teaching them will look a little bit different than it has tradi-

tionally looked.  

So, for example, instead of making kids learn Algebra by working through a 

worksheet of algebraic problems, they may, instead, engage in a physics simu-

lation, where they’re having to move through a kind of physical space, and 

their movement in that space is predicated on their ability to problem solve. 

They have know something about underlying algebraic principles to make 

choices about, “Well, I have to move this number of degrees that way, and I 

have to add and subtract this in order to get this object to move there.” There-
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fore, they’ll experience the mathematical principles inside of a simulation in a 

way that situates their learning. 

Our argument is that the standard tests are simply going to be one method of 

assessment. We believe that if we can teach kids how to think about algebra, 

and if they can engage in situated algebraic study within the sort of context 

where it makes sense, where they have to solve a particular kind of problem, 

that when it comes to the test, they’ll be prepared to understand the basic un-

derlying principles. Again, it’s not that they’re not learning algebra. It’s just 

that the way of learning is different – it’s game-like.  

We also know that we’re going to have to do work with the students to prepare 

them for that particular kind of testing system. I think one of the challenges of 

schools that take on different pedagogies, is when we face students with a kind 

of memorization test, if they’ve had no practice with those kinds of tests, they 

may do very poorly, even though they may know the material. Thus, part of our 

work is how to introduce the system of how the test works into the system of 

learning that the kids will be experiencing, so it’s not unfamiliar when they go 

through the test. However, it doesn’t mean that we base the primary pedagogy 

on that particular model. Does that make sense? 

 

SW:   Yes, it does. You know, I’m dying to see what this stuff will look like. My 

kids’ view of algebra is the same as kids from fifty years ago, which can be 

summed up as “When am I ever going to use this in real life?” 

KS:   Right, right. 

 

SW:   So, I for one – and I expect there are many Guild members – who would 

like to see an approach where kids are truly motivated to learn algebra; 

whether it be directly motivated, or through some type of “stealth” approach 

where to complete a game or assignment successfully the student must in fact 

master algebraic principles. But before we get into specifics, I want to under-

score something you and I discussed earlier, and that is that you are not tasked 

with coming up with seven years of curricula all at the same time. Am I correct 

that the first year it’s just sixth graders, and then sixth and seventh grade the 

second year, and sixth, seventh, and eighth grade in the third year, etc.?  
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KS:   Right. We decided it was important to give the school a chance to really 

evolve and grow before we faced kids with the potential real problem of these 

standardized tests in high school, which tend to begin in the 9th grade.  

We decided to start with a sixth grade class. Getting kids in the sixth grade to 

experience this kind of learning really gives them a shot at developing a way of 

thinking. Then, by the time that they get to high school, it’s a very familiar way 

of thinking and doing, and they can be successful within a Regents’ oriented 

atmosphere. 

Therefore, we’re developing curriculum for the sixth grade. We’re also, at the 

same time, developing curriculum for the seventh grade, even though we 

won’t have students coming in the seventh grade until 2010. The importance of 

that, really, is thinking about the issue of sequencing, about where a kid begins 

in sixth grade, and where it then leads into the seventh grade, and it’s been 

very useful for us to begin to think about those two grades in parallel with each 

other. Thus, our curriculum development will be ongoing over the next couple 

of years, as the grades continue to roll out. For us, it’s important to not design 

all the curriculum at once, because we don’t know yet what is going to work, 

what is going to stick, what is viable, what the issues are that will come up. 

How will national assessment models potentially begin to change by, let’s say, 

the time our students are in 9th grade. So, we want to remain open to that, and 

develop a system that is sustainable, and that allows us to continue to kind of 

modify and adjust, based on the teachers that are in the school, and based on 

the students. We’re very interested in an ongoing assessment model that indi-

vidualizes a learner’s sense of where they’re at, and makes that learning very 

visible both to parents and to teachers, so that we can really work with a dif-

ferentiated instruction model to make sure that each kid is moving through 

that space in a way that is most appropriate for them. 

 

SW:   Katie, is there any place that people can see some of the things that you 

are doing? I know that there are people who are kind of clamoring for before 

and after examples. 

KS:   Sure. We constantly update our Website, www.instituteofplay.org,with 

status updates about our school, and it contains some of the research that 

we’re doing. We have been starting to run pilots in schools with kids and 

teachers around the use of games. For instance, last semester, we worked with 

the Ross Global Academy, which is a New York City school. We worked with 

sixth and seventh graders with a mobile gaming platform that allowed them to 
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develop and play text-based games, all of which they played through SMS text 

messaging. Kids were learning kind of how to write games, and they dealt with 

issues around narratives and around space. These are games where kids are 

moving through physical spaces, receiving SMS messages at certain check-

points along the way, and we’re asking them to test their knowledge of things 

in each of those spaces. Thus, we have documentation of that work.  

We also have documentation of a camp we ran in Minneapolis last summer 

with some high school kids around game design, and a number of different 

topics, as well as some research papers. People should check back from now 

on. The Website will become more and more populated with the work that 

we’re doing. 

As I mentioned earlier, there is also the McArthur Series. One of the volumes is 

called The Ecology Of Games, and it looks at this issue of games and learning. 

There are nine chapters in it, and several of them are case studies of using 

games in the classroom. So, it’s worth looking at that, and it’s a free PDF that 

people can download from the MIT Press site. If you just Google Ecology of 

Games, MIT Press Journals, it should direct you to that page.  

 

SW:   Tell me about the students who are going to be attending this school. Is 

it going to be like one of the New York City specialized schools, where students 

have to get a minimum score on a standardized test in order to attend, or are 

you focusing on students who do not score well on standard tests? 

KS:   We’re looking for a truly diverse study body, and that just doesn’t mean 

racially, economically, and ethnically, but also in terms of learning style. One 

thing that we have discovered in a lot of the work that we’ve been doing is that 

this model does tend to help kids who haven’t been successful in a more tradi-

tional model. So, one of the great hopes for it – and I don’t want to say it’s a 

utopia – is that it does begin to provide a way of working with kids who haven’t 

been successful in the traditional model. That doesn’t discount the super-

bright kids that have done well in that other system, and we really want to 

have a combination of those kinds of students in the school.  

One big issue for us now is space. We don’t have a particular location for the 

school yet, and part of that relates to the Department of Education school-

creation process. They tend to assign space the spring before a school opens, 

and that makes us a bit nervous. We don’t want to wait that long, because we 

want to locate the school within a community and begin to work with the 
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community; and because we’re starting with sixth graders, in general, the kids 

will come from the surrounding community. So, part of our search for that 

space really has to do with this issue of the kind of students that we want to 

come, and trying to identify a neighborhood that has quite a diversity of differ-

ent kinds of students living there. 

 

SW:   Katie, you’ve mentioned that you’re a little nervous that you might not 

know until the spring beforehand where it’s going to be located. Are you going 

to need to outfit the school with more high-tech gear than one would expect in 

a typical sixth grade classroom? Or is that a misconception, and a lot of the 

stuff is not about the technology expense, it’s about the technique that you’re 

using? 

KS:   I would say that’s true. I often tell people that we’re not designing a new 

High-Tech High, and that the emphasis here is not on technology, but on peda-

gogy. At the same time, we do want a wired school. We do want a school where 

kids have a one-to-one laptop program. We’re also looking at mobile technol-

ogy, which is what we consider everyday technology where kids already have 

phones, and that’s not bringing any kind of new technology into the school 

other than they’re allowed to have phones, which, in New York City, they ha-

ven’t been able to have for a while. 

So, yes, the infrastructure technological question is a big one for us. 

 

SW:   I’m getting a kick out of the idea of encouraging the students to do text 

messaging. 

KS:   Oh, yeah. I heard an example of a sixth grade teacher that had this in-

credible assignment where she would text message her students the assign-

ment on the way to school. The assignment was they had to contact two people 

that they knew somewhere else in the world and ask them three questions; I’m 

paraphrasing here, but one of the questions was, “What was the last thing that 

they bought for under $10.00?” and another was what they ate for breakfast 

that morning. So the kids come into class, and because they have relatives 

from all over the world, they have, suddenly this body of data that they can 

then put into spreadsheets. They’re now studying economics. They’re discuss-

ing the concept of “under ten dollars” … they’re studying how income affects 

what people eat.  
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It was incredible, because here’s a technology that kids have access to. It gives 

them a way to quickly generate a whole body of situated data that a teacher 

can bring into a classroom and build on for a number of weeks. That’s model 

really inspires us, and it fits into the idea that kids are always learning. They’re 

dealing with real-time data in some way, and you use that learning experience 

then to begin to pull out the standard-based learning skills that kids need to 

have for testing. It’s that kind of ecology of knowledge that we’re really looking 

at, and technology is a part of that. 

 

SW:   Katie, what are your success criteria? How will you know this is work-

ing? Is it just seeing if students pass, or do better on the standardized tests? 

How will you know that it’s working, and when will you know that it’s work-

ing? 

KS:   We have some specific criteria. One body of criteria, of course, comes 

from the state, based on state standards. Kids need to know and be able to do X 

number of things at X level of competency. However, another of our criteria is 

we want kids to be engaged learners, and we want them to begin to develop 

skills to be life-long learners. So, one of our measures for success will be, “Are 

kids engaged, and are they applying this kind of posture of learning to their life 

more generally?”  

Part of what we’re trying to develop is, again, a parallel assessment model that 

begins to measure and capture those things. We’ve started to develop a set of 

rubrics around the core pieces of our curriculum, which is around systems-

based thinking, game-based thinking, and meta-reflection. We’re developing a 

setting of heuristics around, “Okay, what does system-based thinking look like 

in the context of mathematics? What does it look like in the context of the sci-

entific method?”   

