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PREAMBLE

Having accepted the mandate of organizing ISAGA 2020 in September 2020, we were geared up to take all necessary steps at our end. Covid-19,
however, declared as pandemic by the World Health Organization forced us to postpone the conference to September 2021. All of us felt that
enthusiasm and tempo should be maintained and members of the ISAGA fraternity should meet regularly to exchange the learnings. Thus, we
thought of inviting the simulation and gaming professionals for presenting the webinars on the topics of their choice on saturdays. The idea

worked very well, and we had 28 webinars between October 3, 2020 and August 21, 2021.

We are grateful to all the presenters for having accepted our invitation and sparing their valuable time. We are thankful to the members of
ISAGA and faculty as well as students of Shri Vaishnav Vidyapeeth Vishwavidyalaya for having attended the webinars. The presentations have
been compiled with brief profile of the presenters in this volume that has been named as PRATITI, which means becoming aware. We are

confident that this compilation will be found useful by the interested readers.

We wish happy learning to all!

Upinder Dhar
Vinod Dumblekar
Jigyasu Dubey

Anand Rajavat
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A Person with enthusiasm is a powerful person. There is nothing as powerful as enthusiasm. Nothing is impossible to an
enthusiastic person.

This subhashit says “If there is a will, there is a way.” Nothing is impossible; one must push it till the end.
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You can watch all the webinars on following web link:

S.No. YouTube Link

Webinar 1 https://www.youtube.com/watch?v=likxJvDfkek
Webinar 2 https://www.youtube.com/watch?v=2wE8fMcWi3Q
Webinar 3 https://www.youtube.com/watch?v=-Rkz87yFoW!I
Webinar 4 https://www.youtube.com/watch?v=f0drbrRPWIs
Webinar 5 https://www.youtube.com/watch?v=Izh7CypV5vU
Webinar 6 https://www.youtube.com/watch?v=iyoEhj9fjjE
Webinar 7 https://www.youtube.com/watch?v=3dUTWBV{Zcw
Webinar 8 https://www.youtube.com/watch?v=n64mmzE0s6s
Webinar 9 https://www.youtube.com/watch?v=81Z0Q4xOtcdl
Webinar 10 https://www.youtube.com/watch?v=rW7EGHdk5Iw
Webinar 11 https://www.youtube.com/watch?v=cUXYUr200ws
Webinar 12 https://www.youtube.com/watch?v=KkY cxW-XxxzU
Webinar 13 https://www.youtube.com/watch?v=0WP8JCLieUU
Webinar 14 https://www.youtube.com/watch?v=rNXPKeSbXew
Webinar 15 https://www.youtube.com/watch?v=72830NPKHC7M
Webinar 16 https://www.youtube.com/watch?v=vgm0TtevmBU
Webinar 17 https://www.youtube.com/watch?v=wypc6IBsDO0
Webinar 18 https://www.youtube.com/watch?v=NQYkNze6V0A
Webinar 19 https://www.youtube.com/watch?v=i-WONXO0kx2I
Webinar 20 https://www.youtube.com/watch?v=1Ls1N04-KjU
Webinar 21 https://www.youtube.com/watch?v=JgBnh4dnOrY
Webinar 22 https://www.youtube.com/watch?v=drDRFrjpQgo
Webinar 23 https://www.youtube.com/watch?v=FrY 8UMagFQU
Webinar 24 https://www.youtube.com/watch?v=YLelgzok AE
Webinar 25 https://www.youtube.com/watch?v=RmUPq5IBPTw
Webinar 26 https://www.youtube.com/watch?v=wsF-1D2L80c
Webinar 27 https://www.youtube.com/watch?v=5VBgfsK YWqM
Webinar 28 https://www.youtube.com/watch?v=JzwOrOKv7n0
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Webinar Topic

Gaming, Simulation and Participation: A Systems Approach to Mental Health and Wellbeing

Abstract

Many countries and regions aim to priorities well-being and mental health as a means to both counter the increasing demand of psychological
health care and to actually support citizens in what matters to them. Steering for such large and overarching goals requires cross-sectorial
collaborations and large-scale systems design. To aid in building up this capacity, we use gaming and simulation in trajectories with Region
Stockholm and 4 pilot municipalities. In this talk, Sebastiaan will explain the approach, and reflected upon the methodological learnings

obtained.

Speaker Profile

Sebastiaan Meijer is a Professor in Health Care Logistics. He specialized in gaming simulation and other interactive methods to involve the
operational level of organizations in innovation processes. His Interests is in theory of design of complex adaptive systems and the backbones

of society.



Gaming, Simulation and
Participation: A Systems Approach
to Mental Health and Wellbeing

Prof.drir. Sebastiaan Meijer
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Theoretical basis

Complex adaptive systems
»  Emengent behsviour dus to
—  Adaptive agents

- Dynamic relations

Sociotechnical systems theony
»  Performance of systemshas
dependence on:

- Technologicsl capabilities
- Human performance of control

Saoft Systems methodology (Checkland /Scholes)
= Gombine the guantitative with contextusl richness

Part 2:

Design with games, simulations and participation

Two extremes of complexity

Technical-physical complexity

socio-polical complexity

Mary inferdependent “variables’
|swvstem complexity)

Iany interdependent loosehy
coupled stakenciders |policy
network)

Cognitive uncertainty

Cisputed knowiledge, volses L
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Hord tools: simulation, models,
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Health Care Systems & Logistics
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So: what logistics are we talking about?

But Many Efforts Have Failed
NE\ T ¥

it “We like to bring togerther people from radicaldy
differcnt fields ard wait for rthe friction 1o produce
heat, lighy and magic. Sometimes ir takes a while. ™



Methodological layering
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Simulations

—

Data mining, Al
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A game, or a simulation?

Games to test ideas, but alzo to
map the actor complexity and to
intervene

Reality only changes when causes
aretaken away: study potential
effectzin simulations

Machine learning and Al provide

more insights in systems behaviour:

Rear view mirror!

Real world systems design is dependent on models that

represent REALITY

But is that:

1. Fidelity?
2. Realism?
3. Specificity?

In many studies: assumption that (computer) simulation is

essential for representing reality.

Russ {2010):Pregrammatic and Participatory: Twe Frameworks fer

Classifying Experiential Change Implementation Methods

Table 1. Fundamendal Differences Between the Frogrammatc and Fartidpatory Framesorks

Fragrammatic Framework

Participato ry Framewori

Fixed implemn ertanan

Flex ible imgplermentation

High direction from leasdership +—————  Low direcrion from leadership
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A pricr evaluation
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4 applications of gaming and simulation

Learning: Games are

competencies.
(Ll Policy Games: Games
are used toas
intervention in policy
pIOCESS.

Model typel |Player Principal
Beneficiary

Guasi Experiment: Games ars
used as environments and
scenarios to empinically test,
develop and justify theories in
specific domains.

Games for Design: Games arz
used as 3 methed for the design
of and within complex adaptive
zystems.



Need for 'realistic behaviour’

Model type/ |Player Principal
Beneficiary

Learning: Games arz Guasi Experiment: Games are
usad 3= experniential used as environments and
teaching and learning SCEnanos 1o empincally test,
methods to developand  dewelop and justify theories in
enhance the acquisition  specific domains.

of knowledge, skills and
Competencies.

Policy Games: Games

Games for Design: Games are
“-~cign

Open world

Players bring unformalised complexity

H Recent Studies in Philosophy of Science

Mew insights into:

1. How complex sciences differs from classic sciences
pluralism

{zven thars, thare are izsues of scale/phase changes) —

2. Explicit study of the role of models in science and
social sciences — revealing the nature of models as
dialogical devices among people and the .
phenomena that is being studied or manipulated.

3. Reasoning with models. .

Reasoning with Models

Models’ (cognitive devices) functions:

Models’ properties:

Need for 'realistic behaviour’

ey N
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competencies.

(BN Policy Games: Games  Games fo
are used to a5 used 3531
intervention in policy of amed within

DroCEss. Systems.

Mediators (Morgan el al.)

Scaffold that allows for codification
both syntactically and semantically as
well

Play an epistemic role in both
encoding and creating new knowledge
Including temporary physical models

{4

Hodel
plastic while providing stability of .\lﬁhalnn
knowledge




Steering in Systems ﬂ
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Participatory mapping of system dynamics for MH n

New process for building (SD) models

Family
P
o e O e s First cycle: traditional Updated process
o5 D ,‘:-“t‘; e - Core cycle - Literature study of domain
- N 7 . Brewpen H M M 1 M
A i - Experts to add to model - 'Stitching' smaller studies
- MO Pt o S o
: et ; _ ' together
e, . T ,_,,.,,‘;....‘ oy Cleaning phase og .
L = o
it B o R A - Verification - Expers review and add to
/| e - L P > s . .
R o R e i - - Validation mode .
ury sect : A XA - Almost no cleaning phase
A STy M (i iy .
ko b ™ e C—— - Validation
orpanisation aystem Acoon
beeimend nces e 'm':”

3 3
) v— \ .y
- Ll \ > o OW”' Lo
e Do iae o o otowe
W o s Healthcare
Nasry system

If you like: have a look

“ Work just published s
https://kumu.io/jayanthkth/mhsystems

Provecdings of die 2009 Wister Smalmion Canference
N Murinfer, K-HG Fee, & Lacarove-Molear W Robe, © Srebo, P Mane, and ¥4 Som, eols

SENSITIVITY ANALYSLIS OF POLICY OPTIONS FOR URBAN MENTAL HEALTH USING
SYSTEM DYNAMICS AND FUZEY COGNITIVE MAFPS

Elbsbib Momsnaid
AMakzims Kinmneys
Sebastiaan Meijer

Depariment ol Bennelical Enginceting and Healih Svsiems
KTH Rewal Insniente of Techmalogy
Halzavagen 11, 14 152, Huddinge, SWEDEN

»othetic bre cigermented wih

Thow a0 | St view this sysnen map?

Kot o O Sotiom of the oug W

Use the filtgr

yer dteney

ek on emh cemen revesl G
o0 Taermren 10 & AT Do 2ot (Sevenh aad bl .

it e By pevmsing Tabv)

10



Right now: CS based approaches to analysis

i ® ¢ _w,‘..O @ )

Playing with own SD models

Positioning ourselves in 2025

Making the case backwards
- Take policy example

- Reason with other
stakeholders

- Using the SD models
- And own data

Phota: Norridja 20200328
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ﬂ What is new

Changes to the SD model building: .
More valid? Summarlzmg

= Different participation from broad range of stakeholders

(Gaming not as operational role play in a process, but
Playful in own role in future
= LUsing OWN models!




n Gaming, simulation and participation... n

& build support for a thriving society

...are key methods for real change when working on Mental

Health and Wellbeing . \ | ‘-
.. require engaging stakeholders. This is a massive effort, ~
and political, operational and strategic at the same time.
WHAT WHERE KNOW
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ﬂ Thank you!

Sebastiaan Meijer

Mental Health & Well- Being is a
found tional challenge of 21st
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Webinar Topic

Serious Gaming and Why Should We Bother

Abstract

Future is and will be uncertain and discontinuous and the reality as we experience it is complex and requires learning for change. But
enabling change through learning is not as simple as it sounds. There are competing theories on how to learn and change and the challenges
are many. Learning for change is a journey starting from perceived reality, going through serious gaming, and then returning back to reality.
Serious games are experiential learning environments supporting this journey and can take an analogue, digital or mixed reality form. They
help us getting a holistic view of the change that is needed, creating awareness that leads to socially constructed meaning, constructing
memories of the future that lead to actionable insights, and experiencing the benefits of change that lead to a commitment to action. With

serious games we learn faster, we learn more, we pay less, and we decide better.

Speaker Profile

Dr. lvo Wenzler is a professor of Serious Gaming at the NHL Stenden University of Applied Sciences. He focuses on innovative research into
the design, implementation and value contribution of serious gaming, as well as on development of university level curricula with and about
serious gaming. Prior to his current position he had a long career at Accenture Strategy, in parallel to an associate professorship at the Delft
University of Technology. He often presents at international conferences and publishes regularly in the field of serious gaming, change

management, and simulation-based modeling.
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SERIOUS GAMING

WHY SHOULD WE
BOTHER

OUR REALITY IS
COMPLEX AND
REQUIRES LEARNING
FOR CHANGE

WANDERLAND

... croguet game in whichthe balls are live hedgehogs
and go private ways, the wickets are playing cards and
more than usually unstable, the malletsarelive
flamingoswith willsof their own, andtherulesare
constantly changing ...

g ... environmentin which decisions are like live
5 hedgehogsand g0 private ways, objactives are like
‘£ playingcardsand mere than usually unstable, solutions
3 are like live flamingos with wills of theirown, and
= policies areconstantly changing ...
DR. IVO WENZLER
STENAN Reality isthe leading cause of stress amongst those in touch with it. Lily Tomlin
ASSOCIATIVE PERSUASIVE ATTENTIVE WHAT WHY HOwW WHEM
THERE ARE For each person, Person-centered Mental act of shaping THERE ARE SEVERAL Envisioning the Understanding the Acquiring the Acting on timeto
DIFFERENT THEORIES there isoneset of approach, whereseft  reality through REQUIREMENTS TO change thatnesds to importanceand capabilities required achieveand sustsin
OF CHANGE incentives that makes  esteem, emotional expectationsand of EMNSURE CHAMGE 15 take place urgency for change for change the benefits
the bestmotivator; needs, andvalues focusing attention SUCCESSFUL
right incentives could provide stabilizesthe
[carrotand stick} and  leverage forchangng  associated brain
the changewillocour behavior circuits
[Behavigrism] [Humanism] [Attention density]

| think the one lesson | have learned is thatthereisno substitute for paying attention.
Dizane Sawyer

I If you don't like change, you aregoing to likeirrelevance even less. EricShinsski




EARNING

THERE ARE

DIFFERENT THEORIES
OF LEARNING

i
STIHDEN

LEARNING ISA
JOURNEY FROM
REALITY TO GAMING
AND BACK

ASSOCIATIVE

Learning through

Learning through

Learning through

structured tasks, understanding and socizsl participation,
gssociation, trial and  creation of imitation, modelling,
error, and knowledge out of and joint
reinforcement self-directed construction of
L experientes knowledge
[Behavicrism]
[Psychological [Sacial
constructivism] constructivism)

A

Learning is bidirectional. We leam from the environment, and the environment learns and

is modified thankstoour actions. AlbertBandura

Simulated reality, driven by actions and
behaviorsof playersthroughtheir roles

SIMULATION Cynamic imitation of the operation of a

processor systemin time

Conceptualrepresentation of ideas
about perceived reality

Transfer fromreality to a simulated
reality and back

Experience of relations and interactions
within real processes or systems

arrive, toprepare usfor action. Andy Clark

o

./ \0 ®
PALL

—~0—

Our brains are constantly active, predicting the incoming streams of input before they

LEARNING WHAT WHY HOwW WHEN

THERE ARE SEVERAL Avoiding habitsthat
are obstacles to

future learning

Focusing on
adaptahility azakey
enabler of survival

Learning througha
=ocial process of
dizcovery and play

Learning and acting
on what has been
learned, continuously

REQUIREMENTS TO
ENSURE LEARMING 15
SUCCESSFUL

[
STINDEN s

The troublewith learning from experienceisthat you never gaduate. Doug Larson

CONCEPTUAL Replicsof theobject Pictorial {visual) Using wordsand Abstract, formulzand
REPRESENTATION OF or system being repr ion of bersto rep ion-basad
IDEAS ABOUT modeledthat can be conceptual some obj El repr ionof
PERCEIVED REALITY easily observed relationships situation real-lifesystems

1 Mathematicel models
Yt 2 Nk
———

N
Musnomanal st by urng 4 litions
ne
Fy

s hme
keLoyia

b s 4 Arnt-co ey Aicrneisd oguarn
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SIMULATION

DYNAMIC IMITATION

OF THE OPERATION
OF A PROCESS OR
SYSTEM IN TIME

STENOAN
SERIOUS GAMING

SERIOUS GAMING
CAN TAKE DIFFERENT
TECHNOLOGY
RELATED FORMS

Determined by the
nature ofthe
problem, objectives,
intended players, and
the expectation of
experiences

MOCK-UP COMPUTER
Physical simulati unnirg
including human discrete-event,
operators(human-in-  continuous, or agent-
the-loop) based models

'VIRTUAL REALITY

Virtual (30}
representations of
real or imaginary
systems

Dynamic, digital
representations of
physical objectsor
systems

E—] In casesof major discrepancy itisalwaysthereality thathasgot itwrong. Douglas Adams

ANALOGUE

Multi player social
interaction games,
mostly at 3 higher
level of abstraction

Single or multiplayer
interactions within
2D or 3Dvirtual
worlds

Multi player
interactive narratives
using real-life
systemsasaplatform

Interactionthrough
the overlapofthe
perceived reality with
the virtual reality

SERIOUS GAMING

SERIOUS GAMES ARE

EXPERIENTIAL
LEARNING
ENVIRONMENTS

SERIOUS GAMING
ENSURES LEARNING
OUTCOMES NEEDED

FOR CHANGE

SERIOUS GAMING

Exploring the effect
of decisionsin asafe
environment

Natural

Case based
Failuredriven
Goal directad
Incidental
Explorative
Accommodative

Holistic view provides
a big picture of what
is needed

Shared awareness
leads to socially
constructed meaning

Transferring the
knowledge and
enabling the skills
required for change

Creating new insights
and knowledge
required for change

Memoriesof the Experience of
future lead to benefitsleadstoa

actionableinsights

commitment to act

R -BE
TransfcPm  ©
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SERIOUS GAMING

* Effective learning is a gestalt event with learners having firstto
comprehendthe whole before they can dealwith the particulars

leweb of relati

of the whole

* Parts aremerely apatterninani
can only be unds d fromthe dy

HOLISTIC VIEW
PROVIDES A BIG
PICTURE OF WHAT IS
NEEDED

ipsthat

* When dealing with complexity we haveto firstcreate s gestalt
understanding [big picture) of the problem at hand

Objective: Providing 2 holisticview on the
constraints of atraditional supplychain and the
benefitsof implementing a blockchain [m
technology Lropo

Propertiesof the parts canonly be understood fromthe dynamics of the whole. Fritjof
Capra

SERIOUS GAMING * Learning isaboutbuilding an understanding of possible futures.

Focusing onthe past knowledge will not prepare usfor the future

* Natural selection hasdesigned our brainto be driven by the ‘if-then-
else’ processand notby ‘thou shalt’ imperative

MEMORIES OF THE
FUTURE LEADTO
ACTIONABLE

* Ourbrain constantly sttemptsto make sense of thefuture by creating a
INSIGHTS

Iarge number of plansfor the anticipated future

Objective: Building knowledze, skills, and
behavior thatare needed toperformtasks(in a
variety of possible future scenarios) in 3 safe
manner

Bo

Alternative hypothetical [future) behavior pattems, like memories of past events, canbe
remembered, oftenin greatdetail. David Ingvar

SERIOUS GAMING

AWARENESS LEADS
TO SOCIALLY
CONSTRUCTED
MEANING

SERIOUS GAMING

EXPERIENCE OF
BENEFITS LEADS T

A COMMITMENT TO
ACT

* Effective learning is aboutleaming together with shared leaming
experiences providing aforumfor socially constructed meaning

* Through the multiple perspectives, the changesin the initial imagesof 3
Eiven situation occur within participants themselves

* By ‘sharing of intelligence’ the issues are re-perceived, resulting in
synergy and synthesisthat would not be otherwise possible

Objective: Increasing the collective insight into
the impact of defsult behaviors on effective

communication, cooperation, and customer {m
focus SO0V

We owe almostallour knowledge not tothose who have agreed, but tothosewhohave
differed. Charles Caleb Coiton

* Effective learning is about developing the ability to make judgement
callsand act inever-changing circumstances

* Without experience of failure while acquiring 3 new skill or behavior,
the likelihood of successisdoubtful —no pain, no gain

* Learning without experiencing successisalso boundto fail. The whole
evolution would not have taken place

Objective: Experiencing the benefitsand

building confidence in 3 variety of measures

stakeholderscantaketo reducethe CO2

emissionsin their city STOOCN

Experience tellsyouwhat to do; confidence allowsyou todo it Stan Smith
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SERIOUS GAMING Compressing timeto

CAN DELIVER VALUE impact resultsin
IN DIFFERENT WAYS faster performance

Higher retention of
what waslearned
leads to sustainable

;qv;
g

Change experience

SERIOUS GAMING
EDUCATION AND
RESEARCH

& NHL STENDEN

SERIOUS GAMING £ NHLSTENDEN

E;,:‘m

P

EIRICATHIN

WEPAY LESS. WEDECIDE BETTER.

Solutionsforwhenit  Embracing

is too costly for complexity allows
testingour abilitiesin  experimentation with
reallifeand real time  multiplefutures

A Valtie quest

ESEARCH

VALMEATIN
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Day, Date & Time:

Invited Speaker:

Country:

Title:

Webinar - 03

Saturday, 31-10-2020, 15:00 - 16:00
hrs (IST)

Elyssebeth Leigh, 2017 Ray Page
Award - for Lifetime Achievement in
Simulation

Australia

If Simulation is So Useful Why Isn’t

There More of it in Use?

www.isaga2021l.com | isaga2021&svvv.

SHRI VAISHNAV VIDYAPEETH

“&" VISHWAVIDYALAYA, INDORE — INDIA * oA

INTERNATIONAL SIMULATION AND GAMING ASSOCIATION (ISAGA)

A

R5AGACOL]

52“ANNIVERSARY CONFERENCE
September 6-10, 2021

WEBINAR
On
IF SIMULATION IS SO USEFUL
WHY ISN'T THERE MORE OF IT IN USE?
by Dr. Elyssebeth Leigh

October 31, 2020 (Saturday)
03:00 to 04:00 p.m. (IST)

W ks
Registration Is Free
¢ 3 1) b
Contact : +91 94066 61558 Register here = hitps:/AHforms.qle/Trs7F BaDDSUTTMS I8

edu.in

GA
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Webinar Topic
If Simulation is So Useful Why Isn’t There More of it in Use ?

Abstract

Dedicated simulation users still have much to explain about its value as an educational tool and strategy. At its simplest, simulation is a way of
reproducing familiar situations or recurring experiences, while reducing the scale and number of factors involved. For example, Chess, one of
the most enduring simulations in human usage, began in India where tradition says it was a representation of a military setting and used to

explain how certain events occurred.

While some domains like the military and health use simulation extensively, others like education find it a complex tool and process to use.
There is much in its favour and also much against it. In this webinar, Dr Elyssebeth Leigh guided participants on an exploratory journey to
discover the reasons why the concept of simulation continues to be an essential part of human activity and also a problematic one. They begin
with a dialogue to create the scene for a broader exploration of the benefits and barriers with participants who were invited to bring their

questions to this conversation.

Speaker Profile

Elyssebeth is a professional educator working with adult learners in business and academic contexts and has provided educational programs
in many countries. She researches ways that simulation can be used for education and research, including modelling of complex adaptive
systems, and skills and knowledge required for effective use of adult learning principles and constructivist approaches to academic education.

Elyssebeth is on the Board of Simulation Australia and has published widely on educational uses of simulation.
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Elyssebeth Leigh
Eml.!’f-i“.i-;.lmI“]‘.,.l i Simulation Australasia
: Anjum Naweed S
CQUniversity Adélaide. Appleton Institute

g —
4 .

* Integrate ‘knowing”® and “doing” '
* Understand contextual
relationships '
* Build multi-tasking capacity
= Examine emotional factors
* Develop emotional flexibility
* Explore alternatives for action
* Learn to anticipate possibilities

« Draw on “fun’ as alearning
element

» Extend capabilities for creativity

Chess. one of the most enduring
simulations in human usage. began in India
where tradition says it was a representation pyms

of a military setting and used to explain
how certain events occurred.

Vi
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Why avoid simulations?

= Emotional wvolatility

= Unpredictability

= Complexity

= Time consuming

= “Unreal”

= Agrificial

= Dhfficult to design andhard to
manage

= Uncertainty

= Enowledge is notfized —so
unpredictable

exploration

» It doesn’t depend on
a teacher

It creates a
learning coatext

=

> Nof allguicoues cans ©ulcdmes often
DFE- e o emerge from the
action

Essential Components

Sequence

» Briefing

* Action

* De-briefing

Relationships
*» Power

e Learning

» Experience

Elements

Rules
Roles
Scenario
Recording




From the perspective of
conventional teaching

* Roles of teacher/ taught become unstable
* “Unscientific’
* An opinion often held by those who
have not looked
= Outcomes not obvicus
+ linked toperceptions of ‘play’as
‘cazual’ and not planned
* ‘Learning’ is hard tomeasure

Teaching leads learnersin specific

directions

X + Mlostly because tools are not equipped
HO"V dOeS — Simulation provides a playground t{:gzgﬂ R R e B
Slllllllat].oll Cliffel‘ = Power is held by the teacher / - Challenges what is known
. o - Power moves among all present ; « Ahout how fo feach’
fl’OIll teachlng; « Knowledge is the province of the teacher » Learners control too much of the action
— Knowledge can be within, and belong
to, everyone
Eaclitne @ How does this influence the uptake

o R N Ry AYE of simulation?
ectations and Perceptions

Y. ¢ .95 - ° . . : ;
% + . = of self bySel 3 = Simulation challengesunderlyving as sumptions about
> knowledge ownership andtransmission
of self by othen — Education as aform of transmission of information
Z - Jrom teacher fo student is no longer so relevant
3 — Leamingis everyone’s task and teachingis
Per < . Expectations everyone’s role
STecRpen: Y Knowled d knowing —is everyone’s
- @ Y : . — owledgze —an - TELT
e R, an : and boeimese = = k
Perceptions — Thereisno a prion “ownership’ of knowledgze/
knowing
— Teacher’s pride in knowledge ownership may be
challenged by these conditions
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What happens for
teachers’?

+ Knowladge n==ds to b= relevant
to immeadiats axperiencs not
mersly abstract concepts

*+  When things become vnfamiliar
dominant feslings may ba
sncartainty and even fear

« “Whoisin control?” izsnolenzer
cl=ar or obvious

+ The“familiar’isnolong=sra
reliable zround testandon

*  An uree toregzin avthoritymay
overtake intentions to shars it

*» Theramay bz stormsahsad

How did I become the
‘target’?

What did I do wrong?

Why are they angry”?

What else did I need to
know?

What was my objective?
Can I retrieve it?

How do I avoid retaliating?
What do I donext time? Gf I
can do this again?)

[ .
What happens for §

‘students’?
e Learners also are no longer on .
<< 2 22 y - f '1. d
I don’t know what to do! SN Vi

How did I get here?

* Having been led for so long there
mayv be little understanding of how to
be independent

* Where “dependency’ is a norm there

What did I need to know before I got here? i B may be a (sometimes urgent) demand

What are my options now?

What was my objective?
Why did I do it this way?
‘What do they expect of me?

for return to that state

* Disbelief in personal capability
when in unfamiliar conditions may
be dominant

« Emotions may “escape’ usual
constraints

25



The rainbow
“beyond the
strain” can
herald -

Theory into

Practice

Why don’t the books sawv it

will be messy?

How did that logical plan go

astray?

How do I manage the
process — when I feel out of

control?

Why would this be “better”
than teaching — at least I feel
OK when I'm in charge?

Engagement with leaming as a lifelong process
Ability to share knowledge as collaborators
Increased awareness of how to manage complexity

It worked!!
Howdo I do
it again?

Understanding of connections among disparate elements
Celebration of sharedleaming
Improved awareness of links between theory and practice

For
educators
this means

What did I do right?
How can I repeat this?
— Everything will be different
What did Ileam this time?
How can I record and build on this knowledge/

EKnowing more
and knowing
less than
participatts
Having the
power Touse o
power

Waiting ot
acting
Listeningz t1ot
telling
‘Engaging with’
rather than
‘teaching to’
learners

T e wine denils wikh
Erimon throws smom-
Lmberigrdmces fead
teackes thrmuon wo
wenrels

e o s
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Anticipatory
Action

“Feedforwardness™
“Beginning with the end in
mind™

Well-formed intentions
Standing outside the action
Lead — Follow — Lead
brief — action — debrief
Know thy self

Walk in their shoes

A Facilitator’s Equation
(QHLO < =1 (F+ Pa+ Pr + M)

Y3 < - Quali

Facilitator I.earning Outcomes QPuahiy
. %,
Materials : <>
Processes <
o
-9‘,7,' 5

=~ G C{OQO pcﬁd

Quantity Zs axls 1O Acpe

g
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Day, Date & Time:

Invited Speaker:

Country:

Title:

Webinar - 04

Saturday, 07-11-2020, 15:00 - 16:00 hrs
(IST)

Eric Treske, Owner, Intrestik

Germany

Participation with Simulation Games -
Conflict and Other Conditions

www.isaga202t.com | isaga2021@svvv.eduin

SHRI VAISHNAV VIDYAPEETH RS

&' VISHWAVIDYALAYA, INDORE — INDIA 7 ¢ xey

mes== INTERNATIONAL SIMULATION AND GAMING ASSOCIATION (ISAGA)
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529ANNIVERSARY CONFERENCE
September 6-10, 2021

WEBINAR

On
PARTICIPATION WITH SIMULATION GAMES -
CONFLICT AND OTHER CONDITIONS

by Eric Treske

November 07, 2020 (Saturday)
03:00 to 04:10 p.m. (IST)

Registration is Free

Contact : +91 94066 61558 Register here . httpse/forms.aleAKbIUQIMmS LS
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Webinar Topic

Participation with Simulation Games - Conflict and Other Conditions
Abstract

If you are developing a simulation game for a university, you want to convey a subject matter to your students or test one of your hypotheses.
In companies, the simulation of alternative scenarios is sometimes added. All these simulation game developments are based on the fact that

they happen on theoretical assumptions and models.
You cannot simulate a system if you do not understand it. (Cathy Greenblatt).

If I want to develop a business game for citizen participation, this approach becomes a problem for me! Because with the used model | also
define the solution space or to put it another way, the question determines the answers. | use three examples from the mobility turnaround for
inner-city neighborhoods to concretize my question. | then try to point out possible solutions to solve this dilemma. This collection does not

claim to be exhaustive, so | would like to invite you to think about and discuss this together.

Speaker Profile

Eric Treske studied sociology at the LMU in Munich. After working in Ingolstadt, Regensburg and Augsburg, he founded the company intrestik
in Munich in 2004. His office supports and accompanies cities and communities w in the development of social innovations: How does a public
space become a lively square? What do people need to try out new forms of mobility in the region? What could the transition to a
neighborhood without cars look like? He likes to use playful approaches, because a good game reduces the complexity of a topic without
simplifying it. Concrete projects revolve around upgrading inner-city squares, placing bicycle stations or introducing an urban cable car in
the north of the city of Munich.As a social scientist he is fascinated by people, how everyone follows his own plan and from this something

bigger, common whole is created. Cities are a wonderful example of this. What does he appreciate about the game? Playing together means

29



sharing an experience. This experience motivates the participants and forms the basis for further cooperation. For several year he is now
speaker of the Swiss Austrian and German Simulation and Gaming Association (SAGSAGA) and of course connected to the international

association ISAGA.
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cinr.mstik oinl:restilz

1| Biiro intrestik - further with gaming

AN~ /
g Loaiw /4
PR /” N

Deniz Kase
architecture

ISAGA Digital Conference
1 07. Novernber 2020 f

Twitter @intrastik

Eric Treda
sociolegy

participation

Parbicipaticmath Simuatios Games - & conflict?

dnlreshh "lntrestlk

2| Simulation Games |traditional use cases

Thesis

You cannot simulate a
system ifyou do not

understand it.
Cathy Greenbiat 1934

Fartdgarionetsh Stuathe Gines 3 confice

PartOpaconwivs Simation Games - 3 contics?
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intrestik

gintrestik

2| Wicked Problems |big problems around mobility

L}

== oy
o wotren
&y n
) miue

2| Simulation Game |mability turnaround (1)

Theory A

There s
10 cest
pronen

gatnton

Category
Speed

Theoriel

Speed determines the
way the street space ina
neighbourhood is used.

Fac topatisewts Crradaton Gamen - o conflict s Pastdpuionich Simuation Games - a contict? €

“Inmzstlh
“intrestih . - =

; 2 = 2| Simulation Game [mobility turnaround (Il
2| Simulation Game |mobility turnaround (I1)

— —

KlenzestraBe 45

Category
Category use, influence & power

Area

Theoriell Theorielll

Changed use of road
space and its
el Al enforcement determines

The awareness of area
consumption determines
the willingness to e j (
change mobility 2y =

behavior. gLy . e | . 8 change mobility.

the willingness to

P OpRONMA TN SIMAILIn GIMas - A COMIC]
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°|1'| trestik
intrestik

¥ 3| Wicked Problem| mobility turnaround in a city districts

3| Simulation Game |participation and game design

Question
How can we use simulation games in
the area of participation if the object of

_ What could or should be
How we see together the [l 4o 1\ jjes to reach the

s
future? future?

How we see together the

presence?

the game already determines the result?
What could be a solution?

Pacticipationmith Shmdation Games - o conflice? ® ParCmTo IR Simastion Gamas - A Comfict”

dnl:resuk ointrestih

3] Presence | balance of free and fixed decisions

sy "
‘Traffic Planning
f - ———




dntresuh omtrestlk

3| Future |rules to reach the future

e

i
H

290 [=u |

Re-Engineering, try to
find solutions from other
cities and try to find

Try to think as if you
would design an entry
game. What are the

Talk to different groups
of the customer before

together the paths to this
solutions for the concrete
city.

riddles your participations

e oh you develop the game.
should selve?

f

F

P.
(=o' mo!
?g

§
i

g p—

the group of
' personas

frole & persona

abstract or concret

il

FarmpITOTWICh Simuistion Games - s conthct? 2 Partdsacionwith Simuation Gamss - 2 confic? "

intrestik

[ 4
intrestik

5] Reflection | the next aspect <
intrestik| Thank you very much!

I's a difference to design simulation games for teaching or participation.

If you want to know more
about our work,

please contact us.

It is possible to design a simulation game together with the participants. Erlc Treske

intresti |further with gaming
He trahe 33

D - 80469 Munich

Bl 498982086471
You have to find the right balance between prepared parts of the and the paris which you vavu intrestikde |InfoRintrestikde
design in the process.

O follow us on Titter
@intrestik

Boardmember of tha German-speaking
professional association of IQ
simulation and 2aming SAGSAGA LA een

Par ficf toemeith: Simaation Games - & conflict] 5 Pacticimtion whth Srdation Gamen - 2 conflict> 16
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Picture Rights|

Cathy Greenblat - page 3 privat picture

Lawaetz Stiftung Hamburg - page 11 picture on the left

Cemagref—Cirad, Folder 2011 - page 11 picture in the middle

htips://skalgubbar.se/2017/06/29 /323-e-and- t-walking-towards-cs-graduation-dinner-in-

graz/ - page 14 left picture
unknown source - page 14 picture in the middie

SAGSAGA-page 16

Should we inadvertently forget to darify the rights of a pictura or graphic or even have
an error inour research, please inform us.
we will correct this error immediatety

Partidpationwith Simaation Games - aconfbict?

intrestik

&
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Day, Date & Time:

Invited Speaker:

Country:

Title:

Webinar - 05
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SIMULATION & GAMING FOR
Japan DISASTER MANAGEMENT

Dr. Yusuke Toyoda
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03:00 to 04:10 p.m. {IST)

Simulation & Gaming for Community-based

Disaster Management

Contact : +91 94066 61558 Register here : https:/forms.gle/LwVyxLGmLTHDsESR7
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Webinar Topic

Simulation & Gaming for Community-based Disaster Management

Abstract

Important roles of local community for disaster management have been iterated, whereas building community resilience against disaster is
still in progress. In this webinar, advantages of Simulation & Gaming (S&G) for building community resilience were explained by the speaker.
First, increasing importance of community resilience against disaster was introduced. Then, the process and functions of S&G for disaster
management in general were deprected, and how they are connected to building elements of community resilience were demonstrated. In the

end, some S&G practices were introduced for community-based disaster management and disaster education.

