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PREAMBLE 
 

The university successfully organized 28 webinars between October 3, 2020 and August 21, 2021. The presentations 

were compiled in the form of a Book that was named PRATITI, which means becoming aware. It was well taken and 

appreciated by the ISAGA fraternity. The University has established the Centre of Excellence in Simulation and 

Gaming (CoE_SG) to promote Simulation and Gamification as pedagogy and undertake research in this upcoming 

multidisciplinary area of interest. All of us felt that enthusiasm and tempo should be maintained and members of the 

ISAGA fraternity should meet regularly to exchange learnings. With this thought, the University decided to continue 

the Webinars under the CoE_SG in the form of Webinar series with the name Pratititi …becoming aware. The 

webinars were conducted once every month and a total of 13 webinars were conducted between December 17, 2021 

and December 03, 2022. 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. We are also grateful to Dr. Sebastiaan Meijer and Ms. Marike for 

their help in finalizing the speakers.  The presentations have been compiled with a brief profile of the presenters in this 

volume that has been named PRATITI-2022 …becoming aware. We are confident that this compilation will be found 

useful by interested members of the fraternity. 

We wish happy learning to all! 

 

Upinder Dhar 

Jigyasu Dubey 

Anand Rajavat 

Date: May 12, 2023  
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विद्या नाम नरस्य रूपमविकं प्रच्छन्नगपु्त ंिनम्  

विद्या भोगकारी यशः सखुकरी विद्या गरुुणा ंगरुुः।  

विद्या बन्िजुनो विदशेगमन ेविद्या परा दिेता  

विद्या राजस ुपजू्यत ेन वह िन ंविद्या-विहीनः पशःु।।   

 

English meaning-  

Knowledge is the beauty of person that is a beauty. It is secretly Hidden wealth.  

Vidya gives us many pleasures. Vidya is the Guru of the Gurus.  

If we ever go foreign, then the work comes only. Vidya is the biggest Goddess.  

Vidya is worshiped in kings, not wealth. Therefore,  

The person who is without education is an animal. 
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About SVVV 

Shri Vaishnav Vidyapeeth Vishwavidyalaya is a state private university established under Madhya Pradesh Niji 

Vishwavidyalaya (Sthapana Avam Sanchalan) Adhiniyam in 2015 at Indore MP (India). The University has been 

established with a vision to be leader in shaping better future for mankind through quality education, training and 

research. The University Commenced its first academic session from July 2016 with Undergraduate, Postgraduate, 

Integrated, Dual degree and Doctoral programs in various disciplines through the following constituent institutions:  

 Shri Vaishnav Institute of Technology and Science  

 Shri Vaishnav Institute of Information Technology  

 Shri Vaishnav Institute of Textile Technology  

 Shri Vaishnav Institute of Architecture 

 Shri Vaishnav Institute of Computer Applications  

 Shri Vaishnav Institute of Forensic Science 

 Shri Vaishnav School of Management  

 Shri Vaishnav Institute of Journalism and Mass 

Communication  

 Shri Vaishnav Institute of Fine Arts 

 Shri Vaishnav Institute of Science  

 Shri Vaishnav Institute of Social Sciences, Humanities 

and Arts  

 Shri Vaishnav Institute of Commerce  

 Shri Vaishnav School of Law 

 Shri Vaishnav Institute of Agriculture 

 Shri Vaishnav Institute of Home Sciences & Research  

 Shri Vaishnav Institute of Paramedical Sciences 

 Shri Vaishnav Institute of Planning 

 Faculty of Doctoral Studies and Research 
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About CoE_SG 

Gamification is the application of game-design elements and principles in non-game contexts. A large body of research 

focuses on the interplay of self-awareness, causal attribution, and action. Researchers have focused on how individuals 

perceive their involvement in the cause of events leading to either success or failure. Experiments have shown that 

when people are induced to be more self-aware, they are likely to attribute the success to themselves. The researchers 

have also reported that gamified events were very effective at engaging Gen Z and that team-based gamification events 

were particularly engaging. The University has established the Centre of Excellence in Simulation and Gaming to 

promote Simulation and Gamification as pedagogy and undertake research in this upcoming multidisciplinary area of 

interest. The Centre will be coordinating with ISAGA and other such professional bodies for global networking. 

The COE_SG of this University is organizing a Webinar series “PRATITI …becoming aware” on gaming simulations 

in association with International Simulation and Gaming Association (ISAGA). Our key speakers will be ISAGA 

members and other GS professionals. Under this Series, a total of 28 webinars have been conducted in the Year 2020-

21 and a total of 13 webinars have been conducted in the Year 2022. 

Patrons Shri Purushottamdas Pasari, Hon’ble Chancellor 

Dr. Upinder Dhar, Hon’ble Vice Chancellor 

Mentors Dr. Santosh Dhar, Rector and Dean - Faculty of Doctoral Studies and Research 

Dr. Anand Rajavat, Director – Shri Vaishnav Institute of Information Technology 

Coordinator Dr. Jigyasu Dubey, Professor – Shri Vaishnav Institute of Information Technology 
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विद्या नाम नरस्य कीर्ततरतलुा भाग्यक्षय ेचाश्रयः  

िनेःु कामदघुा रवतश्च विरह ेनते्र ंततृीय ंच सा।  

सत्कारायतन ंकुलस्य मवहमा रत्नरै्तिना भषूणम्  

तस्मादन्यमपुके्ष सिवविषय ंविद्याविकारं कुरु।।  

 

English Meaning- 

The Glory of wisdom. Vidya is the only Human being and is about to fulfill the desires. If 

someone's fate does not go together, then, in that case, education is the only support. In 

the case of disconnection, love is love. If someone has wisdom, then he always gets 

respect you. The glory of vidya progeny and the jewelry of gems are also there. 

Therefore, we should gather and expend more than all the things, and also spend it 

because it also increases by spending. 
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Webinar – 01 

 
  

 

Date, Day & Time: 

 

 

December 17, 2023 (Friday) 

03:00 – 04:00 p.m. (IST) 

 

 

                 

 

Invited Speaker: Prof. Sebastiaan Meijer, Professor, 

Vice  Dean, KTH Royal Institute of 

Technology 

 

Country: Sweden 

Title: Gaming, Simulation and Participation: A 

Systems Approach to Mental Health and 

Wellbeing. 
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Webinar Topic 

Gaming as a Method to Innovate Between Organizations and Systems 

Abstract 

The design of the future society from the perspective of sustainability is more urgent than ever. However, it is 

notoriously difficult to bring together the different perspectives of stakeholders, systems and organizations, each with 

their own logic and goals. Gaming as a method provides a unique opportunity to become the meta integrator, but needs 

to be positioned in a concerted effort with data-driven analytics and computer simulation. In this talk, Sebastian 

Meijer provides some frameworks on how this can be done, and illustrates from a set of research and innovation 

projects from the past two decades. 

Speaker Profile 

Sebastiaan Meijer is full professor of Health Care Logistics at KTH, Stockholm, Sweden. He is specialised in 

simulation, gaming and other participatory methods to capture real-world complexity in innovation processes. His 

interests are in theory of design of complex adaptive systems and the backbones of society. Working mostly on health 

care, health prevention and promotion systems, but equally interested in other large-scale questions. He is currently 

serving as head of department for Biomedical Engineering and Health Systems (MTH), and vice dean for the school  of 

Engineering Sciences in Chemistry, Biotechnology and Health (CBH). 
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Webinar – 02 

 
 

 
 
 
 
 

Date, Day & Time: 

 

January 29, 2022 (Saturday)  

03:00 – 04:05 p.m.  (IST) 

 

Invited Speaker: 

 

Dr. Elyssebeth Leigh,  

Life Member – ISAGA 

Country: Australia 

Title: 

 

Educating through Non-interference and 

No-words 
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Webinar Topic 

 
Educating through Non-interference and No-words 

Abstract 

This 2022 webinar for the series “PRATITI…becoming aware” for COES&G at SVVV will report on developments 

raised by issues in our 2021 webinar which asked the question If simulation is so useful why isn‟t there more of it in 

use? (https://www.youtube.com/watch?v=-Rkz87yFoWI) Two questions of concern to educators considering 

simulations and games for learning are a) how am I supposed to manage a learning process when I am not in control? 

and b) why would such an approach be better than one which supports me to be in charge? In this webinar we focus 

on how to understand and manage shifts in the exercise of power, authority and control that occur in learning contexts 

once it is decided to use simulations and games for learning. Conventional educational practices assume that 

educators have the sole prerogative of authority and control in learning contexts. However, simulations and games 

give learners the opportunity to take charge of the action, thereby unsettling familiar assumptions, creating uncertainty 

and unpredictability. This can be a real and anxiety-generating problem for educators more familiar with orderly 

learning contexts. Managing a learning process through the transition from being „in control‟ to being an observer and 

bystander requires thoughtful attention to both the learners‟ and one‟s own capabilities and emotional states. Doing so 

provides everyone involved with conditions that are active, engaging and emergent, all of which have great potential 

for transformative learning. Getting there is a journey through fun, stressful, challenging and exuberant times. 