You capture engagement by watching kids, by looking at whether they are 

seeking out work in after-school programs. Are they excited about what they’re 

doing? It’s a kind of a soft measure, and it’s a measure of the culture of the 

school. For us that is the key here, that the success for the school is about de-

veloping a culture around learning, and whether it’s there or not is actually 

quite visible, and that has to do with whether the teachers are feeling effective 

and empowered in the way that they’re working with kids within this para-

digm.  
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It also has to do with the parents becoming a kind of part of this community, 

too. Deep parent involvement would be, for us, a measure of success for this 

particular model.  

 

SW:   Well, I and other Guild members will be watching this, and looking for 

what happens in 2009, as well as visiting some of the resources that you men-

tioned. I’d like to thank you very much for your time today. I’m really looking 

forward to hearing more about what you’re doing. 

KS:   I appreciate the support, and am happy to answer any questions people 

have about how they might get involved with what we’re doing, or how we 

might share our work with them. 
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Interview with Alec Lamon  
 
Alfred West Jr. Learning Lab,  
Wharton School of Business 
Alec Lamon is a Senior Director at Wharton Computing, the technology arm 

of the Wharton School of Business at the University of Pennsylvania. He runs 

the Al West Learning Lab, Wharton's development center and experimental 

laboratory to explore new approaches to learning. The Learning Lab has pro-

duced over 30 game simulations and interactive exercises to help teach a 

broad range of business concepts in the classroom. Prior to joining the 

Learning Lab, Alec worked as Systems Manager for Wharton Direct, a major 

distributed learning effort at Wharton’s Aresty Institute. He graduated from 

Middlebury College with a B.A. in English and a minor in German, and he fur-

thered his education by pursuing a Masters Program at N.Y.U. for English Lit-

erature.  

You can reach Alec at lamona@wharton.upenn.edu. 
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Steve Wexler, The eLearning Guild:   Alec, what is the AI West Learn-

ing Lab? What is it that you’re doing, and what does it have to do with simula-

tions and games? 
 

Alec Lamon, Alfred West Jr. Learning Lab:   The AI West Learning 

Lab is an initiative at the Wharton School to foment innovative uses of technol-

ogy inside and outside the classroom, and to enrich the interaction between 

faculty and students. We want to enhance the student or faculty experience, 

not replace it. We currently have more than 30 applications that we’ve devel-

oped based on faculty concepts. We see our faculty as the authors who drive 

the process. We then work closely with them to turn their ideas into reality – or 

virtual reality, as it were. Sometimes that’s a fairly simple homework-based 

model simulation. Other times it’s a much more of an “immersive learning 

simulation” (ILS) or a “serious game.”  
 
 

SW:   Can you give me some examples of that? I’ve gone to a Web site that 

others can go to, and have seen screen shots of some of these things and de-

scriptions of them. Could you describe some of the things where you go beyond 

just the dashboard or simulation of something – where you’re really getting the 

type of engagement that you see in a well-thought-out learning game? 

AL:   We have a number of examples in the learning game space. One exam-

ple would be WSX, “Wharton Securities Exchange,” which is a trading simula-

tion. The simulation recreates a trading floor application, like the New York 

Stock Exchange, where traders buy and sell stocks based on both private and 

shared information. Each trader tries to combine what they know with what 

they see in the order-flow window, and then tries to predict what’s going to 

happen and trade based on that prediction. A number of other universities 

have built actual trading floors for this sort of activity, which are expensive and 

often underutilized. We decided to build a “trading room in a box” – using 

software to turn any computer lab into a trading room where the students get 

immediately sucked into the world of the trading floor, trying to make the most 

money with the information that they have for each particular simulation run. 
 

SW:   You used the expression “sucked in” which is a wonderful way to de-

scribe engagement. I’d like you to address two issues in attaining engagement; 

the first is what kind of team do you need in order to put this type of thing to-

gether? The second is how do you determine whether your efforts are success-
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ful? That is, how do you, and the Wharton School, know whether these initia-

tives were a good investment? 

AL:   I’ll address the second part first. How do we know we’re getting a good 

result? There are two ways. First, how often our faculty uses the software. For 

example, faculty members use a number of our simulations every semester in 

core courses, so around 400 students use them – half of all MBA students – 

every year. The simulations have a good reputation as being engaging and in-

teresting, even if you’re not going into investment banking or the financial sec-

tor. High usage by the faculty member is one indicator that he’s pleased with 

the software.  

Second, student engagement is palpable. If you’ve ever seen a real trading 

floor, there are lights flashing, data in multiple windows – all kinds of things 

are going on – and we recreated that in our software application. We even have 

a trading bell. The bell goes off, the trading period starts, and immediately the 

room goes silent and all you can hear is people clicking their trades. They 

don’t stop until the end bell sounds. The instructor has a large display showing 

what’s going on in the market, with additional tools and a way of calculating 

the results. At the end, the results pop up and you can hear collective sighs, 

groans, and shouts of the students. There have even been instances where 

people have asked if they could run one more round, even though the class is 

over.  

 

SW:   Very good. Is there a way that I, and other people not associated with the 

Wharton School can see this in action? 

AL:   There are Flash movies of some of these simulations at 

http://www.wharton.upenn.edu/learning/.  

 

SW:   You’ve mentioned that, at the end of a session, sometimes people say, 

“Can we just run one more session?” It fully engages everyone; half the stu-

dents want to take this thing. Great buzz. However, is there any indication that 

the people going through these simulations make better traders? 

AL:   In the faculty author’s elective investment class, the built-in exercises in 

our trading simulation, WSX, get progressively more complicated. The better 

you do with these exercises, the better grade you receive for the class. If you 

extrapolate that the better grade indicates the better potential trader you are, 
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or better potential portfolio manager, that’s the closest thing we have to a 

benchmark for how effective this is at teaching markets and trading strategies.  

The professor also uses WSX in conjunction with another application we have, 

OTIS, which is a portfolio management simulator. Whereas WSX is a fast 

paced, closed-circuit market trading game, OTIS is more like e-Trade with 

fake money. With OTIS, you’re not thinking, “How am I going to make money 

in the next ten minutes?” You’re thinking, “How am I going to make money in 

the next five months?” In his class, you have to excel at both ends of that scale. 

I don’t think that we have hard evidence that if you’re great at WSX, you’re go-

ing to make money as a trader on Wall Street, but it does teach market funda-

mentals in a clear and engaging fashion. That can only have a positive effect 

on those who go on to a career in trading or investing. 

 

SW:   It sounds like WSX requires a lot of real-time assessment and feedback. 

Is that the case? 

AL:   Yes. The trading engine in WSX runs five times a second so we’re at the 

millisecond level in terms of trying to process orders and order flow. 

 

SW:   It must have been quite a challenge to build this thing. A part of me is a 

little afraid to ask you about the team, the time, and the cost of it, because one 

of the perceptions that people have is, “Oh, these things are really expensive.” 

You’re ostensibly accurately simulating the sweat-inducing experience of the 

trading floor. I do want to hear what went into it, the expertise, both the 

knowledge of the subject, as well as what programming skills were needed. 

AL:   Because of the obvious complexity and size of this application, this was 

not an inexpensive effort, however we do have a number of applications that 

are just as engaging that didn’t take a great deal of time or expense. However, 

WSX was difficult to bring to life. 

 

SW:   Oh, I’ll bet, and it’s probably going to take a while before you see the 

return on investment. Why don’t you tell me a little about the teams that are 

needed for this, and then, maybe, tell me about an example of something 

where you’re getting a lot of engagement and interest and it wasn’t a time- and 

bank-buster. 
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AL:   Sure. Well, to give you a little bit of history on how we built WSX. It took 

three developers about 2½ months to build. That’s about 6 months of person 

power. 

 

SW:   What tools did you use? 

AL:   We built the first version in 2001, using Visual Basic 6.0 on top of SQL 

Server. All of the processing and storage take place in SQL server. The client 

simply retrieves and displays data. In researching this, we spent a day at the 

brokerage and trading house Goldman Sachs. They took us through their trad-

ing floors. We went on the floor of the New York Stock Exchange, and they 

showed us what they use and gave us permission to build a scaled-down ver-

sion of their trading screens. After that day we had a real flavor of the sweat 

part was because we saw people in this enormous trading floor the size of a 

football field. It was the same day the FOMC, the Greenspan committee, was 

releasing their latest prognosis on whether they move the interest rates up or 

down. As soon as that came out in the afternoon, suddenly the room exploded 

with action. They were all waiting until they heard the news, and then, bam. As 

soon as they got information, they were yelling and clicking, and doing what-

ever they needed to do to try to make money for their clients based on the new 

information. After that, we knew what we needed to build into the software to 

get that kind of excitement in the classroom.  

 

It was just a matter of coming up with the data structures, and then writing the 

code for the trading engine and the stored procedures that would deal effec-

tively with order flow in a way that simulates the real-world environment. 

While it really wasn’t that expensive it certainly wasn’t easy, and it did become 

one of our big early successes 

 

SW:   I must tell you that three developers working two and one-half months 

doesn’t sound bad at all; I was expecting you to say years. It strikes me that 

you’ve seen a very good return on investment.  

AL:   I guess the only footnote I’d add is that I’m not including the database 

admin support, the network support, and all of the plumbing that goes along 

with running this sort of application. I’m really talking about the effort from 

the Learning Lab team.  
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SW:   Do any other particular examples come to mind, in which you’ve used 

immersive learning simulations, where the issue was the technique rather 

than the technology? 