Speaker Profile

Dr. Yusuke Toyoda is an associate professor of the College of Policy Science, Ritsumeikan University JAPAN. He is also working as Deputy
Director, Office of International Affairs and Director, International Center at Osaka Ibaraki Campus. He is the Member of Institute of

Disaster Mitigation for Urban Cultural Heritage and Member of Research and Development Institute of Regional Information Ritsumeikan

University, JAPAN

He utilizes S&G for study and practice on community-based disaster management and disaster education.
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Simulation & Gaming for

Community-based Disaster Management

by Yusuke Toyoda (College of Palicy Science, Ritsumeikan University)
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Disaster Management (DM)

2. Simulation & Gaming (S&G) for DM
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Table of Contents

1. Importance of Community-based
Disaster Management (DM)

2. Simulation & Gaming (S&G) for DM

3. Example: Contribution of S&G to DM (education)

4. Q&A

1. Importance of Community for DM

Community: Residents in certain geographically-defined areas
(often defined officially by public administrations)

Self-

a. Firstresponders help
b. Who know their unigue living areas the most

. . Mutual- | Public-
c. Mutual-help (Helping among residents) help help
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1.a.Firstresponders

1.a.Firstresponders
By myself _
g [] pead
By rescue team 1.7% 3 W suniver
>
o
By family &
By friend D
or neighbor A £ R e S o S
By passer by (¥ 2.6% 2R3 A B3 AR BE S
§ §8 5395435y 53585 535333
QOthers 9
09 A) Figure: The number of the rescued by fire fighters of Kobe City and their survival ratio in
Figure: Actors rescuing those who were buried alive in the Great Hanshin Earthquake case of the Great Hanshin Earthquake happening on 17th January
Source: Adapted from Japan Association for Fire Science and Engineering “A Report on Fire Caused by the 5 Source: Adopted from Hayashi H. ‘Disaster Response Systems' “Practice of Regional Disaster Management 6
Plan" Kajima Institute Publishing, Tokyo,1997, 151-164.1SBN:978-43060720309.

Great Hanshin Earthquake” Japan Association for Fire Science and Engineering, Tokyo, 1996,

1.b. Process of Risk Management

1.b. Three Types of Knowledge for DM

Effective i Risk
Community-based
Disaster Assessment
Management

iii. Risk ii. Risk

Experientia
(Traditional)
Knowledge

Management Communication
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Risk Assessment

Individual Rick
(Vulnerable houze)

\

Individual Rizk
(Deaf blindnezz)

Individual Rizsk
(Brock wall)

Individual Rizk e
(Traveler) Individual Rizk 9
(Little kid)

Individual Rizk
(Vulnerable house)

Individy
(Deaf bl

dividual Rick
Brock wall)

=
Individual Rick
(Little kid)

(Traveler)

1

Community Risk Risk Communication

Individual Rizk
(Vulnerable houze)

Individual Rizk
(Deaf blindness)

Individual Rizk
(Brock wall)

Individual Rizk e
(Traveler) Individual Rick
(Little kid)

/10

Risk Management\

Commimity Risk

/12
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1.b. Process of Risk Management

Seentiic

i. Risk Krowiadis
Assessment e e

T aditsonal]
Froisd
Fnowhod s

iii. Risk ii. Risk

Management Communication

1. (Summary)
Importance of Community for DM

a. First responders (themes for S&G)
- Rescue, evacuation, shelter management, etc.

b. Who know their unique living areas the most (knowledge Integration)
= Process of risk management

c. Mutual-help (coping and adaptive capacity)
= Crisis management

o

1.c. Mutual Help for Crisis Management Cycle

Coping Capacity Adaptive Capacity

Evacuaztion.
Shelter management.
etc.

Establishing systems to
help the vulnerable.
etc.

Making t_ii_saster map to make Vistorienshing forfitre
communities safer, Mitigation Recovery e !
etc. )

w

Table of Contents

1. Importance of Community-based
Disaster Management (DM)

2. Simulation & Gaming (S&G) for DM

14

Adopted from: Toyoda Y ‘A Framework of Simulation and Gaming for Enhancing Community Resilience against
Large-scale Earthquakes: Application for Achievements in Japan' “Simulation & Gaming” 51(2), 2020, 180-211,

DOI:10.1177/1046878119809424

3. Example: Contribution of S&G to DM (education)
4. Q&A

16
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who get excited in games

2.a.Process of S&G for DM Ecaum Fataa fown

Embedding into simple modet

Game World

« Transfer,/ reflect/share knowledge

Acquiring lessons through
experiences, social learning,
knowledge integration;
and reflect them in the real world

Real World

Designing
S&G

Game Play
Risk Assessment
(Capuring individual mental
model on risk)

S&G as a tool
to develop how to think,
as well as what to do

b
Debriefing /

Risk Communication
{Constructing shared mental model on risk)
&

Risk Management
(Implementing risk management)

** K.=Knowledge

*Widths of grey arrows refer to the degree of disaster management,

2. (Summary)

Simulation & Gaming (S&G) for DM

a. Process of S&G for DM

- Game design, briefing, gameplay, debriefing

b. Main Functions of S&G for DM

- Virtual experience, role play, knowledge integration, trial-and-
error for coping and adaptive capacity

19

17

2.b. Main Functions of S&G for DM

Main Functions of S4G $86 for Coping Capacity S&G for Adaptive Capacity Expectedto be promotediattained by S8G
Frouiing vinsl experience o undeniand
e mporiance of co: ¢ wontd.
Vit expriunce B s v i o :::: ﬁ";.',' .Z";::':..;' cieseichioa AV I
ol phay Puough chacking orepardnass uhuq a0 do . i

avakable resources wih Intaracting wih
other participanty or telex

Knowiode miegradon for shared naratives

Kncwledge integeation

Cotioa ruoatin and pmeom aaking by
Nsm«m for uzing avakable ok ond
reanurces, 1o face and manage sdvarme

mguw mnmap a3 shonng inomndge o

5 for eoesidaring how communties.
can lmnmm  watinny syatams for nanstorralion
) @ macner appropriate 1o the e area

Redocing trom triskand-erres on what thoy
expomnco 0 e gamo work for chalongos they arno

tacing

- [Crt

aamiog (o7 fonotions} -

condians, emenenGes, o cisaven.
Trialand-emor -

Table of Contents

AN process for enabiing 1 Jearm how to Sansfoom
thar systams and leading to Behaviaral change

Benay

amod on »xnl ggpw, sextion and tnyst)

1. Importance of Community-based
Disaster Management (DM)

2. Simulation & Gaming (S&G) for DM

18

3. Example: Contribution of S&G to DM (education)

Adopted from: Toyoda Y & Kanegae H 'Gaming Simulation as a Tool of Problem-based Learning for University
Disaster Education' Hamada R, et al. (Eds.) “Neo-Simulation and Gaming Toward Active Learning” Springer,
Singapore, 2019, 237-245.1SBN: 978-981-13-8038-9

4. Q&A

20
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3. Evacuation Simulation Training (EST) 3. Game World of

for university students the EST

The goal of players:
To reach the designated evacuation shelter after a mage-earthquake
Process:

1.1t randomly assigns certain roles to participants that evacuees might
be expected to face in an earthquake evacuation.

2.The players evacuate from their own houses; however, they encounter
various situations on their way to the evacuation shelter.

It can create situations similar to real disaster conditions. It is not a
training for individuals but for communities as a whole.

21

3. Game World of the EST 3. Situations and

You are buried alive under your house. You cannot start
evacuation, You need three resid (including the inj

Role F

d) to

meynu.mn.wummncvmnﬁon.hrmm:ly,ymdid

not get injured.

You remember that the leader of community said the temporary
evacuation site was the place indicated by X.

34 floor

53Rt cown anciyos emnnot
pew.
shock.a

Roles of EST

POt colRpas et ¥y ou A0 30ra.
you gof sfodwed by the
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o Mofe. ey et 1506
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3. Process of Risk Managementin the EST

jii. Rigk Manage .-

3. Results of the EST for JP Students

N

21

Challenge/Problem as Input Their suggestion

Necessity of renforcing houses
Finding out where other residents live
Communicating with residents on normal days for

Sharing information about where residents live
Promoting neighborly communication by conducting

1t Round rescuring the buried alive events
;L:E;ry SOTE PC O e Decd D s 1 Training some residents in rescue techniques

(With different inbrmation on the evacaution site) evacustbnsic boaans

Developing a smartphone application which identifies

Several people searched the same place where other
survivers had checked before separation.

2nd Round it was not enough to merely make a resident
housing map as all people sought to evacuate afterthe A note could be attached after evacuation to
disaster so ifthey went to the house, there were no indicate whether they were at home ornot.
residents.

Time: May 2017

Venue: University building
Class Name: Simulation & Gaming

Style of Class: Intensive
Students: University students who

Number: 10 students

3. Playingthe EST to JP and Int’| Students

International students
Time: November 2017
for 1.5 hours with 1 round
Venue: University building
Class Name: Sustainable Urban Policy
| (learning about DM)
Style of Class: Semester
Students: University students some of
whom have experiences of S&G
Number: 13 students

Japanese students

for 4 hours with 2 rounds
(play S&G and davelop S&G)

are not interested in DM

3. Results of the EST for Int'l Students

Challenge/Problem as Input Their sug gestion

Buried alive and noone was around and | think that's the pomnun’rnr help'e.ﬁnrt [rrytual help) isv.eg i
] impartart by unifying residents and participating
biggest problem. e
in drills.
Making sure where neighbars live and members
of community by emergency contact list

making, and screaming (fyou can)

| walked alone and got injured which needs more persons
to help me.

Aftershock but &t that time we had five people together,
50 twas soved

The location of evacuation stes/shetters should be
known by everyone (without rumar)
Fake information about ev acuation ste

Attaching signboar ds with pictures
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3. (Summary)

Fxample: Contribution of S&G to DM Table of Contents
Main Functions of S&G Attained by the EST 1. |mp0rtan{:8 of Community—based
Collective actian .
Virtual experience _, |Becision making D|Saster Management (D M)
Role play {enhancing socal capital, and soclal natwork for
recovary)
N . . .
Sharng knowlsdge 2. Simulation & Gaming (S&G) for DM
Namatives
| T—— 3. Example: Contribution of S&G to DM (education)

Trial-and-error
-— |
[\_.nllc'id_l reflection |

e
2 30

o

R RITSUMEIKAN iSAGAEDE

Simulation & Gaming for R
Community-based Dlsaster Management

oy Yusuke Toyocs (College of Policy Science, Ritsumeikan University)
toyoda: ‘@f:. sumei.ac.jp

Thank you very much
for kind attention.
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Day, Date & Time:

Invited Speaker:

Country:

Title:

Webinar - 06

Saturday, 12-12-2020, 15:00 - 16:00 hrs (IST)

Paola Rizzi, Professor of Techniques of
Urban and Regional Planning at University of

Sassari

Italy

Between Utopia and Ucronia: Gaming

Simulation as a Construction of the Future

wuavisagazo21.com | Kaga2021esvwieduln

SHRI VAISHNAV VIDYAPEETH

<& VISHWAVIDYALAYA, INDORE - INDIA * |sach

INTERNATIONAL SIMULATION AND GAMING ASSOCIATION (ISAGA)

1SABARDP]

2ZYANNIVERSARY CONFERENCE
September 6-10, 2021

WEBINAR

On
BETWEEN UTOPIA AND UCRONIA :
GAMING SIMULATION
AS A CONSTRUCTION OF THE FUTURE
Dr. Paola Rizzi

December 12, 2020 (Saturday)
03:00 to 04:05 p.m. (IST)

e, Paols Rizat
Depariment of Axdhaecture, Desgn and
Wrban clarning University of Sasen, Naly

Registration is Free

Contact: +91 94066 61558 Register here © https:/farms.gle/kUIW 1 jjUFienNGzve
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Webinar Topic

Between Utopia and Ucronia: Gaming Simulation as a Construction of the Future

Abstract

Gaming simulation has a hybrid nature by definition: putting it in a coarse way it combines naturality with rationality through its two souls:
play and simulation. But game and simulation are joined by two dimensions: space and time. Through the gaming simulation we face the
process of designing of time and space. In order to do it, we construct utopias and also alternate histories. This is the starting point to face the
topic of gaming simulation not as a language but as the mediator or generator of language. "The understanding of the gaming simulation as
the future’s language gave rise to some interesting considerations which slowly detached themselves from the linguistic concept in order to
become a design concept. On the other hand, historical forms of the future are independent innovations in the development of single
languages, (the entry Tempo, Enciclopedia Treccani online, 2014). Thus, the modalities in which the design process develops are independent
in their various shades and technical fields. Moreover, to make the most of the communicative capacity of gaming simulation as a learning
technique related to design is one of its most promising boundaries and applications in the short-term and long-term future™. Gaming
simulation in some of its forms can also be organized as a structure which allows designing one’s own gaming simulation, You will find some
examples among the classical, game-generating-games. The contribution is intended to confront the evolution of the topic of gaming
simulation design as a learning technique for the design practice and the construction of future scenarios, in the field of territory and urban

planning in particular.
Speaker Profile

Paola Rizzi is Urban Planner and Designer, her realm are Urban Gaming Simulation in Participatory Design/Planning and Disaster
Mitigation. She is also a Professor of Techniques of Urban and Regional Planning at University of Sassari, Italy. She is also working as

Visiting professor in universities in Japan, Thailand, Indonesia and Europe. She is Member of different Boards and Scientific Committees as
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Advisory Board of Directors of CUPUM — Computers in Urban Planning and Urban Management. She is Founder and former director of
ISAGA summer school from 2004 to 2013. She is Honorary member of ISAGA and SAGSAGA. She designed Urban Gaming simulation as
VADD:I for Italian Ministry of Environment, and many of her UGS were used in Urban Planning.
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UGS Urban Gaming Simulation...why?
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Day, Date & Time:

Invited Speaker:

Country:

Title:

Webinar - 07

Saturday, 09-01-2021, 15:00 - 16:00 hrs
(IST)

Nicolas Becu, Geographer, French National
Center for Scientific Research - Specialized

in Participatory Gaming Simulation

France

Simulation and Gaming for Participatory

Approaches to Environmental Issues.

www.isaga2021.com | Isaga2021@svvv.eduin
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INTERNATIONAL SIMULATION AND GAMING ASSOCIATION (ISAGA)

§SABAPDR]

52" ANNIVERSARY CONFERENCE
September 6-10, 2021

WEBINAR

On
SIMULATION AND GAMING FOR
PARTICIPATORY APPROACHES TO
ENVIRONMENTAL ISSUES
Dr. Nicolas Becu

January 09, 2021 (Saturday)
03:00 to 04:05 p.m. (IST)

Contact: +91 94066 61558

Register here : https://forms.gle/E9oKSCI8jgbQLIITS
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Webinar Topic

Simulation and Gaming for Participatory Approaches to Environmental Issues

Abstract

Since it was first conceptualized and defined by authors such as Dick Duke in 1960s, part of the simulation and gaming community has used
games (e.g., policy games) to help decision makers, managers, or other types of actors, to conceptualize, analyze and share their
understanding about complex issues, and eventually come up with a shared vision of how to solve them and/or advance forward. "In the late
1990s another research domain emerged, known as participatory modelling. In this approach, the modelling process is considered as a
learning process inwhich local stakeholders can take part and therefore learn about the issues they are facing in their territories™. "This
action research domain, benefits from lessons and good practices coming from participatory approaches, such as whom to invite to the
participatory modeling process, how to articulate the process with current policy plans, how participants with different social status can
contribute at the same level to the modelling process and benefit from it". At the intersection between simulation and gaming and
participatory modelling, we find a common practice which is the use of gaming/simulation that explicitly model the functioning of a system,
and which is explicitly made for stakeholders tolearn and get empowered on the issues they face. This type of application of games is called

participatory simulation and will be the topic of this webinar.

Speaker Profile
Nicolas Becu is a researcher in geography at CNRS — French National Research Center. He is specialized in the design, use and evaluation of

participatory modelling and gaming simulation applied to environmental issues. He currently conducts and leads research programs at the
Littoral, ENvironment and Societies laboratory (LIENSs) based in La Rochelle — France. His research topics include the analysis of the use of
simulation and games to support social and organizational transformations, at the territorial scale. Applications are in the domains of coastal

risk management, marine natural resources and marshlands and land use planning.
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Simulation and Gaming for
Participatory Approachesto
Environmental Issues

Origins and
background

Nicolas BECU
Hational Cemter for Scientific Research —Franc

LIENSs. Lab - Coastal area, snviromment and sacistie. L Rochefie

AHEre it all started

System analysis studies (1930)

Complex systems (1970)
* Assimilae/internalize concepts and prindples of action
s g * Emotional& collective intefigence
Operational models to deal with o AU E T e
complex problems (1960/1970) T better e e S e
i ke M4
J \ * Free-piay during seminar gaming
Gaming as an analytical method : Computation : -> positions, objects and rules can bechanged,
flexible & adaptable, mathematical formalization created or improved by the piayers during thegame
experimental & handling: and computer simulation of To produce meaningful changes Pt

communication & feeling complex policy problems



Environmental issuesand socio-

ecological systems governance

biogeochemical
habitats

49,

_,,.Iowm W 14
N SN

interacting pressures

upper 33.’!"',\_ e
trophi; t-. communities
- of place
PR SRy
L Saha keite
Cumulative Risk
Fagure: Coupled Social- system that fnkages and

Holsman et al. 2017,

feodbacks befween pecple and marine ecosystems. Modified from

Meat

Working force

Environmental issues
involve ecological

dynamics and human
activities

= Human are piuraland have
different perspectives (linked
to their habitus)and different
representations of Human-
Nature relationship

Member
ofa NGO

Fisherman

Cad
P R
! Bycatches

Environmental issues and socio-

ecological systems governance

Governance : Decision-making process that
creates and enforces rules about what people
may, must, and must not do in interactions
with one another and with the rest of the
social-environmental system

rticn o of. 1% Ak i e

* Human are piuraland have
differentgoals and objectives
inrelation tothese
environmental issues

Dolphins Birds I

Governance is plural and

proceeds through of
different organizations
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Environmental issuesand socio-
ecological systems governance

Governance is plural and
proceeds through of
different organizations

H Focal Action Situations
| Interactions (1) - Outcomes (0) |

The role of
gaming/simulation
withinthe
governance of
socio-ecological
systems [

Collective
Decision
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Fundamentals of participatory

gaming/simulation

Fundamentals of
participatory

gaming/simulation

EDENCE BASED PRACTICE. = THeoR : Understanding
! DiS [Design In the Small)

DESICR-BASED RESEARCH - e, s
7 & DIL {Designinthe Larae)

PRACTICE BASED EVIDENCE

Design In the Small
- Observability

Design In the Small
- Observability

What should we take into account when

What should we take into account when
designing a game dedicated to igni

designing a game dedicated to

participation ? participation ?
« Usability « Usability
» Fun
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Design In the Small Design In the Small

- Observability

- Observability

What should we take into account when
designing a game dedicated to
participation ?

What should we take into account when
designing a game dedicated to

participation ?
= Usability . gsability
Fiow ow
: ‘C')‘t;servability !

Design In the Small Design In the Small

L] - \ /- il + Design of participatory gaming is not about realism
- Observability = @ = Observability o
PN # ey Q S— “realism is too subjective g gotion"
e P (Klabbers 2009)
I A & B Decision : ctivism
What shotild we takesite aceaint when £ - = P What should we take into account when (see also constru )
desigping a game dedicated to L ﬁ dgi'ig?";%oi q’ame dedicated to
participation ? ¥ P P g * It's about aliowing usersto mentally create links
- - betweenthegameandtheir reaiity !
+ Usability + Usability
« Fun -l * Fun
« Flow o k= « Flow e —__=
‘ - ] 7’(\ =, . \. ) The ane question of v
» Observability ! n (7] « Observability ! \ &
a —’ What are the elements ofthe

simulation that allow usersto be
able to observe the modelled

reference system?
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Design In the Small

= Observability

The one question of
game designers

What are the elements ofthe
simulationthatallow usersto be
ableto observe the modelled

reference system?

Design In the Large
—> Connecting with the

governance systems

Factors that contribute to the success of the
integration of the participatory gaming
process in the SES governance?

«Relation with the different governance
levels

/ Accommodatlon

QQ

¢ Adaptability

Design In the Large
—> Connecting with the

governance systems

Factors that contribute to the success of the
integration of the participatory gaming
process in the SES governance?

Design In the Large

= Connecting with the
governance systems

Factors that contribute to the success of the
integration of the participatory gaming
process in the SES governance?

-Relation with the different governance
levels

*Association of participants with
different action arenas

66



Design In the Large
- Connecting with the

Design In the Large
- Connecting with the

governance systems governance systems

Factors that contribute to the success of the
integration of the participatory gaming
process in the SES governance?

*Relation with the different governance
levels

~Association of participants with
different action arenas

= Spreading inscriptions

Factors that contribute to the success of the
integration of the participatory gaming
process in the SES governance?

+Relation with the diffzrent govemance
levels

+Association of participants with
different action arenas

= Spreading inscriptions

» Repurpose for different projects

Marine flooding prevention
How to adapt?

» Alack of risk culture from local political bodies
» Concrete dikes are the dominant, and almost only, prevention strategy

EX a m p I e O f y .. » Objective : raise awareness about alternative strategies

Xynthia stormin 2010

application

3 proventicn strategics ©
sActificial hard” comtal defenses
*Natural ‘soft’ coastal protection

=Mansged resiignment
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LittoSIM game

1 Suppress dee

- —e ~  Reandarce
Adapted DOUSINE  zand dunes

Players aredivided into teams
Each team controlsone
municipality

B Gatheringall together

LittoSIM participatory simulation workshops

Different

archetypes for
the same game
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LittoSIM Observability LittoSIM Observability

Incorporating
new features

Let participants redefine
and add new elements
into the game

BOULOGNE SUR M(?i‘r\\
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LittoSIM connections with

LittoSIM connections with
the governance systems

the governance systems

* Local steering committee

gathering different partners Local steediie commities

gathering different partners

* Series of workshops with
different groups of stakeholders

* Mixing participants
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LittoSIM connections with
the governance systems Didyouteam onrisk

management measures

* Local steering committee
gathering different partners

* Series of workshops with
different groups of stakeholders

* Mixing participants

* Evaluate, write reports and
diffuse them

* Disseminate, train to the method
and let others repurpose (open-
source)

Participatory simulation/gaming
An opportunity for social and environmental transition

+ It's not about persuaded people to change their behavior

» It's about providing tools and means of communication for people to think about the
complexity of environmental issues and change the rules of the game

Mare training to facilitation

Maore free-play game kits

More game designers

Concluding k.-

remarks

Thank you for your attention

nmicolas. becu@onrs. i
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Day, Date & Time:

Invited Speaker:

Country:

Title:

Webinar - 08

Saturday, 16-01-2021, 15:00 - 16:05
hrs (IST)

Pieter van der Hijden, Management

Consultant, Sofos Consultancy,
Amsterdam

The Netherlands

Gaming/Simulation and the UN

Sustainable Development Goals

www.isaga202t.com | isaga2021@svvv.eduin
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= & VISHWAVIDYALAYA, INDORE - INDIA . |sAGA

INTERNATIONAL SIMULATION AND GAMING ASSOCIATION (ISAGA)

IS AGARDR]

529 ANNIVERSARY CONFERENCE
September 6-10, 2021

WEBINAR

On
Gaming/Simulation and the UN
Sustainable Development Goals

Mr. Pieter Van Der Hijden

January 16, 2021 (Saturday)
03:00 to 04:05 p.m. (IST)

Mr. Pieter Van Der Hijden
Management Consultant,
Sofos Consultancy, Amsterdam, The Hetherlands

Contact:+91 94066 61558 Register here : https://forms.gle/LPJ4aYThhnzrL6Y56
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Webinar Topic
Gaming/Simulation and the UN Sustainable Development Goals

Abstract

The speaker gave a short introduction to the 2030 Agenda of the United Nations, i.e. the Sustainable Development Goals (SDGS).
Participants, created their own SDG profile through a short exercise. Subsequently, it was discussed with examples that how gaming /
simulation can methodically support the implementation of the SDGs. Finally, the contents of certain SDGs and underlying targets were
highlighted and the added value that gaming / simulation can have for this.

Speaker Profile

Pieter van der Hijden works as an independent management consultant through his own Sofos Consultancy in Amsterdam (The
Netherlands). He is active in the field of “ICT for Sustainable Development Goals (SDGs)” and specializes in gaming / simulation, digital
fabrication (fablabs, S.T.E.M. education) and e-learning (distance learning, Moodle). He regularly works abroad, often in Suriname (South
America) and is active in various global communities. He was a board member of ISAGA for many years and is a regular speaker at ISAGA
conferences. In India Pieter was a teacher at the ISAGA SummerSchool at the Institute for Integrated Learning in Management (1ILM) in
Gurgaon. Together with his students, he developed an online roleplaying game, Dharadam - the flourishing slum, to prepare students for
social work for working in the slums. Pieter and Vinod Dumblekar (his co-director at ISAGA) are preparing a conference track on "Gaming
/ simulation and the SDGs" for the ISAGA 2021 conference in Indore. Together with Yogesh Kulkarni (Vigyan Ashram, Pabal) Pieter works
on management issues of fablabs (workshops for digital fabrication) and aligning fablabs with the Sustainable Development Goals so that

they can increase their social impact. He works with Pradnya Kunal (Global Fab Academy, branch India/Pakistan, Lanja) on learning by
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doing in the field of STEM, with Sibu Saman (Kerala Flood Relief) on disaster risk reduction and with Nishtha Kaushik (Fablab
Chandigarh) on knowledge sharing with Suriname about mobile fablabs. In all his projects structuring communication processes plays an

important role; gaming/simulation is the fuel.
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Day, Date & Time:

Invited Speaker:

Country:

Title:

Webinar - 09

Saturday, 23-01-2021, 15:00 - 16:05
hrs (IST)

Dr. ElenaLikhacheva, Researcher
at the Biological Department, M. V.

Lomonosov Moscow State University

Russia

Why Do We Need Simulation and

Gaming

wwwisaga2021.com | isaga2021@svvv.eduin
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INTERNATIONAL SIMULATION AND GAMING ASSOCIATION (ISAGA)

{SABAR0P]

SZYANNIVERSARY CONFERENCE

September 6-10, 2021

WEBINAR
On
WHY DO WE NEED
SIMULATION & GAMING
by Dr. Elena Likhacheva

January 23, 2021 (Saturday)
03:00 to 04:05 p.m. (IST)

Dr. Elena Likhacheva

Researcher, Biological Department,
M. V. Lomonosov Mascow State University, Russia

Registration is Free
Contact : +91 94066 61558

Register here : https://forms.gle/rh 1bF9
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Webinar Topic

“Why do we need Simulation & Gaming?”

Abstract

Simulation games often teach specific competencies (like renewable resources management, etc.) and we presuppose that our students will
need them in their profession/activities. However, the most of the games are run for a much wider range of participants and are not directly

related to their future activities. So why do they and we need simulation games?

Speaker Profile
Eleana is a Researcher at Biological Department, M. V. Lomonosov Moscow State University, Russia. With PhD in Psychology, she focuses
on research into the effectiveness of simulation gaming as instruction method, processes of decision- making and traps of thinking of

participants, and the role of facilitator in simulation and gaming. Her special scope is also at simulation games on sustainable development.
She is a member of the ISAGA Executive Board, member of NASAGA.
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Why Do We Need Simulation & Agenda
Gaming? 1. Opening

2. Our educational activities
Elena Likhacheva,

3. Highlights from history of Simulation Games
Biological Department ) ) )
. 4. Mastering of Simulation Games
M.V Lomonosov Moscow State University ,
ISAGA Qo'eTa 5. Exercises

e

likhacheva@mail bio.msw.ru Conclusions
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Winter Games for Kids

(riding the hills on sleds,
trays; snowball fight)

... and more fun
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Instruction (Courses) 6

1. Environmental Protection
2.S&G in Complex Systems Management
3. Urban Ecology

Educational Games
of Our Students W

‘Stimulation of Plant
Growth’ supun z2018)

cpercT

Apoptosis of sesonponsis com e
Neuron’ sues 2o [ I T t
117 em 2,30cm 265cm | 06cm

‘Diagnosis of
Infectious

Diseases’

(PCR-
diagnostics)

{Bupanovs, Z018)

Interactive Sessions and Workshops

* Conferences, Festivals of Science, Exhibitions
» Schools and Workshops
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What is the Game?

Collaboration With Partners

Multiple definitions

The game is a symbolic reality that givesa
sense of security

§ i «['m notresponsible»
simolution IS (and at the same time responsible)

Models & Gumes,
AVI Xl

We can't give a non-user a good definition of what a
Simulation Game is
... untilhe/ she takes partin it

Toy Army (Poteshnye Voiska)
of Peter the Great

Petrovskiy polk (Peter’s
regiment) — a collection of
young Peter’s playmates,
noblemen’s sons and
attendants of his father

Aleksei’s court.

War gamesof Wy urmy of Peter the Great near Use viluge Kozhukhove
{ Alexey Kivshenko, 1882)




Little Wars

‘Chapaev’ Movie Scene
(1934, G. & S. Vasilievy)

Simulation Games in USSR

First simulation game ‘Pusk Tsekha’ (‘Organization of Production’):
Leningrad Institute of Engineering and Economics.

Ceeero-Bocrovmpm vrons

2NN G 00 8 (LN w08)

RN
3'33?-‘-3_»,, ;%.’.s.b., 23 of Jupe 1932, assem‘n]y_ shop at the Ligovo typewriter factory
°°Q.§2:,j'/ ’r:; "
LG, &

@ 0 Avraces 3 @ wnd &
&@y“g@. A o
@) BE@E— KT .

- >
Z3asg \fsg. 274 fsas =
% M \-_3}( f

3 e Maria Mironovna Timofey Pavlovich
 F= oy : g E n
Onous == Birshtein Timofeevskii
e 1902-1992 1902-1990
SATIARA Gy

Bobylyov, PN. (1993) Rehearsal of disaster
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TABLE OF CONTENTS

GAMING:
THE FUTURE'S
LANGUAGE

SECTION

SECTION 1

Gaming: The Future’s Language
by Richard Duke (1974

+ Gaming/simulation - A gestalt communication mode.

+ It contains game-specific language, appropriate communication
technologies, and the multilogue interaction pattern.

Simulation Games & Models We Use

» Instruction method / educational tool

= Approximate basis for professional activity

» Mastering of model of possible future

S&G designed at MSU biological
department:

-CoMPAS, Bukvaryovaet. al.,
2004;

- Econet-ABC, Kavtaradze et. al.,
2005;

-Island, Kavtaradze, Bukvaryova,
1982,
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Simulation Model CoOMPAS* SimulﬁaEion‘ Game Econet-ABC

P EEE———

R A

* Coastal management practices to achieve sustainability

Steps in Mastering of
Active Learning Methods
What do I know

5 I Practice

4 Simulation
3 Role Play Game

= about myself?

Ferr,jeptinn Skills
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What Do
You See?

My Wife and my
Mother-in-Law

+ German postcard

(1888) QQ’ =
\\\‘

- Figure-shifter, dual or
ambiguous image

- “Figure” -
“Background”

Aristotle’s Illusion

Possible explanation:

+ Our perception depends on the past experience

We are touching the object with unusual i

places of our fingertips Do \

Put your index
and middle fingers
together

+ Close your eyes

*Touch the tip of
your nose, glide
fingers over it

+ What do you feel?

Cross your index
and middle

fingers

Close your eyes

Touch the tip of
your nose, glide
crossed fingers
over it

What do you feel?

How many triangles are formed when
9 small triangles are connected?
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13

10
11
12
13

\ 4
\AA / /N

Only 7 or 9 triangles remaining
(depending on which you remove)

WAVA'

9 remaining 7 remaining 7 remaining

If you remove one of the smallest
triangles, then how many of the 13

triangles will be left?

Triangles are connected to each other - you
can't reduce the number of triangles by only
one. Taking away one, also eliminates 3 or 5

others.

Species in ecosystems are more connected to

each other than the triangles are.

Serious mistake is to think that only a single
species may be endangered. Whenever we lose

one species, we inevitably lose many.

0 Mewdows, LE Sweeney,
G, Mehe

rs (2016)
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9 dots

Arrangement of Chess Pieces

Connect all the dots with 4
straight lines.

~N @

o

Don't lift your pencil / finger
off the paper / screen.

L2

LI

(]

-

How were the pieces arranged?

Examples of Cards

Kos

Thumb Wrestling

Add whatt s lmportant for you

° PYKOBOACTEBO

foeet
Senirinn g Wi bom s i

. Cards - 56 ps.
. Manual

Hlusion "My Wile and my Mother-in-Law’

Cover Sheet Spread Back Cover




Expand the mind (Knowledge # Understanding)
Learning-by-doing, within joint actions
Decisions with regard to their (long-term)

consequences

Knowing and understanding not only the
content of game, but yourself and the world

around you

Ak vou for your attention!
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Day, Date & Time:

Invited Speaker:

Country:

Title:

Webinar - 10

Saturday, 06-02-2021, 15:00 - 16:05 hrs
(IST)

Jegatheeswaran Manoharan, Thought
Catalyst, Team Effectiveness Consultant,
Business  Simulation  Designer, Board
Member of NASAGA, Selangor, Malaysia

Malaysia

Designing Closed Simulations for Corporate

Learning

www.isaga2021com | isaga2021@svyv.eduin

%% SHRIVAISHNAV VIDYAPEETH st
'/ VISHWAVIDYALAYA, INDORE - INDIA , saca

INTERNATIONAL SIMULATION AND GAMING ASSOCIATION (ISAGA)

3

ESAGACOC]

52°ANNIVERSARY CONFERENCE

September 6-10, 2021

WEBINAR
On
DESIGNING CLOSED SIMULATIONS
FOR CORPORATE LEARNING

by Mr. Jegatheeswaran Manoharanh

| &

February 06, 2021 (Saturday)
03:00 to 04:05 p.m. (IST)

Mr. Jegatheeswaran Manoharanh
Thaught Catalyst and Business Simulation Designer,

ﬂ\\ Selangor, Malaysi O
A REGISTRATION IS FREE
Contact: +91 94066 61558

Register here : https://forms.gle/B¢FELB1SulR5DglbA
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Webinar Topic

Designing Closed Simulations for Corporate Learning

Abstract

Simulations play a vital role in learning through discovery. They range in the spectrum from low fidelity to high fidelity simulations. There
are several key considerations when choosing a point in the design spectrum based on the learning outcome and audience. While open
simulations provide an excellent process for experimenting with outcomes, the use of closed simulation has its benefits to target specific
learning outcomes predominantly in the corporate learning scenario. Limiting the design parameters allows for targeted experience and a
more meaningful debrief. In order to maximize this learning, the crucial pivot point of simulation design has to be managed. One of the key
ally and adversary to design in the corporate learning environment is time. This presentation revealed how balancing of considerations is

done by designing simulations for corporate learning.