Education and learning become an adventure with risks and rewards built on playfulness and exploration. Webinar 

participants will play with some of these ideas as we explore the kinds of learning that can emerge from Non-

interference and No-words. 

http://www.youtube.com/watch?v=-Rkz87yFoWI)
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Profile 

Dr. Elyssebeth Leigh is academics working in different disciplines who share a passion for the experiential learning 

potential of simulation. 

Dr Elyssebeth Leigh has more than 30 years as an educator and learning designer in workplaces and academic settings. 

As an experienced facilitator of adult learning she has published four books and numerous articles and conference 

papers on learning and teaching. Much of this work concerns the use of simulation for learning, and research. 

Elyssebeth has worked in many countries and in both the public and private sectors in Australia, and her work is 

characterised by action-oriented and experiential learning for facilitating knowledge acquisition and individual 

development. As an academic supervisor and research examiner she is familiar with the complexities of planning, 

creating and completing research work at Masters and Doctoral level. 

Elyssebeth has been involved with Simulation Australasia since 2000 as both scientific programs director for SimTecT 

for some years, and a member of the board for the past five years. She is also a member of the Professional 

Development Committee and is a member of the team leading the Human Factors Specialist Community. 

She received Ray Page award for lifetime achievement in simulation in 2017. She is a Life Member – ISAGA and  

Simulation Australasia. 
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Webinar – 03 

 

 

 

Date, Day & Time: 

 

 

 

February 25, 2022 (Friday) 

03:00 to 4:05 p.m. (IST) 

 

 

                 

 

Invited Speaker: 

 

Dr. Paola Rizzi, Professor of  

Techniques of Urban and Regional  

Planning at University of Sassari 

 

 

Country: 

 

Italy  

 

 

Title: 

 

 

Acts of Citizenship for Civic Spaces:  

The Role of Urban Gaming Simulation 
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Webinar Topic 

"Acts of Citizenship for Civic Spaces: the Role of Urban Gaming Simulation" 

Abstract 

The urban public space is the collective space and it is the one where the sense of belonging or rather citizenship is 

built. It is also the space where urban planning and design create the conditions for this to be to a greater or lesser 

extent possible. This awareness has given more space to participation in projects at different scales of planning. In this 

context the UGS has had and is getting back an important role. It is useful to recall how there are two important points 

of view in UGS: that of the player/user and that of the planner. This in turn refers to the role assumed by the final 

decision-maker, who is often also the client. The contribution will emphasize how these different points of view can 

simultaneously direct and orient both the physical and the social and economic definition of urban areas. 

Profile  

Paola Rizzi graduated in Urban Planning at the IUAV in Venice, is professor of Urban Planning Techniques at the 

University of Sassari and is visiting researcher of Disaster Mitigation for Urban Cutlural Heritage of Ritsumeikan 

University, Kyoto. His research focuses on the themes of participatory planning, planning of cities and fragile 

territories, planning for risk reduction and disaster mitigation, with particular attention to gender issues. He deals with 

innovative techniques and tools including urban playosimulation. He founded the research and teaching laboratory 

Diver s City in 2006 and is a member of several international organizations. she has been Visiting Professor in several 

countries including: Japan, Thailand, Poland, Romania, Austria, USA. 
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Webinar - 04 

 

 

 

 

Date, Day & Time: 

 

 

 

March 25, 2023 (Friday)  

11:30 a.m. to 12:35 p.m.  (IST) 

 

        

 

Invited Speaker: 

 

Dr. Heide Lukosch, Associate 

Professor and  Head of Applied 

Immersive Gaming Initiative  (AIGI). 

University of Canterbury and Chair 

of (ISAGA), Christchurch 

Country: New Zealand  

Title: 

 

 

Talk, Play and Listen! Co - Design 

Practices of Simulation Games 
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Webinar Topic 

“Talk, Play and Listen! Co - Design Practices of Simulation Games" 

Abstract 

Designers of games come from a multitude of disciplines. Their backgrounds can be computer science, education, 

psychology, design, arts, or business studies. With their games, they strive for a balance of relevant real-world context, 

a meaningful experience, and a playful time for the participants. But how do designers make sure that the game 

represents the elements of a real system that are relevant? And how to identify these in a complex system? How to 

ensure that participants experience the game as meaningful? Which game elements work motivating? These are 

questions that can be addressed by co-designing games with a target group. Yet sometimes, engagement with the target 

group comes with constrains and distinct challenges – professionals with tight schedules, children with special 

communication needs, or policy makers with a clear agenda. This talk discusses examples, approaches, and failures to 

co-design of applied games, while talking, playing and listening to the target group. 

Profile 

Dr. Heide Lukosch is an Associate Professor at the Human Interface Technology Laboratory (HIT Lab NZ) at the 

University of Canterbury, Christchurch, New Zealand. She has more than 12 years‟ experience in designing, applying 

and evaluating simulation and applied games. She is interested in understanding how games have to be designed to 

address challenges of individuals and organizations in a complex world. With a group of PhD and postdoc researchers, 

she works in the domains of education, (mental) health, disaster preparation and resilience. Heide is head of the 

Applied Immersive Games Initiative (AIGI) and chair of ISAGA. She lives with her family in the south of Christchurch 

and enjoys the beauty and kindness of her third home country Aotearoa New Zealand. 
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Webinar - 05 

 

 

Date , Day & 

Time: 

 

 

 

April 23, 2023 (Saturday)  

03:00 to 04:00 p.m. (IST) 

                 

 

 

Invited Speaker: 

 

 

Ms. Marieke de Wijse-van 

Heeswijk, Researcher,  Radboud 

University, Nijmegen  

 

 

Country: 

 

The Netherland 

 

 

Title: 

 

 

 

“Facilitation Techniques to Enhance 

Learning Effects” 
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Webinar Topic 

“Facilitation Techniques to Enhance Learning Effects” 

Abstract  

“Facilitation techniques to enhance learning effects” With this presentation I take you along best practices on 

introduction, time out reflection and debriefing didactics that enhance learning taken from many years of in depth 

case study (international) and mixed method research. I share with you the latest study findings in this area that 

have much practical relevance for enhancing learning effects in simulation game whether analogue or digital. By 

making use of a didactically sound and logical introduction, reflection and debriefing learners are in charge of their 

own learning and this directly affects their motivation, immersion and learning effects. Many ISAGAns and 

NASAGAns helped me in this quest on how to optimize learning in simulation games in the past ten years and its 

time I bring back the results to you so we can all benefit in many ways from these new insights. Naturally all 

simulation games take place in an influential context therefore any didactical design needs to be embedded in the 

specific situation. The insights I bring on a meta level are customizable to specific learning and cultural needs of 

participants. 