AL:   There’s certainly plenty of low-hanging fruit where, if you come in with 

a simple yet powerful game design, implementing it doesn’t have to be compli-

cated, expensive, or take a long time. The caveat is that you keep your eye on 

the ball, and you don’t try to add unnecessary bells and whistles, which is 

something that we’ve learned the hard way. We still fall into those pitfalls. For 

example, we have an oil pricing game we call OPEQ: “Oil Pricing Equilib-

rium.” It’s an oligopoly game where you’re in an oil producing country, and the 

only thing you need to do is set your output in millions of barrels for the year. 

When you submit that decision, it goes in the hopper with two other countries’ 

submissions and it determines how much the price per barrel is, given the de-

mand and the supply. It’s very straightforward. However, if you layer in some-

thing like forced change, For example, in the beginning you know what your 

other countries are producing, and then in round three, suddenly a fourth pro-

ducer comes in that’s automated, which adds a whole other set of complexity 

to the interaction. It wasn’t that hard to build. It took a little thinking, but it 

didn’t require special tools. It was just good database design. We used Cold Fu-

sion and JavaScript. You could use ASP, PHP, or whatever, as your Web-based 

programming language. It was the design of the game itself that was simple 

enough, yet layered enough to allow a real engagement with the students.  

 

SW:   What makes this a game more than a simulation? 

AL:   It’s because you’re trying to win. You’re trying to make money. You’re 

trying to make more money than the other countries, and at the same time you 

get an understanding of what happens if you try to undercut vs. cooperate with 

the other oil-producing countries. 

 

SW:   Very interesting. Was there any resistance to the use of the term “game” 

when you came on board? So many Guild members have indicated that the 

word is loaded with baggage, and I’m wondering if that’s something that you’ve 

run into at all. 

AL:   We’ve never had any issues like that. When we started the Learning Lab, 

we didn’t know exactly what the faculty would want. That’s why we’re not the 

“Simulation and Game Team.” We’re the Learning Lab, so you don’t have to do 
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a simulation or a game. In fact, sometimes we find people don’t want to submit 

ideas because they’re not necessarily game-like. They might think they’re too 

simple, or they don’t fit what we do, but we’re really trying to be as inclusive as 

possible. Many of the games came along initially because faculty already had 

these things on paper. In fact, we have two games – one’s an airline pricing 

game named Fair Game, and the other is PowerPlay, a reverse auction be-

tween Westinghouse and General Electric – that are activities the professor 

had run manually with pen and paper for years, but had stopped using it be-

cause it was so difficult to run in class. We allowed him to use these games 

again in a very easy-to-manage fashion, and we added things you can’t do with 

paper. Using technology, we could go around the edges of the game and fill in 

neat things now that it’s on the Web, and we capture all the data, and then we 

calculate things automatically. The games were already out there, in many 

cases. I’ve never heard anyone say, “Don’t use the term game.” 

SW:   I have a question for you. It sounds like people are getting a lot out of 

your efforts. It reminds me of the old Jiffy-Pop popcorn tagline “As much fun to 

make as it is to eat!” 

AL:   Absolutely. There’s a lot of pride on the team for what we do and what 

we’ve accomplished, and much of that boils down to the fact that we’re not just 

writing homework assessment tools – with no offense intended to administra-

tive software tools – but we’re doing neat stuff. I think the team really gets a 

kick out of the fact that you write these programs, and then you go and watch 

the students use them and you can see them learning. In the oil-pricing game, 

not only is it engaging when it runs, but the really interesting part is to watch 

the debrief session when they’re all back in classroom. People get upset. Peo-

ple get angry about what happened during the game. It doesn’t quite get to 

fisticuffs, but we do see people who get very wrapped up in this simulated 

world. 

SW:   It sounds like your developers need to have special skills to develop 

these things, which are different from developing other applications or other 

e-Learning applications. Or does it just turn out, “No, if you have basic devel-

opment skills, you can do this – you don’t need three years of game design the-

ory,” or whatever? 

AL:   Yes, I would agree with that. We don’t necessarily design intricate 

games. A lot of that comes from working with the faculty members. We have 

an author who has thought through what they want to do. We now have six 
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years of experience under our belt, so we have a lot of expertise to offer. If you 

have a good author to work with, this doesn’t require specialized skills. It re-

quires curiosity, energy, and the ability to learn new things quickly, because 

we have applications that are in Marketing, Finance, Operations, and Informa-

tion Management, and so on. Moreover, the developers on the team have 

worked on many of those projects. You have to go from coding a portfolio 

management simulation to game theory to marketing strategy, and are enough 

of an expert in the content to know what you’re doing, as well as know, obvi-

ously, the code that you need to write or the database structures that you need 

to create. 

 

SW:   How many colleagues do you have in the Learning Lab, and please give 

me an idea of what your toolbox looks like? Whom do you have on board and 

what would you say you’re using most of the time to build this stuff? 

AL:   We have seven people on the team including myself. We are an Adobe 

ColdFusion shop with Microsoft SQL Server as a back end. We use Adobe’s 

Flex and Flash. We started using Flash a little while ago, and then we moved 

into Flex when that came out. For some graphics and animations, we use Pho-

toshop and Fireworks. 

 

SW:   Are there other things you’d like to share with us?  

AL:   We’re looking to enhance the experience between the faculty and the 

students. We found the most effective simulations that we’ve built are usually 

open-ended. They don’t have a definite outcome. The participants themselves 

generate the outcome. For example, in WSX, if you play it by yourself, you’re 

not going to make any money because you can’t sell to yourself. Once you have 

another person on the other side, suddenly things happen. The same is true 

with OPEQ. It’s very simple, but the complexity comes in with the interaction 

among the students. Open-ended outcomes are a big part of what we found to 

be important. 

 

SW:   Alec, thanks so much for your time today. I look forward to checking out 

some of the examples at http://www.wharton.upenn.edu/learning/ 

AL:   My pleasure, Steve. 
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Getting Started Check List
 

Setting the Stage 
Get the organizational details down.  

� Define the learning objective  
Is it a significant skill set change needing 
deep practice, and will it seriously (and 
positively) impact the organization? 

� Develop the plan 
Do you have resources and time to deliver 
the necessary scope? 
Do you have, or can you acquire the neces-
sary skill sets (do you know what they are)? 

� Get management support 
Do you have the support to weather the 
attention, resistance, and excitement you’ll 
attract? 

� Determine success factors 
and risk factors 

What do you need in order to succeed, and 
do you have sufficient of it to minimize the 
chance of failure? 
What are the barriers, and do you have 
plans to minimize and control them? 

� Determine balance between 
in-house and outsourced 

Will you gain from the experience, regard-
less of outcome and outsourcing? 

Design 
If you don’t get the design right, it doesn’t 
matter how you implement it… 

� Specify success metrics 
What are your system performance, usabil-
ity, learning outcome, and engagement 
metrics? 

� Determine IT infrastructure 
Web, mobile, computer, console ? 

� Determine audience 
What are their motivations and interests? 

� Determine working relation-
ship with SMEs 

Can they focus on meaningful decisions 
that will affect the organization? 
Can they live with a creative approach? 

 

� Diversity 
Do you have representation from visual, 
interface, audio, writing, learning, and pro-
gramming design? 

� Establish who has final say 
Does the “decision maker” understand the 
intersection of engagement and learning, 
and can he or she manage diversity? 

� Feedback loop 
Do you have well-specified deliverables, 
and control on the cycles of input? 

� Establish learning support 
Have you organized the learning resources 
and established reflection? 

� Testing 
Have you used low-tech prototype testing 
sufficiently to feel confident in your design? 

Production 
…If you get the design right, there are lots 
of ways to implement it. 

� Implementation capabilities 
Does the coding team understand software 
engineering, not just programming? 

� Quality control 
Have you implemented a rigorous cycle of 
code, interface, learning, and engagement 
testing? 

Implementation 
Once you build it, you’re not done! 

� Tuning 
Have you sampled your audience to test 
and refine the mechanics? 
Have you allocated sufficient time for the 
tuning process? 

� Evaluation 
Have you ways to evaluate after implemen-
tation to validate the outcome and bene-
fits? 

� Change management 
Have you promoted the project with the 
audience about how this aligns with the 
business goals, and are rewards aligned 
with the participation you desire?
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Resources 

By Angela van Barneveld 
 

Angela works as a Program Manager at a global Business Intelligence and 

Corporate Performance Management solutions company. Her experience in 

the learning industry spans academic, public, and private sectors, and she is 

pursuing a Ph.D. in Educational Technology at Concordia University in Mont-

real. Angela has presented at several conferences on the topics of blended 

learning, mobile learning, usability, and problem-based learning, and has 

been a member of The eLearning Guild’s Research Committee for several 

years. 

You can reach Angela at avanbarn@gmail.com.  
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Web sites 

e-Learning Guild Research Resources 
http://www.elearningguild.com/pbuild/linkbuilder.cfm?selection=fol.28 

 

Active Worlds 
http://www.activeworlds.com/ 

Active Worlds allows organizations to create their own virtual 3-D worlds, and 

provides the hosting and technical support required to keep the 3-D world 

online. 

 
Alice 
www.alice.org 

Not so much a tool, really, as another learning experience. Designed to teach 

students how to program 3-D, Alice’s interface is easy to understand and use 

and can teach the basics of 3-D game programming. 

 

Blender 
http://www.blender.org  

Blender is the free open source 3-D content creation suite, available for all ma-

jor operating systems. . 

 
Clark Aldrich's Style Guide for Serious Games and  
Simulations 
http://clarkaldrich.blogspot.com 

A Free, online reference to the subversive new media and language of Learn-

ing to Do, not just Learning to Know. 

 
Board Games Ratings 
http://www.boardgameratings.com/  

An online store with game ratings and recommended lists. 

 

Board Game Geek 
http://www.boardgamegeek.com/newuser.php  

Reviews, ratings, and discussion for thousands of games. 
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CNBC – A History of the Video Game Industry 
http://www.msnbc.msn.com/id/15734058/  

From Pong to PacMan to Tetris, a $25 billion industry has humble roots. 