Speaker Profile

Jegatheeswaran Manoharan is a team effectiveness specialist, international speaker, and a game & simulation developer. He has developed
several learning games and simulations for adult learning. His highly interactive games have been used in the corporate learning scene for
team effectiveness, customer experience, culture transformation, and leadership training. Jega was the former Board of Directors of the
North American Simulation & Gaming Association (NASAGA) and he is also the Approved Trainer for the NASAGA Learning Game Design
Certification Program. Jega has shared his ideas on the application of games and simulation at NASAGA Conference 2017 in Reno, Nevada;
ISAGA Conference 2018 in Thailand; and at the First Malaysian Simulation & Gaming Conference — MASAGA 2018 in Kuala Lumpur.
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Designing Closed Simulations ’ Corporate Learning
for Corporate Learning ; Landscape

+ Targeled learning objeclive
Demanding learmers
+ Limited fime for engagement

- High levels of post learning
expeclalions of clients

/-d Jegatheeswaran Manoharan
accordia Co-founder
-—/ Simulation Designer

lember of NASAGA Cres dtsin He c Cap accordia

Creating Revolutionary Resuts in Ruman Capizl Development e = z s

TRANING & DEVELOFNENT

Activity, Game & Simulation

Conditioning
Activity Immersion of practice. until the -~
A learning strategy that gets learners to interact, Using 20 wooden blocks, skills becomes second: nature. 7
challenge, theorize, reflect, plan, and suggest build a miniature house. ,’ Unconscious Competence
Learning

SupeonsSS

Gaining,; the knowedge -
/(\3?\“{1(? - o el - Using 20 wooden blocks, ands skills; to elese he gap, 7
n CHivity with competiiion, playiu ”(,“V;‘:‘ goails, we /ike fO ﬁnd the faStQSf /7 =
rules, fun/engagement, and an endpoint. team that canbulld a 7 Conscious Competence
miniature house Awareness cl
Discoverning,; that P e \‘.\‘_e\\e

An Activity or a Game that mimics reality from any You will buy, sell, exchange or personal gems il
one or more of these three dimensions: thinking produce your resources that will eust , Conscious Incompetence
process, emotions, or motor skills. Learners are enable your team to build a 7’
engaged with less opportunity for cognitive, mumature house with at least 20 ’ aon
emotional, or physical harm. wooden blocks E\'TD“ g Stages o ¢

Unconscious Incompetence Competence

iegatheeawarmn Mansharan & Brian Remer

it accordia

accordia

Crealing Revolutionary Results in Hurnan Capital Developrnert




Conditioning

Immersion of practice. unti the P agliT

skills becomes second nature. ~
/ o
2 7 Unconscious Competence
Learning / z
Ganing; the knowedge o - S\lwwo‘ﬁ

ands skills; o elese: he, gap 4

Conscious Competence

/
Awareness ’ .
Discavering, thal Y \n“e\\ec
personal gaps ,’
exst Conscious Incompetence
/
/ jon
Ernoto 4 Stages of
Unconscious Incompetence Competence

Crealing Revolutionary Results in Hurman Capital Developrmernt accordia

Simulation Fidelity Spectrum

Flight Simulator
LARP (Live Action Role Plays)
| Disaster Scenario

Low Fidelity | High Fidelity

Financial Board Games

Tharnatic Businass Sirmulation

Crealing Revolulionary Resulls in Hurman Capital Development

Open Simulation

+ The outcomes has no boundaries thus may
not be within the design parameters
« Player decisions within the simulation may
or may not be confined
+ Trust that the system will find its balance
* Use:
- experiment to discovering possible
outcomes
- gaining deeperunderstanding of a
condition
+ Example:
- social economic & environment simulation
- trauma/emergency simulation

Closed Simulation

The simulation has specific expected
outcomes determined within the design
parameters
Decisions made by players are within a set
of choices
The rules within the game must provide the
governance and balance for the system
Use:

targeted leaming outcomes

leaming through repetition of specific

practices
Example:

financial board games

business simulations

accordia e ’ > i
Creating Revolutionary Results in Human Capital Developmernt soeords

Croating Rovolutionary Results in Hurnan Capital Developmernt




Design Considerations

Prototype
rollout quickly

incremental refinement
Game Play

Learner’s Background “What must the learners
current realies do in the game?”
environment

boundaries

Game Experience
“What must the learners
experience in the garme
for them to grasp the

Miterded. Practices Required Knowledge?”

“What are they expected to
practice after this training?”

Required Knowledge
“What must they learn/know to
produce that practice?”

Creating Revolutionary Results in Humar

tal Development accordia

Design Considerations

Prototype
rollout quickly

incremental refinement
Game Play

“What must the learners
do in the game?”

Learner’s Background
current realies
environment
boundaries

Game Experience
“What must the learners
experience in the game
for them to grasp the

Isnded. Fractices Required Knowledge?”

“What are they expected to
practice after this training?”

Required Knowledge
“What must they learn/know to
produce that practice?”

accordia

Creating Revolutionary Results in Hurnan Capital Development

Creating Revolutionary Results in Human Capital Development accordia

Game Stalling

o
Completion

Cntical point of design complexity
~ LS Stalling
Simulation 0

Development

Time

Game Stalling Scenario

accordia
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Game Prototyping

'\
Completion
P E s EEsTT T e R T e T T TR EE- --
Testing
Simulation Testing
Development
Testing
Testing
ey >
Time
Prototype in Stages

A Creating Revolutionary Re: an Capital De S aoeocH

sreating Revolutionary Restilts in Human Capital Development accoria
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Webinar — 11

Day, Date & Time:  Saturday, 20-02-2021, 15:00 - 16:05 hrs
SHRI VAISHNAV VIDYAPEETH il
(1ST) Y& VISHWAVIDYALAYA, INDORE - INDIA ==

INTERNATIONAL SIMULATION AND GAMING ASSOCIATION (ISAGA)

Invited Speaker: Dr. Willy Kriz, Professor, University of QSAGAEUE]

“ANNIVERSARY CONFERENCE

Applied Sciences Vorarlberg, Department

September 6-10, 2021

of Management and Social Sciences WEBINAR

On

GAMING SIMULATION DESIGN FOR
EDUCATION AND SOCIAL IMPACT

by Dr. Willy Kriz

Country: Austria s T

Hochschulstr, Dornbirn

Title: Gaming Simulation Design for Education

and Social Impact

Dr. Willy Kriz
Professor, University of Applied Scences Vorariberg,
Department of Management and

Socal Sciences Hechschulstr, Dornbim, Austria

1
REGISTRATION IS FREE i
Contact: +91 94066 61558 Register hare : https://forms.gle/palag3Nt 3tdob142A
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Webinar Topic

Gaming Simulation Design for Education and Social Impact
Abstract
Klabbers (2003, 2018) has pointed out that researchers, designers and facilitators who are contributing to the field of gaming simulation
may represent two distinct branches of science: the design sciences and the analytical sciences. In this presentation | will discuss different
forms of applications of gaming simulation (Kriz, 2017). | will use several case examples of simulation games that | have designed — e.g.
SysTeamsChange® and KIKAtopia — to show how a simulation game artifact can be used for a variety of facets within the science of design
approach with the focus of creating social impact (Kriz & Manahl, 2018). Additionally I will show how methods of gaming simulation design
can be implemented for an innovative university curriculum (Kriz, 2003). The design of simulation game prototypes is part of the didactic
approach and the framework of game development by Duke & Geurts (2004) is used. The presentation will explain the main phases and
steps of this approach of simulation game design. Some examples of outcomes will support a deeper understanding of the methodology of

“gaming simulation” for education (Duke & Kriz, 2014).

Speaker Profile

Willy Christian KRIZ, born 1968, earned his PhD 1999 in Psychology from University of Vienna. He is full professor for Human Resource
Management, Organizational Behaviour, Leadership and Change Management at the FHV, Austria. He is working as a researcher, lecturer,
trainer, consultant and designer with different forms of simulations and games for a whole range of purposes, including education in
systems-management, personnel and team development and senior management training, facilitation of organizational change processes and
support of managerial decision-making. He is author of 15 books and about 200 papers and received 4 best paper awards. He has presented

more than 150 papers and keynotes at conferences worldwide. He is founder and was 15 years chairman of SAGSAGA (Swiss Austrian
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German Simulation and Gaming Association), and 2004/2005 and 2014/2015 president of ISAGA (International Simulation and Gaming
Association), he organized two ISAGA conferences, he is founder and was 10 years director of the annual ISAGA Summer School on game
design. From 2016-2020 he was editor in chief of the Journal Simulation & Gaming (Sage) and is jury member for the German Gaming
Award. As researcher he works on the theory-based evaluation of gaming simulation effects. He was for example 2003-2005 scientific
director of a European Union Project within the Leonardo-da-Vinci Program: “The Simulation of Economic Processes and Decision
Making as a Training Module”. 2007-2012 he was head of evaluation of the annual “exist-PriME-cup” (a national management and
entrepreneurship gaming simulation contest for students of more than 150 participating German universities) for the German Ministry of
Technology and Economy. Further research projects are for example “Realtime Business Simulations” for the German Ministry of
Economy. Dr. Kriz has also years of practical experience. He is working as consultant and trainer in continuing education and business. He
completed more than 200 assignments especially in gaming/simulation-based organizational development and leadership projects. He has
designed several gamified education and training programs, system-dynamics models and scenarios, simulation games for general
management, project management, change management, systems-thinking, HRM and leadership, sales and business ethics. 2016 a
simulation and game-based personnel development program that he designed together with Dr. Schmidt and riva training & consulting for
Allianz AG (sales force and insurance consulting service) received the “Innoward” award of the German insurance industry. Together with
Dr. Eberle, several german schools and KIKA (German Children's Television Channel of Germany's public-service broadcasters) he
developed 2018 a simulation game ,, Future of Living together in Germany*“. The development and play of the game was broadcasted

nationwide as a documentary and educational game kits are available free of charge for school education programs.
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Gaming Simulation Design for Education
and Social Impact

ISAGA S&GWebinar
2021, Shri Vaishnav Vidyapeeth Vishwavidyalaya (SVVV), Indore - India

® Prof. Dr. Willy C. Kriz
FHV University Austria

Gaming Simulation & Willy

.‘Q SAGSAGA % 07/07-11

DORNBIRN/AUT

ISAGA

© Willy Kriz — 2021

@ Willy Kriz - 2021

S Willy Kriz — 2021
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Game of Senet, The Play Element of Culture
from 3500 B.C. : ™

= Huizinga (1935) meaning of seriousness’ versus
Senet for entertainment plus education play” in western culture
about religion/philosophy

- Movement of Sun

- Relationship with Orion star system &

= seriousness’ is understood as antipode of  play”;
paradox of a ,serious game®, educafion vs.

Osiris entertainment?

- Development of men in life and life after : g
death 4 = mammals and humans play, playing is in co-

- Relationship with process of embalment evolution with evolution of the brain, of cognitive
rituals and social skills and of consciousness:

- Player take role (judge) in the &y . | ; . .
mythological trial of the soul after death iy g play is an important element of culture

BpruiZinGa
- = human being is a playful species
@ Wilty Kriz ~ 2021 @ Wilhy Hriz — 2021

Child Play
Mammals play-fight in order to prepare for

the case of emergency (,Simulation)

B Willy Kriz — 2021
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Child Play kids role-play, learning
autentic practice

Rule-Based Game Play & il >
Construction Play m mm e —
Role Play g uy m—
Symbolic / Projective Play g  ————
Physical/ Sensory Play & >

& Willy Kriz — 2021 S Willy Krz — 2021

role play, theater, actors, stories, narrative

competition, co-operation, challenge

performance, skills, motivation, strategies,
goals, measurement, scores, tracking progress

S Willy Krz — 2021 S Willy Krz — 2021
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Serious Games ? Serious Simulations ?

games
of

R power,
politics,
micro-
politics

Michel Crozier
Erhard Friedberg
Lacteur

et le systeme

S Willy Kriz - 2021 @ Wilty Krz — 2021

,Serious Game" definition Serious Games ? -

A serious game is a game designed for a primary purpose other
than pure entertainment.

Game based learning: Although serious games can be
entertaining, their main purpose is to train and educate.

Nowadays the term it is mainly used for digital games using 3D
video technology. -

® Willy Krz - 2021 @ Willy Kriz — 2021 106



Serious Games & Simulations ~?...

Serious Games / Meaningful Play

The term "serious game"” was actually used long before the introduction of
computer and electronic devices into entertainment. Clark Abt discussed
the idea and used the term in his 1970 book Serious Games, published by
Viking Press._ In that book, his references were primarily to the use of

board and card games.

SERIOUS
GAMES i N e s
i o SERIOUS GAMES

...are games & simulations with
a serious debriefing for learning.

...are games & simulations with a serious effect/outcome in the =

Jreal’ world.
® Willy Kriz - 2021

© Wity Kriz — 2021

Books from 1907 and 1810

© Willy Kriz — 2021 © Willy Kriz — 2021
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SN AKES ¢
DDER:
e

Snakes & Ladders for Fun &
Entertainment 2 = ,Game®

@ Wilty Kriz ~ 2021

"
Wity

LALL UL

GO BN ;E
o ° 3
su; ,ff"‘ E
4 St o 7 g 8 g
b BAcK -
} FCARGSCE g
Snakes & Ladders for Health Education = = Serious Game” Snakes & Ladders for Business Education = = ,Serious Game*
Adding Content / Cause & Effect Realtions in the Game
® Wilty Kriz — 2021 ©Wilty Kriz — 2021
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Snakes & Ladders for
Moral & Ethics Education
- =, Serious Game”

X
* Y g g & $ . N\ s
=
rh\. - == — — If Principles of Karma, Reincarnation and Moksha are part of
e v ? your Reality then Snakes & Ladders = Simulation Game !

S Willy Krz — 2021 SWilly Krz — 2021

Chess Chess based war games

® Wilty Kriz — 2021

® Willy Kriz - 2021
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Kriegsspiel (Hellwig, 1780)

* ProfessorforMathematics, Teacher of
Gauss

« Probability Theory

« Wargamesfor prussian army

« - training & education of military officers

+ > decision makingin real war situations

« > play of realisticwar scenarios

Simulation Game: (Strategy, Scenarios,
Planning, Decision making)

Alfons Rempe
Kurt Kigsters

B Willy Kriz — 2021 © Willy Kriz — 2021
) ) Gaming for serious purpose s e
bt hodhmeinn ko et BACK TO THE FUTURE
rF———— L e
P y y RICHARD D.DUKE p.'um:‘lms g OF GAMING

@ serious
| purpose

‘A picture is GAMING.
°

worth a thie
thousand words, | Future’s
a game is worth | Manguase
a thousand
pictures’

(R. D. Duke)

A WALETEO PREES SO0

B Willy Krz — 2021 S Wilty Kriz ~ 2021
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Working Definitions

A gameis a formof play. It is an activity involving one or more players who
assume roleswhile trying to achieve a goal. Rules determine whatthe players
are permittedto do {including interactivity, communication and feedback), or
define constraints on allowable actions, which impact onthe available
resources. Games deal with well-definedsubject matter (context and content).

The Mié;c. =il
STy Circle:

gnngples of <

™ G'Imng & Simulation

Often players are engagegedin an abstract challenge, they try to reach goals, their
game-behaviour leadsto quantifyable outcomes.

A model is a description /representationofa (real) system andior process thatcan
helpto understand howthe system andior process works or how it mightwork.

A simulation is the process of simulating an existing real system and/or process
and reproducing a set of conditions; often in a low risk-environment; .safe” and
error tolerant, everything is real only the consequences are notreal.

Richard Duke

Cathy Greenblat Time lapse, long term effects of decisionscan be studied.
Pacla Rizzi

Dennis Meadows (Klsbbers, 2005, p2d)

Jan Klabbers

©Willy Kriz - 2021 & Wilky Kriz — 2021

Monopoly
Working Definitions

Gaming Simulation uses a game for simulation (game artifact as a
qualitative andfor guantitative model of a reference system of the real
world: design-in the small). The play of the game is an exercise to
practice behaviour and to experience the effects of decisions made by
players in order to understand and transform the simulated system and
to implement transformations later also to the real system (design-in-
large). Players represent actors of the reference system and interact
while playing different roles, applying rules and utilizing resources.

Gaming Simulation methods are used as experiential learning
environments in order to eductate and train the players; for creating
knowledge and enhancing competencies in an authentic way; for
facilitating real problem solving and decision making by working out the
consequences of different strategies for interventions in real systems
and by exploring possible alternative futures. Through implementing and
transfering results of the game play and debriefing gaming contributes
to the transformation of organizations and other real life systems.

@ Wilhy Kriz — 2021 ® Wilky Kriz — 2021
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Taxonomy Ellington 1982

Simulation Game

Simulation Games

Games used as Case Study
used as
Case Simulated Case Study

Study Role play

S Willy Kriz — 2021

Original Purpose of Monopoly

Elizabeth Magie designedin 1903 and patentedin 1904 the
board game “The Landlord Game™ on realty andtaxation. It
is seen as directinspiration forthe well know game “*Monopoly™.
Magie designeditas a learning game with the goal im mind
of demonstrating how rents enrich owners of properties
and at the same time impoverish tenants. She intended to
illustrate the negative aspects of concentrating land in
private monopolies. Magie hoped that when played the
game would lead to an understanding of unfairness. From
1924 streetnames were added (firstfrom streets in Chicago).
In 1934/25 Magie soldthe patenttoc Parker Brothers who
started distributing “Monopoly™, subtitlted “The Fast-Dealing
Froperty Trading Game™, named afterthe economic concept of
monaopoly —the domination of a market by a single entity. e —
Players move arcundthe game board buying properties, -_—
developing their properties with houses and hotels, and

collecting rentfrom their opponents with goal to drive all

opponents into bankruptcy.

¥yl

B Wity Hriz — 2021

Taxonomy Thiagarajan 1993

Simulation Game

Simulation Games

Games used aslA

used as

Instructional

Activity IA Simulations used as IA

@ Willy Kriz — 2021

Gaming Simulation Taxonomy

Based cn Rizzi;
Klabbers

® Willy Kriz — 2021
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Game - (re)constructed system, abstraction,
model of reality with reduced complexity

' - 5._, s A S
- e o
Reglonal Dizaster Prevention Dvill,

at Kyoto with 5 Prefectures

® Willy Kriz — 2021

fidelity ‘“ﬁ

B Willy Kriz — 2021

Gaming
Discipline

Game - (rejconstructed system, abstraction,
model of rea|ity with reduced complexity

,IJD":S” {embxxiad, sermumataric, ~Smin)
Metaphorical Game Experience
Play the Game meansto Education Game Experience
use a game artifact (form) Mors qualitstive madel

in order to simulate (function) ‘ Decision Making Game
systems processes. H xperience, Policy Exercise

Field Experience and

O‘- Large Scale Simulation
More guantitative modsl,
. Precise familiarites with reality
Complex Reality — :

Reference System

Refering to
Duke 1874

B Willy Kriz — 2021

Gaming Simulation Process
Kriz 2003, 2011

s

Reality = :
Reduction Ph Simulation model
= -

E 3

Didactic model

e -
‘% ry
B =
e
=
mn
=
+
- Evaluation model

Evaluation

& Wilhy Kriz — 2021
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5 Phases and 21 Steps — Duke & Geurts 2004 5 Phases and 21 Steps — Duke & Geurts 2004

Phase 1: Setting the stage for the project
5 Phases and 21 Steps — Duke & Geurts 2004 Step1 A ative

up — Organize the project.
Step2 Define the macro problem —What prompts this exercise?

Fhas=1 Sefting the stage for the project S g rans -~
Step 3 Define the goals of the project—What are the primary

objectives?
Fhzsz2 Clarifying the prebklem — Define both the focus and the scope Stzp 4 Project objectivesimethodes employed mat
St=p% Specificati Constrail d expectati
Fhzz=3 Designingthe Simulation Game

Fhzzz4 Deweloping the Simulation Game — Complete the rule of ten test runs

Fhasz & Implementation — Ensure proper use by the client

B Wilhy Kriz — 2021 S'Wilty Krz — 2021

5 Phases and 21 Steps — Duke & Geurts 2004 5 Phases and 21 Steps — Duke & Geurts 2004

Phase 2: Clarifying the the problem Phase 2: Clarifying the the Problem

St2pS Define the system — content, boundaries, interrelationships.
Step7 Displaying the system — create a lucid cognitive map..
StepS Negotiating the focus/scope with the client.

@ Wity Kriz — 2021

@ Wilty Krz — 2021
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5 Phases and 21 Steps — Duke & Geurts 2004 Game Design N s e

(Duke & Geurts, 2004} Flommnts s~ et ;:::? Prososazy | Conters B
Phase 3: Designing the Simulation Game ! Bensso J
— ‘ . - ) == Evere | §=J7=n) [
y = ~ > v. 1 .‘» el ne trix - a « Maagros
of the model. moen I {50 )
Definition of gaming elements — describe each module. Deiiom |
‘Repertoire of techniques — don‘t re-invent the wheel. Reetrues |1 =] |~
Pascien [
Selecta format for the exercise. . El =

Example: Hybrid Simulati O | 1]

Game as mix of computer
simulation, role play (real and

Acooumting

—

e | &

simulated actors) and board Spianes
game and other haptic elements. [
Simulation based on systems Paisgharata
dynamics and/or agentbased Prshaigon ‘l'
moedels. Db,

@ Wilty Kriz — 2021 @ Wity Kriz — 2021

Wenzler, 2008, elements / dimensions of games

Art of Game Design (J. Schell)

Compoiq_rL:s Drmensiogs Range of characteristics (mutations) for each dimension

_Problem urderctood +—f | > ambigucus

A. Content | Objective | knowtedge ramsfer <} *  knowledge creation

Madet qualitative +——flF———+ guantitathe

Story resiaybared o] *  metaphor-based
Target single indwvitlual «—— > Atiple groups
Level | operatican  e—f J————» execitive
B.Plyers o1 b o
Roles ownfealife) i o  somebodyslie’s{assumed)
Culture bomogeneous  a——{ - » heterogenecus
o ey o par |
Sequence real time 4 — > concentrated
Iinteraction directive - 3 » seif-onganizing
RS EeNs sequential  « B tenatve
qualtative @ . — QUANTILATIVE
single 4 W monipte
D. _Place | physical -+ {—— *  virtual (IT-based)
Environment | Material state 4 [—————» evolingitamformable)
: | Repeesentation] e — ey rerehe:
=4
=
1 ® Willy Kriz — 2021
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Game Concept Report (Greensiat1980)

The report on the game concept

b S o el

Ll

The objectives of the gaming simulation
The participants
The scenario
The objectives in the gaming simulation
The macro cycle
The micro cycle
The roles
played roles, simulated roles, pseudo roles
Events
foreseen, unforeseen and ad hoc events
Other elements
Rules
Indicators / performance criteria

. Data
. Means and paraphernalia

B Willy Kriz — 2021

5 Phases and 21 Steps — Duke & Geurts 2004

Phase 4: Developing the Simulation Game — Complete the rule often testruns*.

Step 14 an,testandmodufy a prototype exercise —putthe pieces together. .

hnical evaluati an efficient and effectivetool. .

5 Phases and 21 Steps — Duke & Geurts 2004

Phase 3: Designing the Simulation Game

S Wilty Kriz — 2021

® Wilty Kriz — 2021

5 Phases and 21 Steps — Duke & Geurts 2004

Phase 5: Implementation — ensure proper use by the client

Step 17 Integrate the exercise into the client's
= enviroment — make itfit.
Step 15 Facilitating the Simulation Game —

P ticai use by the cli
Dissemination — deliver the Simulation
Game to the client {and Train the Trainer}.
Ethical and legal concerns — Protectthe

lient and the desig
Final reportfo the client— ensure proper
closure.

Step 19

© Wilty Kriz — 2021
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Gaming Macro Cycle

Klabbers, 2008

Gaming macro-cycle

HOPPING INO the
magic circle

Briefing
reading manuais
assuming roles

—

A
\

-
magic circle

Debrieting 2
COMCRPPUPEL NN
\
~
——

© Willy Kriz — 2021

Experiential Learning Cycle

Kolb, 1984

Game | Concrete
Play Experience

. ) , (doing / having an ‘
o experience)

Active Reflective
Experimentation Observation
{planning / trying out (reviewing / reflecting
what you have leamed) on the experience)

K Abstract

Conceptualisation
(concluding / learning
from the experience)

‘ Debriefing |

® Wilty Kriz ~ 2021

Change of perspecives & team learning

© Willy Kriz — 2021

“Verkaufersimulation”

Allianz @)

Verkaufersimulation

© Willy Kriz — 2021
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SysTeamsChange'

e WABAG A Lo o CAMAES Maragrerrm

riva https://www. systeams-change.com
L

Verkdutersimotation

© Willy Kriz — 2021

© Willy Kriz - 2021

HOW OUR CUSTOMERS USE SysTeamsChange

Yo support the change To support the change
Advisory method prior 10 and during actual Training and continuing education for both
transformation processes new and experienced executives

“Iri the cantext of manogernent tramm
simufation game S
mathodical ¢

REALITY IS SIMULATED, vy and civilion course porticpants
= AN v THE GAME SITUATLON IS AUTHENTIC. con get o close-up ¢ at the diverse aspe
e THE LEARNING SUCCESS (5 REAL. % matter in change processes - in-

ing way and with fots

Hartmut Hillar,

Head of Design Enabling and Services,
Infineon

we are leorni

Oberst i, G Reiner just,
Head of Resort Management Bunde-
swehr Command and staff Academy

® Willy Kriz — 2021
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To support the hange As Blgher eSucation institutions

Example ,Kikatopia®,
Problem- and situation analysis
o=

&~
U
e
v o

Kilca

von ARD und ZDF

e

Cinfinesn
Conpdnidion aud Toutning wh pHEW (

BN LT —)

1n the hoalth sector and clinks

i gora
NN A YYYY st Mt My fnt B
: [T

Avistoph, sulehner

@) vsnw © Willy Kriz — 2021

Data collection in the real word / system Development of stories, scenarios and events

@ Wilty Kriz ~ 2021 @ Willy Krz — 2021
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Game design / development Kika GameA

Aim

Teamwork

Steps of play, Board

Degrees of freedom
decisions

S Wilty Kriz — 2021 S Willy Krz — 2021

Testing and development of prototypes ) . .
Final game and use in the TV setting

S Willy Kriz.— 2021 B Willy Kriz.— 2021
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System- and Game Elements (City Development,
Finance System)

Dealing with realistic and challenging events and
solving authentic problems

© Willy Kriz — 2021 S Wilty Kriz — 2021

emotional embodiment, actor and role elements Making decisions

==SPIELERPASS= |

S Wilhy Kriz — 2021
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Computer-based simulation and feedback of effects

AUNG &

® Wilty Kriz — 2021

Seminar 1

S Willy Krz — 2021

University Master Degree;
Module System Dynamics Modeling and

Gaming & Simulation

3 x 3 ECTS, 3 Semester, real projects for regional partners
(= 250 hours)

1st semester: Fundamentals of Systems
Thinking / Systems Dynamics / Modeling

2nd semester: Simulation / Fundamentals of
G&S /[ Gamification

3rd semester; Simulation and Gaming Design

S Willy Kriz — 2021

Educational Case

The Hilu-tribe

The African Hilu tribe breeds cattle. The income of the Hilus depends upon the number of animals
they can sell per year. The bigger the herd, the more animals are sold and the higher the annual
income of the Hilus becomes. The more money they earn, the more they can invest in their recently
built bush hospital for medici and i

Since rainfalls are rare, the Hilus have drilled a deep-water-well and had | lled a water irrigati
system. Increasing watering raises the i of the grasslands. This has pros and cons: More
moisture lets the grass grow better and the cattie can grow, too. On the other hand the moisture
supports the propagation of the dang tse-tse-fly. This fly spreads the dangerous cattic
solemnia disease, which every year infects a part of the herd. With an increasing number of tse-tse
fliese more cattle die on this di If the irrigation is reduced, both the food supply of the cattie
and the propagation of the tse-tse-fly are reduced.

Try to sketch the interrelations described here in a diagram in such a way that one can see the most
important aspects at a giance!

® Wilty Kriz — 2021
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Possible Systems-Diagram Creating own systems models

o A5
3 deee-toedenwells
H Laatec WQadion fylous
S Wilty Krz — 2021 B Willy Kriz — 2021
Play of games as examples for gaming simulation ...and different media formats

and as example for system dynamics models...

© Willy Kriz - 2021 @ Wity Kriz — 2021
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Stratagem © Dennis Meadows

Simulation of a developing nation % TR g eNing e
WORLD-3: * littie food / caput, so a high death rate
* Model of the work] economy
= Complex model with meny variables ¢ few goods / caput
= Extrapolation of trends'* natural resources | U—— - T .
= economy i * energy shortages
* social dynamics ]
* Time span of 200 yoars * bad environmental quality

* low level of human services
STRATAGEM:

* Model of a developing country L] high fomign debt
* Simplified model with 16 variables
* interactive  * feed backs

* social dynamios

= Tieno span of 60 years: 2 generations

©Willy Kriz - 2021 © Willy Kriz - 2021

Stratagem — Briefing / Study / Roletaking

© Willy Kriz — 2021

© Wilty Kriz — 2021
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Stratagem - Play / Decisions Stratagem — Feedback

@ Wilty Kriz — 2021 @ Wity Kriz — 2021

Stratagem — Team-Competence
9 e Stratagem — Team-Competence

© Wilty Kriz — 2021 © Wity Kriz — 2021
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Stratagem — Systems-Competence

Stratagem — Systems-Competence

SWilty Krz — 2021 S Willy Krz — 2021

Stratagem — Debriefing

S Willy Krz — 2021 S Willy Krz — 2021
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Seminar 2

gy 2

Knzaond! ..-. o
ment education with s 1 g-nedenp

-1 Admanustrotive set-up. Senumar [T Amlprobbmnd»smb} evuymof(-s
Organize the project stadents: 4-5 teams are king on PTOY
12 Define the maczo prodbiem Seaumar TI. This step is done intensely combaned with a
stakeholder amalvsis. Resudt ts an analysss of all relevan? stake-
holders and their and perspectives.
13 Define the goals of the progect  Semumar IT. Thas step is done intensely. Result is a final definati-
— Whar are the objectives? om of the macyo problem and all objectives.
14 Project objectives methods Not done (the goal of this step s to find ont if a ganung ap-
employed matrix. proachuwoptmee(:rmn\'eshwwbenud Forus
P h 15 3 pre< 1
i-s —C II. Thas step 15 done 1n form of a quick check with
and expectations. all students and clients. The mun part of this step &5 already

integrated m I-2 and 1-3.

S Willy Krz — 2021

Stakeholder Analysis

Druike and Geurts (2004) steps of ganse
design ’

Kriz and Manalil — university currs manage-
mmmmmw E

-6 anethe -

S I This step is done very intensely It 15 one of the
main foct of our approach. In difference 1o Duke and Geurts
we use a system-dynamics model that ¢an be stanlated. Thss
model is developed according to Vennix (1996) group model
budding approach and results in a mulit-relatonat cause-and-
effect didagrams. (Duke and Geurts _only"” use an approach
with ¢ ing so-called sch )

.7  Displaying the system — crea-
te 2 Jucid cognitive map.

Semunar I1. This step is done very intensely in am iterative
P of conti g . A final sy model is

cfi } and wnp 1n%0 3 s ion model d by

modelitng eesv.sam i d and again
Jead to a further clab 1 of the sy
MLAmmsmmmrepeﬂumemmpaﬂtor
the acadenuc assessment,

e

-8 Negotiatnng the focus'scope
with e client,

Senunar I This step 15 done in form of 2 quick check with all
students and clients.

S Wilty Kriz ~ 2021

@ Willy Kriz — 2021

Macroproblem

© Willy Kriz - 2021
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Causal Loop Diagrams / Systems Model

S Willy Kriz — 2021 S Wilty Krz — 2021

Using methods like ,functions matrix“

o=
Owe o = B W2
IC = = | vig|#12]5
G e £ | G ; =
- S v * " N
: Wl
.
e TS __nl
(o ! »
PR —p— J - ¥ e
- ] ¥
h = a8 >
= H Kz
' AT ~
) e
i =il
4
il
= 3
,

@ Wilty Kriz — 2021 @ Wilty Kriz — 2021
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Transfer systems model in software Presentations & Discussions &
for simulation further Development

S Wilty Krz — 2021 S Willy Krz — 2021

S Wity Kriz — 2021 S Willy Kriz — 2021
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Testing the Model,

Simulation of different Scenarios

o o

]

s e S g P

R
5.

£ 3 83

LLLLLD

s 0T e et e G
-

Ul
i

il
i

Refining the model

Originai rext step

B Willy Kriz - 2021
Seminar 3
-9 System Senunar [II This step is done very intensely in an iterative pro-
elements matnix — amodel of  cess of conhinuous improvement. It 15 one of the mam focs of
the model. our . We use the matnx techaique descnibed m Duke
and Geurts (p. 291) and add some fusther 118 < i
building i Kilabbers (2008) and Greenblat (1988)
01-10  Defimution of ] S III This step is done intensely together with step 9.
— describe each module The simulation game mode! must relate 10 the systewms model
of seminar I
mi-11 of inar II1 This step 15 not done very infensely. We maly
donlm-wmewbeel fIve some wn the ses during se-
munar III. Here we allow a maximum of creativity in the teams.
MI-12  Select 2 format for the L Sems: I In cur app this step 15 in step

tion game.

m-1.

II-13  Concept repost

Semuufnl This step 15 done by the students (if necessary
some Hing). The written concept repost is the
mmmmmmm The man focus is the
ofa gaane mode! and its usability and
much Jess emphasis is given to the didactic model of the appli-
cation. Nevertheless, also some basic leas for the debniefing
and facilitation of the game have to be described.

S Willy Krz — 2021

Seminar 3

IV-14 Bult test and modify a
profotype exercise — put the
picces 1ogether

Senunar ITI Thus step 18 done very miensely mn an sterative
process of continuous unprovement I11s one of the main foa
of gur app h Hybnd st ® maemmw
S have degr of whach

and medix they want 10 use. They may use a combination of
computer simulanion, role piay (real and simmilated actors, agent
based modelling), board game and other haptic elements.

TV-15  Techaical evaluanion — ensure
an efficient and effective tool

Senunar ITE. This step 1s only partly done We evaluate the first
prototype together with all studenss and chients. We age not
performung the _sule of 10™ test iterations

S Willy Krz — 2021
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Seminar 3 Designing Hybrid Gaming Simulation Models

IV-16 Graphic design and pnatiag, Semunar 1. The graphic design 1s not done or oaly in form of a
develop a professional first prototype layour. A short présentation of the concept report
presentahon s done and part for the academuc assessment

V-17 Integrate the exercise into the  These steps are not done m our university cumculum. Only the
to client’s eavironment — make it eshical concerns (step V-20) are discussed integrared i step

V=21 fit, facilyating the simulation 0i-9 1o IV-14

game — practical use by the

chent; dissenunanon — deliver

the surmlation game to the

chient (and Train the Trainer):

ethical and legal concems

- protect the client and the

designier. final report to the

chient — ensure proper closure

© Wity Kriz — 2021 © Wity Kriz — 2021

Mix of simulation (systems dynamics and/or agent based),
board based game, role-play

@ Wilty Kriz — 2021 © Willy Kriz — 2021
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Contact

Prof. Dr. Willy Christian Kriz
FHV University
Hochschulstrasse 1.