Profile  

Marieke de Wijse-Van Heeswijk is PhD researcher at Nijmegen school of Management (Radboud University, the 

Netherlands, promotors Prof. Etienne Rouwette and Prof. Sander Meijerink). Marieke studies the effects of 

interventions in and around game simulations on learning/change with participants. Marieke is a member ISAGA 

board (from 2004-2008 and 2021 until now) and community (since 2004) and member of the Dutch ISAGA branch 

Saganet (since 2004) and NASAGA (since 2020). Marieke was guest editor for the special issue facilitation of 
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simulation games in the Game and Simulation Journal. Marieke was a change and learning consultant and game 

designer/facilitator for GITP International from 2004 until 2015. From 2015 she started her research on the effects 

of different facilitation approaches in various types of simulation games. Marieke uses both Qualitative, quantitative 

and action research methodology and is used to a multidisciplinary research approach taking in perspectives from 

sociology, organizational sciences, public administration and philosophy. 
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Webinar - 06 

 

 

 

 

Date, Day & Time: 

      

 

 

 

 

 

May 13, 2022 (Friday) 

11:00 a.m. to 12:05  p.m.(IST) 

 

            

 

 

Invited Speaker: 

 

 

Mr. Hans Luyckx, Director at 

IJsfontein, 

 

 

Country: 

 

 

The Netherland 

 

 

Title: 

 

 

 

The Relationship between Play and 

the Academic World 
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Webinar Topic 

“The Relationship between Play and the Academic World” 
 

Abstract  

The Dutch serious game industry has approximately 300 companies and that is no coincidence. Dutch culture is 

playful, Erasmus and Huizinga were the first academics focussing on game, play and playfulness. The Netherlands has 

an excellent academic/educational infrastructure "producing" around 2000 game designers/developers per year. Every 

year game developers like IJsfontein are asked to take part in an Dutch and or European academic consortium and 

IJsfontein employees even co-writes academic research papers. Researchers need evidence that games work. In order 

to make a substantial contribution in such a consortium IJsfontein developed an evidence based game design 

methodology, resulting in 24 academics gaining their Ph. D.  researching the games we developed. 

Profile 

After a long corporate career Hans on-boarded IJsfontein, a company specialized in Playful Learning, in 2012 as 

Operations Director. Hans studied economics and informatics at the University of Amsterdam and wrote his masters 

theses about the Economic Implications of the Arts in Amsterdam. Already as a junior programmer at KLM Royal 

Dutch Airlines he has been interested in the way companies develop innovative products. Both at Targus (computer 

hardware supplier) and at UPC (telecommunications) he has worked on the cutting edge of technology and its 

application. At IJsfontein the focus has been first at the internal company culture of creativity and innovation, the right 

people and the right (agile) procedures. The motto is: Culture eats strategy for breakfast. Later he moved his attention 

to business development, sales and he developed an ecosystem of partnerships for IJsfontein. Hans has been active as 

board member in the Dutch Game Association and the Federation of Creative Industries. 
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Webinar – 7 

 

 

 

 

 

Date, Day & Time: 

 

 

June 24. 2022 (Friday) 

03:00 to 04:05 p.m. (IST) 

 

                 

 

Invited Speaker: 

 

Dr. Femke Bekius,  

Assistant professor, Department of  

Methodology, Business 

Administration, Radboud University, 

Nijmegen, 

Country: The Netherland  

Title: 

 

 

Unravelling the Complexity of 

Decision-Making Processes  by Using 

Game Concepts to Support Game 

Design 
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Webinar Topic 

Unravelling the Complexity of Decision-Making Processes by Using Game Concepts to Support Game Design 

Abstract 

Game theory and gaming simulations are two terms used to describe two seemingly unrelated fields. However, both 

game theory and gaming simulations aim to describe and interpret the behavior of actors in complex systems. The two 

fields could benefit from one another and thereby (potentially) increase their effectiveness in supporting decision-

making. In this talk, the resource person explains how game theory and gaming simulation can be combined and can 

be used in participatory interventions with stakeholders to support decision-making. 

Speaker Profile 

Dr. Femke Bekius is an assistant professor in the Department of Methodology, Business Administration, at Radboud 

University, the Netherlands. Her research focusses on understanding and supporting complex decision-making by using 

participatory methods. These include game theory, gaming simulation, Multi-Criteria Decision Analysis and Group 

Model Building. Particularly, she is interested in the application of these methods to assist decision makers in (public) 

organizations. The domains of application vary from mobility, health care and safety and security to European Union 

decision-making. The interdisciplinary nature in the form of bridging between formal theories and methods and 

applications in real-world situation is what drives her research.   



74 

 

 

1 

 

2 

  

3 
4 



75 

 

 

5 

 

6 

 

7 

 

8 



76 

 

 

9 

 

10 

 

11 

 

12 



77 

 

 

13 

 

14 

 

15 

 

16 



78 

 

 

17 

 

18 

 

19 

 

20 



79 

 

 

21 

 

22 
 

  

 

 

 

 

 

 



80 

 

Webinar – 8 

 

 

 
 

 

Date, Day & Time: 

 

July 29, 2022 (Friday) 

03:00 to 04:05  p.m. (IST) 
               

   

Invited Speaker: 

 

Dr. Toshiko Kikkawa, Professor at 

Keio University 

Country: Japan 

 

Title: 

 

 

Subtle Manipulation in Games 



81 

 

Webinar Topic 

Subtle Manipulation in Games 

Abstract 

The resource person has discussed the issue of manipulation. First, she has introduced several cases involving ethical 

issues, which are common in gaming due to their importance and/or playability. Second, she has discussed the 

relationship between ethics and fidelity and the reasons why people cannot easily give up ethically problematic games. 

Third, the issue of intentional manipulation is explored, as people must recognize the darker side of game use for 

propaganda purposes. Fourth, subtle types of manipulation are discussed. Finally, she has noted the changing attitudes 

on the part of the game industry and an increased awareness of ethical issues in game design.  

Profile 

Toshiko Kikkawa (PhD, Kyoto University) is a professor at Keio University, Japan. She is a social psychologist and 

specializes in risk communication and Simulation and Gaming. She has been a vice-chair of Japanese Association of 

Simulation and Gaming (JASAG) since 2015. 

She was Executive Board member of International Simulation and Gaming Association (ISAGA) from 2012 to 2016. 

Since 2010, she has been a co-editor in chief of The Jounal “Simulation & Gaming” since 2021. 
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Dr. Ramesh Sharma, Director of 
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Webinar Topic 

Designing Interactive Game-based Learning through the lens of Cognitive Load 

Abstract 

The game based learning (GBL) is experiencing a rise on two fronts: its increasing adoption in educational teaching 

and learning transactions and emergence of new market players to the extent that the GBL market valued at 11 billion 

USD in 2021 is poised to grow to USD 55 billion by 2030 (with a CAGR of 21 %). Education sector, governments, 

enterprises and consumers are creating and adopting these for learning enhancement, competency building and source 

of revenue. GBL has demonstrated its pedagogical potential and impact on learning performance. Cognitive load 

theory has an important bearing on the learning performances and guides the learning designers on designing effective 

learning scenarios and constructs. This presentation discusses the implications of cognitive load on the designing of 

game-based learning interactions. 

Speaker Profile 

Dr Ramesh Sharma is Director of Human Resource Development Centre and a faculty for Instructional Design and 

Chairperson of the Committee to facilitate adoption of MOOCs for SWAYAM MOOCs platform of the Govt of India, 

at Dr.B.R Ambedkar University Delhi Earlier he has taught Educational Technology and Learning Resources at 

Wawasan Open University, Malaysia. He is an expert in open and distance and technology mediated learning and 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 has 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 the Editor of Asian Journal of 

Distance Education (launched in 2003) and has been associated with several other peer reviewed journals including 
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SSCI / SCOPUS Journals as Reviewer, Editor and Editorial Advisory Board member in the field of Open and Distance 

Learning. An author/editor of several books and research papers on educational technology, educational multimedia 

and eLearning, Dr. Sharma is a practitioner promoting Open Educational Resources (OER). He has been a trainer and 

capacity builder in the field of educational technology, and has supervised doctoral research in the field. He has 

conducted workshops and evaluation activities for Indira Gandhi National Open University; Commonwealth of 

Learning, Canada; Commonwealth Educational Media Centre for Asia, New Delhi; United Nations Conference on 

Trade and Commerce (UNCTAD), Geneva; and Aga Khan Foundation, amongst others. 
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Perspectives of the World 
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Webinar Topic 

Gaming for Energy and Sustainability; How to Share Perspectives of the World 

Abstract 

This lecture consists of four contents below. First, the role of gaming in the field of energy system education is 

discussed based on practices in the University of Tsukuba. Second, the unique value of gaming as a social simulation is 

identified through a comparative review with other multi-agent methods. Third, the results of experimental study 

focusing on the energy transition in the competitive market is reported as an example of gaming as a social simulation 

adopting retroductive methodology. Finally, the future direction of S&G studies for energy and sustainability issues 

are suggested through the introduction of current projects by the speaker. 