 

Checkpoint e-Learning – GBL for Employees 
http://www.checkpoint-elearning.com/article/3252.html 

Interview with IBM’s Dr. Tony O’Driscoll on the use of games (MMORPGs) for 

training employees. 

 

cxKnowledge Sharing 
http://www.cxknowledge.com/Intro_SL.html  

Introduce your students to Second Life: Cheryl Carter’s helpful guide to what 

your students need to know to use Second Life. 

 

Delta3D  
http://www.delta3d.org/ 

An open source, fairly full-featured engine that can create rather sophisticated 

3-D environments. Opens source means no up front cost, but keep in mind that 

you will have to “pay” to learn how to use it in terms of time, and it is open 

source which means that the full time development crew behind it, while hard-

working and dedicated, will not be manning a 24/7 help desk. 

 

DoD Game Developers’ Community 
http://www.dodgamecommunity.com/  

Funded by a DoD SBIC grant, this site is intended to bring together the entire 

community developing games within the US military. All content except the 

members list is available without logging in. 

 

Edge Perspectives – Gaming and Learning  
http://edgeperspectives.typepad.com/edge_perspectives/2007/01/gaming_and_lear.
html 

The edge is where the action is – in terms of growth, innovation, and value 

creation. Companies, workgroups, and individuals that master the edge will 

build a more sustainable core. While our primary focus will be on business ac-
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tivity, our perspectives will also be relevant to leaders of other kinds of institu-

tions as well – educational, governmental, and social. 

 

Educational Games Central  
http://www.savie.qc.ca/carrefourjeux2/Accueil_content.html 

The Educational Games Central Website allows teachers and trainers, compa-

nies, and community or non-profit organizations to develop and use educa-

tional games online using generic game shells. The Welcome page defaults to 

French, but is available in English and Spanish. 

 

EDUCAUSE – Second Life abstract 
http://www.educause.edu/content.asp?page_id=666&ID=SWR0552&bhcp=1  

Second Life: The Educational Possibilities of a Massively Multiplayer Virtual 

World (MMVW): A presentation for EDUCAUSE by D.M. Antonacci and N. Mo-

dares. 

 

EDUCAUSE – Games and Gaming 
http://www.educause.edu/content.asp?page_id=645&PARENT_ID=792&bhcp=1  

EDUCAUSE resource page on Games and Gaming – lists Core Content (new 

and popular content, primary publications, and more), Related Resources, Con-

ference Resources, Archived Resources, and a Topic Definition. 

 

Educause CONNECT – Richard Van Eck’s Presentation on 
Digital Game-based Learning 
http://connect.educause.edu/blog/gbayne/richardvaneckpresentation/44488  

In this Podcast of the presentation "Generation G and the 21st Century," 

Richard Van Eck, associate professor of instructional design and technology at 

the University of North Dakota, discusses the theory behind the effectiveness of 

games in teaching and learning; what the past can teach us about if, how, and 

when to implement digital game-based learning; and what this will mean for 

colleges and universities. 
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e-Learning Centre – Library for GBL  
http://www.e-learningcentre.co.uk/eclipse/Resources/games.htm  

The e-Learning Centre is a free information resource about e-Learning. The 

Editor reviews each entry before placing it on the e-Learning Centre site. The 

link takes you to the resources for game-based learning (GBL). 

 

e-Learning Europa – e-Learning papers 
http://www.elearningeuropa.info/files/media/media10911.pdf 

MGBL - Mobile Game-Based Learning: Perspectives and Usage in Learning 

and Career Guidance Topics (PDF). 

 

e-Learning Guru – Games and Simulations 
http://www.e-learningguru.com/knowledge_GameSim.htm 

Who says e-Learning has to consist of boring page-turners? This section ex-

plores learning games from TV-style game shows to first-person shooters. It 

also contains white papers and articles. 

 

e-Learning Guru – Interview with Clark Aldrich 
http://www.e-learningguru.com/interviews/interview_clarkAldrich.htm 

 

Eludamos: Journal for Computer Game Culture  
http://www.eludamos.org/index.php/eludamos/issue/view/2/showToc 

ELUDAMOS is an international, multi-disciplined, biannual e-Journal that 

publishes peer-reviewed articles that theoretically and/or empirically deal with 

digital games in their manifold appearances and their socio-cultural-historical 

contexts. 

 

Engaging Learning 
http://www.engaginglearning.com/ 

The site to accompany the book Engaging Learning: Designing e-Learning 

Simulation Games, by Clark Quinn. The Resources 

(http://www.engaginglearning.com/resources.html) page includes links to 

game examples that you can play online, as well as simple templates for con-

cept documents and storyboards. 
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Engaging Mini-Games Find Niche in Training 
http://www.simulearn.net/download/ClarkAldrich_Mini-game_article.pdf  

This article by Clark Aldrich informs us that quick, interactive simulations are 

meeting the training needs of businesses. 

 

Futurelabs – Games and Learning 
http://www.futurelab.org.uk/download/pdfs/research/handbooks/games_and_learnin
g.pdf 

There's an increasing interest in the potential role of computer and video 

games to support young people's learning. Although most research has focused 

on out-of-school contexts, recent studies have begun to ask how games might 

be used, or adapted for use, in schools. This new handbook reports on some of 

the latest developments in the design of bespoke educational games, and asks 

whether and how schooling should be adapted to accommodate the use of 

games. 

 

Gamasutra 
http://www.gamasutra.com/ 

Industry Web site for professional game developers. 

 

Game Culture 
http://www.game-culture.com/ 

A resource for academics, developers, gamers, and all others interested in the 

significance of computer games. Covers gaming in general, and online gam-

bling as a cultural phenomenon. 

 

Game Research 
http://www.game-research.com/ 

The art, business, and science of video games. 

 

Game-based Learning: An xLearn Perspective 
http://www.masie.com/xlearn/Game-Based_Learning.pdf 

Paper by Dr. Kurt Squire for MASIE Consortium (PDF). 

 

Game Maker (by Mark Overmars) 
http://www.gamemaker.nl/ 
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A ridiculously cheap program that is capable of creating a range of game prod-

ucts including scrolling shooters, platform games, puzzle games, and isometric 

games. One of the interesting side effects of using this, and many of the other 

products on this list, is that simply by using them, you absorb some of the les-

sons of game design. Given that some of these products cost less than $50 U.S., 

it may be worthwhile, even if you don’t have an active project, to purchase a 

copy and try your hand at creating a game. 

 

Game Show Pro 
http://www.learningware.com/pages/prodServices/classroom/gsp3/?menu_request=1
&menu_name=prodServices 

The natural progression up from Web game shells in terms of complexity, vis-

ual quality of the output, and, of course, in price. This product also makes use 

of templates, but has an array of additional features beyond the Web-based 

game shells. One thing to keep in mind, however, is that as these products in-

crease in price and functionality, they may not bring a similar increase in 

terms of training effectiveness. Design will trump graphics just about every 

time in creating effective game-based learning. 

 

Games as Learning Environments 
http://www.irrodl.org/index.php/irrodl/article/view/285/454 

Games as Learning Environments: Research strategies and issues, Jim Bizzoc-

chi. 

(Elluminate Webinar – need free download of Elluminate software to view.) 

 

Games2train 
http://www.games2train.com/ 

Games2train stands out in the world of learning and training for its Game-

Based Learning approach – the ability to marry the fun of playing a videogame 

or computer game together with all the information needed to accomplish 

learning or training objectives. 

 
GamesParentsTeachers 
http://www.gamesparentsteachers.com/ 

A parent-teacher toolkit. Contains games, resources, and more. 
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Greg Costikyan 
http://www.costik.com/ 

Greg Costikyan’s Website with several interesting articles. 

 

How Games are Reshaping Business 
http://hosted.mediasite.com/flash/accelerate%5Fmadison%5F20050120/ 

Webcast: Presented by Dr. James Paul Gee, Dr. Kurt Squire, and Constance 

Steinkuehler. 

 

I’m Serious.net 
http://imserious.typepad.com/  

Serious thoughts about serious games. 

 

Immersive Education 
http://immersiveeducation.org/ 

An international collaboration of universities, colleges, research institutes, 

consortia, and companies that are working together to define and develop open 

standards, best practices, platforms, and communities of support for virtual 

reality and game-based learning and training systems. 

 

Imparta Capability Building 
http://www.imparta.com/ 

Imparta builds business-critical capabilities. They cover a wide range of skill 

areas, with particular focus on sales effectiveness, business acumen, and cus-

tom training solutions. They offer an integrated, "best of breed" approach that 

combines diagnostic tools, intensive workshops, advanced computer-based 

simulations, and effective reinforcement. 

 

Leadership in a Distributed World 
http://domino.research.ibm.com/comm/www_innovate.nsf/images/gio-
gaming/$FILE/ibm_gio_ibv_gaming_and_leadership.pdf 

In this report, read what IBM has learned about its own internal gaming com-

munity. 

 

Learning Circuits 
http://www.learningcircuits.org/ 
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American Society for Training and Development (ASTD) resources for e-

Learning. 

 

Learningware 
http://www.learningware.com/ 

Leading provider of software templates designed to make training more en-

gaging, effective, and fun! Whether you need a classroom game show, an 

Internet-based assessment, or a classroom quiz, our mission is to give you 

software tools that are simple to understand, easy to use, and effective. 

 

Learnlets – Clark Quinn’s Learnings about Learnings 
http://blog.learnlets.com/wp/ 

Game-related postings 
http://blog.learnlets.com/wp/?cat=2  

 
Ludology: VideoGame Theory 

http://www.ludology.org/.   An online resource for videogame researchers that 

has been published by Gonzalo Frasca since May, 2001. 