6850 Dornbirn. Austria

Email: willy kriz@fhv at

il |
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Day, Date &

Time:

Invited Speaker:

Country:

Title:

Webinar - 12

Saturday, 13-03-2021, 15:00 - 16:05 hrs
(IST)
Dr. Tuomas

Harviainen, Associate

Professor of Information Practices at
Tampere University

Finland

The History of Simulation/Games and
What it

Gamification, and Learning with Games

Denotes  Serious  Gaming,

Movements

52YANNIVERSARY CONFERENCE
September 6-10, 2021

WEBINAR

77777 on —MM ﬂ
THE HISTORY OF SIMULATION/GAMES AND WHAT IT
DENOTES SERIOUS GAMING, GAMIFICATION
AND LEARNING WITH GAMES MOVEMENTS
Speaker : Dr. Tuomas Harviainen

March 13, 2021 (Saturday)
03:00 to 04:05 p.m. (IST)

Contact: +91 94066 61558
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Webinar Topic

The History of Simulation/Games and What It Denotes Serious Gaming, Gamification, and Learning with
Games Movements

Abstract

In this webinar, the resource person delved into the ways in which the learning potential of games keeps being re-discovered. He drew early
examples from military and medical simulation, and then moved to games in mathematics and operational planning, from which in many
ways arose the pre-ISAGA community. Finally, he deliberated about dissonances between simulation/gaming, gamification designers, the

Serious Games Movement, and Game-Based Learning. He concluded with positive examples of how the groups are now finding each other

more and more often — and why they are doing so.

Speaker Profile

J. Tuomas Harviainen, PhD, MBA is Associate Professor of Information Practices at Tampere University, Finland He is a former co-editor
of Simulation & Gaming and an ISAGA Advisory Board member. Harviainen's work spans several disciplines, and has been published in

channels such as Organization Studies, Journal of Business Ethics, Journal of Documentation, and Games and Culture.
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The history of simulation/games - and what
it denotestothe serious gaming,
gamification, and learning with games
movements

J. Tuomas Harviainen, PhD, MBA. ISAGA Webinar Series, 2021

(Pictures cited under Creative Commons for educational purposes, unless otherwise
noted.}
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Picture: Wikipedia
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Instructional Learning
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) Tampere University I -

CONNECTED
GRAMING

= .jl i
(‘I‘J Tampere University ‘\W

Teaching something new?
Providing chances to
experiment?

Or anchoring for retaining?

‘ﬁ S
W li l | Itgl ‘ : - Information Studies
. ¥
I -—
J SOOI W CD Tampere University

o
“5 Core Facts

¢ A tradition at least 5500 years old
e Computerized since the 1940s

What Makang Vidoo Garnes
Can Toach Us about
Loarning and Lasrcy

Yasmin B Kalas and Ouson Burke
Srweed by [eetines Vornt beties

* Research since 1960s, systematic research since 1970

¢ Wheel re-invented twice in the early 2000s

* Growing trend: jams and other production forms as learning
o Still in many ways a black box

m ?‘ : i | > 1% - Information Studies
[] 58 A

Information Studies

Information Studies
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Day, Date & Time:

Invited Speaker:

Country:

Title:

Webinar - 13

Saturday, 17-04-2021, 15:00 - 16:05
hrs (IST)

Dr. Jayanth Raghothama,
Assistant  Professor, KTH Royal
Institute of Technology, Stockholm

Sweden

Designing Simulation Games:
Trade-offs between Realism,
Fidelity, and Abstraction

lSA

52 ANNIVERSAR’Y CONFERENCE
September 6-10, 2021

WEBINAR

On

gesl ng Simulation Games

Contact: +91 94066 61558
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Webinar Topic

Designing Simulation Games: Trade-offs between Realism, Fidelity, and Abstraction

Abstract

Simulations and games are powerful tools to understand, describe and intervene in real world settings. However, their design and
development involve difficult trade- offs and design decisions with respect to their representation of the real world, around the dimensions of
realism, fidelity, and abstraction. These essentially deal with the questions of: what do you include in your model and game, how detailed
should these elements be, and how should your player interact with these elements? Making the wrong choice(s) with these dimensions could
be the difference between an effective game session and a bad one. For games to be able to contribute to tangible outcomes, ideally within
the time frame of a gaming session, the architecture and form of the game must address this trade-offs. Through a few examples in urban
planning, strategic decision making and systems modeling, the resource person elaborated on these trade-offs and provided insights on how
to design effective games.

Speaker Profile

Jayant is Assistant Professor of Health Care Logistics at KTH Royal Institute of Technology, Stockholm. He works on developing systems
models, simulations, and games of and within large complex systems, to design and develop interventions and programs in an inter-
disciplinary and holistic way. He also co-ordinates Digitalization research within the university. Prior to his PhD at the same university, he
worked for CSTEP, a non-profit policy research organization in India, and in the software industry. He has over ten years of experience in
building models, small and large, covering simulations, games, and artificial intelligence and in applying them in real-world decision-

making settings.
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layanth Raghothama
ISAGA 2021
April 17

Designing
Simulation Games:
Trade-offs between
Realism, Fidelity,
and Abstraction

“'- ’,--—- A-.H f,- * Ww

. STOCKHOLM

Today’s Talk

* Simulations vs Games

* Main differences, blending the two

¢ The Seventh Sally or How
g Trurl's Own Perfection Led to
¢ No Good

: From Cyberiad by Stanislaw
Lem (1965)
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| Main Difference
*“*And all of this, connected, mounted and ground to

precision, fit into a box, and not a very large box, but just
the size that could be carried about with ease. This Trurl
presented to Excelsius, to rule and have dominion over
forever; but first he showed him where the input and output
of his brand—new kingdom were, and how to program wars,
quell rebellions, exact tribute, collect taxes, and also
instructed him in the critical points and transition states of
that microminiaturized society”

Abstraction and Fidelity

Indicates the removsal of “something”

Abstraction

Many board games are abstract, most
electronic games arenot

Abstraction is the mentalleapthat players
make when connecting game mechanics
and dynamics totheme and content.
Abstraction is how designerscurate the
player experience

Can obscure complex parts of the same
and communicate it clearly to players

Abstraction

Not only a property of the game, but a key
design lever, to curate the player
experience
Abstraction of what?

— Rules

— Fictional World

— Agency (Roles)

— Resources
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TY

system, and jumped five points in the polls. Then you raised taxes (and lost 10 points), read wo local news

,J ) THE ULTIMATE CITY SIMUL4
‘ { This morning, you approved a new solar
A A A

plant, designed an underground transpt

built a zoo, 2 marina and a library, and pushed your education bill through the city council. It’s
time for lunch—unless, of course, there’s a fire, tornado, earthquake or alien invasion... £5 ‘) -
SimCity 2000 really brings your city—and its resident Sims~o life. If this game were any \, —
more realistic, it'd be illegal to turn it off.

T T —
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* https://vimeo.com/gapslabs

A OTOWORLD

i wrt Elrring
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Abstraction

All city games abstract the same
underlying phenomenon: The urban form,
the city dynamics

In some abstractions, itseasier to change
rules, in others easier to change narmative
and soon

Easier to do with board/paper based
games

Harder with computer simulations
involved

Why? Fidelity

A two-way street runs between mental modeis and
computer models. Mental models contribute much of the
input for computer models... From the computer simulations
come new insights about behavior that give new meaning to

mental models."

Jay W. Forrester

Learning through System Dynamics as preparation for the
21t Century (1994)

Theory

Actors r Models ' Actors

Simmolation Game

Ropresertation

Reality

SMOTPERTITION Srud Dwanrenship
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Identification - Do your players identify with the
model? =
and = Can your players interpret the MOdEI | I"Ig

Interpretation dynamics within the model?

= Abstraction of which object?
= Fidelity to how much realism?

Final Reflections

Abstraction is a key lever — use it

.

Thank youl ﬁ

Avoid greenfield, god-like games
Curate your players’ experience in the game

Use pre-built models for computer simulations
— gives credibility and scientific validity

As a discipline, we sit in the middle of game
design and simulation

Use best practices from both
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Webinar - 14

Day, Date & Time: Saturday, 24-04-2021, 15:00 - 16:05 hrs (IST)

Invited Speaker:

Country:

Title:

Dr. Sivasailam Thiagarajan (“Thiagi”),

USA

Simulations and Training Games through Live

Online Delivery

SHRI VAISHNAV VIDYAPEETH

“©" VISHWAVIDYALAYA, INDORE - INDIA . saca

INTERNATIONAL SIMULATION AND GAMING ASSOCIATION (ISAGA)

A

ESAGACD?]

S527ANNIVERSARY CONFERENCE
September 6-10, 2021

WEBINAR

On

Simulations and Training Games
Through Live Online Delivery

Dr. Sivasailam Thiagarajan {“Thiagi")

April 24, 2021 (Saturday)
03:00 to 04:05 p.m. (IST)

Dr. Sivasailam Thiagarajan ("Thiagi")
Elozmingien, USA

REGISTRATION IS FREE

Contact : +91 94066 61558 hittps:/forms. gle/Ca9CuXSLBZmFLCEAR
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Webinar Topic

Simulations and Training Games through Live Online Delivery

Abstract

The resource person shared that he has been designing and delivering simulations and training games for face-to-face play during the past
50 years. For the past 15 years, he had delivered simulations and games through live online platforms. Based on his field research in 26
different countries, he had designed; field tested, and published a set of techniques called Live Online Learning Activities (LOLA) for
delivering gaming simulation through webinar platforms. In this hands-on session, Thiagi, introduced the participants to 22 different
categories of online simulations and took them through a specific activity of their choice.

The resource person assured the participants that they will be able to design and deliver simulations and games through any webinar

platform and their new skills will be supported by two books and hundreds of online resources.

Speaker Profile

Sivasailam Thiagarajan (“Thiagi”) has been designing and delivering interactive training workshops in 52 locations around the world. For
the past 15 years, he has been working on live online training. He is the author of 40 books and the designer of hundreds of simulations and
games including the award-winning cross-cultural simulation, BARNGA. Thiagi has been the seven-time president of the North American
Simulation and Gaming Association (NASAGA) and two-time president of International Society for Performance and Instruction (ISPI). He

has presented several keynotes at ISAGA and is a member of the Association for Applied and Therapeutic Humor (AATH).
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Aare wyou Ready™”

LOLA: Live Online

)

Y

Pap=r amnd permncil

Learning Activities * https://www.thiagi.com

Workshop « thiagi@thiagl.com - N glass of water
* LINKEDIN: -2 Enthusiasrm

* Thiagi- The Thiagi Group
= THE THIAGI GROUP

* TWITTER: Thiagi

+
O’O

Irmagimnation

%

Y

Resilience

.” thethiagi group

improving performance playfully

L 4

Objectives Structured Sharing LOLAs

** 60y. Become rich and famous by using LOLAs in all your webinar
5essions.

¥ ]
% 60m. Include a variety of LOLAs in all your live online training. P red | Ctl O n

% 60w. Use different LOLAs whenever appropriate.

% 60m. Impress everyone with your ability to describe different LOLAs.
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Question

* Why are most training webinars so
b-0-r-i-n-g?

Farlier Response

1. No interaction; with the content, among the
participants, or between the participants and
the facilitator,

Prediction

+Predict the most frequent response to the same
questionfrom the earlier participants,

Farlier Response

2. The participants respond to questions,
that are unrelated the training objective.
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Earlier Response

3. The facilitator merely reads the slides
displayed on the screen.

Farlier Response

5. The content presented in the sessionis not
related to the participants’ workplace.

Earlier Response

4. Technical glitches disrupt the session.

Earlier Response

6. The participants suffer from physical
discomfort from sitting still too long.
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List of Earlier Responses

Mo interaction with the content, among the participants, or
between the participants and the facilitator.

The participants respond to questions, but these gquestions are
unrelated the training objectives.

The facilitator merely reads the slides displayed on the screen.
Technical glitches disruptthe session.

The content presented in the sessionis not related to the
participants’ workplace.

The participants suffer from physical discomfort from sitting still
too long.

Flow of the Prediction LOLA

oW e

Ask an open question.

Invite the participants to type different responses.
Explain you have a collection of earlier responses.

Ask the participants to predict high-frequency responses.
Display and discuss earlier responses.

Relate the activity to the online training session.

Game Plan

Predictio

Thought Experiments

Green Monkey
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Instructions Get Rid of Rumination

€ Don’t do anything for the next 30 seconds. Focus on your breathing

€ Think of anything you want.
& But DON'T think of green monkeys.

Keep repeating a mantra
Postpone the thinking
Use paradoxical therapy

<&
»>
&>
»>
<&

Accept your obsession

Card Sort Experiment
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Interactive Lectures

Mixed-Up Sentences

LET THE INMATES
RUN THEASYLUM

“+ Trust your participants.

“+ Accept everything that is offered to you.

“* Keep your eyes on the prize.

+* Treat useful and useless inputs
the same way.

“* Incorporate all relevantinputs.
* Modify irrelevant items.
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Sidewalk Cafe

Zeigarnik Effect

*Unfinished things keep rattling in your brain for
a long, long time.

*People remember incomplete events longer.

Sidewalk Cafe

=‘\Waiter’'s behawvior
= Paid orders
- Unpaid orders

Applications

*Charles Dickens
*TV dramas
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Tramming

* Objectives

* Abrupt endings

* Breaks

* Multi-day training

Game Plan

Mixed-Up Sentences

Summary Sentences

[y

o= o o

Zeigarnik effect was discovered in a sidewalk
cafe.

People remember incomplete events longer.
The Zeigarnik Effectis a psychological principle.
Bluma Zeigarnik was a student of Kurt Lewin.

Don’t bring your training session to a logical
conclusion.

The Zeigarnik effect can help you hook your
audience.

Flow of the Mixed-Up Sentences LOLA

ok whNRE

Create summary sentences.

Present your lecture.

Display the summary sentences.

Ask to remove fake sentence.

Ask to type replacement sentences.

Ask to identify top two important sentences.
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Say it Sequence 1

* Count aloud the numbers 1to 10—in English.
* Stand up when you have finished counting.

Jolt LOLAS
Say 1t In Sequence

?
Say it Sequence 2 Why:

* Why was it easier to say the numbers in numerical order
* Say the same numbers 1to 10 in English. (1,2,3,4,5,6,7,8,9,10)
than in alphabetical order
(8,5,4,1,9,7,6,10,3,2)?

« After all, they are the same numbers.

* Say the numbers in alphabetical sequenceif they are spelled outin
English.

* Do not use paper and pencil * And you know the alphabetical order.

* When finished saying all 10 numbers in the alphabetical order, please
sit down.

161



Learning Points
ABLA LOLAs

True or False?

+ Overlearning s hazardous to making changes to learned behavior
+You need to unlearn beforeyou can leam new habits.

Build a Product Build a Product: Follow Up

If you build a high-quality product, the customers will come to you. * Here is the result.

* L et’s have a debate.
JTrue
JFalse
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Passion Passion: Follow Up

Follow your passion. Money will follow you. * Here is the result.

* Let’s have a debate.
dTrue
JFalse
Contidentiality Confidentiality: Follow Up
When starting a business, keep your plans and ideas hidden from the
others. :

* Here is the result.

Qrue * |et'shave a debate.

JFalse
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More Pieces of Conventional Wisdom Game Plan

* Give lots of choices to the customer.

* People buy the lowest-priced item. True 0 r Fa ‘ SE?

* Speed up your business by hiring more people.

* The customer is always right.

Flow of True or False LOLA Puzzle LOLAS

* Prepare a list of statements based on conventional wisdom.

* Display the first statement. E Xt ra po | a t e

+* Conduct a poll to determine whether the statement s true or false.

+ Announce the results.
* Conduct a debate about the statement.
+ Repeat with other statements.
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Study This Set of Three Numbers Carefully

Study This Set of Three Numbers Carefully

¢ 2020
¢ 1040
¢ 2041

Study This Set of Three Numbers Carefully

¢ 11
¢ 22
4 23

Your Turn Now

@ Give a set of three numbers.
@ | will give you immediate feedback.

@ Your goal is to discover the pattern that connects the
three numbers in the set.
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Let me Nag You

@ You are trapped by confirmation bias.

4 You are not thinking like a scientist.
@ Try to refute your hypothesis.

This Gets a “Yes”

¢ 300
& 92,613
4 7,000,000,000

This Gets a “No”

¢ 92,613
4 300
4 7,000,000,000

What’s the Pattern?

@ Take a guess.
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Learning Points

€ Don’t jump to conclusions.

€ Don't get trapped by confirmation bias.

4 Try to disprove your hunches.

Listen ...

Thiagi Tells a Story...

Interactive Stories LOLA

Debriefed Story

Thiagi’'s Story

Reqguest from a client
Advice from a mentor
Choice of a story
Telling the story
Bvaluation data

More evaluation
Good news

XXXX XXX

Bad news
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Debriefing

% What is the key learning point of this story?

Code

| = Move up or down
* b = Blue

- = Move left or right
r = Red

/ = Move diagonally

Copyright © Thiagi: |[b—r /b |r

Textra LOLAs

Catchphrase
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Read This Piece of Advice

Be a flexible facilitator. Shift between being playful and being serious.
Very often, people ask us whether a facilitator should be playful or
serious. Our answer is always, “Yes.” An effective facilitator should be

capable of being both playful and serious, depending on the situation.

Alternating between these two approaches keeps the participants on
their toes.

Which Catchphrase Do You Like Best?

Be a blender. Mix it up!

Be Bipolar.

Facilitation is fun. Seriously?

Play with purpose.

Silly serious speakers systematically switch styles.

monwp

Type your letter of choice in chat.

Now Do This

* Reflect on this piece of advice.

* Summarize the key pointin a brief catchphrase.
* Make it memorable and meaningful.

* Set your chat to facilitator.

* Submit your catchphrase.

The Winner!
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The Flow of Catchphrase LOLA

+ Display the reading assignment.

* Ask the participants to summarize the key point as a catchphrase.
Game Plan Skthe particip: vp P
* Display alternative catchprases.

* Conduct a poll to select the best catchphrase.
c a tc h p h ra S e * Use the selected catchphrase as the base for action planning.

Graphic LOLAs

Graphic Metaphors R
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Graphic Metaphor

Which photo best reflects the concept of LOLA?

Cheetah
Kitchen
Coffee
Ballerinas

o0 ®®

Type the letter associated with the selected photoin chat.
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The Flow of Graphic Metaphors LOLA

» Display four photo.
* Announce the concept.

Game Plan « Conduct a poll to identify the best photo metaphor.
G ra phic M Eta pho rs * Discuss the shared features between the photo and the concept.
Anagram?
Closer | Ol As * A word or phrase formed from another by

rearranging its letters.

*Example: wine bar is an anagram of webinar.
Anagram
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Instructions
Example

*We created a set of anagrams of words
associated with LOLAs.

*Your task is to rearrange the letters to form a
single word that is associated with LOLAs.

- AAnNnagram
NAG IN EGG
Solution

EMNGAGTING
Words Associated with LOLAs Unscrambled Anagrams
* NAG IN EGG * NAG IN EGG = engaging
* ADRIP + AD RIP = rapid
* ELECT FIVER * ELECT FIVER =2 reflective
* INLONE +* INLONE = online
* NO NOSY CRUSH * NO NOSY CRUSH = synchronous
* VISITATICE * VISIT AT ICE = activities
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Dr. Sivasailam “Thiagi” Thiagarajan is thefounder
and Resident Mad Scientist at The Thiagi Group.
Thiagi haswritten over 50+ books entraining and
development. Most of his books have been
transiated intoChiness, French, and German.
Specificto this program, Thizgi wrote LOLA: LIVE
ONLINE LEARNING ACTIVITIES- HOW TO INCREASE
AND IMPROVE INTERACTIVITY IN VIRTUAL
CLASSROONMS.

Thiagihasservedasthe editor of

ISPI's Performance & Instruction for more than 10
years. He haswritten a monthly

online Gameletter for 25 years it currently appears
asthe GameBlogon thiswebste.

thethiagi group

’ improving performance playfully

LOLA: Live Online PhD (Thiagi)

Learning Activities  https://www.thiagi.com
Workshop * thiagi@thiagi.com

* LINKEDIN:
* Thiagi-The Thiagi Group
= THE THIAGI GROUP

* TWITTER: Thiagi

’. thethiagi group

improving performance playfully
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Day, Date & Time:

Invited Speaker:

Country:
Title:

Webinar - 15

Saturday, 24-04-2021, 15:00 - 16:05 hrs (IST)

Dr. Bhimaraya Metri, Director at Indian
Institute of Management (11M) Nagpur, India
India

Business Games: Powerful Tools to Develop
Mindset for Future of Work

www.lsaga2021.com | isaga2021@svvv.edu.in

R SHRI VAISHNAV VIDYAPEETH
=122 VISHWAVIDYALAYA, INDORE - INDIA " isaGa

International simulation and gaming association (ISAGA)

SAGARDP]

52™ ANNIVERSARY CONFERENCE
September 6-10, 2021

- = WEBINAR
@ ° Oon
e o Business Games: Powerful Tools to
s o Develop Mindset for Future of Work
S & Dr. Bhimaraya Metri
o o May 01, 2021 (Saturday)
L. 03:00 to 04:05 p.m. (IST)

Dr. Bhimaraya Metri

Director at Indian nstitute of
Managemnent (I1M) Nagpur, india
REGISTRATION IS FREE

Contact: +91 94066 61558 https://forms.gle/92zYTQrgjABpesyKA
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Webinar Topic

Business Games: Powerful Tools to Develop Mindset for Future of Work
Abstract

The world of work is changing due to digital disruption. Adapting to this new way of working is important for businesses to grow and stay
globally competitive. The future belongs to liquid workforce with exclusively human skills like creativity, curiosity, enthusiasm, leadership,
empathy and compassion. Business games and simulations are powerful tools to acquire such skills to build capabilities and develop the
mindset to lead the roles in future businesses. The presentation, firstly, focuses on business games and simulations as an emerging
pedagogical tool with great impact in management education. Secondly, it focuses on applications of games to develop the mindset in
addition to improving motivation, engagement, and the learning experience. Thirdly, it describes the key benefits. Finally, it recommends
that business games and simulations are the way forward to lead the unknown roles in business of the future.

Speaker Profile

Dr Bhimaraya Metri is Director at Indian Institute of Management (I11M) Nagpur. Earlier, he was the Director at 1IM Tiruchirappalli. He
has held Dean Positions at leading management institutes. He received his PhD from Indian Institute of Technology Bombay and is a
member of Decision Sciences Institute, USA. He has served on the editorial boards of journals, and has held leadership roles in professional
associations. Deeply committed to executive education, he has taught management courses, advocated simulation games as a learning
pedagogy, and conducted professional programmes for Board of Directors, Vice Chancellors, Senior Executives, Government Officials in

more than 60 countries.
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Business Games

Powerful Tools to Develop Mindset for Future of Work

S

0006

Dr Bhimaraya Metri
Director

1M NAGPUR

Top Skills of WEF for 2025

Analytical thinking and innovation

Active learning and learning strategies

Complex problem-solving

Critical thinking and analysis

Creativity, originality and initiative

Introduction

WORLD

S Top Skills of WEF for 2025

~——

'v"

s . Leadership and social influence
Technology use, monitoring and control
Technology design and programming

Resilience, stress tolerance and flexibility

Reasoning, problem-solving and ideation

eco06
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Top Skills of WEF for 2025

Problem
Solving
Critical @

Thinking

Top skills and skills groups rising
into prominence by 2025

Source: Workd Economic Forum: Future of Jobs Report 2020

Current Pedagogical Approaches

Learning

Objectives

Learner

Instructional

Assessments strategies

Rethinking of Learning: Radical Shifts

* Learning Goals
* Learning Methods
* Learning Institutes

Games: Learner Centric Pedagogical Approach
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Seven Cs of Business Game Players

* Capabilities of players
ignited by a game:

* Competence

* Creativity

* Connectivity

* Communications

Seven Cs of Business Game Players

* Capabilities of players
ignited by a game:

* Collaboration
* Cooperation
* Competitiveness

GBL Context: Moving Beyond the Theory

* Dynamic context

* Disciplined and organised

* Highly focused on learner

* Independent and critical thinking
* New and unexpected directions

* Culture of trust
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The Paradigm shiftin Learning
215t Century Skills with GBL

Business games create ...
1. Collaborative Skills
2. Communication Skills

3. Leadership and Team
building Skills
4. Decision Making Skills

* Pedagogical shift

* Active learning

* Positive attitude

* Innovative learning

* Instructor as motivator

Developing Mindsets/Capabilities

1. Build capabilities - develop
entrepreneurial mindsets

2. Build capabilities - develop
innovators

3. Build a growth mindset -

knowing what you don’t
know

* Business and simulations games are
relevant in all present and future
contexts.

* Build competencies and capabilities
* Phenomenon Based Learning
* Prepare learner for future readiness
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Thank you

Dr Bhimaraya Metri

Director

[IM NAGPUR
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Day, Date &

Time:

Invited Speaker:

Country:

Title:

Webinar - 16

Saturday, 08-05-2021, 15:00 - 16:05 hrs
(IST)

Mr. David Wortley, Vice President of
the International Society of Digital
Medicine (ISDM)

United Kingdom

360-degree Immersive Technologies for
Medical Simulation, Digital Therapeutics

and Clinical Education and Training

www. lsaga2021 com | Isaga2021@svvv.edu.in

SHRI VAISHNAV VIDYAPEETH

“©" VISHWAVIDYALAYA, INDORE - INDIA " isaca

International simulation and gaming association (ISAGA)

3
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52" ANNIVERSARY CONFERENCE

September 6-10, 2021

WEBINAR

On

<J

360-Degree Immersive Technologies for
Medical Simulation, Digital Therapeutics and
Clinical Education and Training

Mr. David Wortley

May 08, 2021(Saturday)
03:00 to 04:05 p.m. (IST)

Mr. David Wortley

Vice President of the International Society 4 kS -+ 4

of Digital Medicine (ISDM)

REGISTRATION IS FREE

Contact: +91 94066 61558

https://forms.gle/6gEMZLCLcfyKAtNnt9
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Webinar Topic

360-degree Immersive Technologies for Medical Simulation, Digital Therapeutics and Clinical Education and
Training

Abstract

The COVID-19 pandemic has accelerated the use of consumer 360-degree technologies for a whole spectrum of clinical applications and
medical practitioners, to overcome the challenge of delivering high quality healthcare remotely. Simulations and serious games play an
important role in not only developing the skills needed in today’s high-pressure environment but also, increasingly, in preventive healthcare
and digital therapeutics. This presentation explores how 360-degree consumer technologies are being applied to tackle medical training and
education at scale through hyper-realistic virtual, augmented and mixed reality devices, including the Hololens and consumer VR devices
such as the Oculus Quest. It also illustrates the examples of how serious games can tackle the global problem of lifestyle related medical

conditions such as obesity, diabetes and certain mental health conditions.

Speaker Profile

David Wortley is a Vice President of the International Society of Digital Medicine (ISDM), CEO & Founder of 360in360 Immersive
Experiences and former Founder Director of the Serious Games Institute (SGI). His involvement in the use of serious games and simulation
for education and training began over 40 years ago when he was a management tutor at the Post Office Management Training College in
the UK. Since then, he has pioneered the use of digital communications technologies and helped to establish serious games and simulation

initiatives in Singapore, Malaysia (at University Putra Malaysia), Thailand (through Thaisim), Korea and China.

183



360-DEGREE IMMERSIVE TECHNOLOGIES FOR
MEDICAL SIMULATION, DIGITAL THERAPEUTICS
AND CLINICAL EDUCATION AND TRAINING

DAVID WORTLEY
CEO & FOUNDER
360IN360 IMMERSIVE EXPERIENCES

TAKEAWAYS

An understandiNGIOIWEET3K0 degree immersive technologies are
What digital Techndlég_iasrrq_[g involved

The range of potential applicationsin‘medicine and healtheare
Gamified immersive leaming applications.r health & wellbeing
How gamified immersive learning applications arecreated

Howsio aceessimore information

Songsri Soronastaporn
R.I.P.

360 DEGREE IMMERSIVE TECHNOLOGIES




360 DEGREE VIDEO

360 Degree Cinema at EPCOT Theme Park USA 1980s

ISAGA 2018
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Virfual Reality experiences are now more affordable Mixing the real and virtualworlds
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DIGITAL CONSUMERISATION 1990 - 2021

Develcped by {
Censumers

Develcped by

Professionals

~Consofe Gomes

Mobile and
Online Games

— o

Proprietary A
“Dumb? Technology Characteristics
Unconnected
Expensive

>
CGeneric
“Smart"

Connected

Inexpensive

MEDICAL EDUCATION AND TRAINING

THE ENABLING TECHNOLOGIES

Computer processor power

Memory sTordge}.

Sensor Technoﬂl’ogie's-

Video and audio capiure and ouiput technologies
Nano technologies

Wireless fechnologies

Mobile device fechnologies

Battery technologies

Hapfic fechnologies

Acockiail of infer-dependent technologies is needed for commercial viability

INTERACTIVE IMMERSIVE MEDICAL EDUCATION

CATEGOREs MODULES ___,
N |f vy




GAMIFIED LAPROSCOPIC SURGERY

WHAT IS GAMIFIED IMMERSIVE LEARNING?

W 4

“REALITY

Every Human Activity can be Viewed as a Game !l
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GAMIFICATIONIS A LIFE SKILL THE GAMIFICATION LENS VIEW OF HUMAN ACTIVITIES

INOY = Strategist
Growing Influence = s, Tactician

and Ability to ) Maotjvator
2 : T Coach
Achieve Goals

Motivation

Loyaity
Self-Esteem

Passion
Engagement
Support

i 5 Sl ; ; o : A:,:]at:ﬁ:tss Srec&a&or B ; ' ';; Unaware
Gamification and the ability/motivation to Gamify is embedded in Kriowiedge : SR HasReD

. . Hermit Seif-sufficient
the genetic make up of every living creature. ‘

HOW DO GAMES INFLUENCE BEHAVIOUR? GAMIFYING HEALTHCARE

ihecame Journey Where you ciéiiedourney  Where you finish up

Chalienpe START POINT! 0 . DESDNATION
Uncertainty L Y S

L% | Mofivation =l Ggmiﬁcqggw‘ e
Some t Different | DESTRIDINE " et . 4 = A4
START POINT e OBJECTIVE P 5 Chcllenge\ = Choice

In uence S Uncerainty Influence
Measurement i ?. X Motivation Measurement L
Feedback A Same but Different Feedback [Bhtz013

Great Journeys lead to Unexpected Destinations
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GAMIFICATION & ENABLING TECHNOLOGIES (2013) MEASUREMENT & FEEDBACK (2013)

ULLLLY 5hs
ETIE A 1

LEARNING OUTCOMES

10,000 step tergedimpgoVves physical & mental wellbeing
Diet is more POt than exercise

152223635

Didbetes can be prevented/reVersed
Protein prevents muscledoss
Drinking Water & Sleep Quality are imporiant

Living aleRebrngs easier compliance
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RECIPE FOR EFFECTIVE GAMIFICATION

Challenge | g
Risk / uncert @ity g hmologies
Motivation & o Enable
Choice

Influence i Gamification
Measurement

Feedback

GAMIFICATION LENS AND COMPLIANCE

Proactive | | Gdn;les% Mastef  Control &
Compliance - * Responsibility

Player "
x*

Fan Support

*
Spectator t
*

Non Compliance Hermit Ignorance / Apathy

THE HEALTHCARE GAMIFICATION LENS

Wheerwhat mostinfluences

Growing Influence
and Ability to
Achieve Goals

Who arethe
Players?

Who are the
Spectators?

your lifestyle behaviours
& persenal heaith management

£am
Sped:c\&or

Hermik

THE GAMIFICATION CYCLE CONCEPT

Feedback

Challenge

r,M

=2-0-3

L)

The Gamification Cycle

Measurement

Response

Whoare
fans / active
Supporters?

Who are the
Hermits?
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THE HEALTHCARE GAMIFICATION CYCLE

You have a medical challenge

T

Persomakses

Feedback Hﬁﬂﬁ Response

How am | doing? l Io ' What can 1do?

The Gamification Cycle

What can | measure?

THE "A LIST" INFLUENCERS

The “A List” Influencers

Authiaty, Aptitude, Ambition, Alig Adjacency,
A tes, Awareness, Affectedness, Admiration, -

- ;A tion, Activation, Atfract:veng Actess:baltty :
labifity, Authenticity, Argament-Appeatance,
Action-reaction

HpTA

Every Individual responds to different influencers in making
decisions or choices

HEALTHCARE GAME ELEMENTS

Scenarios/Narrativesss Failure
Challenges s Discovery
Rules =t Leaderboards
Chance/Uncertainty Learning

Risks Development
Rewards/Incentives Skill/Ability
Penalties Action/Reaction
Competition Measurement
Exploration Feedback
Success/Achievement Reflection

Gamification introduces some or all of these elements into everyday situations
https://www.slideshare.net/dwortley/gamification-and-enabling-technologies-white-paper

HEALTHCARE GAME INFLUENCERS

Follow

me!
~

Authority
Who will you listen to?
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HEALTHCARE GAME INFLUENCERS TECHNOLOGY, GAMIFICATION & COMPLIANCE

Gamification Compliance
Elements Barriers

Technologiési

Wearables Challenge

Cloud Mofivation o
Computing same but Difficulty
Al different Side-effects

Big Data Choice
Smartphones Influence

Virtual Reality Measurement Aty
5G Feedback Bad experience

Denial

Trust

Adjacency (Peer Influencers)
Do you know anyone else with the same condition?

DEVELOPMENTS SINCE 2013 TECHNOLOGY, GAMIFICATION & COMPLIANCE

CASE STUDIES
Wearable dempigestpeeoming clinical grade 1

Smartphonei@ppsimore sophisticated Wearable deVieesiand mobiie apps
Attificial in’relligencé more emb&dded Téchnology enabled écosys’rems
3G wireless improved to4G Telehealth-and remoie patient care
Emergence of tech-enabled ecosystems Aland Big Data Analytics
lifestylezehi@nges arising from relationship Viduakieality

Pandemics, lockdowns and social distancing Immersive Technologies & Games
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GAMIFICATION + IMMERSION
= EFFECTIVE LEARNING

All games have learning oufcomes and are inherently immersive
How can technology enable gamification and immersion?