Profile 

Kengo SUZUKI; Ph.D., Assistant Professor, Division of Engineering Mechanics and Energy, Faculty of Engineering, 

Information and Systems, University of Tsukuba. He has experienced survey and analysis of Japanese and world 

energy economics in the Institute of Energy Economics, Japan (IEEJ), studies in fuel cells and local energy systems in 

the Hokkaido University. His current work in the University of Tsukuba is interdisciplinary energy system modeling 

and energy education by applying the simulation and gaming. 
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Title: 

 

 

“Facilitator in Simulation and 

Gaming - an  Example of Project 

Management Game 
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Webinar Topic 

Facilitator in Simulation and Gaming – an Example of Project Management Game” 

Abstract 

In simulation and gaming (S&G), participants are often expected to have a serious discussion within a team, and it is 

difficult sometimes. First, there are many distractions physically and mentally. Second, participants need to be 

motivated to go in the right direction. Facilitator‟s job is to reduce difficulties as much as possible and encourage 

participants to engage in a serious discussion. Facilitator should do one‟s best to make the physical and mental 

environment suitable to the participants and search for a better way to encourage participants in the S&G. The 

resource person talked about what facilitators are supposed to do in S&G. 

Speaker Profile 

Prof. Nakamura is Professor of Psychology, Ryutsu Keizai University, JAPAN,  Her recent published work is 

Nakamura, M. (2022) Code of conduct for facilitators and the ethics of debriefing. In Kikkawa, T., Kriz, W., & 

Sugiura, J. (eds.) Gaming as a Cultural Commons: Risks, Challenges, and Opportunities, Springer Nature: Singapore. 
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Webinar Topic 

“Serious Games Design Knowledge” 

Abstract 

Serious games is an effort to combine the engagement and motivation from games with some sort of utility beyond mere 

entertainment. In this talk Per Backlund will revisit and analyze a set of SG development projects to explore the design 

space for serious games and derive design guidelines for serious games. By analyzing these projects as well as their 

outcomes a set of design principles for serious games can be generated to conceptualize of the design space for serious 

games. One main contribution is to explicate the game design component in serious games and relate it to the utility 

dimension. Doing so, adds to the understanding of serious games from a game perspective, which is relevant to any 

development effort intending to use the persuasive and motivational power of games. The talk will offer several 

examples and experiences from practical serious games development. 

Speaker Profile 

Per Backlund (https://www.his.se/en/about-us/staff/per.backlund/) is a professor of informatics at University of Skövde 

in Sweden. He has been active in the serious games community since 2005. His primary interest is in the development 

and application of serious games in various domains, such as: education, vocational training, traffic education and 

rehabilitation. Per Backlund is also co-founder, in 2008, of the Serious Games Master Program at University of 

Skövde. 
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Webinar Topic 

Game Design and Facilitation: The Mutual Connection 

Abstract 

This presentation is about game simulations. By game simulations, we mean deliberately created learning 

environments in which we imitate the daily reality of a business process. An essential feature of game simulations is 

that players' decisions matter. We distinguish between the game as a thing and the game in use. If you talk about the 

game as a thing, then the target audience, the story, the duration, the number of players, the roles, and the gameplay, 

are topics of discussion. But with a game in use, other issues come into play: relevance, psychological safety, the 

personality of the game leader, adaptability to group size, and group dynamics. Design and use are not separate but 

influence each other. In this presentation, we will explain how to set up the design and use in such a way that you 

obtain a stable prototype in 3 test sessions and a sound finished product in 5 to 10 sessions.  

Speakers Profiles 

Mr. Herman van der Bij 
 

Herman van der Bij is game designer and concept developer at Imagine Management Games. He has over 35 years 

experience in education, consultancy and business gaming. He has initiated and developed many business simulations, 

which have been attended by more than 100.000 people. Herman has a Master‟s  in Mathematics and Information 

Sciences from the University of Groningen as well as a Master‟s in Change Management from SIOO. He worked as 

university lecturer, program advisor and management consultant, before he founded Imagine Management Games in 

1994.  

Mr. Maarten Versteegh 
 

Maarten is a Master Trainer at Farelli TCCM. He grew up in a small village in the Centre of Holland. He attended the 

University of Leiden where he studied History. For a number of years he worked in local government rising through the 

various management positions where he eventually became a self employed interim manager. In 1994, he teamed up 
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with his business partner Herman van der Bij to start their simulation-game company. He turned out to be a natural 

simulation facilitator. Keen on having his participants learn about things like communicating, working together and 

ensuring they have fun! Maarten has run hundreds of Simulations all over the world. And, over the years he has trained 

many others to be Simulation facilitators. 

Ms. Marijne Vos 

"The work of Marijne Vos was best summarized by her son Tom: „Mama creates games for adults, because work can 

be so much more joyful‟. She is an organizational advisor and facilitator, and has experience in change management, 

appreciative inquiry, business model canvas, design thinking. She combines her experience to create playful working 

methods. Marijne is co-author of The serious book of play (het Grote Fröbelboek for adviseurs) in the Netherlands. 

This book describes How to create playfulness in organizations. 
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Webinar Transcript 

(Ms. Marijne Vos) 

thank you thank you thank you rupali I'm sorry I started too soon with my um with my conversation so I'm sorry for 

about it but um welcome everybody um it's I think it's my enthusiastic uh uh um statue that I uh that I I startedtoo soon 

but um so it's no what I already told my name is Marina thank you for the introduction and um it's no handmade story 

so please ask your questions in the Q a but before that um maybe first a small word from Hermann and and Hermann 

because I know you can tell very enthusiastic about play why are you so passionate about play maybe you can 

introduce yourself by that oh you're in mute 

 (Mr. Herman Van der Bij) 

um that's not well actually as far as I remember I was interested in games and play and for the last 30 years especially 

I'm conservative games that that you can use his experiential learning environments um and it's not really an answer on 

your question but I'm especially interested in games that have many runs because when you have many runs it allows 

you to study the effects and see what works and what doesn't and so our most successful game is more than seven 

thousand uh runs all over the world and we have a revised it twice and it's still not finished um things will never end 

there's always something new that you find out in the even if you have played again many many times and that keeps 

it's intriguing yes and we will tell you something more 

(Ms. Marijne Vos) 

about the context what kind of games you want to play but firstly I I will ask Martin can you Marty can you tell me uh 

maybe uh your most interesting game session and why you find it so interesting your most interesting session over the 

all these years you facilitate games 

(Mr. Maarten Versteegh) 

well um that would take a while because many many sessions have been very interesting especially the ones where 

something went wrong because that's when I learned to improvise and to make sure that everything goes well in the end 
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anyway and that will help me tell Hermann how he how he could sort of change the game to make sure that doesn't 

happen again or to make sure that it does happen again so there you have the inter inter uh well intercourse is not the 

right word of course but I'm sorry about that but this is how? 

(Ms. Marijne Vos) 

heaven and I work together yeah yeah so this this seminar of this webinar is about the relation between game designing 

and facilitation and we try to make it yes we try to tell you something but before we start maybe it's smart if we talk 

about a game what we mean because there are a lot of different kind of games so can you tell uh can you start Martin 

by explaining what kind of games you make in facilitate then I will share my screen or hair mom it's just it's this one 

yeah 

(Mr. Maarteen Versteegh) 

okay well what you see here is um uh difference uh pictures from our games you can see people in despair people 

talking to each other working and phoning at the same time so we try to make them very realistic and so no computers 

it's it's all uh bits and that's maybe yeah   

(Mr. Herman Van der Bij) 

well you you see people at work and you see it's not real uh especially the one in in when you look closer at a guy and 

you see he's pushing a paper-made container and a parts in it and he's very engaged well it's not real because he's he's 

having a conversation with the customer service if people that they are desperate and they have people that go through 

thick and thin to get things done and and that's that's very special about um about about games um they they trigger 

emotional learning processes and it makes them completely different from other experiential learning environments for 

what you have learned in in an emotional context you will never forget and this is what um no no that's that's I think it's 

that's enough as an impression of games the games that we that we are using 
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(Mr. Maarteen Versteegh) 

about people not forgetting the the experience I've met people uh 10 years after and they immediately say hey Martin 

you remember the game so after 10 years it's still very in their minds and that is the quality of Hammond's games of 

course and why is that can you tell me a little bit why why do they still remember it it's not real as you can see on the 

left picture there and the other pictures as well but it's it's design is so realistic that people immediately recognize uh 

that it's about them you know it's a metaphor like the the service management game is about logistics firm but everyone 

immediately recognizes aha this is about us so it's it's realistic and it's irrelevant to their own environment 