 

ModelBenders 

http://www.modelbenders.com/index.html 

Dr. Roger Smith founded ModelBenders in 1998 to promote the application of 

modeling, simulation, and virtual world technologies. ModelBenders offers 

technical data, courses, products, and services related to creating virtual 

worlds.  

 

Multiverse 
http://www.multiverse.net/ 

The development tools for this product are still in beta, but a demo is available 

from the site. Multiverse plans to provide developers with an inexpensive, pre-

populated, customizable tool kit, which will allow them to create Massive Mul-

tiplayer Online Games (MMOGs) faster and cheaper than ever before. One of 

the promises of this technology is also that an avatar (virtual alter ego) that you 

create in one Multiverse world will be easily transportable to any other Mul-

tiverse world. 
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New Media Consortium 
http://www.nmc.org/sl/2006/06/12/seriously-engaging-movie/ 

Link that describes what the new media consortium is doing with 3-D virtual 

worlds. Direct link to NMC video (http://media.nmc.org/sl/video/seriously-

engaging.mov). 

 

Pixel Learning 
http://www.pixelearning.com 

A U.K.-based company that has a focus on applying computer game and simu-

lation approaches within the e-Learning industry. 

 

Quest Creator 
http://www.datawaregames.com/html/qc.htm 

 This is another inexpensive product that allows you some limited ability to 

modify its characters and settings to create your own quests. While the inter-

face is easy to understand, and the graphics simplistic by today’s Xbox 360 

standards, this application is another hidden gem in terms of learning for little 

cost about game design elements like narrative and play balancing. 

 

Quinnovation 
http://www.quinnovation.com/ 

Quinnovation is the vehicle through which Clark Quinn delivers innovative 

thinking, with a track record of pragmatic solutions covering games, mobile 

learning, performance support, content models, intelligent systems, and more. 

 

Second Life 
http://secondlife.com 

A 3-D virtual world. Basic membership is free, and of great interest is the intel-

lectual property agreement that says that if you build something in Second 

Life, it’s yours to sell, give away, or distribute as you see fit. In fact, all the con-

tent in this world is user-created. Second Life’s interface, while it does have a 

learning curve, also exposes all the tools needed to develop rich, immersive 

situations within the world. A great resource for the educational uses that Sec-

ond Life is being put to is available here 

http://www.simteach.com/wiki/index.php?title=Second_Life_Education_Wiki. 
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Second Life Education Research 
http://www.secondlife.intellagirl.com/  

Sarah “Intellagirl” Smith-Robbins’ blog containing reflections on the progress 

of the course, and other issues related to teaching in virtual environments. 

 

Serious Games Initiative 
http://www.seriousgames.org/index2.html 

Focused on uses for games in exploring management and leadership chal-

lenges facing the public sector. 

 

 

Serious Games Institute 
http://www.seriousgamesinstitute.co.uk/ 

A U.K. public-funded national centre of excellence in Serious Games, where 

researchers and private sector coexist and collaborate with the goal of foster-

ing the effective and appropriate uptake of games for learning. 

 

Serious Games: Online games for learning 
http://www.adobe.com/resources/elearning/pdfs/serious_games_wp.pdf 

A white paper by Anne Derryberry for Adobe Systems. 

 

Serious Games Social Networking Group 
http://seriousgames.ning.com 

This site is intended as a Web portal to serious games news, resources, and 

companies. Its secondary goal is to enable networking between anyone with an 

interest in serious games. 

 

Serious Games Source 
http://seriousgamessource.com/features/feature_120806_where_its_at_1.php   

Links to features article: Where It’s At: An Anecdotal Look at the Stages of 

Games-based Learning Adoption in the e-Learning Sector. 

 

SimSchool 
http://simschool.org/   
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A classroom simulator for educators. 

 

SimTeach 
http://www.simteach.com/   

Information and Community for Educators using MUVE (Multi-User Virtual 

Environments) – a Website built by educators using Second Life. 

 

SimTeach12 
http://www.simteach.com/simteach12_06.pdf  

Jeremy Kemp’s "best of" education in Second Life for 2006, including events, 

people, locations, and tools (PDF). 

 

sloodle 

http://www.sloodle.org/ Learning system for virtual environments. 

 

Social Impact Games 
http://www.socialimpactgames.com  

Entertainment games with non-entertainment goals (a.k.a. Serious Games). 

 

Summit on Educational Games 
http://fas.org/gamesummit/ 

Full Report: Harnessing the Power of Video Games for Learning (PDF) - 

http://fas.org/gamesummit/Resources/Summit%20on%20Educational%20Games.pdf   

Fact Sheet: National Summit in Educational Games (PDF) – 

http://fas.org/gamesummit/Resources/Fact%20Sheet.pdf  

 

Task Force on Game Technology 
http://www.ucalgary.ca/~jparker/TFGT/publications.html 

A significant bibliography of game technology and game studies references is 

under construction. It's a work-in-progress, but here are several links to the 

relevant pages, as they exist at this moment. 

 

The 3D Gamemaker 
http://t3dgm.thegamecreators.com/ 
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Guess what this is. It’s an inexpensive, easy to use application for creating 3-D 

games. The price is low, but don’t underestimate the power of products like 

this, and Game Maker, to create relatively sophisticated products at low prices. 

 

The Thiagi Group 
http://www.thiagi.com/   

Improving performance playfully! We use games and activities that engage 

participants. We keep them interacting with each other, and with the content. 

We design training faster, cheaper, and better with an irreverent process that 

eliminates unnecessary steps that don't add value. Site includes free resources. 
http://www.thiagi.com/wgs-menu.html 

 Thiagi, the guru of game-based learning, has available a number of shells – so 

named because all the developer has to do is open them up and switch out 

content. These games take on simple forms such as hangman and tic-tac-toe, 

but are a quick, inexpensive, and simple ways to create some basic game con-

tent. 

 

Theory of Fun 
http://www.theoryoffun.com/  

Raph Koster’s site for his “Theory of Fun” book. 

 

Torque Game Engine 
http://www.garagegames.com 

This is a commercially available game engine which is, again, priced really 

inexpensively compared to the quality of environments it is capable of produc-

ing, and especially relative to the price that such tools brought just a few short 

years ago. Torque is a commercial product supported by its parent company, 

Garage Games. It can produce retail-grade 3-D game environments, but re-

member, the more graphically intense the environment, the higher that base-

line better be. 

 

Ultimate Distance Learning, The 
http://www.nytimes.com/2007/01/07/education/edlife/07innovation.html?_r=2&ref=
edlife&oref=slogin&oref=slogin 

New York Times (electronic edition) article in Education Life section. 
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Virtual Worlds, Real Leaders: Online games put the future of 
leadership on display. 
http://domino.research.ibm.com/comm/www_innovate.nsf/pages/world.gio.gaming.
html  

IBM’s Global Innovation Outlook (GIO) has published a gaming and leadership 

report, studying management practices in online games – available FREE as a 

downloadable PDF or as hard copy. 

 

Visual Purple 
http://www.visualpurple.com/  

First e-Learning company to provide world-class, decision-based simulations. 

Three basic product categories: (1) simulation products, (2) interactive systems 

emulation, and (3) decision integration, visualization, and assessment support. 

 

Virtual U   
http://www.virtual-u.org/  

Virtual U fosters better understanding of management practices in American 

colleges and universities. It provides students, teachers, and parents the 

unique opportunity to step into the decision-making shoes of a university 

president. Players are responsible for establishing and monitoring all the major 

components of an institution, including everything from faculty salaries to 

campus parking. 

 

West Midlands: Serious About Games 
http://www.seriousaboutgames.com/home 

A U.K.-based public sector, academic, and private sector collaboration aimed at 

fostering the best practice and industry adoption of serious games. 

 

Win-win scenario: “Game School” aims to engage and educate 
http://www.wired.com/culture/education/news/2007/07/game_school 

An article about Game School, a proposed New York City public school that will 

use "game design and game-inspired methods" to educate sixth through 12th 

graders. 

 

Woman in Games International 
http://www.womeningamesinternational.org/  
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WIGI works to promote the inclusion and advancement of women in the global 

games industry. 

 

Organizations 
 

ASAE & The Center for Association Leadership 
http://www.asaecenter.org/ 

Feature publication: Gaming: Let Yourself Fail Forward. 

 

ABSEL 
http://www.absel.org/ 

Association for Business Simulation and Experiential Learning – ABSEL is a 

professional association whose purpose is to develop and promote the use of 

experiential techniques and simulations in the field of business education and 

development. 

  

DIGRA 
http://www.digra.org/  

Digital Games Research Association  

  

IGDA 
http://www.igda.org/ 

International Game Developers’ Association – IGDA is a non-profit professional 

society committed to advancing the careers and enhancing the lives of game 

developers by connecting members with their peers, promoting professional 

development, and advocating on issues that affect the developer community. 

 

ISAGA 

http://www.isaga.info/ 

International Simulation and Gaming Association – The ISAGA is an interna-

tional organization for scientists and practitioners developing and using simu-

lation, gaming, and related methodologies. 

 



 
 
 
 

220  ●  Resources 

GUILD RESEARCH 360° REPORT ON AUTHORING AND DEVELOPMENT TOOLS 

Licen
sed

 m
aterial n

o
t fo

r d
istrib

u
tio

n
 

JASAG 
http://www.jasag.sakura.ne.jp/ 

Japanese Association of Simulation and Gaming (site is in Japanese) 
 

NASAGA 
http://www.nasaga.org/ 

North American Simulation and Gaming Association – The NASAGA is a grow-

ing network of professionals working on the design, implementation, and 

evaluation of games and simulations to improve learning results in all types of 

organizations. We believe in the value of learning gained through experience, 

and feel that games and simulations, appropriately designed and conducted, 

are an extremely useful (and underused) tool for creating this rich learning. 