DEMO IMMERSIVE LEARNING APPLICATION

IMMERSIVE TECHNOLOGIES AND GAMES

AMERICA'S "% ARMY

- = W=
nsrum‘.*,‘w'ﬁr‘ ;| w—

B B o 2 SE T

MABAR & OaN
- - -

onowizes

- = -

s

TECHNOLOGY COMPONENTS

360 degree camergs
Drones

Int€ractive immersive experence
software

) 3dvista

3DVista Virtual Tour Suite Pro




COSTS AND BENEFITS

High spec deskiop computer £800

High Spec Sm@fphehe £800

High Spec 360Degree Camera £800
Drone £600

Broadband Connectivity (Routereic) £400
DevelopmeniSofhware £600

OngoingMonthly costs for connectivity etc £100 per
month

For a modest outlay, anyone can create and publish
professional gamified immersive learning experiences

For more information, please contact me at david@davidwortiey.com
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Country:
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Webinar -

Saturday, 15-05-2021, 15:00 - 16:05
hrs (IST)

Claudia M Schmitz, Owner, Cenandu
Learning Agency

Germany

The Art of Facilitation
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Claudia M Schmitz
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May 15, 2021 (Saturday)
03:00 to 04:05 p.m. (IST)

Claudia M Schmitz

Owner »
Cenandu Learning Agency, German, B

REGISTRATION IS FREE

Contact: +91 94066 61558

Cenandu Leaming Agency, G ¥

https://forms.gle/BpZTyyDjcUWwWZFmi8
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Webinar Topic
The Art of Facilitation

Abstract

A facilitator is the master of large group learning. Some use games or simulations for a purpose and it became a guided process. For a
facilitator, it is important that the participants get into the game, enjoy it and reach a flow and play “without” the facilitator. But the
experience is only successful, when they see the relevance to their reality and have the will to take learnings home and implement them.
Facilitation sometimes is more the ART of a magician than of an academic teacher or consultant. There is always the dilemma: If you offer
too much details and information, you ruin the game. If you stick too much to the structure of the game and behave like a referee in a
football game, you miss the point. They enjoy the game, but where is the learning? The facilitator needs to feel and sense the moment  and
give space for the participants for their view. It is an act of balancing. The way a facilitator designs a workshop with a game shapes the
behavior of participants, while at other points the facilitator needs to adapt the design spontaneously in order to respond to the group.

Listening to the participants and their needs is the mindset.

Speaker Profile

Claudia worked in the field of Public Relations and Corporate Communication for nearly 15 years. From Automotive to Waste-Management,
from Banking to Telecommunication — the field was wide. In 1999 she became Facilitator of board games with Celemi, a Swedish Company
who designs learning in organisations at their office in Belgium.) After 9/11 she founded her own company Cenandu learning Agency in
Germany in 2002, using the simulations for her workshops. She enlarged her facilitation knowledge with more learnings around large group
intervention, systemic consulting, cultural analysis, deep facilitation and personality types. Claudia works with large companies, most of

them in the Tech Sector. She works with corporate development in change programs and is specialized in finance topics and business
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mindset. Beside all business she has a strong Non-Profit Engagement: Member of the management network EWMD since 1991 and Member
and board advisor of SAGA Simulation and Gaming Association since 2005. Since 2020, she has been involved in a local organisation that

supports biodiversity and fruit trees.
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expectation? X PR et m ——
Areyou ready fora i ﬁ g b —
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yiplee What do you like : challenge? = e

Introduction

to learn?
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Take notes

What is =
simulstion
and what 3
board
game?

I=sthere s
with
‘Students?

shout the

What might
feme up>
Howits
prepare?

What if I do
nob know?

Agenda about what they will do

v Ver/ 8aT0 B

k4
~.
7
s -
per |

i
uy
= |
off

Use Whiteboards to visualze

Who is here ?

Icebreaker-Excercise:
Tel 3 activities youdo and one is 3 ke
... The others guess, what is the fie

Storyteling:
Your beloved place in your town.

Set up the teams

* Try to be as divers in the individual teams as possible
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What is your expectation—and what came to your mind F— N
when getting the invitation? \

1, oo
. oo | e 3.
ERe\am | —
AfZn with the second facitator A o -
A f8ood

What are we up against? Start with a story about the game What can you see from outside the company?
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SWOT —bring together what you know Now the board — deep dive - process

Sense - observe - feel the group —avoid discussion — answer questions

Step by Step
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Take your roles —and your tools

Coming together as a group

AL

What is the result after round 1 ?

e
36Sales | 6 NetProfit
57 Equity
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Facilitatoris the Master

Planning —Thinking — Decision making

Whatis the result?

Profit & Loss
Statement

Balance Sheet

Market forecast
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What is the result after round 2 ? Concept about learning

Sales Net Profit

| Equity

Personality types

Conflict by role
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The market place

Active Decision Maker
Sales people

Observer

Behaviour Observer

Who makes the
decision?

Quick fearning curve
Which datais
missing?

Do we have enough?

Can | take one more
customer?
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Epsyion

Use second room for real reflection

Do a recap

* What happened yesterday —and how do you feel about it?

* What was still on your mind this night?

* What would you like to look at today?

210



Observation

Break Team dynamic — new player - integration Swop jobs—new learning

She needs a new role — to get new perspective
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Getinto

| the
Flow of
the
Game

They will make their
own tools

omtwedcoms

A i L

0 1B AT R R AR 00 AR 0 L T

Reealtivg Pules

Welcome ideas
and model the new
ideas into the game

Rent a plant
with machine
insteadof buying it
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Job is business angle
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Feedback of participant

Genchi Genbutst ( literally translates "real location, real thing” and it is a
key principle of the Toyota Production System. Go and see

qliy

AETHEEY p'

irf

ez

-(01'111; I-I‘ll‘llglir

How to guide them out of the game?

Whatis there take home?
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Homo Qeconomicus ?

Why learning with a board game?

Itis a model of a company or a sub-areas. You play in a protected environment

* Rational, egoistic, utilitaritic— Human behaviour

* All ready for automatisation?

Participants take on the role of company management—a “n

Making decisions in a team under time pre ssure and experlencn'lg typical
conflicts of objectives - 0 v better planning

3 g
Homo LUdenS - Business management methods and infermation tools are used

. ErT']DtIIDnJ, Erﬂpath\f', Mindfu |, social , purpose, Dealing with uncertaintyin decision making

5E|deVE|Dpr1ent Practical application of “theoretica knowledge and “your own experiences”
enables sustainable learning. | membe

My desk today—

Customer Expettation zoom rooms and beard game

What is the goal of the
boardgame Workshop?
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Thank you all for your interest

Try it out for yourself—ok ?
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Webinar Topic

Gaming-Simulations to Design Better Public-Policy

Abstract

The session focused on the use of gaming-simulations in the world of public-policy. Often, gaming-simulations are used in the space of
learning and training, both as a classroom training tool and as special aids for specialized audience who require specific training. However,
gaming-simulations provide an environment that is amenable to use in public policy. Well-designed gaming-simulations can reduce entry
barriers in public policy and allow people from diverse backgrounds to interact through the game, thereby greatly increasing inclusion and
participation in public policy. The “sandbox” environment of gaming-simulations allows participants to explore, fail and therefore test
various strategies that are critical elements to eliminate undesired consequences and at the same time arrive at mutually agreeable

formulations of policies.

The complexity in public policy is discussed as a class of problems widely known as “wicked problems”. In such a multi-stakeholder
situation, all the preferences and biases are either not captured in policy formulation or are misrepresented due to the reasons arising from
lack of methods to capture these needs, to the inability to comprehend these needs. Gaming-simulations bridge this gap by allowing these
preferences, biases and needs to be captured and then used in the policy formulation process. In this webinar, Invited speaker drew upon a
decade of work by Fields of View in the Indian context in the areas of poverty, transport, energy, disaster management and urban planning

to talk about the use of gaming-simulation as tools in public policy.

Speaker Profile

Bharath M. Palavalli researches and designs tools such as games and simulations to help make better public policy. For nurturing this

innovative idea of designing tools and methods to allow different stakeholders to collaborate on creating relevant and usable policy, Bharath
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was elected to the prestigious Ashoka Fellowship in 2018. His current work focuses on policy design and planning in the context of

developing countries.
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THEMATICS
Fallacy of ‘Magic Circle’

Do peoplefed sffein games?

Are the results fromthe gamereflective of the behaviour in the realworld?

What isthe incentive for peopleto respondin a‘useful manner?
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UNUKE TRADITIONAL THINK-TANKs

For the eighth consecutive year, Fields of View has been featured in the
‘Global Go To Think Tank Index Report’ by theUniversity of
Pennsylvania that ranks public policy research organisations worldwide

in the ‘Best New Idea or Paradigm developed by aThink Tank’
category.

Since 2017, we have been featured in the “Top Think Tanks in China,
India, Japan, and the Republic of Korea'.
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Webinar Topic

Simulation Games through Virtual Worlds in Education
Abstract

Simulation games using virtual worlds have high pedagogical significance in education. Virtual worlds are computer generated simulated
spaces where the users interact with each other using an avatar, carry out activities and transactions, depending upon the kind of virtual
world it is. Some of the examples of virtual worlds are Secondlife, Virbela, The Sims, Active Worlds, Kaneva, IMVU etc. These virtual
worlds act as immersive environments where the students engage themselves in simulated conditions. Virtual worlds have been reported to
enhance students’ engagement and learning by reducing the cognitive load to process the information for the participants. The students can
learn about concepts here by living them. They can transport themselves to new locations and learn by discovering things on their own.
There are further benefits of adopting virtual worlds in education, like: no need for physical travel by people, reduction in performance
anxiety, allowing synchronous and asynchronous communication, collaboration and cooperation on a project. An exact replica of real
world can be created in virtual spaces. For example, an university, a museum or a fort. These serve a great purpose as the constructionist
paradigm where experiences can be based on situated learning theory. Virtual worlds are highly interactive in terms of speed, range and
mapping. Theory of cognitive fit has significant impact on the learning outcomes as users can make use of the senses of vision and sound.
Task-Technology fit is quite high in virtual worlds as the sense of vision, orientation; sound creates an immersive environment enabling
higher learning outcomes. This presentation will discuss various types of simulation games using virtual worlds and how these can

contribute to higher learning attainments.

Speaker Profile

Dr Ramesh Sharma teaches Instructional Design at Ambedkar University Delhi, India. Earlier he has taught Educational Technology and

Learning Resources at Wawasan Open University, Malaysia. He is an expert in simulation games, open and distance and technology
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mediated learning. His team has got a patent on “Museu Virtual Teatro Sao Jodao” from the Federal Republic of Brazil. This simulation
game was created as RPG. He has served as a visiting Professor at Universidade do Estado da Bahia, UNEB, Salvador, Bahia, Brazil,
visiting Professor at University of Fiji, Fiji, Commonwealth of Learning as Director of the Commonwealth Educational Media Centre for
Asia, New Delhi, Regional Director of Indira Gandhi National Open University, India and Director of Distance Education at University of
Guyana, Guyana, South America. He had been a member of Advisory Group on Human Resources Development for the United Nations
Conference on Trade and Development (UNCTAD). While at University of Guyana he also collaborated with UNDP for its Enhanced
Public Trust, Security and Inclusion (EPTSI) project, Volunteer Service Overseas (VSO) and United Nations Volunteer (UNV) to develop
suitable educational opportunities for communities and youth.

He is editing Asian Journal of Distance Education since 2003 and has been associated with several other peer reviewed journals including
SSCI / SCOPUS Journals as Reviewer, Editor and Editorial Advisory Board member in the field of Open and Distance Learning.
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Worlds in Education

3 kinds of worlds

Figure 1: Three types of immersive Web technology

| Floating 20 Web overtays Embedded 10 chat

The Real World, the Digital World (2D Web, Internet), and

the Virtual World (3D Web).
Susan Kish, 2007

What is a virtual world?

A virtual world or massively multiplayer online world
(MMOW) is a computer-based simulated envircnment.
The term has become largely synonymous with
interactive 3D virtual environments, where the users
take the form of avatarsvisible to others.

These avatars usually appear textual, two-dimensional,
or three-dimensional representations, although other
forms, such as live video avatars, are possible, with
auditory and touch sensations.

In general, virtual worlds allow for multiple users.

Source: http:/fen wikipedia orgfwiki/Virtual world

30 Web pages
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Virtual Worlds: Simulations, Games, Social
Learning and Pedagogy
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Virtual World Eduecation Asia

\‘,—

Virtual World Education Asla Team

Contrunss Comatons

https://virtual-worid-education-asia weebly.com/vweasa-team.htm!

L e LAVA b (%))

Welcome to our Virtual World

httpk:[/Eorrfs’eﬁoﬁsgamesbciéfv.orgﬂ!ava’!/

Our first virtual conference experience
at Laval Virtual World 2020

https://helsink ixrcenter.com/our-first-virtuat conference-experience-at-laval-virtual-world-2020/

1 Billion Virtual World Users
(And They’re Mostly Pre-Teen Girls.)

veem  Kristen Nicole |
October 1st

attpilfsitieonsngie comfbiog/2010/10/01 /1 -billan-virtuab veorid-users-and-theyr e-mosthy-pre-teen-giris{
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Technology adoption framework

Gartner Hype Cycle for
Emerging Technologies, 2019

GARTNER HYPE CYCLE For Social Virtual Worlds
Temporal Perspective by Gary Hayes muvedesigncom 2009 Jan

Expeoctations

Aanoation Avfatod Troagh of Slope of PMatoss of
Trigane Copoctotions  OmBunstonrant Ui enmect. Prodhthvry
K Time
bt WIS ONYE DR i e Syl dor 2008, ¥ o T
mnm[&mnuﬂilh{hﬂm
PR Gartner
.
Gods Unchained

GOOS -
UNCHAINED)

Gods Unchained is a turn-based digital card trading game that
operates on the Ethereum blockchain.

Virtual Worlds and Metaverse Platforms: Evolution

.Fully

(] Graphie

Massive

4 Locales
Text only

MUD

Examples of Virtual Worlds

W LikE
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Examples of Virtual Worlds

welcome td' activeworids

be ahyone

build dnything
go anywhere
get a world

https://www.activeworlds.com/

Chal Comat

Examples of Virtual Worlds

twice
the spi

) Get Your FREE Avatar » |

[ Xanenitravcenton.

Examples of Virtual Worlds

SThe Sword of the Sand BLA(IK D[S[RT

AN nfaen = -\ o
JNYEARIS —— - REMASTERED

A Free Virtual World Full of Friends and Fun!

Onverse

Onverse, or Online Universe, is a new 3D virtual world and social network that offers players
a virtual space to hang out, meet others, and play together.

Examples of Virtual Worlds

Initsai release Gate: 1 December 2008

___Join the game where you belong.
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Examples of Virtual Worlds

¢ ——m

Create Your Own World [ omem Kaneva | # 3

Bkt e vl il R o you e — o 30 gane com

) & farevacom

Founded: 2004

Headquarters: AZanta, Gecegia Uniea States
Video game; Casnolfe Foker - #1 Free Texas Mokim 30

Founders; Chns Kixs Greg Frame

Type of business: Coporaton

Examples of Virtual Worlds

Stable release: 00 1 1 /7 Junuary 2020, § monis ago

Programming language: C#

Virtual World and Game Change Update

Tony O’Driscoll

Poster
Children

httpwadatrinn wordsress comi2007,/04

sl-workd-and-game-change-update/

History of virtual worlds

History of Virtual Worlds 7153 views
2.1 LI <7 cvccte tnceemmnt ty e Boe tradaf your Raesdd

Inaustnal Lignt anc Magss fommed MUD - Muts User Dungeon

i

| TArtmcial Reasty” coined by D K. :j 3 - Videoptace, by Myron Knnqall ‘ Sayre Giove, developed by Tom Defan J
}

e’ X . g
| Holodeck J i Colossal Cave Adventure
8 i g
1
=
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NASA’s Virtual Environment 1985 "Virtual Reality" coined by Jaron Lanier of VPL 1986

fu
1859 =3 |

M “Virtual Reality” coined by Jaron Lan...
1566
m 97 Urma v Quastof the Avatar |
Sae 4. 1385
* + +

- A i RECPIE L
Tamolns  Fighoot o Map

History of Virtual Worlds 7153 views Snare:
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Second Life, pre alpha (aka LindenWorld) Aug 2001
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World of Warcraft
Nov 23, 2004

World of Warcraft
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Woﬂd of Warcraft
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SECOND

LIFE

Earn Money

There

J | S0 Lde

Second Life
Jun 23; 2003 Second Life (SL) is a privately-

owned, partly subscription-
based 3-D Virtual world, made
publicly available in 2003 by
San Francisco-based Linden
Lab, founded by former
RealNetworks CTO Philip
Rosedale. The Second Life
"world" resides in a large array
of servers that are owned and
wommrone  Maintained by Linden Lab. The
: Second Life client program
provides its users (referred to
X - as "residents") tools to view
and modify the SL world and

Nlanmwulnj lv.&..mm | =

participate in its economy.

The NMC Horizon Report : Higher Education Edition

EDUCAUSE

The annual Horizon report started 16 years ago.
The idea is that a panel of experts interact (using a
Delphi Study format) to forecast short, medium
and long term trends involving technology in
Higher Education. The Horizon Report was started
by the New Media Consortium (which was very
active in Second Life in 5L's early days). When the
NMC went bankruptin 2017, the Horizon Report
was taken over by EDUCAUSE.. The report ™
identifies and describes the higher education
trends, challenges, and developments in
educational technologylikely to have an impact on
learning, teaching, and creative inquiry.

https:/ fwwerinfo/2018/05,/08/ may-8-2019-horizon-report-2019,
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EDUCAUSE

Sideot Success Showeam  Topkt  iikghls  Conferces b Leamieg  Communtty  WhoWeAw Q

M A0 Doven  IUCAUSE ey Become s Menbe | (804 NMC Horizon R 2017 Higher 6

ucation Editior

9 P Sy e —r—

2021 EDUCAUSE Horizon Report” | Teaching and

Learning Edition The 2017 Higher Education Expert Panel

ey A ¢ it Cone S, Pupves, Argets
University of Comtoed Klorid
T Sowradis LORAVL dtcacens Romesh Sharma Unaed States
Crllactioniat Worigns Repert Amasen Open Unaeraty
Malpysls Deone Zell
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Wi 458 Lbbong Taidernd 40 L 4B A SI1 RN PAAARg TAITAAG wiTD TRCOMGAR) WIINNG Bamitdly oy

https://library.educause.edu/resources/2021/4/2021-educause-horzon-report-teaching-and-learning-edition

VWER was
founded in 2008
(initially with the
name “Second
Life Education
Roundtable”) and
has been running

continuously
since then,
September 3rd 2020: Ethnographic exhibits  grecent rosts developing a
of two cultures from the Republic community of
of Panama educators from
around the world.
hif Linfo/2020/09/03 /5

EMERGING TECHNOLOGIES & PRACTICES

his section, titled “Developments in Edocational Techaology”™
in previous Hoelzon Reports, is a long-standing tradition in
the Horkzon research. The 2020 reaching and learning editicn

contiones this convention, albeit with some changes

Adaptive Learning

2 N 3 Al/Machine Learning
For 2020 we have changed the tith to “Emerglag Technologies and - -
Practice

" The tradizional tithe focused 1o parmowly on the rechnology Analytics for Student Success

As any close observer of postsecondary teaching and bearning knows, > < .

7 Elevation of Instructional Design,
Loarning Engineering, and UX
Design

Open Educational Resources

XR (AR, VR, MR, Haptic)
Technologies

rechnology by itself does not yield the greatest impact on Jearning; it

does s0 when it bs embedded in 4 scaffolding of support for learners and
instructors. For the 2020 reporr, the panel began with a roster of over 130
candidates and reduced this sumber through successive roands of voting to
the six presented here.

This ahift is not engircly sew to the 2020 repoet. It was visible
in the findings of recent editions, whixh included developments
not based solely on new technologics, Examples inchude
MOOCs (2013}, flipped classrooms (2014 and 2015), mobile

@ {2017 and 2019), anxl makersoaces (2015 and 20163

And what kinds of benefits m

ght they expect? To g

in 4 semie

of possible consequences of adoption, we asked our panelists to

https:/Nlibrary.educause.edu/resources/2020/3/2020-educause-horizon-report-teaching-and-learning-edition

Social Learning
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Vienna

-

Natural history museum of

iR\

http://www.teatrosaojoaodabahia.net.br/how-to-use.html
Jm Museu Vietual
(| Tectro

i
%

oao
% Bl

Welcome to Salvador from 19 century
B 1 BN st Teates B0 300 AppRAGGN. Tohows e e below on slde
Virtual Museum
Sdo Jodo da Bahia Theater

C, Wiki Loves Monuments: Photograph a monument, help Wikipedia and win!
- Learn more

Sio Joao da Bahia Theater

From Wikipeda, the free secyclopsdia

$d0 Jodo da Bahla Theater was a 19th Century Braian Theater iocated at Castro Ales Square (formerty Sé dstrict) in the Savador, Bania it was starked 10 be buat n 1606
#nd inaugurated in 1812 11 1t was & veéry targe Theater m Bract, with 3 s6alng capacity of around to thousand people i

There 15 & witual muséun, the $30 Jodo da Bahia Virtual Museum, tat introdutes this theater |1

References (o)

PRI

43 Baha’d), weiw BRIOSIOMON

830 Jodo da Babia Theatt Thiog

2 » Gupta. P
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Radioactive dating class at Natural History Museum of
Vienna in Second Life

https://secondlife.com/destination/naturai-history-museum-of-vienna

Teacher teleporting

2014 2 20 WWZY Natural History Museum Of Vienna, by European Architects , Second Life

55 views - Feb 20, 2014 e & o A SHARE v SAVE

https://youtu.be/MAI9Sc6NI1Jw

Studying Isotopes
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Hajime Nishimura, Japan Agency for Marine-Earth Study of polar animals
Science and Technology. (JAMSTEC)

The U.S. National Weather Service monitors the virtual world:

NOAA Teaches About Weather in Second Life

0ceanographic studies ResearchGate

Imagine...
o soaring through & hurricane on the wing of a research aircraft, Articls | PDF Avakydle |
o rising gentiy through the atmosphere atop a weather balioon,

o searching a hidden underwater cave in a submersible watercraft. Learning to teach in second life

These and other virtual adventures are attracting large numbers of January 2009
avatars, according to the U,S. National Oceanic & Atmospheric Authors:
Administration (NOAA).
Angelina Macedo

An avatar is a graphic representative of a person in a 3D virtual reality
world. In this case, NOAA, which includes the National Weather Service
{NWS), was one of the first United States government agencies to move
onto an island in the rapidly growing oniine world of Second Life (SL).

Agrupamento de Escoias Templanos

https://www.researchgate.net/pub
lication/228499875_Learning_to_t
each_in_second_lfe

L i Ao B s

http://wwv.spacetoday.org/NOAA/SecondLife/ NOAA_SecondLife.htm!
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Inherited genetic disease tutorial using a virtual

Basics of DNA Extraction taboratory

Thes 15 2 vetyal Isboralory 3cthity Candocted i Second Ldo. which 36 take Yom an hout
10 0 19 thvee hours compies The Seccnd Lde laboratory 5 541 out feady br studeets 10

e and work their own wary theough three case studes whens thay have to work out f the
samps of DA they oo testng (s posti o negatie 1 3 particular inbarted dreasa

@j UNIVERSITY OF
%Y LEICESTER

it e | o | e |

Virtual Genetics Education Centre

https://www2.le.ac.uk/projects/vgec/highereducation/inherited-conditions-tutorial-using-second-life

students to edit the "iBook" in SL

Let’s Talk DNA

GINERLOGICAL SOCIETY
$1Yes

https://shvitualgeneabgy.org/dna-discussion-juns/
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iterature: https://vi ’ 979 . e el L. .
LifeabtesHEtsg vimeo:wom/5 (Lnﬂf&m Educational institutions in SL

In"Aurelia: Our dreams are a Second
Life", the author’s avatar wanders
through “Second Life” landscapes
reading fragments of Gerard de Nerval's
text that begins with this sentence:
"Dreams are a Second Life".

One of the leadingfigures of the French
Romantic movement, his prose poem
Aurélia gives an autobiographical
accountof his fall into madness. Nerval
committed suicide atage 47, hanging
himselffrom a lamppost with a rope
that belonged to the Queen of Sheba. In
his pockets the sheets with Aurélia’s
manuscriptwere found. Inthem, the
poet categorizessleepasa
“supernatural” state, a “second life”. D —————"

Uwttmatn (e - o o R Wompt 1428 » St § Urdens 5

Stanford University

Educational institutions in SL Educational institutionsin SL

VWhat Is Second Life?

Wit 15 Second Lite? Wawdd Map

Durtmanon Cuide: + 3o ation A Wemprufts » (Ao Wies S tarys

Dovasttion Cothn + € mcarmm & Porngmatrs - L wmstndy of #2a Vast o 5 rpant = Bunny Isies for Keny:
University of the West of Engiand . « Toarns (03

T R Yoo mey steo s
i I oyt o e
nxml-«.‘-‘.:n«.w.
- Bemges bt e
“:)--‘uw.u“.
F».ulnbﬂ

244



Educational Institutionsin SL

L= VWhat Is Second Lite? Woeld Map Shopping

D s Lntnin = (S aim B BOoSOnEs » WA aa Uneverits Dedosd | oy Saeats

Educational Institutionsin SL

University of Delaware in % &

GETTING STARTED
. . T 18 3 8 0k 30 Bk W, ) 7 30 T TG S S iy
Tredw iaces 10 Unworsity of Dakewsry Caes 3U Gt B e T (mSSurad whoohs Pleate jot D UDSLLD g
Gt Your Avatin Srows for a1 Mg reltiod 50 Second Liv of She Univerity of Cetrware

Saper oany Virtua! afaddy
o Tha NUC S Wed St
o the oificr
Socond Lk Wed Sse

SMS To Get Your Started

Ta ared sltry o gut yout

Ve S 15 Covert & wicke Fange B Asrests.

¥ o e YO DR O Ty o D KoM S D B
P S R, VR B R W RO Syt

R0 Poicy for Second Lds

The Virtual University of Edinburgh

Welcome to

AL UNIVERSITY of EDINBURGH

Vue is a virtual educational
and research institute
bringing togetherall those
interested in the use of
virtual worlds for teaching,
research and outreach
related to the University of
Edinburgh.

[ University of Edinburgh -

Virtual Worlds for
http://vue.ed.ac.uk/ Education |

NASA in SecondLife

MISSIONS MULTIMEDIA CONNECY ABOUT NASA

> an
s AR M AT
am Crem b Leanag
St
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The Virtual University of Edinburgh: Successful
Case Studies |

“Real Life” scenarios that are difficultin real life

+ Managing major incidents

« Accident investigation and
“triage”

* Courtbased scenariosfor
law students

“you can’t replicate the sense of immersion
that Second Life offers the students even
with role play”.

Teaching in Virtual Workds-42013
uabworkls-2-2013-snapshot

Source: Clare Sansom, University of London, Foliow of the Centre for Distance Educat
Snapshot hitp/he Sidemshare n ot/0d slondon/rid ¢201 3-présuntation- _ teaching.

The Virtual University of Edinburgh:
Successful Case Studies Il

Exploring Digital Identity

= More “open ended” scenarios work well in psychology and
social science disciplines if the aim is to explore the students’
own perception of their in-world identity

* These rely on student understanding more than the other
case studies

Source: Clare Sansam, University of London, Fellow of the Centre for Distance Education: Teaching in Virtual Waorlds-A 2013
Snapshot hitphwwwslidesharen ebf0d slondon frid 2201 3-presentation- eaching-in-virtuabworlds-a-2013-snapshot

The Virtual University of Edinburgh: Successful
Case Studies Il

Learning and Practising Methodology

« Proceduralleaming
« Preparation forfield or practical work
— Enabling students to makethe best use of theirtime infield orlab
* Learning howto operate intricate and expensive equipment
3 ‘ Virtual GeneticsLab.,
University of Leicester

Source: Clare Sansom, University of London, Feliow of the Centre for Distance Education: Teaching in Virtual Words-A 2013
~virtua-worlds-a-2013-snapshot

Snapshot hittpy) Nidesharen et/Cd elondon /rid €2013-pr tation-

Loyalist College: Case Study

\“/ pove | [Beconen | vaw i || ey
@ Case Study: Loyalist College

areer

Loyalist C

" : Tune 2000 " 0 sttes
- Virtual World Simulation Training Prep Real ds on the US-Canadi.
Border: Loyalist College in Second Life

Executive Summary

Bafore Saptember 11, 2003, Custors and lramgraton students 8t Loyaint College 1psnt three wedks Cocely tading peofestonal boeder (uaeds 10
eperience B dady (00Kne ol thar Ature Jo. 30 3 POS-911 avionment however, Bt was 00 kngs Aowed, Trawing twed ot the Brestar
oF EOuCatonal Yeornshogy ot Loyskst Cobege Catayzed 3 vamusl Dorder (14850 Semuiation i Sacond Lk for Loyt students. The amaing rendn
of the Traning and seiaton prograe have e 10 5ondcantly mproved grades on shudenty’ <riticaf skl testy, taking sccoes bom 4 5% success n
007, 15 95% at the «0d of 2008 A1ter the semolabion wan FeiAuTed. The SucCess OF Tho (OQam N S0C0ul Bged ovel 650 students and § facuty
10 @iphore Secend LMo 1o swntd purposes. 1T Nt o) 9onerdted $0cugh Nbecest and desing frim o0 Maowng Kwbiutons that Loyalet
eatabindad 3 Vietusl Deogn Centro MUl angpioys former studenls with Secons Lifs clseooc expdmence 16 Srvelio hew vetud inamiryg
[a—

Leoyalint Cobeqge [ marging nokoqy ¥
Lokt Cobege o 4 indraize Conmurty Cobege m @ 1 Sl approsmitely 200 bomaters a5t of Tonto, OATN0 Lanada. It was thern that
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Tony Bates

onlitellearning=ndidistanceleducation resources,
moderuted by Tory Bates, Research.

Home Latost Resources Tory's Publications About Tony Bates Contact

e Soeme /O | Eabeies o

archive
Seioct Moo v

Recent Comments

Tom Seves on Writing an sxan
X0 RRCND B0 A0S
eRoEative

1oy Btet on Wiiting an coeu
Seatbosk. acking 00 aehoCs
consar oangeciive

tlesdy Careten Vet . 0003 oMmments J3Ck Yas. Janon need

Personality Development...

* The students at Loyalist found the virtual
experience provided them with more than
enhanced content learning; they also developed
confidence, observational skills, and the capacity
to respond to developing situations.

* -See more at:
http://www.tonybates.ca/2012/05/04/examples-
of-virtual-worlds-simulations-and-mobile-apps-
from-ontario

Tony Bates

Virtualworlds are successfulin education because students identify
with the characters and the situations portrayed and so become
active participants in the eventson screen. The learning from these
experiences carries over into reallifeapplications. In an award-
winning and educationally successful project, the staffin the Virtual
world Design Centrecreated a virtual border crossing at which
students’ avatars take on the roles of border crossing guards,
interviewing travellers who present challenges of documentation,
prohibitions, smuggling, and difficult communication. The wirtual
traveler interviews take place in class and each encounter is then
analyzedby the entiregroup sothat bEStFrEC‘tiCES are

identified. Applications for completely online learning are being
investigated.

- See more at: https/www.tonybates.ca/2012/05/04/examples-of-
virtual-worlds-simulations-and-mobile-apps-from-ontario

Teaching with Virtual Worlds

Dr. Paul D Rudman (2011)
Four areas where virtual worlds can benefit teaching and learning

1) Environment (e.g. field trip)
2) Mediated environment
3) Interaction

4) Anonymity

http://www.slideshare.net/paulrudman/virtual- world-pedagogy-

9439472
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And what doesn’t work?

Virtual “chalk and talk” —replacing lectures for students at
a distance

— Immersiondoesn’t add value beyond more accessible technologies
Unplanned open-ended “activities”

— “l just wentinto Second Life and wandered around, | didn’t know
what to do there” (Disappointed student)

Most explorations of molecular structure
— Perhaps a surprising addition

or Distance Education
virtu al-wrk

e Clare Sansam, Uni aching in Virtual Warlkds-4 2013 Snapshat

a-2013-snapshat

Trends

High Fidelity, a next-

syl BITCOIN generation platform for
MAGAZING virtual worlds currentlyin
open beta, is the brainchild
== of Philip Rosedale, the

. ” t f S d Life.
Second Life Creator Uses Blockchain Tech To S

Enhance New VR Gaming Experience

. ,sm

10 years ago Second Life was often hailed as
the Next Big Thing in social media.

’ /)7/ )

High Fidelity wants to change that

v uuﬁ,m,,z p N by supporting highly immersive
i : e Virtual Reality (VR} interfaces,
i, = .‘... '
“ i i ’/W» = I including VR headsets like the
i 11 '3#71‘;{&‘_ bt s Oculus Rift, sensors for hand and

body motion, and 3D audio.

ackehain-tech

Then, Second Life faded into oblivion, sort of.

Pedagogy in Virtual Worlds

Mark Childs (Coventry) identified four pedagogical approaches

— Associative (transmitting information)

— Cognitive (problem sclving)

— Social constructivist (forming ideas by discussion)

— Connectivist (emerging from interaction between people)

Most successful case studies fit into the cognitive or social constructivist
categories

— Usingwelldefined contexts or situations

Game-based scenarios offer benefits over both more restricted and more
open-ended approaches

blockchain-based virtual world projects

Welcome to Decentraland

n the first-ever virtual

GET STARTED:

https://decentraland.org/
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‘blockchain-based virtual world projects Cts

Q & nuw W ey povesels.com = +

1.__ kegdo or Hignur
Home | By a0 parable About | Wikt

https:

Cryptovoxels - a user owned virtual world. _

Cryprovoxels 15 3 virtual world powered oy the Etbarews blockehafn. Players can huy. laod and buile stores and
art galleries. Editing tools, avatars, text chat and voice chat are buflt 1n.

Explore Galleries, Artists, Portels and curated Collecfons.
Community
W Iwitter
&) ciacora
G Basdis

[tu,nmx l ia virzual Realizy ]

https://www.cryptovoxels.com/

Coming soon...

) More images

Facebook Horizon

In Facebook Horizon, not only can you explore virtual worlds as they grow and
change, but you can discover all sorts of new things that interest and inspire you
Connect with people from all over the world to solve puzzies, play team sports, test
your imagination, and create new worlds together.

www oculus.com > facebook-horizon «
Facebook Horizon | Oculus
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The Educators in VR 2020
International Summit,
February 17th-22nd, 2020, in
AltspaceVR, ENGAGE, Rumii,
and Other Social VR Platforms

Educators in VR

2020 International Summit
==\Vlidual Conference
- - Feburary 17-225,2020

AltspaceVR, ENGAGE. rumil, and more

Social VR Company

https://ryanschultz.com/2019/08/23/vrc
hat-is-planning-for-a-virtual-economy-
currency-and-a-marketplace-for-user-

nrrpsyfryanachunz.comy2019/12/23 /the edozatars 40 wr 2020 imcernational zumma dedruary 17th 220d 2020 in altapaceyr engage Tumd and other socalvr plattorma/ generated {ontent/

Thank you!

VRChat Is Planning for a Virtual
Economy, Currency, and a
Marketplace for User
Generated Content

VRChat just posted a tweet to let people know they're hiring!

@ VROt

Want to join the VRChat team? You're in luck-- we're on
the lookout. Check out vrehat.com/careers to learn
more!
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Webinar - 20

Day, Date & Time: Saturday, 05-06-2021, 15:00 - 16:05 hrs (IST)  ::::::: ‘¥ e

| | _ - ate (75 SHRIVAISHNAV VIDYAPEETH
Invited Speaker: Dr. Ryoju Hamada, Visiting Associate ey, VISHWAVIDYALAYA, INDORE - INDIA * 1saca

P rofesso r at Ku mamoto U n ive rs i ty International Simulation and Gaming Association (ISAGA)

Country: Japan 25 A G A E U E ]

52" ANNIVERSARY CONFERENCE

Title: Student Power to Accelerate your Simulation September 6-10, 2021
Gaming WEBINAR
On

STUDENT POWER TO ACCELERATE
YOUR SIMULATION GAMING
Dr. Ryoju Hamada

June 5, 2021 (Saturday)
03:00 to 04:05 p.m. (IST)

<LLLLLLLL
REGISTRATION IS FREE ¢
Contact:+91 94066 61558 https://forms.gle/ER2BrhmKaV9fadkts
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Webinar Topic

Student Power to Accelerate your Simulation Gaming

Abstract

When a new Simulation Gaming is developed, everyone wishes it works well. Compare with conventional one-way lectures; it is true
Gaming has a magical power to promote learning. It accompanies great fun, joy, and communication while achieving learning objectives.
However, in many cases, once Simulation Gaming is used, it is @ moment to adjourn a game-based community. Within students who have
just played the game, there might be marvelous ideas to improve the game. By engaging such motivated students, BASE, the speakers’
Project to develop, operate, improve, and spread business games in higher education, has successfully created 19 types of simulation
gaming over a decade. Saying in other words, Student-Teacher Collaboration is the useful way to make your Gaming more attractive. In
this lecture, the speaker aims to explain those students’ fantastic efforts in BASE Project, manage such community, and advise the audience

to bring out students’ talents.