(Ms. Marijne Vos) 

and you play uh what you're what I hear is that it's realistic you play it in several rounds yeah you don't play one round 

you play circle of rounds and uh it's the business stimulation so you stimulate the context about what kind of give us a 

little bit an 

(Mr. Maarten Versteegh) 

example of uh what are you stimulating well in this case like I said it's a logistics game but we also have a game with 

an insurance company or an amusement park so we always use a metaphor okay and what are the layering outcomes 

well it's in the end it all comes down to communicating and working together sharing knowledge and the experiences 

that uh people will find out that that is not just something we can start with tomorrow you need to work on it every 

every day because it's it's difficult it sounds easy let's communicate better yeah okay but how and who and when yeah 

yeah 

(Mr. Herman van der Bij) 

Martin they mentioned to you the realism and the relevance and and that that's really a very important design issue uh 

because we believe that players should recognize their daily work in the game always and therefore we start by 

describing the work organization we identify all the actors the interaction interaction between the actors and and the 

activities they perform and the tools they use and any meaning give to to their activities to this is a slightly based on 

Peter checklin's catalog analysis Pizza well known from the soft systems methodology and the ghetto acronym stands 
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for a customer the the one who has Advantage actor who is performing the transformation activities in as the input 

output well done shown this is what is the meaning of what they're doing the owner environment and uh when you hit 

then you have a a global view of all the actors and actor actor diagram actually and then we determine a list of claims 

and concerns and issues and events to to be addressed in the game and this list helps you to simplify the initial 

description you determined with which actors you can omit and which actors you can represent through events and with 

activities you can combine and so on so this is very helpful and this way you you lay the foundation of a of a realistic 

and and a relevant game and realistic because people recognize their day-to-day work in the in the game and and 

relevant because the issues that arise in the game match their learning needs and it takes you just uh uh four 90-minute 

meetings with your client to to get this done and and that's that's really a good start 

(Ms. Marijne Vos) 

yeah and I already have a question also about uh uh this relevance and enthusiastic and engaging of players from 

Elizabeth in the chat because she asked her about photo that's one man is kneeling and that is very engaged and she he's 

asking about what happened next do you still remember it this was probably can I see the picture again yes I will share 

my screen 

(Mr. Maarten Versteegh) 

that's always nice to uh he's kneeling on the table ah yes well they were building some kind of amusement park 

attraction and they had only about two minutes to finish it and they really went for it but unfortunately I know they 

were too late so they learned for example to start on time next time so it's it's people can go really well and what 

happened next is that they all sort of side and said oh no we didn't make it and then like I said we do the games in 

rounds so we evaluate the the things that happened in like say the the second round and then they get the chance for 

about 20 30 minutes to improve their organization to improve their way of working together to make new 

Arrangements you do this I do that and etc etc and then we do another round to see if their plan is working 

(Elyssebeth Leigh) 

thank you I I just saw that he must have been so engaged I'm sure he probably was 
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(Mr. Maarten Versteegh) 

unaware that he was kneeling on the table oh absolutely yeah absolutely yeah and and to get to get a group of people to 

be so engaged in the game you need to have a very good introduction yeah so you can take them with you in the story 

of the metaphor and this particular game is about project management and uh participants need to build up the 

amusement park and there's all kinds of rules and regulations that have to be met and so they really get into it and and 

that story of taking them into the story is something you build in a series like Hermann already mentioned in a series of 

games of executions of that game so you learn every time okay this word that works I need to say this I need to touch 

that to show something and you build that story over the weeks and months and even years because you know after 

after 25 years you still learning hey what happens next that's this for me that's the fun part there's always something else 

(Elyssebeth Leigh) 

I I agree and I love the uh I love your term of taking them with you into the metaphor that's a really lovely way of 

thinking about it thank you yes vital I 

(Ms. Marijne Vos) 

would say yes I agree and thank you very much Elizabeth I hope uh pronounce your name and name right now okay 

asking these questions because that is really help helping us in this webinar um so uh please stay do so uh ask question 

in the chat then we bring them to the um and we have again immediately a question so how can we produce a simple 

game so a simple game they say do you have to like simple games everyone Marta do you do you play Simple games 

with 15 30 minutes and what elements do you what elements must be considered if you play a simple game or make a 

simple game can you tell me something about that 

(Mr. Herman van der Bij) 

Paramount maybe start actually I don't know how to make a simple game all our games are complex and with a reason 

with a reason uh that that's 
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about um games are are a typical example of learning through experience and and we believe in yourself determination 

theory is the basis for this type of learning processes and and therefore we apply this theory in in our game design so 

um we have no simple games because we want the games to be complex and challenging uh that is that's regarding 

competence of people and regarding relatedness players cannot do it on their own they always need others to to uh you 

have to cooperate with other players regarding autonomy uh the players determine the learning objective and and and 

the order in which the which they reach these objectives there's no predefined goal and we have no hardcore scenario 

um metaphorically speaking you could say that players make a journey along issues that they experience in a daily 

work so the game is nothing more than than a mirror of what they they have in in the daily work and so simple games 

we don't have them in our portfolio well let me add something to that because 

(Mr. Maarten Versteegh) 

our games are also very flexible because they are complex but they need to be flexible because not every group is 

capable of the highest level of complexity so you have to have means as a facilitator to vary in the the level of 

complexity because people need to be challenged but then don't want to be over challenged because then they will say 

oh we can't do this and then they will learn nothing so you need to be able to create the right level of complexity for the 

level of the group so to speak yeah so you can vary in in play your games but is it also that you add on complexity in 

the next round so you start simple and then some games like the amusement park game that starts with a simple uh 

Target with and the complexity growth over the route yes but normally um we tend not to add complexity during the 

game because people would feel maybe manipulated all right and that's not something we want to happen so in general 

we we have rather strict rules at the beginning and then see how they work and if they are too complex you can say oh 

well never mind that you know or it's it's better to uh tax people you may you make sure there's uh suppose there's 

money involved in the game uh if they have too much money they can start buying their way out of trouble and that is 

not when you learn something so you need to make sure that the money is short an Airman is a master of doing that and 

to make sure that they're just all the time not have enough money so they need to go to a bank for example and when 

you go to the bank you need to have a plan and if the plan is good there's always money but they have to have a plan in 

that case to making that plan will help them learn so those are the elements that make a game uh as good as it is 
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(Ms. Marijne Vos) 

one more because I'm very curious about this manipulation and honest games because I I know you find this very 

important to have honest games how do you take care for that as a facilitator that is that people don't feel manipulated 

well there's the trick 

(Mr. Herman van der Bij) 

no it's also a design issue I think it's very important the honesty is is part of the uppsychological safety uh the 

overeating literature that the games provide a safe environment or experiment and that's only partial through uh if you 

if you limit safety to to system safety and the company doesn't go bankrupt and the reacted as not overheat uh but 

psychological games are not often no safety at all with a bad facilitator that easily uh lead can lead to Excellence and 

from a design perspective we have with several options one of this is is the honesty so uh the game is honest it is not 

saying one instruction that something is is written and the other instruction is something that's blue we don't need it and 

and people don't have to feel for that 

(Mr. Maarten Versteegh) 

like Cameron said the instructions are fair and true and also if they ask me a question I will give a straight answer so no 

uh nothing in the sleeve as they say this is this is important for people to feel safe yeah all the information they need to 

do it right first time is there but of course they need to get experience and you need at least one round for everyone to 

understand what he or she should do so they learn again and again and again one of the things you meant Mark to 

mention is is you you build it up so that that's also uh for psychological safety you you prevent information overflow 

some people don't like to to read too much so uh so we're building a trial around and do not explain more than strictly 

needed necessary for the trial around and then uh the things they do have meaning and then it's much easier to uh to 

think of themselves what what they can do in the next round you don't have to explain that anymore and text or 

whatever so in our early games we we had through three four pages of instructions and now it's no more than some 

simple bullets and that's enough in in most cases yes 
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(Mr. Maarten Versteegh) 

and you have to tell you like I said before bring him with you in the metaphor so you explain the whole thing rather 

than write it all down and the more you write down the more uh chance people have to interpret it and that leads to 

misunderstandings so the shorter the instruction the better a little bit about the game and also how 