 

SAGANET 
http://www.saganet.nl/ 

Simulation and Gaming Association – The Netherlands 

 

SAGSET 
http://www.simulations.co.uk/sagset/sagset2.htm 

The Society for the Advancement of Games and Simulations in Education and 

Training 

 

SSAGSg 
http://www.ssagsg.org/Default.aspx 

Society of Simulation and Gaming of Singapore 
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Conferences 
 
Apply Serious Games 2008 

London, U.K. – July 9-10, 2008 
http://www.applyseriousgames.com/  

 
Association for Business Simulation and Experiential Learn-
ing (ABSEL) 2008 National Conference 

Charleston, South Carolina – March 5-7, 2008 
http://www.absel.org/Conferences/Conference.html  

 

 

Edutainment 2008: 3rd International Conference on 
E-Learning and Games 

Nanjing, China – June 25-27, 2008 
http://edutainment2008.eegame.cn/main.htm  

 

 

Game Developers’ Conference 

San Fancisco, CA – February 18 - 22, 2008 
http://www.gdconf.com/  

 

 

IEEE International Conference (2nd) on Digital Game and Intel-
ligent Toy Enhanced Learning (DIGITEL 2008) 

Banff, Alberta – November 17 – 19, 2008 
http://www.ask4research.info/digitel/2008/ 

 

International Simulation and Gaming Association (ISAGA) 
2008 – 39th Annual Conference 

Conference theme: GAMES: Virtual Worlds and Realities 

Kaunas, Lithuania – July 7-11, 2008 
http://www.isaga.info/mod/resource/view.php?id=21 

Link to previous ISAGA Conferences (all the way back to 1970) 

http://www.isaga.info/mod/resource/view.php?id=104  
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2007 New Media Consortium (NMC) Conference Proceedings 

The NMC Summer Conference is a one-of-a-kind event, attracting an audience 

of highly skilled campus professionals who are very knowledgeable about and 

interested in the integration of emerging technologies into teaching, learning, 

and creative expression. 

Indianapolis, Indiana – June 6-9, 2007 
http://www.nmc.org/publications/2007-conference-proceedings 

Get proceedings from previous NMC conferences 
 http://www.nmc.org/publications/2007-conference-proceedings 

 

SAGSET 2008 – 38th Annual Conference 

Conference theme: Teaching and Learning through Gaming and Simulation 

University of Nottingham, England – July 17-18, 2008 
http://www.nottingham.ac.uk/business/game2008/  

 

Serious Games Institute (SGI) Conference 2007 

http://www.seriousgamesinstitute.co.uk/media.aspx?item=90  (to access confer-

ence presentations)  

http://dp-x.com/datpresenter/dpx.php?dpxuser=SGI  (to access audio/video of 

presentations) 
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Books 
 
Being Digital 

Author: Nicholas Negroponte (1995) 
http://www.amazon.com/Being-Digital-Nicholas-Negroponte/dp/0679762906/sr=1-
1/qid=1168200770/ref=pd_bbs_1/104-0347550-2071177?ie=UTF8&s=books 

 

Chris Crawford on Game Design 

Author: Chris Crawford (2003) 
http://www.amazon.com/Chris-Crawford-Game-Design/dp/0131460994/sr=8-
1/qid=1168200506/ref=pd_bbs_sr_1/104-0347550-2071177?ie=UTF8&s=books 

 
Digital Game-based Learning 

Author: Mark Prensky (2000) 
http://www.amazon.com/Digital-Game-Based-Learning-Marc-
Prensky/dp/0071454004/sr=1-2/qid=1168200982/ref=pd_bbs_2/104-0347550-
2071177?ie=UTF8&s=books 

 

Don’t Bother Me Mom – I’m Learning! 

Author: Mark Prensky (2006) 
http://www.amazon.com/Dont-Bother-Me-Mom-Im-Learning/dp/1557788588/sr=1-
1/qid=1168200982/ref=pd_bbs_1/104-0347550-2071177?ie=UTF8&s=books 

 

Engaging Learning: Designing e-Learning Simulation Games 

Author: Clark Quinn (2005) 
http://www.amazon.com/exec/obidos/tg/detail/-
/0787975222/qid=1109287746/sr=1-5/ref=sr_1_5/?v=glance&tag2=httpwwwotteco-
20 

 

Got Game: How the Gamer Generation is Reshaping Business 
Forever 

Authors: John C Beck & Mitchell Wade (2004) 
http://www.amazon.com/Got-Game-Generation-Reshaping-
Business/dp/1578519497/sr=1-1/qid=1168351965/ref=pd_bbs_sr_1/104-0347550-
2071177?ie=UTF8&s=books  
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Growing Up Digital: The Rise of the Net Generation 

Author: Don Tapscott (1998) 
http://www.amazon.com/Growing-Up-Digital-Rise-Generation/dp/0071347984/sr=1-
1/qid=1168201201/ref=pd_bbs_sr_1/104-0347550-2071177?ie=UTF8&s=books 

 

How Computer Games Help Children Learn 

Authors: David Williamson Shaffer (2006) 
http://www.amazon.com/Computer-Games-Help-Children-
Learn/dp/1403975051/sr=8-6/qid=1168202351/ref=pd_bbs_sr_6/104-0347550-
2071177?ie=UTF8&s=books 

 

Learning by Doing: A Comprehensive Guide to Simulations, 
Computer Games, and Pedagogy in e-Learning and Other 
Educational Experiences 

Author: Clark Aldrich (2005) 
http://www.amazon.com/s/ref=nb_ss_b/002-8574347-1262420?url=search-
alias%3Dstripbooks&field-keywords=clark+aldrich&Go.x=11&Go.y=9 

 

The Nurnberg Funnel: Designing Minimalist Instruction for 
Practical Computer Skills 

Author: John M. Carroll (1990) 
http://www.amazon.com/Nurnberg-Funnel-Instruction-Communication-
Information/dp/0262031639/sr=8-1/qid=1168630903/ref=sr_1_1/104-0347550-
2071177?ie=UTF8&s=books  

 

Theory of Fun for Game Design 

Author: Raph Koster (2004) 
http://www.amazon.com/Theory-Fun-Game-Design/dp/1932111972/sr=1-
1/qid=1168200300/ref=pd_bbs_sr_1/104-0347550-2071177?ie=UTF8&s=books  

  

What Video Games have to Teach Us about Learning and Lit-
eracy 

Author: James Paul Gee (2005) 
http://www.amazon.com/Video-Games-Teach-Learning-
Literacy/dp/1403965382/sr=8-1/qid=1168202351/ref=pd_bbs_sr_1/104-0347550-
2071177?ie=UTF8&s=books 
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Worlds of Herman Kahn: The Intuitive Sci-
ence of Thermonuclear War 

Author: Sharon Ghamari-Tabrizi 
http://www.chapters.indigo.ca/books/Worlds-Herman-Kahn-Intuitive-Science-Sharon-
Ghamari-Tabrizi/9780674017146-item.html  

 

Examples 
 

Business Game, The 
http://www.thebusiness-game.com/ 

The Business Game is an engaging games-based learning product that puts the 

learner into a realistic business scenario where they develop and market a new 

product. 

 
CO2FX 
http://www.globalwarminginteractive.com/index.htm 

A Web-based multi-user educational game which explores the relationship of 

global warming to economic, political, and science policy decisions; the game 

is driven by a systems dynamics model, and is presented in a user-friendly in-

terface intended for a high school user. 

 

Caspian Learning Demo 
http://www.elearningguild.net/Examples/Caspian_Demo.wmv. 

This is a Windows media clip showing some examples of immersive learning 

systems from U.K. company, Caspian Learning. 

 

Cisco’s Binary Game 
http://forums.cisco.com/CertCom/game/binary_game_page.htm  

 

Clark Aldrich’s Blogspot 
http://clarkaldrich.blogspot.com/search/label/Examples 

A collection of links to real examples of simulations. Clark particularly rec-

ommends: Tips on Tap; September 12; Flex Your Power Challenge; Selling 

Simulation 
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Crime Scene Game – Intel 
http://cstech.intel.com/  

 

Crompco Gas Station 
http://www.elearningguild.net/Examples/Crompco_Demo.wmv 

A walkthrough of Crompco’s Second Life virtual gas station.  

 

ENG104 in Second Life 
http://eng104sl.intellagirl.com/  

The class site containing student writing and assignment sheets. 

 

ENLIGHT: Capitalism II 
http://www.enlight.com/capitalism2/ 

Create and control the business empire of your dreams. This in-depth strategy 

game covers almost every aspect of business that one could encounter in the 

real world. You can download the game (53MB). 

 

Experimental Gameplay Project 
http://www.experimentalgameplay.com/  

Initially starting out as a class project at Carnegie Mellon University to rapidly 

prototype as many new forms of game play as possible, this site now encour-

ages anyone with a brilliant game idea to prototype it and place it on the site 

where they can receive feedback, exposure, and possibly more. Play games, 

access articles.  

 

Games That Work 
http://gamesthatwork.com/ 

Play sample games. 

 

Games2Train 
http://www.games2train.com/ 

Serious training in a game environment – Go ahead and try different formats of 

games to see how you do! Options include Video Games, Multiplayer Games, 

Certification Games, Quiz Shows, Flash Games, and Phone Games. 
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GamesParentsTeachers 
http://www.gamesparentsteachers.com/modules.php?op=modload&name=Gameslist
&file=index 

Index of games. 

 

Getty Games 
http://www.getty.edu/gettygames/ 

Art-based children’s games from the J. Paul Getty Trust. 