Speaker Profile

Dr Ryoju Hamada, is a Visiting Associate Professor at Kumamoto University, Japan. He is one of the opinion leaders in simulation
gaming-related academic community. He and his BASE project members started to develop business game in 2007 to utilize it as a part of
entrepreneurship education in Tohoku University, Japan, and Thammasat University, Thailand. He hosted the ISAGA2018 with 160
participants from 21 countries. He worked as the President of ISAGA from 2018 to 2019. Currently, he serves at the National Institute of
Technology, Asahikawa College, Hokkaido, Japan, as a Professor. He is an academic chair and vice president of JASAG, also serving to
ABSEL as a Ready-to-Play track Chair.
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e BASE

101 Ryo ju Hamada’s Profile
« Born: 1972 September 30
Major: Busines Simulation Gaming, Intellectual
Property law, Privacy law, Entrepreneurship Education
1995.3 B. Law at Tohoku University
— 1997.3 N.L.5. at Graduate School of Information Sciences|G5IS), Tohoku
University
— 2001.3 D.L.5. at GSIs
— 2003.4 Senior Assistant Professor at GSIS

— 2010.8 Visiting Professor, Sirindhorn International Institute of Technology
(SIIT), Thammasat University, Thailand

— 2010.10 Visiting Associate Professor, Kumamoto University

— 2014.5 Associate Professor at GSIS

— 2014.7 Associate Professor at MT, SUT

— 2016.3 Visiting Professor at EPITECH, Paris, France

: : — 2016.4 Project Professor at Nagoya Institute of Technology, JAPAN

By Br. Ryoju Hamads; Nation fute ¢ 108y, A8 shikawa College-dapan | — 201%.8 Professor, National Institute of Technology, Asahikawa College
ha

108.Awards

* 1. Best Poster Award, “Tangble Board Gamefor Learning Basic Inventory Contral”, 45th Conference of
International Simulation and Gaming Association [ISAGAZD14), 2014

* 2 Paper f&ward,” Developmentof Software Enginesring Business Board Game’> 41th Annusl
Conference, The As=sociation for Business Simulstion and Experiential Exercizes, 2014 Autumn JA5AG
Conference [JASAG2O144)

* 3. Presentsticnwith honor WM. Ruvini M. Weemssinghe and RyojuHamada, “Idea 360 —Business
Game for New Product ldea Screening”, pp.434-443, Chonburi, Thailand, 2016, July 28-29

* 4 Presentstionwith honor Ryoju Hamadsa, Pasawes Preiyontip, and Intuch Lodjanavanichcharkorn,
“Operation of BASE BusinessGames in Thailand; Thefirststep tospread gaming culture in developing
country”, pp.421-423, Chonburi, Thailand, July 28-29, 2016

* 5. Presentation with the highest honor WW.M. Ruvini M. Weerasinghe, Ryoju Hamada, “Educational
GEame as an Active Leraning Stategy for University student=", Sth Annual International Conference of
Thai Simulation and Gaming (Thaisim2017), Bangkok, Thailand, June 29-30, 2017

* 6. Presentationwith honor Nalinee Chairungroj, Ryoju HAMADA, etal, "Development of BASE Mass
Manufacturing Production Game®, 8th Annual International Conference of ThaiSimulation and Gaming
[Thaizsim20d7), Bangkok, Thailand, June 29-30, 2017

* 7. Presentstionwith honor Wara Engpraphunkorn, Ryoju Hamada, et al., "Development of BASE
Agricultural Business Board Game”, 9th Annual Internationa | Conference of Thai Simulation and Gaming
[Thaizsim2047), Bangkok, Thailand, June 29-30, 2017

*  B. Presentation with honor Weempong Peemasunprasert, Ryoju Hamadaet al. , "Development of BASE
Jewelry Supply Chain Management Business Board Game®, 3th Annual International Conference of Thai
Simulation and Gaming [Thaisim2017 |, Bangkok, Thailand, June 25-30, 2017

* 5. Best Paper Award, RyojuHamada, TalkashiYokouchi, Tomomi Kaneko, Masshiro Hiji, "Development
Of Base Life Planning GameTo Learn The Balance Of Cost And Happiness” 46% Annual Conference, The
Asszociation for Business Simulstion and Experiential Exercize [ABRSEL2019), pp. 12-24, San Diesp,
California, USA, Mamch20-22, 2019 I

* 10. Best Reviewer Award, 50th Conferenceof International Simulation and Gaming Association 110.1SAGA 2014 (Dombnn)

[I5AGA2019), Warsaw, Poland, August 23-29, 2019 R
Awarded Officially!
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113. Belief: TBS Principle BASEK

Business must be

Society accommodated to

society.

Technology can be
sustainable in business.

Technology is the origin
of innovation.

113. Engineering Students needs 200. Traditional ways of Game
Business Learning Opportunity Development

I don’t know
anything about
Business, Wow!

Student of
Engineering

Accounting Supply Sales

We need to learn business flow gradually, and

quickly.
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201. How to teach your idea

Gamingis a justone

method...... Blackboard & Book & Drill
Chalk Lecture

If you think —
i Facilitation &
other way is Active Field Trip
better learning
r
you’'reright!

202. Which idea is suitable to develop
great game?

y dad is making
Business Gameto
enjoy with his
students.

| don’tlike Game
but it’s for my
students.

204. You need a Communication
outside your campus

make your
game alone?
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205. We want to exchange our
knowledge, but...

B A

206. Endless Loop on Gamin Too

much
Difficult

B Complaint

Complex
Game

, (Again)

Gameis

Request

Improving
Game

Fantasticd

;

207. The value of Game 208. Characteristics of Game Wk

Reality

- e i :.v-
Easiness e

\ NeZ = =
CEETEE.
|»~ Augthor continues teaching —|

~ m

ST NE SO R
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209. Communication Difficulty

Gaming idea

Typical Tacit Knowledge

301. Students are eager to join your work

1t was fun.

make your

ame alone? _

300. Students as a partner

Understand the
rule

Strong Interest to
improve

No Prejudice to
target
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303. Shared Emotion; Origin of Student-
Teacher Collaboration

Royaity

loy

Excite

305. BASE GENEALOGY; B \ Ny, E
We have 19 Games A Ny
Manufacture " Mass Production

Tabletop! 3 ‘ Large Classroom Man |_1_fa-:1l:|_1re
(2008) Version [2011) (2017)

Medical Service
(2007)
e

Video Game Deve lopm ent
(20109

Macro

E 2012
conomy( ) Life Plan{2019) Migration(2019)

304. Overview of outcomes
(2003-2020)

100 Workshops/Lectures

2000 Participants
9 Awards

19 Games

160 Game Developers

3 Companies

1 Master Degree
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323

Table 1 List of Major BASE Business Games«

Year Name A Efforts Appron: Efforts for | Approscmate
oo Origisal ldea (%, | developmsent (%, Toral Accunsulated
Total 100y 100y | Nusmber of
| partspants
o Studens| Teachero | Studemt Teachar -
2007 | Hospirale s0- 0 80 20 50c
2008 | Mamufactarer *1- so- | so- 50-- Fsge 2000
20097 | Software =2+ 0= | 10+ 80 T200 1000
| 2010 Supply Chain *3- o | 100- o 100+ 500~
[ 260115 | Large Classroces Vemsion | 20= | so- 50+ Vsoe 1600
| 2013 | Madical Devices e | 700 % £ 104 50+
| 2016° | MamufacrareimThaivde | 500 | S0- 100- 0 80
| 20170 | Agrieutre v s0- | 200 o0 | Edos iasa
[ 20087 | Comtromtion 6~ so= | so- 90+ Fioe e

For the detail of individual games, see followmg publications. *1 Hamada et al. (2018), *2 Hamada et al.
(2014) *3 Kaneko et al, (2016), Hamada et al. (2018), Kaneko et al. (2019) *4 Hamada et al. (2016),

Chaizunggog et al. (2017) *5 Epspraphunkorn et al. (2017) =6 Hamada et al. (2019)~

2003—2008

atthe b=ginning stages

= Lising Rermad Business Same, 10 COnneoT The grea
By TO M DTN W3S AN FRnpos.

404. Missions

2014
with Experience of some inte=mational
deals

= To porionm best practios of Lonabogos Business
Same in glotal stage

wwith =ome original games

= Mot onky bricging Improsskons

= But adzo, 1o find now possible aage of games both in
Seecboamibes amed esiness

2008—-2013

400. BASE Project: Example of Student
Teacher Collaboration

405.Requirement for Members

Mo Previous reguirement for Simulation,
Gaming, instead, soft mindset

Be able to love yvour Business Game

Positive, Ambitious, Collaborative, Tough,
not too conservative on academics

Act as Business Personell

Everyone is beginner.

H OWAEW [ itti
—_ MNo Tattﬂﬂ, MNo Smﬂklng Howrewver, :nln;;i_l_llr;i
- Prﬂper Dress able to understand

shortly.

— Come to School every day
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: 409-2. Student Questionnaire
A408. The Great Charter B\,SE

Whyyou joined to BASE?

* 1. BASE develops world class analogue business games. 5 Fronile
* 2. BASE contributes the society by spreading our business )
ind BusinessGame 20 {i7G)
games to encourage industry. :
. i i i Ryoju Hamada 13 {86.5%) s
* 3. BASE members have be ambitious, active, and innovative 4
. . Pecple Around B (34,6%) balm il
toward globalization. 7
d I b d Diiverse Works (35 1%)
* 4. BASE provides equal opportunity to members despite
his/h p‘FF'l' fi 4 PP ty P ProjectManagement 417 %)
1s/her atiiiiation. Sales, Outside ek o [l 116 5%)
* 5. BASE sustains by its own sales revenue and not rely on GamingResearch i 1 125
subsidy too much. Others 1 3%
* 6. BASE merges social science and engineering to crop true 0 5 10 15 20

interdisciplinary community.

* 7. BASE recognizes its high appreciation and responsibility in
the world and behave as an example of Game Developers.

Do you like BASE Project?

23 AN

@ Sworgly Yes

409-3 Student Questionnaire

@ ves
2 Mosum
@ No
ﬁﬂggm%wrmhum BAZE PrDjECt? @ Srongty No
23 FEmEE

Knowledze, Skill I, 1« (60.9%)

Business sense I (5. 1%) Did your experience work wel?
Sales G G (7177 P3RS
Management Skill |G © (1%, 1|
- @ Swvcoghy Yes
Friends | 4 61,4154 ) p=2xan
& tModiumn
Growth I 11 (1357 . o

@ Stroogly No

Conflicts | : 5.
Cha"ErEE_ f{d.3%)
Positive ldeas - 1435

o 5 10 15 N



410. Beyond stereotype for University Labora

417. Visiting Professor at SIIT,
Thammasat U.(2010-2013)

201 1D N —

500. How tc manage Student-Teacher Collaboration

500. Management of Student Teacher . N
Collaboration 501.Step-in Student Principle

The author never called
a student.

A person’s own will is
necessary to keep
further motivation.

Because it was their
decision first, noone
expressed regret later.
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504. HRM Structure

Time up SLEETEE,  Feeling fun

Generation Change Attend Game Desire to play the game again
as participant

6 Cultivate 2 Step-inta
Comfortable the Teacher’s
Atmaosphere Office

Business Game .
Development by Interview

Strongly Motivated Student-Teacher . ..Teacher’s Approval
Coliaboration '5;4 SN
S Appropriate 4 k:c;{l‘ Y
Assignment s dasl e B

- Gomes

of Job | @s‘g&.ﬁ]
N .

Enjoy Communication Flat Stage
Senior students take care of

newcomers

510.Right man in the right position
(Not only Gaming, but many learning opportunities)

International

Stwdent Exchange
Manager

__——— Society

Teacher

Sales Manager

Financial Officer

Publication Officer

Event Planner

Planner

Facilitator

BASE TSt |

Academics

505.Awakening

* Approximately 3—6 months
afteran orchestrastartsto
play a symphony, some
studentsinthe group show
amazing progress.

* Thephenomenon, which we
call “Awakening”, is not
universalfor all members, but
itappearsregularlyinthe
group.

* Thestudentisfree from being
nervousasa beginner, works
as a leader, and acts with full
confidence.

| afraid your story is
just an accidental
result.

If so, we cannot explain
why BASE project
sustained for 18 years

while | am trying new job
opportunities.
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| love games.
| love to try new thing.
I want to remain my
name in academics.

Yes. We can do it.
You will be a witness of
changing period of higher
education by your effort.
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Day, Date & Time:

Invited Speaker:

Country:

Title:

Webinar - 21

Saturday, 12-06-2021, 15:00 - 16:05 hrs
(IST)

Dr. Head of the
Department of Quantitative Methods &

Marcin Wardaszko,

Information Technology, Kozminski

University, Warsaw, Mazowieckie

Poland

Digital Game-Based Learning

veww.isaga2021.com | isaga2021@svvv.edu.in

N SHRI VAISHNAV VIDYAPEETH
“2°  VISHWAVIDYALAYA, INDORE - INDIA

International Simulation and Gaming Association (ISAGA)

3

E5AGAZOC]

E

52 ANNIVERSARY CONFERENCE
September 6-10, 2021

WEBINAR
On

DIGITAL GAME-BASED LEARNING

Dr. Marcin Wardaszko

ISAGA

June 12, 2021 (Saturday)
03:00 to 04:05 p.m. (IST)

Dr. Marcin Wardaszko
Head of the Department of Quantitative Methods
& Information Technology at Kozminsk! University,
Warsaw, Poland

REGISTRATION IS FREE £

Contact:+91 94066 61558 https://forms.gle/sFYNBmrbCTKBouSy9
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Webinar Topic

Digital Game-Based Learning

Abstract

The simulation gaming is present in the digital space for quite some time, but the evidence of the effectiveness of Digital Game-Based
Learning (DGBL) with usage of the different technologies is still sketchy. The rise of the pandemic speeded up the process of digitalization
of many games with different results. In the webinar, the resource person talked about the opportunities and threats of simulation game
design with technology in mind. He used his own case-studies and analyzed them looking at the advantages and disadvantages of different
technologies for DGBL. The resource person focused on learning models, complexity design, validity and testing, and delivery of simulation
games in digital spaces. He talked about learning effectiveness and future technology for DGBL. He touched on the evolution of the digital

gaming space from online simulation games to the mobile gaming and also VR and AR for simulation gaming.

Speaker Profile

Dr. Marcin is Head of the Department of Quantitative Methods & Information Technology at Kozminski University and Adjunct Professor
at University of Applied Science Vorarlberg. He is Collaborating Partner at HCD Learning Ltd, Shanghai, China. He is working as trainer
and developer of simulation games and gamification systems for education, business and consulting since 2003. He is Author of many
publication on games based learning and serious game design. He is Passionate game designer, author and co-author around 60 scientific
publications. Dr. Marcin is Fellow at ABSEL and President of ISAGA (2019- 2020) and Member of SAGSAGA. Laureate of the CEEMAN

2019 Champion in Teaching Award for innovative VR game based learning program.
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KOZMINSKI UNIVERSITY

Digital Game-Based Learning

Center for Simutation
Games and Gamifcation
. &

ai"’;l;: on F1
EQus ‘ O MEAY  CEENAN

Business School

ROLE AND PLACE OF SIMULATION GAMES IN
EDUCATIONAL PROCESS

Choice of the role, model and place of simulation games
implementation in the educational systems have a great impact
upon the way they are used:

*  Games as a summary of knowledge and skills — atthe end of
the process

* Games as a motivation to learn and knowledge and skills
gaps recognition — at the beginning of the process

*  Games as a support to particular and specific field of
knowledge or skills — in the middle of the process

* Games as an assessment and test center — separated from
the process

Center for Simulation
Games and Gamification

Michat Jakubowsk Dr Bia®j Podgorski

Matgorzata Cwil

woww. kozminski.edu.pl

Choice of simulation scenario

* Generic versus specific scenarios
* Level of realism

dhes trasction
Gaume
Inberaciive natuse
Content A
‘Wha and what Sirwlatinn
Modeak and envirsments
Reality

Kriz 2003 after Duke 1997

e
Bt o g e
. & a

e koz
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Choosing the solution

Licensing Own/custom solution
* Scalable cost = High cost
* Short implementation span * Long-term decision
= Many solutions on the = Unique solution
market * Rewvenue generation
* Training of the trainers potential
* Buying someone's idea * Low trainer training cost
* Lack of local flavor * Knowledge generation

‘DTD
17 !

"/ AR

www.kozminski.edu.pl

Types of games

Free-form games

Role-play games
Serious board games — haptic games
Hybrid games

ABojouypal

Serious computer games

MLG — mobile games for learning
ARG — alter reality games
AR/NVR/MR games

wosrw kozminski. edu.pl

Unique interface

* Touch screen optimalized

* Single page design

* Interactive map and design

* Growing complexity along player’s experience
* Rich tutorial and onboarding

* Storytelling thorough comic’s

* Virtual advisor

weew kozminski.edu |_1!
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* Web browser-basedgame

Simulationgame « Playedinthe small(2-3 person)
groups of students

* You create, run and manage
hotels in a virtual city of Pekunia

* 17 decisionrounds

* Growingcomplexity

* Dynamic scenario of the game
will feature seasonality, random
events, and competition

* Final boss fight

Hotel Stars

www.kozminski.edu.pl ‘5 EG‘

Flow-oriented experinece Tea Ch | N g p o g Fram

overall game scenario

Game comglecty
i
t

N —— * teachers’ manual
* students’ manual
et ond. | * program syllabiwith 36 detailed lesson scenarios

* 23 presentations covering the simulation game and
knowledge presented in the program

s 15 exercises for both in-class tasks and homework
Mone changes snd activities — with solutions

* 3 experience-based exercises

GBS e ” E-'G‘ woww kozminski.edu.pl

G www.kozminski.edu.pl
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) HotelStar*

ean difetences and gender
o4 i Differences in —
ui.'}f entrepreneurial
4 |] attitudes among
e - s .

B ]] R high school

| o students before
- and after the
oo - game
Self-vision ::g"m of Percpetion of -
9 control Acocsptance
g oo I PO - - 1 -

—ROY. TR
S MRS .

taseing PETEE
www.kozminski.edu.pl HCD g dl Agin -

ISERT SERR

pAAEReHESAR

i st - e s
ST e wewnw kozminski pl HOD il dF Sl okecre

www. kozminsks
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) HotelStar” D HotelStar”

ing dl GG naciad L
HED Lniing ol Aghe -t veww kozminski.edu.pl

HEREN g A S asiehy weww. kozminski.edu.pl

Pop-up Shop Helper pusH& Pop-up Shop Helper PII_JSH#

AT

hitps #fpush-project.ew https ipush-project.eu’

- * Target audience — creators and creative

— Register
t;-‘ -~ industry members
o ibﬂ'a | = * Lightweight — casual gaming design
g = Self-discovery and experiential learning loop

= Based on the real-life stories of entrepreneurs
- ? = Robust real-time game engine
-~ S -
=iz * In-game events based on stories and player
agency

woww kozminski.edu.pl

wewew kozminski,edu.pl
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Pop-up Shop Helper PUSH = Pop-up Shop Helper

hﬁps:/lpusﬁ-project.ew

&
PUSH
hittps://push-project.ew

WeEk 2

-
—
Marcie

D) v ey

. < Ty ']
weww.Kozminski.edu.pl www. kozminski.edu.pl

Smart Leo
MLG

88 64 emmmm—m GGG 33 s L) T —

Smartlieo

Macket Dised el Qeposts O e of o
Supply Do Geports R
R,
Comand 5
There & 60 cderect There s 00 v type of There 5 0 Cocrect

Sepenins aroyer

‘ .

wonrw kozminski.edu.pl 3 ¥ woww.kozminski.edu.pl




Game Layout
Database

* The guestions’ mechanism is flexible; you can add
+ Short game instruction ahead of every level a new question at any time.

* |ntro screenwith choice of the knowledge area

* Level 1-5 quiz questions randomly chosen from
database * Inorderto add any of categories it is necessary to
hawve at least:

* Mini-games every 7 questions — 30 questions with 4 possible answers

* This layoutis repeated on the following five stages of — 4 passwords to cross-words
the game — 4 images for matching images module
* Micro-learning perspective —learning any-time — 4 passwords to group the category
anywhere — 4 quotes a mini-game quotes

wonw kozminski.edu.pl wewew kozminski.edu.pl

Game — CMS LEARNING CURVE MLG

— TANcs Lo the parfect Ko =eealog, (A

The number of categories is unlimited, but due o

to operational capabilities of older devices it is o b

recommended to set the Content Management ) B s P _A\/t
System (CMS) max to 10. LA

Categories can be flexibly turn on and off from

CMS module
aS

Comees o oo
Emas b Cmmihe s

woerw kozminski.edu.pl

www kozminsii.edu.pl
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BLUEPRINT CONSPIRACY

Augmented Reality Game (ARG) mobile
as a source of information and tasks for
the players:

= Available missions,

= Status of the game and current tasks,

= Resource management,

* Rankings and position among other
players.

O w8 H2

Misssons Trophies Stats  Leaderboard

BluephintagD Het

Begin this mission "New
restaurant”

Se o P e e

Contimue without issorance
Insurancs 0%
MAX
MO m
New restaurant 100 P

Missions  Trophies Stats  Leaderboard

8ASIC

Faulette

BLUEPRINT CONSPIRACY

Areas of implementation:
= Acquaintance with buildings,
campus or area,

= Content oriented games,
=« Resources management,
= Risk management.
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AR/VR/MR

Growing number of applications
Falling prices of hardware
Mobile and cardboard solutions

Ability to build visually rich
immersive environments

Future of Human-computer
interface

Low-cost simulator solutions

Hard to transfer soft skills

woww. kozminski.edu.pl

]
Learning program content
CICERO

The learning program of CICERO VR has been designed with
modern digital native in mind:

*the VR simulation game with 2 modes of work and flexible
build for maore future scenarios

v Student instructions

¥ Training video material — total amount of 2h distributed
through private YouTube channel

¥ Interactive mobile application for participants to vote.

woarw kozminski.edu. pl

Case-study— VR crime scene

woww.kozminski.edu.pl

-
Game system
CICERO

The game has been build with Unity 3D system. The CICERO VR

works in two modes:

¥ Practice mode —in this mode students train with prepared
presentation on the selected business problem — with the help
of the video material they goal is to mimic the master

¥ Challenge mode — in this mode students prepare their own

presentation, upload to the system and present it in the VR
environment.

[rErree k_-;:h_r:'—um:t-:-,edq_-,pl
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,

Feedback visualization and measurment systen'.‘

CICERO

Player actions

Visual feedback icon

Measurcment unit

Sight direction

LR
A ’,

<>

Seconds per object or
avatar,

Speaking speed

£7)

Number of words,

words per mante,

average words per
e,

Speaking sound

)

Voice loudness in
decibels per

volume
millisecond.
1 A number of hand
v gestures measured by
- the distance between
Gestures

HMD and haptic
virtual controllers in
the player’s bands.

@

www. kozminski.edu.pl

=
*

CICERO

@ @ @®

lstractions Session Time Session Time Camera

woww kozminski.edu.pl

System creates up
to 5 avatars with
gender and racial
balance for
diversified audience

~
=

CICERO

weww. kozminski.edu.pl

=

CICERO

Randomized avatar
creation system

www. kozminski.edu.pl
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CEEMAN Champion Award 2019 for teaching AR/VR for training

Ideal for on-the-job and on-the-site training and
onboarding

Future of job safety training
The future of technological support
Sales supportsystems

www.kozminski.edu.pl www. kozminski.edu.pl

Video games Video games

T S iy

s

WwWW.KOZMINSK1.eau.pl

-:vw:v.kozmmskn.cdu.pl
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Future of simulation gaming

= Modular design for more
educational flexibility

= Individualized engagement loops
and knowledge gap recognition

= Al powered mentoring and
recommender systems

ENGV/\\,gE'\EALENT . Dist.ributed YR learning
environments
= Data-driven Machine Learning
simulation models generation
- Interactive digital narrativesfor
complexity dissemination

Thank you for listening 1!
wardaszko@kozminski.edu.pl

- R A A =

PRESS ANY EEY TO PLAY

woww kozminski.edu.pl
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Day, Date & Time:

Invited Speaker:

Country:

Title:

Webinar - 22

Saturday, 19-06-2021, 15:00 - 16:05 hrs
(IST)

Dr. Pongchai Dumrongrojwatthana,
Department of Biology, Faculty of
Science, Chulalongkorn University,
Bangkok

Thailand

Gaming and Simulation:  Bridging
Research and Teaching for Sustainable

Development

775 SHRIVAISHNAV VIDYAPEETH 2,

“© ) VISHWAVIDYALAYA, INDORE - INDIA . |sacA

INTERNATIONAL SIMULATION AND GAMING ASSOCIATION (ISAGA)

Ic]

S52¢ANNIVERSARY CONFERENCE
September 6-10, 2021

WEBINAR

On
Gaming and Simulation:

Bridging Research and Teaching for
Sustainable Development

Speaker : Dr. Pongchai Dumrongrojwatthana

June 19, 2021 (Saturday)
03:00 to 04:05 p.m.

Dr. Pongchai Dumrongrojwatthana 5
Department of Biolagy, Faculty of Sclence, E
Chulalongkamn University Bangkok, Thailand
(__ REGISTRATION ISFREE )
Contact : +91 94066 61558 here: https:/forms.gle/SyhxNWenyJCN3jHI9
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Webinar Topic

Gaming and Simulation: Bridging Research and Teaching for Sustainable Development

Abstract

Sustainable development, dealing with environment, social and economic aspects, has been increasingly important in university research
and academic curriculum. Bridging on-ground research and teaching via learning by doing is important to prepare students to work on
sustainable development in the real world. This webinar discussed the use of gaming and simulations as learning tools to bridge research
and teaching. Three gaming simulations: i) Green Roof Game, ii) Sathing Phra Millionaire Game, and iii) Soil Quality Assessment Game
are presented. These games deal with ecosystem service of green roof in urban area, environmental problems in a rainfed low land rice-
sugar palm cultural agroforestry system, and soil conservation in a forest-agro ecosystem respectively. The iterative and evolving process
between classroom and field work is discussed. These case studies demonstrated that it is not difficult to adopt gaming simulations and for

students to obtain diverse learning outcomes.

Speaker Profile

Dr. Pongchai Dumrongrojwatthana is a lecturer-researcher at the Department of Biology, Faculty of Science, Chulalongkorn University,
Bangkok, Thailand. He is an ecologist. His research fields are Integrated Renewable Resource Management using gaming and simulation
and Urban Ecology. He has conducted gaming and simulation sessions with diverse group of stakeholders in several renewable resource
issues, such as community forest management in Northern Thailand, blue-swimming crab and by-catch management at Kung Kra Baen
Bay, Eastern Thailand, rainfed lowland rice landscape and melaleuca forest management in Southern Thailand, agricultural soil

management in many areas in Thailand, adaptive water management in Lao PDR, and wetland management in Mekong region.
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esar Gaming & Simulation:
e Bridging Researdh & Teaching
o for Sustainable Devellopmentit

PONGCHAI DUMRONGROJWATTHANA, FPHLIN,
Department .of Biology, Faculty of Science;
Chulalongkern University, Bangkeck, Thailand

pongchai.d@chulaac.th

215t Century...

Modern humans appear about
2 seconds before midnight

Content

Introduction
- Sustainable Development (SD), SD Goals (SDGs), Univ. vs SDGs
Shared case studies

- Research to Teaching: Sathing Phra Millionaire Game /
Soil Quality Testing Game

- Teaching to Research: Green Roof Game / GenEd. courses

Lessons learned
- Benefits to students & instructor/researcher

Conclusion
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g ’: L

Drivers:
Increased omssions of
carbon dioxide and other
greenhouse gases

'Stakeholders” interactions

and point of view

o TEC e |
(Trebuil, 2012) Himan sopuiation o

Déustrasration,
Inzreaned burmig of l0ssi
tuets

ECONOMY
B =

Natural
System

Natueal system
processes and
meractons

= o] 9]
[ i< O R )— Y= = ['= [

BLOOM'S TAXOMONY - COGNITIVE DOMAIN (2001)

Top 10 skills
of 2025
ANALYZING

Take agart the known and idensly relationahips
PPLYIN
e mformation in 2 cew (Dot smiar) sreation
UNDERSTANDING

CREATIN

Use islormation & create tomething sow

EVALUATING

Lxamind indormation and make fudpments

HIGHER-ORDER
THINKING SKILLS

Type of st

@ Probwm g

© Soruregre

© Vihrg win pmeghe

@ Tachociody U a0 Aot

LOWER-ORDER
THINKING SKILLS

~—
‘ Aralytcal thisking and neeason
@ Active loarning and leaming strategies
o Complex peotioen-soivieg
6 Crmical thinking and analysis
G Croativity, orginalty and ieitiatve
@ Leadership and social nfluence
. Tochnokgy Ute, montoring and conteol
‘ Technology design md programming
Q Restance, stress tolerance and flexbaty

‘ ReOAsoning, protiams-40hing and dowton
S 1o 4 o et P i s S0

2O oD 10 oy iz of samarson

Graig meanng of structioosl matensk
REMEMBERING
— Rl spectic ey
it T T
Tl tie g st o

*** Need to concern about...
“Sustainable Development”

SD & SDGs

7 ... development which
“meets the needs of the
present generation without
compromising the ability of
future generations to meet

their own needs”

(The Brundtiand Commission,
Our Common Future, 1987)

D @y GOALS

savenwo § g
(I

University Social Responsibility (USR)

i nternational i
Socially and environmentally 2 Loy . alt\USR S
responsible university life j = USR Summit

S _(an ethical example) 2021

Afg‘:\gtm\\ _ o«i / \\'\

University vs SDGs

http://www.sustainability.chula.ac.th

Academic
W v e
." ‘\T.‘: & S:I’mlsﬂv R—— Service

4

Chulalongkorn University is committed to
meeting the United Nations’ 17 Sustainable
Development Goals (SDGs) via our policy
and operation, research and innovation,
teaching and learning, as well as outreach
and engagement.




Objective RO [terative & Evolving Process: Bridging R&T

representation ot‘t/»g 5}3(5!11\!3 be minaged

Share experience of using gaming & Research & Teaching
simulations (G&S) to bridge - Learning outcomes Vo m m @
research & teaching e 4 ACtiVity & Time ‘ orclem) | Fvponeaes midsed Hypohesds fevisen Hyponests rised
: ol smh;,'de:.gxcemi o (field trip, TA: big class) ‘""'"" “""-,‘
- Companion Modeling exchanges & collective -Coaching students to ‘
(ComMod) ap prgach e create/construct game =it X
(Etienne, 2014): 2 objectives N NS N o A
- Understanding system ;"Lm;f (=N [ [ S { [ ra
" ici i X ”"”“ ‘ ,’ )\
Support decision making Comparion Ny £ Nl
- Focus on ecosystem/ g ’ CZT&“' 4 (o f Chivis i“}
natural resource N A

management

'Comzptud modd, “RoePaying Gameoisd Agun Based Mode

iterative & Evolving Process: Bridging R&T G&S 4 cases

Problem Problem Problem
@ identification, G&S 1 re-identification, 3, G&Stest 1) re-identification,

Design outcome construction re-design re-designoutcome

o & test

1) Sathing Phra Millionaire Game (Rto T)

Context: LUCvs Env. problems T s
o . 4 Land use and land cover type
1983-2002: 9 s N
. Bare sang
; Coastal veg. (40h3) >> Village R . et cop
; < S . 3 e e — (1. Fiooded forest
Location Songkhla (S) Nong Bua Lamphu (NE) Bangkok (C) BKK, Many provinces Rainfed lowland rice-Sugar palm = ax::nua faem
m piantaticn
Area of Lagoon-farmiand- Agricultural system Urban Ecosystem M&E: Envi. problems (2_3 ha) & Pasture (22ha) >> Padiy beis loase) asaocisied wih sugar pam
study coastal area, surrounded by MDSR: Sust. Dev. Village (33ha), =:x:::’:"w::"'“’;;“
Envi. problems National Park Integrated farm (11 ha), AU e A
Initiator: Instructor PhD student (+ Instructor} BSc + PhD (+ Instructor) BSc + other Undergrads. = Canals & ponds {6 ha), Oil palm {2ha) =mm
Student: MSc {+ BSc + PhD) PhD {+ BSc + MSc + PhD) BSc (+ MSc + PhD) {+ Instructor + TA) 2002-2015: B Teee plantation

Vilage by the lagoonside
B Vitage on an oid sandy corden with many gardens
I Vitage settied on an oid namiow sandy cordon
[ vintoroody
Coatal vegetstcn
—— Main rosd

RLR-SP (88 ha) >» Oil palm (72 ha),
Integrated farm (14 haj,
Poultry farm (3 ha)



Pasture on lagoon side 1tegr n Tree plantation

0il patm plantation Rice field with sugar paim , Irrigation canal Bare sand

Shrimp farm Scattered house in central area 40mx40m pond Abandoned deep water
: G paddies

Rainfed lowlandrice
—Sugar paim
on the main peninsulag

. Fisherieson the
fagoon side

é\ . Survey & problem L k. G&S construction By i A
" identification : .= & test Undergrad. & Grad. students

System analysis @ G&S use: Local people +
& G&S design, Undergrad. students [field trips)
more data collection

283



Role: Farmers Integrated with PNRM Course: Field trip (12 students: 1 Grad.+ 11 Undergrad.)
Grow crops

Gen. HH income
1 round = 1yr
5-6 rounds/game

_ Before using G&Swith people:
- Field study at the site

= Scenarios(cards): - Field workshop (WS) preparation:

- WS facilitation
- Assign task/role; observer

. photographer, farmers’ assistant,
etc.

2 = Normal year,
Drought, Flood

- In-depth interview after WS

-Debriefing at the end of the day,
lessons learned, reflection to
i improve the game

"Chancecard:
- Envi. knowledge cards
- Effects of envi. problem
to individual or community

Introdiuction I=case ¢ 3= pasa -

.

5 Adjust based on the comments STPM Game Process il. Adjust & use again
~ &use withfarmers

STPM game (V1.1; 24 WS) °Use with more local people

< i & new group of students

Students work &shareidea,
Debriefing afterworkshop

Introduction

Introduction I=case o A= asa dcase . Lessons learned.
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STPM Game Process lll. From mutual understanding... Tomanagement plan setting

Adjust G&Sto support
new objective: Mingt planning

o Useagainin 3rd WS with
more people & new group
of students

- Discussion & votingto find
common actions for envi. probiem
mitigation (to be
implemented by local
government)

STPM game (V2.0)

- Enlarge spatial representation
- Include envi. problems in landscape

STPM Game Process IV. Knowledge dissemination: From south to northeast

dos'?