(Ms. Marijne Vos) 

to facilitate and there are some more questions about the facilitation because um Elizabeth is asking uh what what do 

you think are essential skills of knowledge of the future gaming facilitator or to afford to be a bad facilitator and he 

says he already mentioned quality safety but what else do you think is important um what else is important 

(Mr. Herman van der Bij) 

um flexibility the flexibility of the game is very important yeah I think that's that's the core of our business simulations 

that they're very very very flexible flexible in time flexible in group size flexible in learning levels and 

(Elyssebeth Leigh) 

learning needs I'm particularly I'm particularly interested in what you two as the facilitators of the game have as skills 

and knowledge that supports and sustains the flexibility of the game so within yourselves as simulation professionals so 

you you also mentioned catwo which I understand Peter checklin's work um I love the phrase nothing up your sleeve 

but that's that's a really interesting phrase how if considering today there is lots of people who are learning to manage 

simulations what are the things they need to know or be able to do to sustain that flexibility of the game any game well 

I think the most important thing is not to be a perfectionist 

(Mr. Maarten Versteegh) 

if you are a perfectionist you will be very disappointed every time because things will always go wrong yes so thank 

you the Hermann always says he's a fly on the wall he just watches observes and then gives the team feedback after the 
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rounds well you can see this here but I'm two meters tall and it's very hard for me to be a fly on the wall so my style is 

slightly different but the end result is normally the same [Music] 

 (Ms. Marijne Vos) 

there it also um making the game eh you've told me when we prepared this consultation that that's also very important 

can you tell us a little bit about you two different kind of styles because I think we can also learn a lot about that how 

you facilitate games because you work so long together so you know each other so, maybe uh Martin because uh herma 

you could tell something about the style of Martin and why he's so good as as a facilitator and uh well the other way 

(Mr. Herman van der Bij) 

around yeah well Martin is very good in provoking people uh and provoking it in a nice way you can explain that better 

than I am and um yeah I don't care much about what is happening in in in in in the game well not really but I I let 

people uh when they they take better okay with me uh we always try to help them to get out of it but I I don't care if 

they they they work themselves in in trouble and never mind lets them hit the bottom 

(Mr. Maarten Versteegh) 

whereas I sort of tried to avoid the absolute bottom but it's also good when people get into real trouble because then 

they need and of course we help to get them up again 

(Ms. Marijne Vos) 

and can you tell us an example because you know I like that about provoking what do you do if you provoke people in 

a game without manipulating them what do you do um when people are working in in the simulation 

(Mr. Maarten Versteegh) 

and suppose I noticed two people who are sort of waiting not doing much then one uh way of getting them back into 

the game is to walk over and say Hey listen you see these three people over there they are planning something that you 
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will not like so get over there and make sure they don't do that so in in that way I sort of help people to uh stay engaged 

in the game 

(Ms. Marijne Vos) 

you you can have a different kind of style as a facilitator also some people are a little bit more laid back and some 

people are more provoking and what what what is a bad facilitator who the one who is too perfect or she likes too much 

control yeah she won't control you you bet you better become a teacher or something you never should be a facilitator 

if you strain conductor you have to follow yeah we have to follow the flow and and follow what people are doing and 

they're deciding uh which direction you go and and and of course you you like that they they they uh uh see some 

topics that that are a part of the part of the game but if they miss the topics okay then um but in the end you could you 

can tell something about it or as long as they are playing uh uh you just have to follow them and I know about you 

about your games 

(Ms. Marijne Vos) 

that you if you evaluate a lot between rounds you told me that is very the the in your game she do a lot of evaluation 

and transfer in the rounds or can you  

(Mr. Herman van der Bij) 

tell us a little bit about that well I wrote every week I I write a small uh we'll call it on LinkedIn just 150 words 

something about what's puzzling me and and once when Once people start playing they step into the magic circle and if 

you step out of this message Circle then the spell is broken and the game ends and some facilitators take this very 

literally and um they believe players should not talk about the daily reality before the game has ended and in our earlier 

years I followed this recommendation uh if you skipped lunch lunch time and had sandwiches delivered because they 

should stay in the game and not out of it but it was inevitable that after each round players began talking about what 

happened and in a game and how that relates to their work they it was it was happening every time and they say oh 

okay uh-huh so this is how it is and this is why this is happening in our daily reality and and they found Solutions in the 

game and they were eager to implement this daily reality Solutions and easy to implemented in this in the game and 

and we found out that you don't have to skip lunch uh even the symptoms dinner with with wine could not disrupt the 
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process they they after an hour they came back in the game and they just uh jumped into it again um and so from a 

design perspective I'm I'm I don't have the answer actually and I'm still thinking of it um I've played classical games 

like hexagon and uh fish bank's slogan and these are uh it works best if you stay in the game for for all these three type 

of games I think um and then I compare these games with with our games the main difference is that it's harder to to 

rate the activities in in hexagon with the daily reality uh more difficult than than it is in in the games we make um and 

this is intriguing because we use the same design principles to design a game and and still you have this this these 

differences so there is something uh in our games that makes people uh to become very very engaged and no we're still 

puzzling on it but but so API understands they them in your games they make a quicker move from the magic circle in 

out in it again and out it 

(Ms. Marijne Vos) 

again and do you do something uh in your facilitation Martin to stimulate this 

(Mr. Maarten Versteegh) 

of course we explain as good as we as as well as we can what to do how it works but not how they decide to have their 

decisions that's up to them but um the games we design are so uh well I think they're so good that people are okay let's 

start again you know here we go and but but working for about say 20 25 minutes and then stop and discuss what 

happens because it's fresh they are ah this happened five minutes ago you see you can even call for a time out during 

the round when something very special happens that you want to share with everyone Hey listen up everyone this 

happens here now what to do so you have even in between within the round you can have a discussion on certain topics 

but I think I've done a timeout about four times in 35 years so normally okay it's thinking about my hockey 

(Ms. Marijne Vos) 

practice they also do timeouts and saying where is everybody standing in the field then we are standing too close or that 

I understand it's a little bit like working like that like okay what is going wrong or what is happening here what's very 

successful yeah um and maybe I don't know how we are in time we're probably what's what is what time we end with 

question between it uh yes ma'am you can continue your session okay at 2 
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30 but we have started late that's why okay okay okay because I wanted to also ask you a little bit about the outcomes 

and the learning objectives and Elizabeth also ask a very good question I hope I uh say it right a little bit otherwise you 

have to intervene me but how do you convince businesses who play this game or um uh um or that there's uh you use a 

longer time or wait one more or maybe you can 

(Elyssebeth Leigh) 

ask them themselves or questions sorry I will give you a context recently I spoke to a potential client about the design 

of a game about uh encouraging uh well attitudes to to ability and disability um and I I failed to have them pay 

attention to it that instead they just did a panel and discussion so because it seemed like it was going to take too long so 

how do you what are your rationale for having a business take on those longer timing periods that that you've been 

talking about in your game but what is what is the sales pitch I suppose so let me tell you 

(Mr. Maarten Versteegh) 

Elizabeth it's not an easy thing to do uh yeah especially over the years uh we have we have had to sort of alter the 

games a little bit to make it shorter because people don't take the time anymore and so we have through experience uh 

found out that we can do for example the service management game that used to take a full day and now we could do it 

in four or five hours still a bit long for something yes yeah you know the the you need to convince them that they will 

really really learn something one of my uh slogans is one day of Gaming will skip 20 meetings of two hours wow I 

love that it's an argument what takes more time you see so it is a very intensive uh experience rather than just sitting 

down and talking about the same topics over and over and over again rather than okay let's do it so and and let's do it 

you is in a safe environment things can go wrong but the business will survive so it's it's not it's not easy but after uh 

let's say I'll sell I'll I'll send sell them one game for as an experiment and then at the end of that day or afternoon they 

will say aha they should do this game too and they should do this game too and then you know things get easier thank 

you I love that I love that equivalence sorry Herman 
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(Mr. Herman van der Bij) 

all right and maybe we should take more time for it because uh four hours is too short actually the return of learning is 

is more when you have six hours or seven hours yeah so the convincing is is doing actually showing them not telling 

thank you yeah yeah you have another question about this Elizabeth not at the moment no thank you I I love the idea of 

saying one hour of gay or one day of gaming is equivalent to 20 hours of meetings because that then puts it it makes it a 

very it's a good metaphor and it makes it very concrete they see the the value of the time saved yeah thank you and  