 

Kongregate 
http://www.kongregate.com/  

This site seeks to create the leading online hub for players and game 

developers to meet up, play games, and operate together as a community. 

Kongregate’s site serves as a unique way for users to play great Web-based 

games alongside friends. Anyone can add their own games to Kongregate’s 

library in a process that’s fast and simple. 

 

Invisible City Productions 
http://www.invisible-city.com/ 

Features a selection of innovative tabletop game designs. 

 

Learning Mate ILS 
http://www.elearningguild.net/Examples/LearningMateDemo.mov. 

Clark Quinn provides a walkthrough of an ILS that teaches drug use in control-

ling pain. 

 

Power Politics III 
https://registration.kelloggcreek.com/pp3/Teachers/default.asp 

The free "Educational Version" of Power Politics III is available to any educator 

who wishes to use the simulation as a teaching aid in his/her classroom. 

 

Project Management Simulation 
http://www2.dot.ca.gov/hq/cpsd/PM_sim/ 
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In this simulation, you play a new project manager for planet Terraforming. 

You'll get a stack of projects, and an interface to review data and communicate 

with team members and stakeholders. Your job is to try to get those deliver-

ables executed on time, and maintain good relations all around. 

 

Quest 
http://www.quinnovation.com/quest/ 

Designed to help kids learn to live independently; originally programmed in 

HyperCard and subsequently ported to the Web. While using older technology 

(CGI), it’s playable, and still features the original design. 

 

Sun Microsystems – Dawn of the Shadow Specters 
http://learning.sun.com/sls/staff/display/NEWHIRE/Play 

 New hire training at Sun Microsystems 

 

The Thiagi Group 

Web-game shells – http://www.thiagi.com/web-game-shells.html 

Training games – http://www.thiagi.com/games.html 

Training puzzles – http://www.thiagi.com/puzzles.html  

 
Virtual Leader 
http://www.elearningguild.net/Examples/VirtualLeaderExample.wmv. 

This is a Windows media clip of Simulearn’s award-winning leadership im-

mersive learning system.  

 

WFP FoodForce – The Game 
http://www.food-force.com/index.php/game/  

The game: A major crisis has developed in the Indian Ocean, on the island of 

Sheylan. We’re sending in a new team to step up the World Food Program’s 

presence there, and help feed millions of hungry people. 

 

YouTube - Jeremy Kemp  
http://youtube.com/profile?user=jeremykemp  

Jeremy Kemp’s collection of Second Life Educational videos. 
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Glossary of Terms 
AI 

Artificial Intelligence. A set of code or algorithms designed to simulate the ac-

tions of an intelligent being – such as a human or an animal. 

 

Action games 

Games focusing on speed and physical drama, and which set high demands on 

the player’s reflexes and coordination skills. 

 

Adventure games 

Games focusing on puzzle solving within a narrative framework. They will 

typically demand strict, logical thought. 

 

Avatar 

Graphical representation of the user in an online forum, especially in role-

playing games. 

 

CVE 

Collaborative Virtual Environment. Can range from a multiplayer game like 

World of Warcraft where players can work together to defeat a common en-

emy, to a site like Wikipedia, where users can work collaboratively to achieve 

a common goal. 

 

Edutainment 

Combination of the terms “education” and “entertainment.” A label for games 

with a pronounced educational ambition.  

 

Engagement metrics 

Quantitative outcomes that specify the quality of the engagement (e.g., “over 

80% prefer this over regular e-Learning,” or “average a higher rating than 



 
 
 
 

230  ●  Glossary of Terms 

GUILD RESEARCH 360° REPORT ON AUTHORING AND DEVELOPMENT TOOLS 

Licen
sed

 m
aterial n

o
t fo

r d
istrib

u
tio

n
 

previous courses.” The designer creates the targets, and learners test against 

them until they achieve the targets. These are inherently subjective (which is 

natural for engagement). 

  

FPS 

First-person Shooter. A perspective in a game where the player is seeing the 

game from the first-person point of view (that is, the computer screen is look-

ing into the room as if through the players eyes), and typically, the player’s task 

is shooting at something that is attacking. 

 
Far Transfer 

Learning applied to real-life situations that are somewhat, to greatly, different 

from the learning context, yet are appropriate applications of the skill or 

knowledge. For example, you learned some negotiation skills for dealing with 

clients, and you use those same skills and processes in a different context, like 

bargaining the price for a new TV set or, negotiating allowance with your kids. 

 

Flow 

Describes the flow state as the feeling of optimal experience. We feel flow 

when we feel in control of our own fate, and have a sense of exhilaration and 

enjoyment. 

 

Frame games 

Games where the structure is independent of the content (e.g., Jeopardy, 

Hangman). Typically used for rote memorization. 

 

Game 

An interactive experience, where the interaction has been play-balanced to 

achieve optimal playability. In learning terms, it is a tuned scenario that cre-

ates a game-level experience. 

 

Game levels 

Most games are designed with levels, each with its own setting, obstacles, and 

“boss” at the end (tough monster / challenge). These are natural breaks in the 
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storyline, and overcoming the challenges at one level will progress the player 

to the next level. 

 

Game mechanics 

In the simplest terms, this refers to the set of rules which determine how a 

player interacts with the game – not how you play the game (the Rules) – but 

how the player actually moves the action along. An example from any number 

of typical board games might be "roll the dice and move forward the number of 

spaces indicated.” It seems simple, but if the game mechanics are too extreme 

or too simplistic (relative to the game), then the player could lose interest and 

stop playing. Other examples of game mechanics include: drawing a card to 

determine a random event, comparing attack and defense values of opposing 

pieces to determine a combat outcome, comparing a die roll to a skill value to 

determine success or failure of an action, or Mario jumping on top of an oppo-

nent to knock it out. 

 

Immersive Learning Simulation (ILS) 

Also known as a Serious Game. An optimized blend of simulation, game ele-

ment, and pedagogy that leads to the student being motivated by, and im-

mersed into, the purpose and goals of a learning interaction. Serious games 

use meaningful contextualization, and optimized experience, to successfully 

integrate the engagement of well-designed games with serious learning goals.  

Alternative definition: a simulation game with learning objectives as a major 

design constraint. Resources, decisions, and rewards of the game are analo-

gous to the content process. Usually used with simulations, and are the most 

effective way for players to try out different strategies and learn effective deci-

sion-making. 

 

Interactivity 

A term used in many fields, but typically as a measure of user influence. The 

higher the degree of interactivity, the more influence the user has on the form 

and course of a media product. The two main types of interactivity include 

real-time and turn-based (see Strategy games – real-time and Strategy games – 

turn-based in this Glossary). 
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Interface 

The graphical or textual form of interaction between user and software. 

Through the interface, the user may give commands to the software, which are 

then translated into instructions that the computer can interpret. 

 

Learning metrics 

Learning metrics are specific learner performance targets we set, and then 

design our learning to achieve (e.g. “A learner will be able to successfully 

complete a purchasing transaction without manager help 80% of the time). We 

then test against these targets, collecting data until we meet the objectives. 

 

Ludology 

The study of games, particularly computer games. Ludology is most often de-

fined as the study of game structure (or game play) as opposed to the study of 

games as narratives, or games as a visual medium.  

 

Mini-game 

An activity, or wrapper, used to add fun and excitement to classroom or e-

Learning training. Examples include game show elements (Jeopardy, Wheel of 

Fortune), puzzle elements (Sudoku, Boggle, Jumbles), and memory elements 

(Concentration) – also called a Frame Game.  

Alternative (and rather different) definition: A simulation game with a limited 

scope, taking around 10-20 minutes to play, but still employing the sound 

pedagogical foundation of a well designed ILS. 

 

MMORPG 

Massively Multiplayer Online Role-Playing Game is a type, or genre, of game 

where the player takes the part of a character. It involves a persistent world 

(virtual work keeps going 24/7), possibly featuring thousands of players in the 

same world. 

A game type where several (typically several thousand) players act simultane-

ously in the same server-based world. Users normally pay a monthly fee, and 

connect by their Internet account. 
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MUVE 

Multi-User Virtual Environment, also called a virtual world. 

 

Pedagogical scaffolding 

Support, initially provided during learning practice, which is gradually re-

moved until the learner is performing the full target task. Scaffolding could 

include hints, simplified versions of problems, partially completed problems, 

etc. 

 

Play balancing 

This is the design process of making sure that any game is neither too easy nor 

too hard; easy concept to grasp, often very hard result to achieve; a part of the 

tuning process. For example, if someone wanted you to play a wrestling game 

by wrestling Hulk Hogan, you would probably conclude that you would not 

want to play that game because of the obvious imbalance in skill and power – it 

would be far too hard. On the other hand, the same game probably wouldn't be 

very interesting for Hulk Hogan either, for exactly the same reasons. A well-

balanced game is one that keeps ultimate victory within reach of the player, 

but makes them work (and learn) to achieve it. 

 

Playability 

Synonymous with overall game quality; specifically, it is a measure of how 

compelling and engaging the game is, how interesting and challenging the de-

cisions are, and what kind of suspense and tension are created in the game. 

 

PVE 

Player versus environment. Refers to game combat where a human player is 

engaged in combat with computer-controlled opponents. 

 

PVP 

Player versus player. Refers to combat involving two human players, as op-

posed to a human player versus a computer-controlled opponent. 
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Replayability 

The quality of a game that makes you want to play it multiple times. Replay-

ability usually comes from a game design, or opponent, that reacts intelligently 

(or at least appears to) and changes its conditions in unpredictable ways. For 

example, Chess has high replayability, while a specific crossword puzzle or a 

simple branching game has low replayability. 