2) Soil Quality Testing Game (RtoT) | 1=
o 4
Context: Farmingin the area surrounded by
national park: Phu Kao-Phu Pan Kham NP e e | ]
§'VChaimongie;IU Dongbak ‘

- Poor soil duality
- Use a lot of
chemical fertilizer

Wiodaction | A=cose

SQT Game Process|. Initiate by PhD student (+ co-share idea by instructor)

B {
Survey & problem G&S construction
identification & test Undergrad. & Grad. students

System analvsié QG&S use: Local people +
& G&S design, Undergrad. students (volunteer)
More data collection \ Y ey .
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e Small farm Medium fam Large fam

v —.0.'-“.“"'.“‘“':““.‘1"2‘1'@::1

Role: Farmers

*Role: Forester

- Grow crops
_Gen. HH i:come: If farmer(s) encroach protect area, they draw e A
caleul benefit of a chance card to arrest farmer(s) >> fine OR jail
P 2eriinouts & HH expense Debriefing: Simple indicator >> income in Excel i CAte T ‘..""'..,’.@
i -1round = 1yr . - Discuss feasibility of each scenarios & ‘ SR
-5 rounds / session future possibility & uncertainty Gaa o
Scenarios: - Identify possible solution >> soil git. improvement == ﬂl"
- Business as usual BUT, How??? 5= e "1 o I b M‘m

(for practice/sensitizing) Yeana; /12 0§ 50.00 %o ) ol

- Climate change (yields)
- Open AEC market
(-ve crop price)
- Population increase
in the village

S
Cropping Game
(vi.0: 1:tws) X 3 Villages

/

SQT Game Processil. Createanewgame Create new related game based on the
farmers’ request (learn soil glt. improvement)

(Cropping Game: ¥1.0) Data collection: SQT game (V1.0)
- Farmer do not analyze
their soil property
Inappropriate use
of fertilizer

L5 giMinferttizer  :
| formala (No. & Price)  ©

o |

i 6. fillinN

§ 8. Checkincome 1o sell the productivity
o9 freen box »> 7,000 Baht 1
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Q Use in the 2" WS: 3 villages Debriefing:

SQT Game Processlil. Diverseuse inmany contexts
= Hipetiieoeciligaleing Use SQT V.0 in PNRM class:
- Appropriate use of fertilizer

Learn about soil conservation
& - Assignment: Improve game .
= QM V1.1 (record sheet) o

Use SQT V1.1 with farmers &
students at STP after planning
g WSTesting G&S genericity

$QTV1.1 - V1.2 (more crops)

Use V1.2 with studentsin
Nan, northern Thailand:
Test G&S, Train new students

Introdisction “recase

3) Green Roof Game (TtoR)

Context: A group of students (who were inspired by PNRM course &
field workshop) want to create a game and use for learning on

“Ecosystem Services” of green roof (> question from “Ecology” class)
Target: Chulalongkorn Univ. Academic Exposition

Problem identification G&S construction =
& data collection & test Undergrad. & Grad. students

System analysis & G&S design, 6
{instructor plays important role}, more
data collection (dif. plants, dif. ES score)

Uteratre revvews 920 veiect beys of €5 |

G&S use: Students & Parent,
scholars + Undergrad. students
(Chula Expo: Mar 2017, 295 visitors)

Bangkok Singapore

Kuala lumpur  International o =
3 5q meteny €67 3 metess 439 59 meters Standard n T3 -
3 meters
— - S
lntroduciion A=case: F=gase  dmcase - lessans learned Sirodactiy Azease
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Role: Green roof designer
-Group play: 4-6 visitors
(separate in to 2 sub-groups)
-Create green roof using provide
materials to maximize
ecosystem service score

GR game (V1.0: 3D) @9 Adjust to V1.1 based on players’ GR Game Processil. Adjust & use again
comment (need more plants &
request to include some animals)

=: @ P 6 Use again in the second-half of the expo

Orange posmass Cocoont 3

DMl Gt Gam . ‘.‘

African mangold  Rice
Scenarios:

- No communication

- 2 sub-groups discuss & codesign

Pt Sota panl Aloe vera
Knowledge assessment: =202 CAESRe el omr e B AR SRt N 0
- Pre- & Posttest ! ‘
S <
] = A
® t ? W CommonMyna Scaly-breasted Muuia Streak-cared Bulbul Different ES & costusedfromdiversegroups
& fa ™)
Bentm ™! = ECOLOGY z
L] - " 3D-tokens used in the first game version
Archiecture . i ]
a Ashy Drongo  Black-naped Oriole  Shty-Jegged Crake — 3D-tokens used in the second game version
Introdiction: “r=case. Intoduction

GR Game Process|il. Adjust to 2D version for teaching

Problem: 3D is difficult to use, need many facilitators
Adjust to V2.0 (2D): Still keep interaction between users
More plants/objects, flexible use with lab manual & excel record sheet

Use in “Ecology Lab” & “Man & Environment” classes
(continue improving by a PhD student)

Scenarios:

- Based on the students’ experiences

Scenario : Scenario lli:

Students’ Tl.mink/ design:
experience Higher ES score
Introdicticn “I=caze S o SR T
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GenEdclassProcess|. Initiate bystudents(undergrad students)

4) General Education classes (TtoR)

Context: Active learning using project-based activity

- Man & Environment: From me to we for sustainable living: Project in Bangkok (2-wk)

- Multidisciplinary Study for Rural Development: Project in Rural Area (5-d field study)
- Use 3D GR game as an example + One-page proposal diagram Survey & problem 96&5 construction

) == = : identification & test Undergrad students
;m m; k:. c:.:.ﬁm 57 . System analysis & G&S design oes.s use: Diverse group of users
ecosystem 1ecvices . e (Instructor plays important role), (local people, government officers;

{Gieen rool gamo) T ;
- e = = — TMPyramld Learning data collection {group work) students, univ. staffs, etc.)

B nd At wry b migle

Wioduction A case

Within 3 days in fields (Multi. Rural.)
& 4 weeks in BKK (Man&Envi.), students can
create & use games with local people i

GenkEd class Process II. Present results using ‘article’ format (Tto R)

Student practice to write ararticie

(Formal) Project titte

i for learning on ASEAN Economic Community
AEC game: Treats & opportunities, effects to daily lives Ornynenber dons Y, Woow O gy B
played with Localadministrators Fisboon t . Wangphen ¢ !, Porwmast PR Bk D e, T o Comrt o
S e et e

Sompmerte’, Paniporn Tvpabrigway. Knvedwan Rorsiasniior
Panchamod T hatgndte, Xichsbare Chemlaiore’, $ripen
oyl g 1

Congn D, gt 414 Tt
. Dt

ME T

1 Ll | By e
% R e

Mt e
oAt e b vk A g e
L L L —— o ki anlogp vy
Pt and. oot

Iioduction | A*case
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Comparison: G&S 4 cases
[

Location Songkhia(S) Nong Bualamphu (NE) Bangkok(C) BKK, Many provinces
Areaof  Lagoon-farmiand-coastal  Agriculturalsystemsurrounded Urban Ecosystem M&E: Envi. problems
study area, Envi, problems by National Park MDSR: Sust. Dev.
Research Sharelearning about Sharelearning onfuture Sharelearning on Classroom project-based
objective  environmental problems  uncertaintiesof agricuiture, ‘EcosystemServices of  using G&3

from LUC & management  learning on soil quality greenroof man-made  (support active learning)

plansetting improvement & appropriate ecosystem

chemical fertilizer use

Initigor:  Instructor PhD student {+ Instructor) BSc+ PhD (+ Instructor) BSc+ other Undergrads
Student MSc(+ BSc+PhD) PhD (+ BSc+MSc = PhD) BSc(+ MSc +PhD) (+Instructor+TA)
Application  Acad. Service: Acad. Service: Songkhla (S), Teaching: BBK, Ecolab  Teaching: Some games

SiSaket (NE) BKK (C), Ratchaburi (C), Nan (N)

SDGs Edu, Life on land, Life
below water, Sust. comm.

Edu, No Poverty, Sust. comm.  Edu, Sust. city & comm. Edu, Life on land, etc.

o . . )
Students’ learning Fop 10 skills Learning by doing -
of 2025 - Learning from the real situation
BLOOM'S TAXOMONY - COGNITIVE DOMAIN (2001) W sy - Diverse soft skills (215 Century skill)
Actres tosrring and leming strategies s .

i New games created by students g Life-longlearning
&3 CREATING S Complex peoticen-sohving
g3 e PR - Individual / group Chutaionghorn University Desired Actates of Gradustes
i A o——
¥ VALUATING 2
g z A e wetonen Students’ self esteem @ cmovssonim o

= - Usefulness of their games & o

B in o - SupportSD for people ‘ .
- Tochnoiogy use, montoning and
__ﬂm_ - Use as learning tool i e

4 dormation .2 new (B Gmiar| weson < and
£3 i e for other classes ® oo g @ oo st mgunes
¢ —gﬂw - Share learning with :f::]";“_”w Y moore v e o sy
w2 215 meaneg of entroctionsl sateriv Z 5 orn) wih pe
&S - friends/ instructor/local @ o e s st () Peonn ren scvng 0 son
ST REMEMBERING

Recal tpgciic ey

people
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SD of local communities: Adaptive capacity

ComMod & construction of a shared
representation of u/\g_ qs}gmg_ be managed

..changing individual ones?
- Ntakebodlery’ bnter s thons o
; Stakeholders' perceptions,
r.'j el exchanges & collective
Riiw learning
Volatile

Mhmw m
unpeedictoble ond cut of your contrel

Uncertain  Jaremsiey
Qomplex ettty From Individual representations to .

Amblguou e S

Leys ok et

Cropping Game &SQT Game: Publications —
Game for Low-Formal e et
Farmers to Learn -;":::_____
55 st by bt How to Improve Soil Quality
ey ] SEGE
by mationsd pack . Ze
Settrorn Pridsshon!, Sombuns Kesmgryova’, Somkis Lnwandon’, Pongchal Dumrongrojwatthana'
e -
Bngh 201N, Phaens Abstract
T T e P e e ek Sl it s s P oo Pruszakon 5. o1 31, Using 3 role playing game akcrmond iy Tl s whs T I o o Bk & ksl
o o Yo R s bz e dowts

P F P
" iy 1650, Thakand

e v of fertibner, They Srgdy sspun i borest wowt becsure of 304
o

in 3 vilag:
Phu Phan Kham Nattonal Park, Thattand. The
Eth Annusl Intemational Thaisim Conderanoe

e Thes ‘st amiiyin and approprint fertiiter une game” (SAARY

Sripathum Universty Sarachs campus, .
| Chonbun, Thasland {uly 28 29, 2015) ¥ RN “
N”mm—u—mdmmmw*

pirirviio
2t eardangs thew Mrledgy an deperancen. Tolow \p J0oce wen WG
yartormad

Rents Tha sre. . ponneen oy showed S betver udervinsdng of

gt Ak i i e 1 X oyl
g

Benefits to instructor/researcher

STPM Game: Publications

S 2 . o

Pt
8 0y am et s e

L ing the i 1
impact from land use changes
by Sathing Phra Millionaire game

- el S rlwrwing anl impery
i i mpat S Lot
shunger. Eervh war corrind vut ek N wiagres, foem Ihkin
ol Tarhes sihinch (10 ki Sk
s The oot v Thokie sihagern
Wl shat mewe wrcs of e At 0w e ew
B Ll w ahngrr wis (3 IGALN] pad gt s
Tt e TEAMIA8 S b Wnhon v
B e e e
T O el O e St

AEE-T Jowrmal of Emvircanwatal Edecation 7 (14): ax < xx, 2016

1SSN 19068557
© 2010 The for Eanie E  Tharland
Local people’s and of in

Sathing Phra district, Songkhla proviace

Kevrati Wanich', Poagehai Dussosgrojwanthana™

Participatory Mappirg to Shace ideas on Environmental isues
for Changing the Land in Sathing Phra District,

Songhila Province
Community ond Sociat Development Revies:
Kooy Worieh' Vel NoZ My-Decamber 2037
Prngehss Qumrngegetitong’
Snlestadry mens
Ve DA 35 1SRN R3S D
2.
==

Driving factors and impact of land-use change in a fragile nlnhd
towhnd ﬁmugaupﬂmculwul grof y system in

Levsone Jedimbd

. i edias s Kol Processes
GRG 'P bl' - Board Game for Collective Learning ®
ame: Publications  on Green Roof Ecosystem Services -]
T Y
Bl P B N o Rapid assessment checklist for green roof g,
ecosystem services in Bangkok, Thaltand N
Pl s b Dans” T v P Gy S L o
[Pormedismrions
s T e ol o o 5 AN i 44 G 50
'myw—m"i e L —
Im de“nl—r‘ﬁ-‘wmhh*ﬁ
2 & . Tk guming arvinm i b by e plapers
nN¥sISsun s p——— o L > cremad Se¥ w grvem sl
A gt 70 e o LA 00 iy Y e
prechomy by compleing e -
POV VDN UEP GUAPOCHESCRNEOUSIN . ol cdpistpin by ok vocirsLesm o v copipestogoc]
Ty o gt
G A e o vty e o,
| Ryt M g N0 b g Uvbn Thaslind
ey P
Aradon -

]

Neo-Simalation
and Gamiag Toward
Active Eearning

Levsonk fadimbd:
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Future work

- Wetland University Network:
“The role of wetlands in water security for the Mekong region”

Conclusion

- G&Sisnot difficult touse forTtoR/Rto T
- Students obtain many learning outcomes
after using/creating game(s): ‘Learning by doing’
& field study’

- Instructors can produce scientific publications

- More games will be created & use for “share learning” across 4 countries
(Vietnam, Cambodia, Lao PDR, Thailand)
- G&S can support “SD” of local community by:
- Explore diverse scenarios & share learning
- Increase adaptive management capacity

- Coaching students to create/construct games
is important (time consuming activity)

- Advance courses on G&S {online?) are important
for continuous learning

£ ,§ ARISNEINARS
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Day, Date & Time:

Invited Speaker:

Country:

Title:

Webinar - 23

Saturday, 26-06-2021, 15:00 - 16:05 hrs
(IST)

Dr. Marcus Watson, Honorary Professor,
Faculty of Health and Behavioral Sciences,

University of Queensland
Queensland
An Online Driver Hazard Perception

Training Course:  Applying  Simulation

Fidelity and Games

www.lsaga202l.com | isagal021@svyveduin

7% SHRIVAISHNAV VIDYAPEETH 508
< &7 VISHWAVIDYALAYA, INDORE - INDIA . |sAGA

INTERNATIONAL SIMULATION AND GAMING ASSOCIATION (ISAGA)

{5 ABARDP]

52“ANNIVERSARY CONFERENCE
September 6-10, 2021

WEBINAR
On

An Online Driver Hazard Perception
Training Course: Applying Simulation
Fidelity and Games

Speaker : Dr. Marcus Watson

June 26, 2021(Saturday)
03:00 to 04:05 p.m.

Dr. Marcus Watson

Honorary Professor, School of Psychology,
University of Queensland, The Queensiand

REGISTRATION IS FREE

Contact: +91 94066 61558

Register here : https:/forms.gle/xMglwhLB9px6JDaR6
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Webinar Topic

An Online Driver Hazard Perception Training Course: Applying Simulation Fidelity and Games

Abstract

Driving accidents are rare; however, the consequences may be dramatic. Decades of evidence have shown that training the technical skills
of driving does not significantly reduce road accidents. What is required is the development of the driver’s situational awareness to predict
the future state, based on the comprehension of the observed environment and events. The University of Queensland team had produced an
online program that delivers the equivalent of 1000 years of driver experience in 3 hours. Professor Watson discussed the use of the
knowledge elicitation techniques; the fidelity requirements; the application of cognitive learning theory and gamification, which underpin
the program. He also discussed how the choice of simulation methods and gamification motivates learning at the same time as addressing
the accessibility of the training at an affordable cost. This was supported with a synopsis of the empirical findings and discussion on the

implication for training.

Speaker Profile

Marcus is an Honorary Professor in the Faculty of Health and Behavioural Sciences, at The University of Queensland where he leads
research on human factors, education, and design. He has extensive knowledge of simulations and is a national leader in simulation-based
research. He has delivered keynotes, plenaries and workshops including simulations development, serious games, online learning, and
human factors in healthcare. He has extensive experience as a developer and instructor working with computer-based simulation, high end
immersive simulation, serious games, and distributed learning. He has received national awards for innovation based on his work in

simulation.
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THE UNIVERSITY
OF QUEENSLAND

Create change
A thousand years of crash experience in three hours:
An online hazard perception training course for drivers

o

Professor Marcus Watson

The University of Queensland, Australia
Contact: m.horswill@psy.ug.edu.au

In collaboration with Mark Horswill, Andrew Hill, Likitha Silapurem, Nicole
Bemi-Morrison, Francine Smith, Genevieve Kieseker
Special thanks to Paul Jackson

Hazard Perception Training Course

Course innovations:

Use of video footage of real crashes and near-misses
Focus on a skill that predicts crash risk: hazard perception
Use of real world transfer strategies

Use of forgetting-inoculation strategies

Use of deliberate practice strategies

Examples of absents information

Designing Interventions for Non-Technical Skills

Non-Technical Skills are skills required to perform activities or
tasks that cannot be described as deterministic relationships

between the inputs and outputs.

Non-Technical Skills are highly contextual

Situation awareness
Leadership
Communication
Teamwork

Visual arts
Music

Creative writing
Games design

Training Simulation Fidelity

Vestibular feedback

Haptic feedback:
— steering wheel,

— accelerator,

— car seat.

Head rotation and peripheral vision

Rear view mirror
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Training Simulation Fidelity

Examples of incorrect information
* Dash camera offset from the driving position
* Leans distortion
* Image quality:
— colour accuracy,

— pixel density,
—frame rate.

THe Unsvirsry A
\5‘} OF QUINSLAND Hazard Perception Training Course

Training Simulation Fidelity

Examples of augmented information
* Pre activity briefing
* Feedback methods:
— repetition and rewind,
— pauses,
— VOICe oVer,
— Highlighting,
— equivalent examples for alternative outcomes

THE UNIVERQTY
*\.ﬁf‘-”‘ Quessiaso | Hazard Perception Training Course
o VIRALIA

Session 1 - Crash Analysis 1

Crash Analysis

>

Click on this video now

Session 1 - Crash Analysis 1

YoulfE ) ro
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Hazard Perception Training Course

Session 1 - What Happens Next 1

Commentary Drive

THE UNIVERSITY - <
Or QueensLAND - Hazard Perception Training Course

AUSTRALIA

Here are three suggested activities for you to try when you dnive. Please on the activity that you think will be the most

useful to you. We recommend you choose an activity that you haven't tried before.

Commentary drive: | will do a Commentary Drive - in my head - during real driving. | will consider what can be seen,
what can't be seen, and what might reasonably be expected to happen,

What happens next: At various points during my drive, | wil
oceur within the next five seconds, what could it be?"

sonsider the following question: “If a crash was going to

Look for hidden road users: | will identify locations that might need special monitoring because of the potential for

lude: behind other road users, near intersections, around bends, or over
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Hazard perception training course:
Initial evaluation study Hazard Perception Test Response Times

We evaluated the effect on the training course on:

-

1. Hazard perception testresponse times; 2. Hazard prediction test scores;

W
3. Video speed choice test scores; 4. Video following distance scores; 5. Video gap 2 6 1
acceptance scores E 5
In lab At home In Iab At home §4.
Baseline Hazard perception Post-course ._g 3 -
measures: training (6x % hour measures: Hazard 3
Hazard sessions, 1week apart) perception test 2; &£ 2
percepticn Hazard Prediction 31 ]
test 1 test; Risktaking tests Hazard i
perception 0
training Trained Waitlist Control
Horswill, M5, Hill, A, Silapurem, L., Watson, M. 0. [{2021). A thousand years of crash experience inthree hours: An online A1, 47)=12.9, p =.001, n2= .17
hazard perception training course for drivers. Accident Analysisand Prevention, 152, 105969.
Hazard Prediction Test Scores Following Distance Scores
1.8
2.5 4
1.5
o 2 o 1.4
= —
] =1z
=8 =
= 1.5 5 4
= =
= =4
= = O.E -
= 1 =
= = =
= 0.5 oa -
=
i §
E o.Z
= o
Trained Waitli=st Control - - —
Trained Wiaitlist Control
tH48) = 5.24, p = 001, Cohen’s d =1.48 t(48) = 2.99, p = 004, Cohen’s d = 0D.85
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No training effect on... So what were the key game considerations?

Video speed choice: « Context

* Novices: t(48) = -0.43, p = .666, Cohen’sd =-0.12 * The right level of fidelity
* Anticipation

Gap acceptance test scores: * Problem solving

* Novices: t(48) = 0.85, p = .400, Cohen’sd = 0.24 * Feedhack loops

* Small rewards

THE UNIVERSITY
V OF QUEENSLAND

AUSTRALIA

Create change

O

Questions and comments welcome
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Webinar - 24

Day, Date & Time: Saturday, 10-07-2021, 15:00 - 16:05 hrs Wowwisa82021 com | 932021 @swwweci

(IST) SHRI VAISHNAV VIDYAPEETH
VISHWAVIDYALAYA, INDORE - INDIA

INTERNATIONAL SIMULATION AND GAMING ASSOCIATION (ISAGA)

Invited Speaker: Dr. Hidehiko KANEGAE, Professor, éSA G AE E‘l

o 4%
i {e-3:
}$

" ISAGA

Faculty of Policy Science, Institute of 52+ ANNIVERBARY CONFERENCE
) o . September 6-10, 2021
Disaster Mitigation of Urban Cultural WEBINAR
. . . . . On
Heritage, Ritsumeikan University “WHY DO SIMULATION AND GAMES
DRIVE THE DIGITAL TRANSFORMATION
OF CITIES AND REGIONS?”

Country: Japan ~ byDr.Hidehiko KANEGAE

July 10, 2021 (Saturday)
03:00 to 04:05 p. m. (IST)

Title: Why do simulation and games drive the ‘
digital transformation of cities and regions? g
: 4 s

Dr. Hidehiko KANEGAE,
Professor, Faculty of Policy Sdence, Instiuteof . . L . .
Disaster Mitigation of Urban Cultural Heritage,

Ritsumeikan University, Japan

(_ REGISTRATIONISFREE |

Contact: +91 94066 61558 Register here : https:/fi gle/yWFEpYjciCBesdeu?
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Webinar Topic

“Why Do Simulation and Games Drive the Digital Transformation of Cities and Regions?”
Abstract

In this webinar, the speaker portrayed the perspective that the digital transformation of cities and regions is driven by the mechanisms and
phenomena of simulations and gaming. The tight connection between real physical space and digital cyber space is called the digital twin, or
as Kevin Kelly calls it, a Mirror world where the true human brain emerges in an integrated cyber-physical space, SOCIETY 5.0. A statically
connected three-dimensional cyber-physical integrated space requires dynamic behaviours and activities driven by the rules and regulations
of a simulated or gamified society, as shown in the following presentation agenda:

o A four-stage model of urban development from a brain-society perspective;

« Digital Transformation of Cities and Regions (UDX and RDX);

« Simulation-based gamified society drives the Mirror world of Digital-Twinning.

Speaker Profile

Hidehiko KANEGAE Ph.D., Faculty of Policy Science, Institute of Disaster Mitigation of Urban Cultural Heritage, Ritsumeikan University,
Japan. 4th industrial revolution special committee member, Osaka Chamber of Commerce and Industry (2018-2021). ISAGA-EB (2017-
2021) and ISAGA-President (2015-2016), JASAG President (2017-2021), Vice President (2019-2021) of The Pacific Regional Science
Conference Organization (PRSCO) /Regional Science Association International (RSAI) and Japan National Delegation (2015-2018) of
International Society of City and Regional Planners (ISOCARP). Major works: Planner training gaming simulation for regional
sustainable development and planning Exercise Program that is published “INTEGRATED GLOBAL MODELS OF SUSTAINABLE
DEVELOPMENT - Vol. Il, UNESCO Encyclopedia of Life Support Systems.
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ISAGA2021
52™ Annual Conference
Webinar — XXIV

WHY DO SIMULATION
AND GAMES DRIVE
THE DIGITAL
TRANSFORMATION
OF CITIES AND
REGIONS?

HIDEHIKO KANEGAE, PH.D., PROFESSOR

Dpred Feroge 221

Accelerated Paradigm shift by covip-19 toward Society5.0:

Tu.BLE1 HISTORY INDU STRIAL REVOLUTIONS AND HYPOTHETICAL FUTURE PARADMGM SHIFTS

manutacturing Sarvice Caming = Gamifed ooty
nium by Kewir et Induetry (M- industry ICT  5N3-Gams, E-5poTts
ene by Jlame
IMachine Digital
:'ﬂ = Systoms ara s gensra-
fme Labor specinic asra PoPoRe I
' ara
T B
Firet
Sacond Foasrth industrial
Author added settiams o b R revolution (Al
nte iniemal IoT. loE. Giobal
viton “E'm combustion mu‘llnn brain achiechss
nens e motors e !

KEYWORDS:

Matun

. Demand Response
tem/ EV: Elec

CITY: REALIZED HUMAN

Cyberspace

Gamerules

Virtuality
Digital Twin {Mirronworld by WIRED)
Industry 4.0
Software

Dr. Takeshi Yoro, “Brainism

BRAINS DREAMS

physical space

Comfortfeitby
peopie and their

desire have been

|magaqeg and

I com_fortabl .
images in the brain.
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MODERN PLANNING SCIENCE

= SINCE INDUSTRIAL REVOLUTION
1t Paradigm: MACHINE era

B Pre-determinism
2" Paradigm: SYSTEMS era

M ICT, Scalability and multiple-network
3rd Paradigm: DX era
H Digital Transformation & Complexity
Industry 4.0 ongoing toward Society 5.0

A.l, loT, Smart-city and gamified society g

CITIES ARE THE LARGEST AND MOST
POWERFUL LEARNING DEVICES
HUMANS CONTINUE TO BUILD CITIES

- Acity is a psychological ¢ :jllr:‘:,tmru and movement of brains
- Acity Of mult I

- \.JP.lP.Lt“]“ C
- Self-org rzmr: gence

- LJr urturv:

=5 *r7|t_1:ﬁlt 1rr3|1r:po |tr3|'1

SOP: Sense of Place theory
(environmental Psychology)

Mo

Place
Attachment (PA)

HUMANS CONTINUE TO BUILD CITIES

CITIES ARE THE LARGEST AND MOST POWERFUL LEARNING DEVICES
- Planning is man's most powerful and optimal life phenomenon

- Simulation since the days without computers
Quantitative calculation & prediction < Qualitative calculation & prediction

-Is s0C |ﬂt* uilrrﬂr‘th ( ontmll able?

= ob:;er“_iblht_\,
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HUMANS CONTINUE TO BUILD CITIES
CITIES ARE THE LARGEST AND MOST POWERFUL LEARNING DEVICES
- The Limits of Big Cities:

Limits to growth;

- Human's direction of manufacturing and movements are changlng
- Feel- good compacr polices, compact cities, Green cities a
> Inf : : ified and intellectual production:

it ot comfort by brains
it of com |ror-r'rhroug|| :
f comfort by bra and genes "[JLI[*-LJIT of comfort by
ve different direction
he environmental problem of a brain-based society.
> i5 children of humans
vant to be part of the brain society (city) more than they want to be

nature. o

(Sl gpod barerpe X0

URBAN PLANNING/ CITY PLANNING

* Modern Planning after the Industrial
revolution

« City Planning is combination of
(Comprehensive) Master Plan, Spatial Plan
(Landuse), (Economic & Industrial)
Development Plan, Physical Plan, Housing
Policy & District Plan and Social Welfare &
Education Planning

- -> Urban Planning is Development Plan

URBAN GAMING SIMULATION UNDER PLANNING
SHIFTING 1 (AFTER WORLD WAR I)

+1) Urbanization & Sprawl period (till 19707)
» Demands for physical planning

« — Traditional (civil) engineering

. Hard-ware oriented planning period

+7) Stable urban dwelling and edge cites(till1990)

* Demands for living environment, amenity efc.

» —| andscape, vicinal environment, Quality of Life, etc.
»  Soft-ware oriented planning period

AFTER MANY REGRESSIQNS WITH VICTIMS

= (environmental) pollution protections are built-in,
= Quality of Lifeis also built-in,

= Amenities is also built in,

= | andscape is also buili-in,

« Countermeasures for climate changes are now
being buili-in,

= Disaster prevention & Mitigations changes are
now being built-in.
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MEGA CITIES IN HISTORY HISTORY OF MODERN CITIES

-BCA1000 10,000 pop. =

Ancient Mega cies: Mega city growth under moder
Athens More than 1 milion pop. (lndustrial Revo|ution)

!

Rom usza, Corinth, Rhodes ... 1 =2 million pop.

Carthage, Alexandria, Antioguia, More than 2 milion pop.

ucia Economic Growth tendency

Roman Empire

- Factories i3

>

| DO OWN/"
European cities in middle ages 5

Great Expansion 2
SUBURBAN

167 century 1 milion pop.
159 century 1 milion pop. l

19 century 2 million pop. Migration ( Rural — Big Clty )

12 milien pop.

Spatial Cycle Model
HISTORY OF MODERN CITIES ks -
Migration { Rural — Big city —Mega city ) = bgt.@(‘ 3
Public Health Problem, Pollution and Disaster w — -1-31392
plization —_— 151 sta e
The Club of Rome Report ':rwtl-\1 . =— = g =
“The Limits to Growth”, 1972 i - ety — llffcgtrah;atlﬂn
== B == and growth —— = an
The Earth Summit b w: FoMith
Sustainable Development, 1992 ﬁlt;:n = g wi
< Turning Points for Social Leamning = bt
= %,
£y
2045 o — B A
omation AR Soc % ks
olution & Gaming S

SCM sourstiessenst sifi9s3 T, J. Pasr{2010) — i
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ndai-framework 20620
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growth

v Urba Agenda 2635
Green recovery (spatial distribution)

COVid—1 e Digital Twin (Cyber Distribution)

Ea(“ & E-Government 2.0
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anm:r‘ Economy, Digital Tax, Al Tax
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Richard Florida
Creative Capital.
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Urban v.s. Rural > Connected society STRUCTURE OF
- Agglomeration and dual-/ multi-habitation PURE MECHANIZED ECONOMY

RURAL : Renewable energy zone P
with Agritech. Fleet warehouse Solar-Agritech farming land INVESTMENT Machines Al & Robot without humanLaber
Fisherytech & loT Infrastructures
Forestrytech _Smart city
‘ DOWNTOWN

Counter urbamzatlon CBD °, Shrinking

i Technology
~gentrification |

High-security

society sSeots  Multi-Habitation
RURAL Rt ‘
Full {(100%} automated SUBURBAN TOWI‘I and country e + ... % universslBasic
Rlalies Facery Vegetables Factory buildings Ao s neem=

Primary & Secondary Industrial area I Natural/ Artificial nature area | ir‘||::|:|rr‘|Ee redistribution
- — Robatics tax

Beveloged areﬁ )
(Ul'bamzed al'ea) S rafhkenegae 2021 Author added and modified iginal =0 “T. Inoue Bunshu Bunko

DX/ICPF CYCLE MODEL Dyson sphere & the Kardashev scale
Gamified Society

Neo 27 Stage: i akina over Freeman D‘_\I’SO“ In his Typel: Harness all Earth’s energy (Cur human will
Growth while expanding into the nybervmr d b ek o 1960 paper "Searchfor  Flanstay reach 100 -200 years in our future)
< ora o e
CHa ke ‘Neo 1st stage: e eakich Artificial Stellar Sources ?;E:"II —
. i OX and Growth of Infrared Radiation” Stellar systemn = Dyson Sphere
. Innovation - ellige Mikolal Kardashev was  Tye=1i: AW Centreling over a planet, to a star, Nothing for
SOC|ety 50 : looking for signs of Galaxy tErTE T LT crr e BT
. D rl'\fe n & ' qhﬂ'ne‘lu.::utganlsm, beings tﬂjth.blﬂm|
Neo 3™ stage: evtraterrestrial life and robotic) then becomes galacictraversers

cyber and real worlds

& | e inin cosmicsignals

< Cyber-Physical Fusion :

i L =] e Type V. Harness all universe.
' ul s sivilizatien
dom from labor 3 bros B = = G2is hypothesis

Type\W: Equal of In all universes! multiverse and in all time-
Wholespace sllenergy lines:= Time Traveller multiverse
e 18
I Typel: O situation 221 century, but 2041 or 25 will
<5hifting Infosphere> - be chifted Type |

n atage: i
Neo 47 stage: The end of the Anthropocene © pralh -
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HOMO LUDENS and HOMO DEUS

Homo Luden= is a book written in L8328 by Dutch historian
and cultural theorist Johan Huizinga.! t diecueses the
importance ofthe playelement ofculture and society.
Huizinga suggests that play is primary to and a necessary
(though not sufficient) condition efthe generation of
culture. The Latin word Ludens isthe present active
participle ofthe verb ludere which iteelfis cognate with the
noun ludue. Ludus has no direct equivalentin English. as it
simultaneously refers to eport. play. echool.and practice

Homo Deuws: Yuval Moah Harari envisione a near future in
which we face a new set of challenges. Homo Deus
exploresthe projecte, dreams and nightmares thatwill
shape the twenty-first century and beyond —fram
overcoming death to creating artificial life.

Source: Wikipedia

Machine SIMULSTION
Physical Simadator S Mon-physical SimudatorHuman  SIAMUPLATION

MODEL WORLD WIEW

FREDICTICOHN

RECOGHITICHN

EEH.& W IORS

FORECASTING

Hu

REPRODILCTION

LEARHMING

ted

D‘I’I‘\LM'.IG_ )
an particip

RAILOUR

Simulation
LESFSOMHS LEARMHED FROM FAILCUR

CAUSE-EFFECT

RELATICHSHIF
GAM | MG SWWUILATION

EDUC AT IO TRAIMING

SIMULATIOM
Ban-sachine 5 a0 LT o

History of Classes

Ancient
Iruling class (citizen), ruled class (slave)

Medieval and early modern times

VAristocrat (manor lord) class, serf (crop) class, dweller in a wall
(bourgeoisie), slave

Modern

"Wopper class (Royal, noble, land owner), middle class (industrial capitalist:
bourgeoisie).Working class (including maternity class, farmers), lower class
20t Century (Biosphere: Biosphere)

WWealthy, middle and poor

Mear future (Cyber-Physical fusion sphere)
se Useful Class. Useless Class, Mental Rewarded Class

21st Century (Information Area: Infosphere)
"MNew wealthy people, Gaming Class: new creative classes (204

Generations), novices (including performers), new downstream [ poverty
people (emotional services workers)

Important

Learning by Doing
Not education

-> Education is policy phenomenon
With Facilitation

With Debriefing
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Advantage of Gaming
Simulation
Torecognize whole
dynamics/behavior
Torecognize complexity
To understand model/systems

To aware world view/birdview

New stream:CivicTech and Citizen-Science

Open Data

+ 3DCG of Tokyo created by satellite data andAl
* Code for (Area)

*EdTech

+ SDGs and Green Diplomacy needs Digital Transformation
(DX) which changes our society:

Gamified Society/ Gamified Civil Society

» Gamification for (civil) society
to achieve goals or managing stable/sustainable
dynamics of entire society under game rules

* Under what conditions game like dynamics
enhance public participation?