(Ms. Marijne Vos) 

what what do we do about because he talks about perfection in the facilitation but you also have like Perfection uh from 

the uh from the business the the assigner of your of your um who wants the game so how do you um because I I think 

sometimes they want to know what is the outcome of the game so what do we do about that 

(Mr. Maarten Versteegh) 

um well um that's unpredictable of course because you don't but in in general terms you can tell make sure next day 

you have your doors wide open because your people will have brand new ideas that they want to share with you so it's 

there's always something people always learn something and about this learn yes sorry Martin a hair mom 

(Mr. Herman van der Bij) 

uh I I love games with an open ending I said before we never use fictionaries of course you use scenarios but they're 

not not really you can decide to not to follow it and we let place we prefer to that place the take a journey and I said 

along a variety of topics and um and there's no ideal solution so in our games uh there is no no there's no best option of 

best way or for example in our service management game the customers determine whether the service organization is 

doing a good job like in real life so we make the games as realistic as possible and in real life there is no no uh one 

person says this is the right decision this is the right solution people have to discuss them uh this themselves they have 

to grip on and what is good and when they when they are successful or not and it's not that's something the facilitator 

should do or is always the the of course you can you you can uh tell them that there are other options you know the 

possibilities that in in the core uh the players themselves decides what is uh when you're successful open-ended and no 
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no perfect solution that that's that's typical typical for our games and how does it relate to the learning objectives of a 

game well as I said before when you design a game then you make a list of topics and claims and concerns and issues 

and things and events and and some of these claims come back you see the some or some issues you will see in the 

game when you play it and others you don't see it because that's dependent of what what the group what the decisions 

because the decisions people take do matter there isn't so they can take bad decisions and good decisions that that's 

that's equal to me actually um so the learning the learning objective is that they have conversations about things that 

that worries them in their in their in their daily work actually and um and and these worries differ from from group to 

group from business to business and but what you can say is you know in in a project management game that we 

address some uh project management issues or that we can address it which one uh that that's up to the uh up to the the 

players themselves um okay this is this I asked another question that you have conversations  

(Mr. Maarten Versteegh) 

yeah yes I understand that's one thing we we ask uh businesses that hire us as what do you want them to talk about and 

yeah then we try to make sure that they do talk about that so and they normally will although it sometimes happens that 

uh uh a business director uh talks about a problem that they have and then during the game you find out that there's 

another problem it's quite a different problem and so that then it's a bit difficult because you have to go back to the 

direct and say hey you don't have a clue of what's going on here yeah then after that he has to pay us you know yeah 

and for and I think it's difficult for and directors that are very much controlled and have a lot of perfection in them so I 

have another question I want to ask you in the chat 

(Ms. Marijne Vos) 

so um I don't know if that Dr finoth is asking a football tennis hockey and similar probably popular games are not 

simulation the players use strategy and show teamwork how can we debrief such a game to understand a strategy 

teamwork skills Etc that's interesting one of the  
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(Mr. Herman van der Bij) 

things is these are sport games and they're competitive and uh in our our simulations you don't have competition 

because there is a business and then you have competition in business in general it's not not very uh very good for the 

business actually you have to cooperate um that's the first thing that comes up Martin even 

(Mr. Maarten Versteegh) 

well I'm uh not the manager of the Dutch Football team but uh I'm sure excuse me I'm sure would have a very lengthy 

answer to your question but this is is the question is is very 

(Mr. Herman van der Bij) 

interesting and and I don't have an answer I have to think about this this uh um as I said our games do do not use 

competition and these are and and I think these are you can uh debrief this these these games the football tennis Etc um 

but I have no idea how to do that I'm sorry it you don't play a soccer Hammond 

(Ms. Marijne Vos) 

nice because I think we are almost on time so uh though to our camera to give a chance to to get to answer this question 

um I just will read it to you um it's like a PhD candidate a researchers about gamification for adults in working 

environments to create and I know Innovative mindset so he's making games to create an Innovative mindset and he's 

very keen on deepening the relation game time meeting time so are there any thoughts about the relation one hour of 

Team game 20 hour of meeting or anyway something 

(Mr. Herman van der Bij) 

experiments about information yeah I I that there's there's something to say about it I've made some notes about his uh 

maybe if you look up to your notes maybe Martin already yeah I'm very fast in in finding notes okay um in general it's 

about how much time it takes to to develop a game is that correct I don't know if that is the question I think about the 

relation yeah you help us out Elizabeth the 
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(Elyssebeth Leigh) 

question uh goes back to the comment that I think uh Martin made about one hour of like a day of games is equal to 20 

meetings which I um was a a metaphorical comment but I can see that this doctoral student is very keen to see if there 

is literature we've researched that and and my personal answer is I'm not sure um my instinctive answer is I would 

totally support that so maybe it's Adriano so maybe this is adriano's research coming to life to to to work out ways to 

demonstrate that I'm not sure it it for me while you guys think about it that's one of those hindsight questions you can 

only really answer a question like that sometime after the game uh because if you're looking at uh time equivalence 

people will often measure just the well I've told you and it took me 15 minutes to tell you so that's all you needed to 

know and it doesn't do what I'm seeing you two talk about which is the the physical emotional psychomotor cat whoa 

you know structured engagement that then changes the behavior um so I I don't know Adriana for me I don't know if 

there's an answer I would but I think that's what what the question is about so do you two have do you know of any 

research or maybe that's something you could construct some research around your own work that's right though it has 

it no I'm sorry yeah yeah and I think I I think what what they're saying is also you don't if 

(Ms. Marijne Vos) 

there's a presentation or stuff or or training then you don't know if people get the information but in a game you see 

what they do so you also see I think what if they are getting uh the information or behaving like it or um and that's also 

bringing me to another question if like does people also also experiment in your games do they experiment more 

because it's a game or do you think they they they they they they they they stay um they stay with their common 

Behavior Martha can you say something I remember a time when uh there was a consultant at a company and he 

invited us to run a game 

(Mr. Maarten Versteegh) 

because he was wondering if people were actually doing what they said they were doing and so in the game he could 

watch them and he said to me afterwards he said now I know what they're doing it's completely different from what 

they say they're doing so in this case the game gave him an insight about what people were really doing see and uh so 

we have a game called A Hard effort that's the question and answer game and if you do that for one hour again it saves 
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you 25 interviews of an hour to get to know what people think about things so you see that the the time you spend is 

very effective which uh no no we are not assessors we are not psychologists uh but you know over the years I've 

learned a few tricks yeah yeah there's another question and that's about why is it why and that's my own translation of 

this question why why 

(Ms. Marijne Vos) 

don't we use these games in in education or uh why is it uh wide yeah I think we 

(Mr. Maarten Versteegh) 

do but why do we do it so let in educational settings well we do um we get hired by institutions uh universities uh blood 

Sciences uh but that's a different uh different thing altogether because people are there to learn a specific uh way of 

project management for example and the game helps enormously I do three or four times a year for an educational firm 

a day of Process Management and these people they can enroll in the course and they don't know each other that is a 

completely different setting from a group of people that is used to work together and then you get comments like oh 

Charles that's exactly what you do all the time and I hate that stop doing it and with the other uh open group they don't 

know each other so those comments will not uh come up which makes it less fun really hmm um Dr ramash did I 

explain your question right or you have something to add on maybe yes me I'm sorry I was I was I was thinking about 

other questions so I didn't no no no no yeah can you explain what was that the question or did you mean some meant 

something else no it's okay I wanted to 

(Dr. Ramesh Sharma) 

say that uh people in the educational institutions uh including the teachers as well as the administrators they don't treat 

the uh including the games as their pedagogical measure or a tool they mostly consider it either as an extracurricular or 

co-curricular so but the research has indicated that these games in two forms either as game based learning or as 

gamification they hope they both have lot of potential but still we prefer to go with the usual talk and talk lecture 

methods and these things hence in addition to a change in the mindset and as Elizabeth has rightly pointed out that we 

need to draw the parallels on how because learning that scenario means uh what can be done to bring it as a mainstream 

methodology so I 
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(Elyssebeth Leigh) 

promise I have both for everyone I've I've put in the chat I have recently read Malcolm Noel reread an article by 