 

Scenario 

A simulation where the initial state has been set, and a goal (or goals) are pro-

vided for the player. Examples include determining when to open flood gates if 

an area has already experienced heavy rains (water and levee), how to find a 

file (Windows XP tutorial), how to make a withdrawal from an account (ATM), 

and how to administer an epidural for somebody with chronic back pain (hu-

man nervous system). Sometimes also considered to be a game level. 

 

Scenario – branching 

Students make decisions in a setting while trying to achieve a goal, and differ-

ent consequences lead to different decisions. The decisions affect the evolution 

of the story, ultimately terminating in either successful or unsuccessful out-

comes. Advantages: more reality through consequences depending on deci-

sions; relatively inexpensive to implement. Disadvantages: fixed conse-

quences, so limited replay; and ability to track the consequences becomes 

problematic beyond a certain number of paths. 

 

Scenario – mini/one-page scenario 

A single decision, cast with a setting and a situation providing a meaningful 

reason to make the decision, and with specific feedback providing the conse-

quences to the decision. Essentially, a multiple-choice question with the 

choices phrased as alternative responses to the situation. Advantages: more 

meaningful questions; and ability to cover many contexts. Disadvantages: lack 

of continuity. 

 

Scenario – linear 

Several decision in the same setting, with each situation having consequences, 

but some story element creates the net same results so that no matter what 
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choice you make, you face the same next decision. Advantages: simple to im-

plement, ensures every learner faces same questions (which can be important 

decisions), and some story continuity. Disadvantages: lack of meaningful dif-

ferent decision consequences. 

 

Scenario – rule/engine-driven 

Like branching scenarios, the consequences and subsequent decisions vary, 

but can have probabilistic rather than pre-determined outcomes (e.g. when 

you approach the VP about the problem, 80% of the time you get a disgruntled 

VP). Advantages: almost unlimited replay; and are easier to scale. Disadvan-

tages: more complex to model. 

 

Serious game 

Also known as an Immersive Learning Simulation (ILS). An optimized blend of 

simulation, game element, and pedagogy that leads to the student being moti-

vated by, and immersed into, the purpose and goals of a learning interaction. 

Serious Games use meaningful contextualization, and optimized experience, to 

successfully integrate the engagement of well-designed games with serious 

learning goals.  

Alternative definition: A simulation game with learning objectives as a major 

design constraint. Resources, decisions, and rewards of the game are analo-

gous to the content process. Usually used with simulations, and are the most 

effective way for players to try out different strategies and learn effective deci-

sion-making. 

 

Simulation 

A model to describe a situation, event, program, or phenomenon. An interac-

tive simulation allows people to manipulate variables that change the state of 

the model. Putting the simulation into a particular state, and asking the 

player/learner to get it into a goal state turns it into a scenario (and tuning that 

experience turns it into a game). Examples include water/levee interactions, 

computer networks, a virtual automated teller machine, and a model of the 

human nervous system.  
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Simulation games 

Games built on a simulation model. Another way to think of them is as scenar-

ios that have been play-balanced, or tuned, until the experience is compelling 

as well as educationally effective. They often can include all the complexity of 

the full model, and require comprehending complex interactions, but learners 

can develop that understanding at an appropriate rate, or it may mask the full 

complexity for learning purposes. 

Strategy games 

Games focusing on the ability to deal with dynamic priorities, typically in a 

context of resource shortage. Strategy games may be divided into real-time 

strategy games and turn-based strategy games. 

Strategy games – Real-time 

Strategy games in which the action is played out continuously without breaks, 

as opposed to turn-based strategy games. That is, the computer does not stop 

and wait for the user to input before continuing (e.g. driving or basketball). 

Strategy games – Turn-based  

Strategy games divided into “turns” as known from board games (and as op-

posed to real-time strategy games). Typically, the player moves all units, 

whereafter the next player moves all his units, and so on. That is, the computer 

stops and waits for user input (e.g. Chess). 

Tabletop simulation  

A board game that attempts to simulate a real-life process, like warfare (such 

as Axis and Allies or Squad Leader).  

Virtual world 

A simulation of a world that supports multiple players interacting, and typically 

emphasizes 2.5-D immersion (the appearance of 3-D immersion through a 

screen). Such worlds are not ILS; though the experience can be immersive, 

they typically do not have specific learning objectives (putting some in helps 

them become MMORPGS). Adding initial states and goal states aligned to a 

learning objective would turn them into an ILS. 
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Appendix A – Respondent 
Demographics 

 

Simulations, Games, and Immersive 
Learning Survey 
As of this writing 1,133 Guild members have completed this survey, broken 

down as follows. 
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Figure 125 – Survey responses broken down by company size. 

Region 

 

Figure 126 – Survey responses broken down by Region. 
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Industry 
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Figure 127 – Survey responses broken down by Industry. 
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Job Level 

 

Figure 128 – Survey responses broken down by Job Level. 

 

Simulation Tools Survey 
As of this writing 883 Guild members have completed this survey, broken 

down as follows. 
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Figure 129 – Survey responses broken down by company size. 
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Figure 130 – Survey responses broken down by Industry. 

Region 

 

Figure 131 – Survey responses broken down by Region. 
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Job Level 

 

Figure 132 – Survey responses broken down by Job Level. 

 

Simulation Tool Responses 
Number of Members 

 

Figure 133 – Number of responses for selected Simulation tools, with a minimum 

of 20 members responding. 
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Figure 134 – Number of organizations represented by the members responding in 

Figure 133, above.  
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Appendix B – Using 
Direct Data Access 

What You Will Need to Get Started 
Before you can use the Guild Direct Data Access (DDA) portfolios, you will 

need to have three things in place. 

1. You must be a member of The eLearning Guild (you can join as a free 

associate). 

2. You must have rights to the particular portfolio you want to view. Sev-

eral portfolios are free to all Guild members (such as the Salary and 

Compensation DDA and Tools Marketshare DDA), but you must pur-

chase 360° Report DDAs separately. 

3. You must prepare your computer by installing the Citrix plug-in or 

thin-client viewer that will enable you to interact with the data. 

Note: Instructions for installing the plug-in and thin-client are available from 

the DDA launch page that we describe below. 
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Accessing a Direct Data Access Portfolio 
For this example we will access the Guild’s Rapid Development Tools Compa-

rables model DDA portfolio. 

1. Go to www.elearningguild.com and log in. 

2. Click Navigate By Service (at the top right of the screen) and choose 

Guild Research as shown below. 

  

3. From the menu along the left side, click Research Library, as shown 

below. 

  

4. Click My DDA Reports, as shown below. 

  

 The MY DDA Reports page will appear. 
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5. Click 360° Reports Real-Time Direct Data Access, and then the report 

you want to view (in this case Authoring and Development Tools 

DDA Portfolio) as shown below. 

  

6. Select the portfolio the particular view/results you want to examine, in 

this case the Rapid Development Tools Comparables model, as 

shown below. 
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The Direct Data Access portfolio will load, as shown below. 

 

Figure 135 – The Rapid e-Learning Development Tools Comparables Model. 

Here we can both select which products to compare, apply filters, and see results. 

Applying Filters 
By default when you load a DDA every option is “on” except under the Tools 

filter, where most items are not selected (comparing more than ten tools at a 

time can be unwieldy). Let’s see how we can add a tool to include in our com-

parison. 
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Check Box Filters  

Suppose you want to add Camtasia Studio to the list of products you are com-

paring. You can do this easily by selecting the product using the Tool filter 

check boxes, as shown below. 

 

Figure 136 – Applying a check box filter. 

The list of selected products will then change, as shown in Figure 137. 

 

Figure 137 – Results of changing the Tool filter settings. 

Accessing Different Views 

Each report contains many different views (where each view typically corre-

sponds to a question in the survey). You access different views by clicking the 

tabs along the bottom of the report. 

 

Figure 138 – Access different views by clicking the tabs along the bottom. 

When you first add 

an additional tool, 

it may take a while 

for the view to up-

date. 
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Viewing Details and Copying Images 

If you hover the cursor over a bar you will see details about the underlying in-

formation, as shown below. 

 

Figure 139 – Hovering the cursor over a bar displays details. 

You can also copy an image by right clicking and choosing Copy Image from 

the pop-up menu. 

 

Figure 140 – Copy images for inclusion in reports by right clicking a graph and 

selecting Copy Image from the pop-up menu.33 

 

                                                           
33 Note: Members may copy up to four images from a report, and may request 
permission to include more images. Vendors may not copy images for promo-
tional purposes without first receiving written permission from the Guild. 
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Radio Button Filters 

We can filter the results further using the “Single” button. For example, sup-

pose we just want to see survey results from Practitioners, we can do this easily 

by doing the following. 

1. Click the Single button on the Job Level filter. 

  

2. Click the Practitioner radio button. 
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Using the Exclude Values Filter 

Suppose you now want to see responses from Guild members at all job levels 

except Practitioner. While you could click the Multiple button and apply multi-

ple check boxes, you can also use the Exclude Values feature, as shown below. 

• Click the small down arrow in the upper right corner of the Job Level 

filter and select Exclude Values from the pop-up menu. 

  

 The filter box display changes, as shown below. 
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Changing Multiple Filter Settings 

You will notice that whenever you apply a filter, the view recalculates to dis-

play the information based on your new setting. This automatic recalculation 

can be tedious if you have to turn on or off many options. You can instead use 

the Filter dialog box to change many options without waiting for a recalcula-

tion between mouse clicks. 

For this next example let’s see how to filter results so that we only see re-

sponses from the Financial, Healthcare, Insurance, and Pharmaceutical indus-

tries. 

1. Click the small down arrow in the upper right corner of the Job Level 

filter and select Edit Filter from the pop-up menu. 

  

 The Filter dialog box will appear, as shown below. 
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2. Click None to clear all the selections. 

3. Select the industries you want to include, as shown below. 

  

4. Click OK. 

 

 