Concluding remalrks

ndustrial Revolution
Rapid migration, Diuiu:ling'simpliﬁed mono-landuse
Connecting mono-landuse by meE:hamzecI transportations and lines

Satellite city/ Bed town in Suburban area
( mass-consumption society )
Gentrification, Gated town Shared economy, IR4.0, VR/AR

Gaming Society &Iz'ure Mechanzed ESG Econony,
e-Sprots & Gamification

Resilient City & Compact City

CivicTech with digital native, useful class renewal, gamified-person, ESG educations
are needed toward 2030

309



Webinar - 25

Day, Date & Time:  Saturday, 24-07-2021, 15:00 - 16:05 hrs
(IST)

Invited Speaker: Dr. Toshiko Kikkawa, Professor at
Keio University, Tokyo

Country: Japan

Title: Disaster Prevention and Awareness
Education  Using  Simulation and

Gaming

Contact: +91 94066 61558
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Webinar Topic

Disaster Prevention and Awareness Education Using Simulation and Gaming
Abstract

The resource person demonstrated how gamification is grounded in Japanese society, especially in the field of disaster prevention and
awareness. Games and game-related activities have been common and pervasive in the field, partially because of the community self-
education approach for mitigating the impact of disasters. The game “Crossroad”, a tabletop exercise, is a pioneering game that has
increased awareness of the effectiveness of gamification in the field. After it gained popularity, various games were developed by ordinary
people, especially those who had experienced natural disasters or are expected to be victims of future disasters. This trend is a reflection of
Japan’s generally bottom-up culture. The success of the Game Market, which is held three times a year in Japan and where independent
game designers develop games, shows that gamification is embedded in Japanese society. In addition to these trends, researchers and game

designers have also contributed to disaster prevention and increasing awareness.

Speaker Profile

Toshiko Kikkawa, PhD is a professor at Keio University, Tokyo, Japan. She is a social and organizational psychologist with expertise in
simulation gaming and risk communication. She started her career as a game researcher and facilitator in 1989 and has designed many
games for educational purposes since then. She is also interested in training for improving risk communication using gaming simulation.
She has been the vice-chair of Japanese Association of Simulation and Gaming (JASAG) since 2015 and was the Executive Board member
of the International Simulation and Gaming Association (ISAGA) from 2012 to 2016. She is the co-editor-in-chief of the international

journal of Simulation and Gaming.
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Disaster education using
simulation and gaming

Toshiko Kikkawa
Keio University

Today’s talk is
based on a
chapter of this
book:
“Disaster
prevention and

awareness”
https://link.springer.c
om/chapter/10.1007/
878-3-030-68207-
117

Transforming Society
and Organizations
through

Gamification

Key points of today’s presentation

1. Gamified approachesin Japan for
disaster education

2. Key playersfor disaster education: Local
people

3. Japanese bottom-up culture may
enhance the trend

A turning point;
The Great Hanshin-Awaji earthquake

» Qccurred at 0546h on Jan. 174, in 1995
v The earthquake was 1.2 in magnitude

o Occurred directly beneath Kobe, with a
population of 1.5 million
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The Great Hanshin-Awaji earthquake

» More than 6,400 people dead
» 15,000 people injured

» Around 70% of people were saved by people

in the community

+ “Self-help, mutual help, and public help” has
become a motto of disaster management and
sharedin Japan

+ Voluntarydisaster managementorganizations
(Jishu Bosai Soshikihave been established in
communities

Taro Town, lwate prefecture
(Before the earthquake)

The Great tast Japan carthquake

 QOccurred at 14:46h on March 11, 2011
« Had a magnitude of 9.0
+ Killed more than 21,000 people.

Taro Town:
After 3.11,
2011
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Why traditional education is not Case study #1

sufficient for disaster education? DIG (Disaster Imagination Game)
1. The hazards of disasters differ from region to region * The first game that gained recognition in disaster
* The Great Hanshin-Awaji case: Vulnerabilities of urban area education
* The Great East Japan case: tsunami * Developed by Assoc. Prof. Takeshi Komura in 1997
2. Types of disasters differs * A workshop-style simulation that uses local area maps

* Earthguakes, volcano eruptions, typhoons, floods, etc.

= As a result, each community requires custom-made
educational methods and materials that reflect the
possible situations in the community

- Games have an advantage, as they offer flexibility for
changing content and rules

DIG (Disaster Imagination Game)

* Although DIG cannot be categorized as a game in the
strict sense of the term, it opened the way for games as
a part of disaster education

* Since the term “Game” associates with “play” in Japanese,
the game had been misconstrued as inappropriate for
disaster education
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“Crossroad”: A brief history

Case study #7
Crossroad

Discussion follows...

’ e et G N ) )
R MR R l \SIOI’) /

/ /’ &
ERAD B ) 5 0 ASF IS /
ROTLIESL. TL AW

”

AICERRET SR
L. ARERYLsOLRM
HBHD,

May | change WO EMLTLES?

my opinion? :
Yes (#4)
O% g
No (#EHMGLY)

Turn the cards face up

Originally designed as a tabletop exercise for
disaster response training

First published in 2003

Started to be sold at bookshop of Kyoto Univ.
in 2004

The contents of the game was based on the

interviews of the city employees of Kobe who

experienced the Great Hanshin-Awaji

earthquake

* The interview started in 2003, meaning 8
vear reflective process of interviewees

Flow of the game

Put either a ‘YES or ‘NO’
card, face down

Majority = b/ue m‘rzagutoni 2
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Fact ( Kobe#1008)

[ Crossroad: Kobel1008 W « Onthe 18, 223,217 people were at
shelters
OYou are ... in charge of foods at a shelter.
OSseveral hours have passed since the disaster. * ?6’000 m_eals’ 365’000 loaves of bread
Reliable information was obtained that 3,000 people were available on the day
are evacuated at the site. 2,000 meals are secured . :
currently. There are no further prospects at the + The difference b.ETJ[WE?E‘I”I equallty and
moment. Do you distribute these 2,000 meals to needs was a major concern
start with?
NO
=
Two main characteristics of the Variations
original rule _
- Kobe (disaster response)
- ‘Closed question’ to ‘Open question’ « For citizens (disaster preparedness)
* Yes/No — Why? How? - Safety management for volunteers

« Unique opinion gains ‘gold zabutor’ infecti di
« The rule encourages participants to * INTECTioUs disease
express their minority opinion in the safe « Food risks

environment nfl
« E.g.‘l chose Yes because | want a gold *intiuenza

zabuton.’
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-~

Baguio, The Philippines

( Crossroad(Small-Scale Miners1) |

O'ou are---an Inspector

OSmall-scale miners use mainly mercury and
cyanide for the production of the gold, not
environmentally sound. Environmentally sound
mining tends to cost more.

ODCo you enforce SSMs in your village to use a new
method, which is environmentally sound?

YES NO

(To enforce ) (Not to enforce)
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volunteer at an evacuation center

eaningfrom 311 disaster

= You are distributing food. One hundred
and fifty loaves remain, but their

expiration date is today.
n O O < u a re a * Do you distribute loaves to whomever

wants them?

N

S (Do not distribute
{ Distribute them) <:::> them)

YES

A Ietterfrom 3 Cit‘y’ employee O]C Sendai | Meetingoffacilitators heldin April, 29,2013

+ “Having experienced ‘Crossroad’ before the 3.11
earthquake was a truly invaluable experience for
me. Although the nature of the disasterwas
differentin detail, the structure.i.e.. incessant
decision making necessary for disasterresponses,
was almost the same for me. | often recalled and
reflected the discussion during the game play
whenever | faced dilemmatic situations. In this
sense, | think lessons learned from Kobe is not
outdated evenif it happened 18 years ago.”
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People from Tohoku area talked about 3. People from Kobe shared their experiences as well
experiences

Participants also shared their 3.11 experiences

Other games
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Bosai (Disaster prevention) Duck!

pa———— ———————

| +Arts N PO) introduce game elements to
_ disaster drills
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The Game Market

* The largest tabletop game eventin Japan

= Held 3 times annually (2 in Tokyo, 1 in Osaka)
* FYl: Owver 25,000 participants across 2 days in the spring
Market in2019
* Key characteristics: Exhibitors are mostly independent
game designers
* F¥Il: 350 out of 454 exhibitors of the 1=F day of Tokyo Game
Market in 2018 were independent game designers
* Like the Comic market (Comiket), this is a grassroots
event, founded by an elementary school teacher

Another example of the
Japanese bottom-up
culture related to games
The Game Market
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Disaster education using S&G

= The general bottom-up culture and volunteer disaster
prevention organizations play important roles in
disasters education

= Mot only the games themselves but also the whole
learning system using games have contributed to the
disaster prevention knowledge and increased public
awareness
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Webinar — 26

www isaga2021.com | Isaga2021@svwweduin

Day, Date & Time:  Saturday, 07-08-2021, 15:00 - 16:05 hrs SHRI VAISHNAV VIDYAPEETH
g‘é_f "’ VISHWAVIDYALAYA, INDORE — INDIA

( I ST) INTERNATIONAL SIMULATION AND GAMING ASSOCIATION (ISAGA)
A

Invited Speaker: Dr. Alexander Schiller, Trainer, Facilitator g SAGA E[]E]

52 ANNIVERSARY CONFERENCE

at FSU Jena September 6-10, 2021
WEBINAR

EVERY GAME IS
Title: Every game is a framegame! A FRAMEGAME!

by Dr. Alexander Schiller

ISAGA

Country: Germany

August 07, 2021 (Saturday)
03:00 to 04:05 p.m. (IST)

Dr. Alexander Schiller
Trainer, Facilitator,
Coach, Priv.-Doz. at FSU Jena, Germany ~~ * &

(_ REGISTRATION IS FREE R

Contact : +91 94066 61558 Register here : https://f gle/GQ2io}) 7
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Webinar Topic

Every Game is a Framegame!

Abstract

With games, we can learn effectively concepts, procedures, skills and knowledge. All instructional games have both content and activity; a
framegame is deliberately designed to allow easy loading and unloading of one’s own content. Framegames have four activity
characteristics: Conflict, Constraint, Contrivance, and Closure. Usually, the conflict in a game takes the form of competition among players.
Rules give constraints to control the players’ behavior. Further, games contain artificial elements that prevent people from taking it too
seriously (contrivance). Finally, termination rules in games bring the game to closure. In instructional framegames, one can also vary
Conflict, Constraint, Contrivance, and Closure to create a new learning experience. In this webinar, the resource person explored how every
instructional game can be seen as instructional framegame. The best way to vicariously explore a framegame is to play it. Then content and

activity can be changed to create a new game.

Speaker Profile

Dr. Alexander Schiller is a habilitated chemist and works now as trainer, coach and facilitator for scientists. He developed innovative
academic teaching at LMU Munich (D), EPF Lausanne (CH), UC Santa Cruz (USA), and University Jena (D, “Lehr-Zertifikat Advanced”,
habilitation in 2015, Venia legendi in inorganic chemistry). In addition, he is a “Certified Facilitator” and “Certified Advanced Coach”
with The Thiagi Group (thiagi.com). His company, Schiller & Mertens, has trained over 11 000 scientists worldwide in hundreds of

seminars, coachings, consultings and lectures since 2011 (since 2020 coach in the Planck Academy).
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SCHILLER &) MERTENS

Every game

Is a framegamel!

Facilitators with scientific background
SCHILLER @ MERTENS work on transferable skills

- EMPAG: = |
, e & X
| chemistry | | bréssc. | [Postdoc | [ Lab | | Juniorprofessor |

SCHILLER &) MERTENS
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Every game is a framegame! Characteristics of games
+ Homo sapiens, homo faber, homo ludens

Lo
« Playing games can be efficientlearning @’9’“41; . n @ <@ ™

L z i
+ We do not learn from experimental playing 21-,,\,@ ‘-,*E_,.' ..l"-r._‘-'-"l.
* Weonly learn fromreflection on our Conflict Constraint Competition

experience

+ We can develop reflection by seeing every
IS
game as framegame pd

« Forthat we need to change our attitude! Collaboration Contrivance Closure
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Characteristics of framegames

e i8r BRR

Change Change Change
Conflict Constraint Competition
zr &y
Change Change Change
Collaboration Contrivance Closure
1 Blnaekt Please correct the
> Bde misspelled words
3 Cofmoterr silently for yourself
4. Deram
5. Marttses
6. Npa
7. Piolwl
8. Shete
9. Snroe

How can play with the magic
trick as a framegame?

Please think of a five-letter word

S P
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Did you think of

SLEEP

Questions

Who and what primed
us to see gamesas
stupid, silly activities

children play only?

Who and what primed
us when playing
games that we should
not change rules and

characteristics?

scrap

stamp
steep
strip
scalp
setup

sharp

scamp

scoop
sheep
stomp
sweep

snoop

Why not

alternatives?

Learning points

We unconsciously
prime people with
our introductions,
instructions, and

comments.

We can avoid
negative priming
and increase
positive priming by
being mindful of

what we say and do.
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Every game is a framegame!

+ Homo sapiens, homo faber, homo ludens
= Playing games can be efficientlearning

+ We donot learn from experimental playing
« Weonly learn from reflection on our

experience and with our biases

+ We can develop reflection by seeing every
game as framegame

+« Forthat we need to change our attitude!

Simulation game for assistant
professors before tenure

Machi Koro
japanese firTO O

Every gameiis

By Thiagi

a framegame!

" the thiagigroup
S

improving performance playfully
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Webinar - 27

www.isa0a2021.com | isaga202)@svvv.eduin

Day, Date & Time: Saturday, 14-08-2021, 15:00 - 16:05 hrs N SHRI VAISHNAV VIDYAPEETH
(IST) “&' VISHWAVIDYALAYA, INDORE - INDIA

" ISAGA
INTERNATIONAL SIMULATION AND GAMING ASSOCIATION (ISAGA)

Invited Speaker: ~ Mr. Jawahar Bhalla, PhD Candidate, !S E]

SZ% ANNIVERSARY CONFERENCE

University of Adelaide and Principal September 6-10, 2021

Systems Engineer, Shoal Group Australia LG

_ REALITY — AN EVOLVING
Country: Australia EMERGENT CREATION IN AN

INCREASINGLY DIGITAL WORLD
Title: Reality — An Evolving Emergent Creation By M liwakar Bhalla

August 14, 2021 (Saturday)

in an Increasingly Digital World 03:00 t0 04:05 p.m. (IST)

Mr. Jawahar Bhalla
Principal, JB Engineering Systems.
Sydney, Australia

(__REGISTRATION IS FREE )

Contact: +91 94066 61558 Register here : https://forms.gle/y2BKSQ3WLjAgeuBi7
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Webinar Topic

Reality — An Evolving Emergent Creation in an Increasingly Digital World

Abstract:

People live in an increasingly interconnected socio-technical-digital construct. Technological innovation, further catalysed by the
Pandemic, is driving the migration to an increasingly virtual world. Platforms such as Facebook and LinkedIn have replaced traditional
means of social and professional interactions, digital currencies are on the rise, virtual gaming is viral while AI/ML/DNN are all pervasive
and surreptitiously shaping thinking and choices. People are in the throes of the greatest societal paradigm shift in recorded history, and
Systems thinking, modelling and simulation will underpin their safe passage through these fast-changing exciting yet challenging times.
This presentation looks back at the advent and use of systems concepts, modelling and simulation, followed by a deeper focus in a
contemporary defence context, around advances in fighter-aircraft “generations” and the associated innovations in modern-day flight and

mission simulation. Concluding focus shifts to the concepts, proposing a human-cantered framework for better understand.

Profile:

Jawahar Bhalla is a passionate Systems professional with experience across multi-national organisations in technical and strategic
leadership roles delivering complex capabilities. He contributes to the advancement of Systems Thinking, Systems Engineering and
Modelling & Simulation locally and globally, through leadership roles in peak bodies including the Systems Engineering Society of
Australia and Simulation Australasia. He has a BE in Aerospace Engineering and a BSc in Computer Science from UNSW, a Master’s in
Systems Engineering from UNSW@ADFA and is a current iPhD candidate on an Australian Government Research Training Program, with

industry partner Shoal Group, at the University of Adelaide, Australia.
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@ Systems Archetypes- “Fixes that Backfire” |
— sometingnost ™ Sy | Dayak people in Sarawak, Borneo

Jawsahar Bhalla (1B}

PhD Candidate Uni

The langerwedeky focusing on
the fundamentalselution, the
more compiex and harder it gets
from unintended emengent
consequencesfrom aur
sym promatic “quick fixes"

https:/ /voutu. be/FzubU:ofldc
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The lengerwedeky focusing on
the fundamentalsolution, the
more compiexandharder tgets
from unintended emergent

consegquencesfromour
symptomatic “quick fixes”

outu.be/E2u0Uofide

https:

'thathaue beendeve}oped oa.'erthe pastfrﬁ:l,n,'ears 1o
ricdieate], and tohelp too them effective

PEfsoﬂawiew-) Systems Thinkingisa oo ;
£ of the worldwelve m.todeal and effectively with the

THE ICEBERG MODEL

What "quick-fixes™ are we makingand what will our legacy be for futﬁre generations ?

Launch Poll 2

Thie iceberg Model is a Systems Thinking teol that helps usdiseover
anddeal and =y with “events” through understanding
Partermns of Behaviour, siruckures/architectures and urderlying mental madsls,
helping identify the greatest leyeqage solution aotions for holistically selving
probiems whilke minimising unintended emergent CORSEGUENCES,




THE ICEBERG MODEL

Medelling & Simulation = Contextual Definitions

React oo WHAT? A Maodel is a Physical|, Mathematical or Logical abstraction for a particular purpose

= . (i.e. a suitable representation, perspective, view. . )
dntic;@;;ﬁ..".mf? . g A Simulation isan Enactment (Method of Implementing)) a Model over Timea
' HOW?

= gl
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B  demelamesdowag
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Air Force

Primarily, a mix of Gen-4,4.5, 5
with hh un/ Integration
(HOTAS, HUD, HMD)

Sensorlntearation—Tadical Datainks

SensorFUSIon—5th Gen (4.5 Gen)

Disruptive - Operations & Training

Air Force

Primarily, a mix of Gen-4,4.5, 5

with high Human/Machine Integration
(HOTAS, HUD, HMD)

Sensorintegraion —Tacical Data-Links

SensorFusion—5i Gen (45 Gen)

Disruptive - Operations & Training

Creating a “perscnal” COP
using shared information
over g Tactical Data Link

Sensor
Integration

Cresting a“shared” COP
using sensor data between
sensors on each platform
over a “standard” interface

Sensor
Fusion
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Simulaten

Air Force

Gty et oo e
using shared information "9 s 0n each platform
over. a Tactical Daa Link S0 “ a5

over a “standard” interface
ntegration

(HOTAS, HUD, HMD)

Sensorintegration —Tacical Data-dinks

SensorFusion—5th Gen (4.5 Gen)

Sanaar

FUSIon

Disruptive - Operations & Training

Air Force

Primarily, a mix of Gen-4, 4.5, 5

Complex & Hig :
Platforms subject to Configuration changes
/ evolving Operations

Metworkdng interconnecii) —DISHLA
LV Interoperabiity — 5th Gen (45 Gen)

- Fundamental to Defence Capability
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Santiago theory of cognition 5 7 Mental Modefs are deeply ingrained

“The living system reacts with its enviranment p [ S C a“‘”"’;’:‘_"“ 9“":‘[]’:‘,’?’“‘”‘5» or ':V@"
fo bring forth a sense of awareness...." - pictures of images that influence how we
Hunceno Maturan- ur *and the mﬂd and how we take

S Efficiencyis
sl st o, dit i \ Doing things right
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EVERYTHING WE CONSIDER TO BE REAL (TRUE) IS ANABSTRACTION (AHMODEL) OF REALITY (THAT WHICH WE
BELEVE TO BE 1), BUILT UP THROUGH OUR LEARNINGS, PERCEPTIONS AND EXPERENCES.

“We don't perceive the world we
see. we see the world we
pevceive” - Hupberto Maturana”
| BN e Al |
\, - "Autopoiesis” © IS

We are all in agreement then.

EVERYTHING WE CONSIDER TO BE REAL (
BELIEVE TO BE

} 1S AN ABSTRACTION (AMODEL) OF REALITY (THAT WHICH WE
1), BUILT UP THROUGH OUR LEARNINGS, PERCEPTIONS AND EXPERIENCES.

QUR PERCEIVED REALITY (WE BELIEEVE TO BE *THE *)APPEARS TO ITSELF BE ASIMPLF
. ABSTRACTED (FOR OUR PERCEPTION) INTO OUR PHYSICAL SPACE-TIME CONTINIUH

£ 5 FORM OUR E f 15 — EVERY DECISION /CHOICE WE MAKE EMPLOYS OUR MENTAL
A SIMULATION OF EVENT AND OUTCOHES THAT RESULT IN A FEELING-BASED CHOICE OF RESPONSE.

EVERYTHING WE CONSIDER TO BE REAL (TRUE) IS AN ABST ) OF REALITY (THAT WHICH WE

BELEEVE TO BE

), BUILT UP THROUGH OUR LEARNINGS, PEﬁCEPTIONS AND EXPERENCES.

¥ ove my hentage,
enyironment, my
relationships, and my
aspirations
Withoug these, | am ok

“Cogito, e¥g0 sum”
(Rene Descartes)
“} think therefore | am”

OUR MENT! 5 FORM OUR HIE f
MODELS IN / 1ON OF EVENTS Al

5-EVERY DEQ SON/C HOE WE MAKE EMPLOYS OUR MENTAL
UTC OWESTHAT RESUIT NAFEELING-BASED CHOICE OF RESPONSE.

EVERYTHING WE CONSIDER TO BE REAL ( 3 15 AN ABSTRA N (AMODEL) OF REALITY (THAT WHICH WE
BELIEVE TO BE ), BULT UP THROUGH OUR LEARNINGS, PERCEPTIONS AND EXPERIENCES.

OUR PERCEVED REALTY (WE BELIEVE TO BE * “JAPPEARS TO ITSELF BE A= E
=EF ,ABSTRACTED (FOR OUR PERCEPTION) INTO OUR PHYSICAL SPACE-TIME CONTINIUH

5 —EVERY DECISION /CHOICE WE MAKE EMPLOYS OUR MENTAL

MODELS IN A SIM N OF EVENT AND OUTCOMES THAT RESULT IN A FEELING-BASED CHOICE OF RESPONSE.
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Launch Poll 3
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Day, Date &

Time:

Invited

Speakers:

Country:

Title:

Webinar — 28

Saturday, 21-08-2021, 15:00 - 16:05
hrs (IST)

Mr. Bharat Jukaria, Manager,
Marketing and Sales, Health Sector
Dr.Vinod Dumblekar, Founder and
CEO, MANTIS, New Delhi

India

Development of a Project Simulation

Warw Azl come | a0 esvvyacun

SHRI VAISHNAV VIDYAPEETH e
VISHWAVIDYALAYA, INDORE - INDIA = =,
INTERNATIONAL SIMULATION AND GAMING ASSOCIATION (ISAGA)

1oABARDP]

SR ANNIVERSARY CONFERENCE
September 6-10, 2021
WEBINAR

— On

DEVELOPMENT OF
A PROJECT SIMULATION

by Mr. Bharat Jukaria and Dr. Vinod Dumblekar

August 21,2021 (Saturday)
Time: 03:00 - G4:05 p.m. (IST)

&~

Me. Bharat Jukaria Dr. Vinod Dumblekar
Drputy Masager Madteting, CEC & Foundes, MANTYS,
D Ll Path Labs, New Dei, Inia Newe Do, by

{2
BN U

(" REGISTRATION IS FREE

Contact: +91 94066 61558 Register hee : https.//farms.gh iy P2k
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Webinar Topic

Development of a Project Simulation
Abstract

A simulation was designed and developed so that participants could acquire a speedy understanding of the conceptual structure and
processes of a project. A game is a metaphor; therefore, the resource persons studied a socially familiar phenomenon that served as their
model for the simulation. The presentation described how project process was simulated. The design evolved from a blend of exhaustive
research, discussion with practitioners, prototyping, and experiences and insights of the resource persons. The simulation participants
played in teams of four members each. Each team was exposed to the resources, problems and goals of the project. The participants learnt
from each other while they took decisions, used their resources and reviewed their actions in the simulation. Facilitation was concurrent to
the play. This presentation described how the simulation was made so that it could encourage aspiring designers to build simulations for

themselves.

Speakers’ Profiles

Bharat Jukaria is a manager with over ten years of experience in marketing and sales in the healthcare sector. He is a postgraduate in
business administration. He is keen to develop simulation games of social relevance for participants to learn better decision making and

effective financial planning. His interests are in photography, travel, cricket and forestry.

Dr Vinod Dumblekar designs, develops, conducts and researches business simulation and other games in his 18 year-old firm, MANTIS.
The players are career managers and students of management and engineering. He has taught postgraduate students in finance, strategy
and entrepreneurship courses. His continues to guide and review research, manuscripts and theses. As a member of ISAGA since 2004, he

has attended six annual conferences and three summer schools.
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Driving through the fog — UC of VUCA

Goal? Milestones? Why?
People: beneficiaries and suppliers?
Rules: constraints and actions?
Resources and limitations?
Uncertainties, failures and delays?
Assessment, measures, evaluation?

Why this project?

A well-known process or event
Few resources. Few metrics.

Simulation, not game; serious game!
Emotion, mystery and surprise
Choices, decisions and misunderstanding
Errors, delays, costs and disappointments

Shadi Project, 2018

The parentsand elders meet.
They decide that their children will marry.

What are the actions, resources, milestonesand goals?
Who are the players? What are their specific roles?
What do they specifically do and when?

What are the costs and cashflows?

Who monitors, oversees and records the micro-events?
First-cut design: fishbone and critical path to be drawn

The marriage is over
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PERT Chart

Wedding 2018

Videographer

Clothes,
jewelkery

AwWedding hall
APujari

AFood
Alnvitation
BVehicles
BClothes
BPhoto video
BReturn gift

BHotel
CHairdresser

CMehandiwaale

CBand, horse
Jewellery

Makeup Artists
Wedding Planher’

Details Notice (days) Units Rate(Rs) Cost(Rs) Advance (davs) Advance (%) Advance (Rs)

180 1 200,000
30 2 6,000
45 500 200
30 2,000 22
15 6 1,400
30 15 1,500

3

600

8

2

4

1

30 5

30 1

200,000
12,000

100,000

44,000

50%

20%

&

5,000

1,000

3,000

Design problems

1. Who isthe learner?
2. What should the player do?
3. The goals: what must be learnt?

4. What resources do the players need?
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Development problems &

Teams and players

Representing and shrinking time

Covid19 effects: rehearsals

Markers, colours and graphs

Resources 2

Profile cards. Event cards.

Accounting statements
Markers and tokens

Manual

Profiles &

-

THE BRIDE. Preeti Singh (27) is the elder of two daughtersof
Sita and VeerSingh of Lalgarh, a small town. Preeti and her
sister became the first graduatesin their familyand Lalgarh.

THE GROOM. Baldev Kumar(32) is the second child of Gaitri
and Murli Kumar, who stayin Bhumi. He is a science graduate
and an executive in Hamaara Bank since six years.

Gameplay &

The manual. The briefing.

Bride and groom teams, player profiles
Tasks, stages and documents
Penalties, sample transaction

The pujariis the first stage
Gifting the married couple is the last stage

Graphic al progress
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Pujari

PUJARI, Rs 2,000 advance

GUNJAN SHUKLA

Friendly, 45, casual, local and well-
known. Rs 5,000.

RAMPARSHADTRIPATHI

Professional, 62, punctual, irritable.

Rs 6,000.

Guideposts

Rs 8,000/ 10,000

[ PARITOSH JOSHI

New to Nainital, 54, price includes
assistant and pooja saamagri. Rs
12,000.

RAMESH THAPLIYAL

Bhimtal resident, 35, professional,
streetsmart. Rs 7,000. Known to both
families.

PERT chart
Malcolm Knowles’ (1967) Andragogy
Mihaly Csikszentmihalyi’s (1987-90) Flow
Raph Koster’s (2004) Fun
Dumblekar, Dubey & Dhar’s research, 2021

& ;//( Grielle € / Vilcric (/<)/ Dirececre
=

And

\(/' / @S Cre ( j"/(///f (7’/ /,,)y/‘) al

Andragogy - Knowles

* Adults need to know the reason for learning.
Their experience of events and errors is the
basis for their learning. They want to be
responsible for their learning.

* They are most interested in learning subjects
having immediate utility to solve problems, not
satisfy curiosity. They respond to internal
motivators.
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Flow - Csikszentmihalyi

* The mental state of full immersion in an activity
* Feelings of energetic focus, full engagement
and enjoyment in the process
* In essence, flow is the complete absorption in
what one does

Player satisfaction

Dumblekar, Dubey & Dhar’s research

1. Memorable experience
2. Excitement
3. Team victory

4. Learning

& }‘; ['v»,"“ ™ /‘y,? N w
A 5 \WAZRYS
S VRE N

N
"Fun in games arises out of mastery.
It arises out of compre}\ension. It is
the act of solving uzzles that
makes games fun, With games,
learning is the drug.

Fun - Raph Koster

Tasks due and aspirations

Actions for service providers

More interactivity, disputes and problems
Satisfaction: scoring, humour and gamification

Measuring progress and learning

Online game; haptic =board + card games
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What did we learn?

Research is fun! To experiment = to innovate!

Two can do faster and betterthan one

Learn from prototyping (Kolb, Bandura, VUCA)

Thoughtful repetition sharpens the learning curve

Saturday, Auguer 74, TR0 Bharat Jubaes, Vinad Dumbled s 22

Meta-learning

It’s a frame game! It’s so easy to make one!

Interaction produces insight; | = i

Every player is both student and teacher

To create is to learn! (Bloom 6)

Secret-of good design: knowledge vs insights! =

ddémdﬁ'&) Dzigki BJIATO/IAPHOCTD

UauAATY
-

E?]

— - ; e Wle i
aci (@SS > ’"ﬂ «B oot
lab‘al;‘ R ‘Tack ,;3&!&1 Hepes .
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Epilogue

To aid in building capacity, a gaming and simulation trajectories with Region Stockholm and 4 pilot municipalities are
focused for better design development based on approaches reflected upon the methodological learnings obtained. Serious
games are experiential learning environments supporting the journey and can take an analogue, digital or mixed reality
form. The concept of simulation continues to be an essential part of human activity and also a problematic one. In
companies, the simulation of alternative scenarios is sometimes added. All these simulation game developments are based
on the fact that they happen on theoretical assumptions and models.

Advantages of Simulation & Gaming (S&G) for building community resilience are well focused domain and having
increasing importance of community resilience against disaster. Strong and planned strategy are needed for the evolution of
gaming simulation design as a learning technique for the design practice and the construction of future scenarios in the field
of territory and urban planning in particular.

At the intersection between simulation and gaming and participatory modeling, the common practice is using
gaming/simulation that is explicitly modeled at the functioning of a system, and which is explicitly made for stakeholders to
learn and get empowered on the issues they face. The Sustainable Development Goals (SDGs) in gaming / simulation can
methodically support the implementation of the underlying targets.

Simulation games often teach specific competencies (like renewable resources management, etc.) and students need them in
their profession/activities. However, the most of the games are run for a much wider range of participants and are not
directly related to their future activities. In order to maximize the learning, the crucial pivot point of simulation design has
to be managed. One of the key ally and adversary to design in the corporate learning environment is time and the balancing
of considerations is done by designing simulations for corporate learning.

The design of simulation game prototypes is part of the didactic approach and the framework of game development. Some
examples of outcomes support a deeper understanding of the methodology of gaming simulation for education. The
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dissonances between simulation/gaming, gamification designers, the Serious Games Movement, and Game-Based Learning
conclude the positive examples of how the groups are now finding each other more and more often.

The design of effective games towards urban planning, strategic decision making and systems modeling have elaborated the
trade-offs and provided deep insights. The resource person assured the participants that they will be able to design and
deliver simulations and games through any webinar platform and their new skills will be supported by two books and
hundreds of online resources.

The applications of games to develop the mindset in addition to improving motivation, engagement, and the learning
experience describes the key benefits towards business games and simulations to lead the unknown roles in business of the
future. The exploration of 360-degree consumer technologies is being applied to tackle medical training and education at
scale through hyper-realistic virtual, augmented and mixed reality devices, including the Hololens and consumer VR
devices such as the Oculus Quest.

The way a facilitator designs a workshop with a game shapes the behavior of participants, while at other points the
facilitator needs to adapt the design spontaneously in order to respond to the group. The Fields of View elaborate in the
Indian context in the areas of poverty, transport, energy, disaster management and urban planning to talk about the use of
gaming-simulation as tools in public policy.

Task-Technology fit is quite high in virtual worlds as the sense of vision, orientation, sound creates an immersive
environment enabling higher learning outcomes in contributing to higher learning attainments. Student-Teacher
Collaboration is the useful way to make your gaming more attractive. Students’ fantastic efforts in BASE Project, manage
such community, and advise the audience to bring out students’ talents.
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The evolution of the digital gaming space from online simulation games to the mobile gaming and also VR and AR for
simulation gaming has achieved enhancement in Technology adoption. The iterative and evolving process between
classroom and field work demonstrated that it is not difficult to adopt gaming simulations and for students to obtain diverse
learning outcomes.

The choice of simulation methods and gamification motivates learning at the same time as addressing the accessibility of
the training at an affordable cost. This was supported with a synopsis of the empirical findings and discussion on the
implications for training. The tight connection between real physical space and digital cyberspace is called the digital twin
and a Mirror world where the true human brain emerges in an integrated cyber physical space, SOCIETY 5.0.

The success of the Game Market, which is held three times a year in Japan and where independent game designers develop
games, shows that gamification is embedded. Japanese have also contributed to disaster prevention and increasing
awareness. In instructional framegames, one can also vary Conflict, Constraint, Contrivance, and Closure to create a new
learning experience to explore how every instructional game can be seen as instructional framegame.

The advent and use of systems concepts, modelling and simulation, followed by a deeper focus in a contemporary defence
context, around advances in fighter-aircraft “generations” and the associated innovations in modern-day flight and mission
simulation. The design evolved from a blend of exhaustive research, discussion with practitioners, prototyping, and
experiences and insights of the resource persons.
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ABOUT UNIVERSITY

Shri Vaishnav Vidhvapecth Vishwavidvalava is a private university
established under Madhya Pradesh Niji Vishwavidyalayva (Sthapna Avam
Sanchalan) Adhinivam in 2015 at Indore (India). The University has been
established with a vision to be leader in shaping better future for mankind
through quality education, training and rescarch.

It shall pursuc the mission to make difference in sustaining the growth of
global socicties by developing socially responsible citizens. Value based
ceducation being at the helm. the university is an activity driven institution.

VISION

To create an educational environment that engages deep inteliectual, moral
and spiritual stimulation, thereby nurturing leadership

MISSIOIN

To pioncer a 'mentoring ' based education system with a culture of its own.
rooted in Indian ethos and in tune with contemporary times: To impart
lcarning through understanding- knowledge enrichment, skill development
and positive attitude formation: To encourage innovative thinking with seif
discipline and social responsibility.

VAL UES

Endurance, Excellence, Fairmess, Honesty and Transparency

QUALITY POLICY

We, at Shri Vaishnav Vidyapecth Vishwavidyvalaya are committed to impart
quality education by meeting stakeholder requirements and norms of
regulatory authorities. We strive to continuously enhance the gquality of our
academic and resecarch offering and effectiveness of tecaching-lecaming
Process.
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