Malcolm Knowles and I think what for me what Martin and and Herman are talking about uh Malcolm began 

addressing in 1977 uh if you might find it a useful explanation of why we are where we are perhaps not so good for 

answering your question about how do we uh how do we change that because for me workplaces are easier to use 

games in than formal education and I think yeah so I because we expect classrooms to be formal so it's okay to do 

games at work but but not in not in universities unfortunately I don't know what Martin and Herman would or my own 

what do you think about that that games are less welcome maybe that's why students they feel that education is boring 

oh of course they do like I said before uh there are a couple of universities in the Netherlands that use our games in 

their curriculum ah you have made a breakthrough well done yeah well we train the teachers to run the games for them 

because otherwise it will be too costly but that that works quite well maybe maybe I can add a little story because I'm 

new in this the world of 

(Ms. Marijne Vos) 

games and I just made a big mistake to do a game in the educational context and it was very nice they played the game 

and they had a lot of fun but they didn't really childish so they did role playing and they didn't learn so much about it 

and when I asked them about reflection there was like a gaze in their eyes like reflection about what so I called Herman 

who asked him what kind of mistakes I made in my design and maybe Henry you can tell me a little bit about it 

because I think it's interesting what I did wrong when you 

(Mr. Herman van der Bij) 

make a game from for educational purposes well there's there's only one thing importance relevance relevance 

relevance it has to be relevant for the for the people that you uh had in your game the the most something in the game 

that that triggers them and and say oh did this uh this is what I want to know more about it and that takes time because 

that's not not obvious all the time sometimes you have to explain that so you have to take your time uh and and the next 

thing is that you I prefer to have when you had a a one or two time run of the game or it was very short it was it wasn't 

sure you had a little time so that that's another another thing you have to take you have to ask for enough time to to do 
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it and it's playing around so that they learn to reflect reflect something you can't uh uh you have to learn you have to 

help them to reflect and it it's it takes time but the first thing is relevance if if a game is not relevant for for the students 

then they are they think they're playing Monopoly or something or or anything and then you see it as a game so it's not 

it's not something you can learn from 

(Ms. Marijne Vos) 

with a simulation about business and these students didn't know what business are about yes so it's just also not realistic 

for them so they were playing how they heard about what a business is and what an executive is doing so they were 

saying no I'm doing nothing because an executive doesn't do anything so that's why also I think it was a play and not 

playing a game to learn something so I learned a lot about it but I think there's a big difference in work settings than in 

educational settings but I think you have more knowledge about that than I do 

(Elyssebeth Leigh) 

right right at the beginning Martin said no Martin or Hermann said um I I learned most when things go wrong and yeah 

I I really agree with that so Milan you you have learned a lot when it went wrong and please keep doing that learning 

because I think it's important and you really didn't do anything badly wrong and but sometimes I think to answer Dr 

ramesh's question further uh for me there is a great fear of doing something wrong in an academic environment so that 

kind of closes down uh the the capacity to be open to learning whereas in the workplaces that Martin and Herman are 

talking about the need to be open is is stronger so don't don't let that problematic sessions stop you from keep going no 

no no and I have two very experienced persons around me so that's also helpful that's also helpful yeah um yeah maybe 

it's I think we are on time but maybe one last question now how are we I think yes is it already do we have to end this 

session or um do we have some time for a lot of questions we want to take class questions and okay so maybe to the 

participants do we have a last question for Herman or Martin before we end this question so maybe you you have to 

add something uh Harmon that we didn't discuss yet at the at the last thing to say I'd just like to thank you for the 

opportunity to uh to to share of you some on games and and get in game facilitating them um I've learned some I've 

learned something a lot thank you famous last words thank you for the opportunity again thank you I enjoyed it thank 

you thank you ma'am so we have a successfully completed with all the questions from the session. 
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Epilogue 
 

The design of the future society from the perspective of sustainability is more urgent than ever. Gaming as a method 

provides a unique opportunity to become the meta integrator, but needs to be positioned in a concerted effort with 

data-driven analytics and computer simulation. Conventional educational practices assume that educators have the 

sole prerogative of authority and control in learning contexts. However, simulations and games give learners the 

opportunity to take charge of the action, thereby unsettling familiar assumptions, creating uncertainty and 

unpredictability. This can be a real and anxiety-generating problem for educators more familiar with orderly learning 

contexts. 

Managing a learning process through the transition from being „in control‟ to being an observer and bystander 

requires thoughtful attention to both the learners‟ and one‟s own capabilities and emotional states. Getting there is a 

journey through fun, stressful, challenging and exuberant times. Education and learning become an adventure with 

risks and rewards built on playfulness and exploration. The urban public space is the collective space and it is the 

one where the sense of belonging or rather citizenship is built. It is also the space where urban planning and design 

create the conditions for this to be to a greater or lesser extent possible. This awareness has given more space to 

participation in projects at different scales of planning. There are two important points of view in Urban Gaming and 

Simulation: that of the player/user and that of the planner. This in turn refers to the role assumed by the final 

decision-maker, who is often also the client. These different points of view can simultaneously direct and orient 

both the physical and the social and economic definition of urban areas. 

Designers of games come from a multitude of disciplines. Their backgrounds can be computer science, education, 

psychology, design, arts, or business studies. With their games, they strive for a balance of relevant real-world 

context, a meaningful experience, and a playful time for the participants. By making use of a didactically sound and 
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logical introduction, reflection and debriefing learners are in charge of their own learning and this directly affects 

their motivation, immersion and learning effects. Naturally all simulation games take place in an influential context 

therefore any didactical design needs to be embedded in the specific situation.  

The Dutch serious game industry has approx 300 companies and that is no coincidence. Dutch culture is playful, 

Erasmus and Huizinga were the first academics focussing on game, play and playfulness. Game theory and gaming 

simulations are two terms used to describe two seemingly unrelated fields. However, both game theory and gaming 

simulations aim to describe and interpreted the behavior of actors in complex systems. The two fields could benefit 

from one another and thereby (potentially) increase their effectiveness in supporting decision-making. The game 

theory and gaming simulation can be combined and can be used in participatory interventions with stakeholders to 

support decision-making. 

There are several cases involving ethical issues, which are common in gaming due to their importance and/or 

playability. The issue of intentional manipulation is explored, as this must recognize the darker side of game use for 

propaganda purposes. The subtle types of manipulation are also there. The changing attitudes on the part of the game 

industry and an increased awareness of ethical issues in game design can address this. Education sector, 

governments, enterprises and consumers are creating and adopting Game Based Learning (GBL) for learning 

enhancement, competency building and source of revenue. GBL has demonstrated its pedagogical potential and 

impact on learning performance. Cognitive load theory has an important bearing on the learning performances and 

guides the learning designers on designing effective learning scenarios and constructs.  

The role of gaming in the field of energy system education is based on practices. The unique value of gaming as a 

social simulation is with other multi-agent methods. The energy transition in the competitive market is reported as 

an example of gaming as a social simulation adopting reproductive methodology. In simulation and gaming (S&G), 
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Facilitator‟s job is to reduce difficulties as much as possible and encourage participants to engage in a serious 

discussion. Facilitator should do one‟s best to make the physical and mental environment suitable to the participants 

and search for a better way to encourage participants in the S&G.  

A serious game is an effort to combine the engagement and motivation from games with some sort of utility beyond 

mere entertainment. To explore the design space for serious games and derive design guidelines for serious games a 

set of design principles for serious games can be generated to conceptualize of the design space for serious games. 

The understanding of serious games from a game perspective may be relevant to any development effort intending to 

use the persuasive and motivational power of games. By game simulations, we mean deliberately created learning 

environments in which we imitate the daily reality of a business process. An essential feature of game simulations is 

that players' decisions matter. We distinguish between the game as a thing and the game in use. If you talk about the 

game as a thing, then the target audience, the story, the duration, the number of players, the roles, and the gameplay, 

are topics of discussion. But with a game in use, other issues come into play: relevance, psychological safety, the 

personality of the game leader, adaptability to group size, and group dynamics. Design and use are not separate but 

influence each other. 
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