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Serious gamgand gamification

Gamification Serious games

Gamification and serious games are related because both try to leverage

aspects of games to achieve something beyond playfulness.
Source: Ganit Richter , Daphne R. Raban and Sheizaf Rafaeli
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WHAT IS GAMING SIMULATION?

A gaming simulation session:
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A broad range of simulations in which the role of a
human decision maker is enacted by a real human
participant instead of a computer.

Technology Is nagssential budriven by the goals of
the gaming simulation. From tabtep to 3D immersive
environments.
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Simulation gaming in 4 domains

Teaching Empirical test

««Complexity environment

««Experiential learning **Designs

««Dangerous tasks **Hypotheses
«sBehavioural lab

Gaming simulation

Intervention Design
*«Group learning *s|Interactive environments

««Policy intervention *+Visualization
«Five C’s (Duke / Geurts) *«Platform function

Source: Sebastiaan Meijer, Gafning simulation in design of logistics systems. Dornbirn
2017.
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ROLE AND PLACE OF SIMULATION GAME
EDUCATIONAL PROCES:

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:

A Games as a summary of knowledge and skilisthe end of
the process

Games as a motivation to learn and knowledge and skills
gaps recognitiorg at the beginning of the process

A
A Games as a support to particular and specific field of
A

knowledge or skillg in the middle of the process

Games aan assessment and test centeiseparated from
the process
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Types of games

A Freeform games

A Roleplay games

A Serious board gameshaptic games
A Hybrid games

A Serious computer games

A MLG¢ mobile games for learning

A ARG alter reality games

A AR/VR/MR games
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Game & Game-Like Experiences Split by Design Intent

Game
Thinking

Game
Elements

Virtual
World

Game
Play

Non
Purposeful

Game Inspired
Design

Gamification

Simulation

Serious Game

Game

Marczewski, A. (2015). Game Thinking. Even Ninja Monkeys Like to Play:
Gamification, Game Thinking and Motivational Design (1st ed., pp. 15).
CreateSpace Independent Publishing P EEeramey T KR Ths]



http://gamified.uk/gamification-framework/differences-between-gamification-and-games/
https://www.gamified.uk/even-ninja-monkeys-like-to-play/

MLG

SmartLeo
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Smairt Leo
9 33

A medium that allows buyers and sellers
of a specific good or service to interact in O/N Deposit
order to facilitate an exchange

A fundamental economic concept that
describes the total amount of a specific

good or service that is available to
consumers

Market Disel Fuel deposits I'm proud of You Really?

Debt deposits

Supply

Demand

Demand

There is no this type of
deposits answer
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There is no correct
answer

Menu
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There is no correct




Game Layout

A Intro screen with choice of the knowledge area
A Short game instruction ahead of every level

A Level 15 quiz questions randomly chosen from
database
A Mini-games:
I crossword puzzle
i PacMan style game with Leo
I MatchingPhotos with names of famous people, objects, logos etc.;
|
|

dragand-drop ¢ matching famous quotes with people
' grouping objects or names

A Thislayout is repeated on the following five stages of
the game
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Database
ACKS [dzSadaAz2yaQ YSOKI YyAaA
anew guestion at any time.

A In order to add any of categories it is necessary to
have at least:
I 30 questions with 4 possible answers
I 4 passwords to crossords
I 4 imagedor matching imagesodule
I 4 passwords to group the category
I 4 quotes a mirgame quotes
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Gamec CMS

The number of categories is unlimited, but due

to operational capabilities of older devices it Is

recommended teset the Content Management
System (CMS) max 10.

Categories can be flexiliyrn on and offfrom
CMS module
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POINTS
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Hotel Sfa‘r%

Hotel Stars

Company results

(=) (IR LY

288 901.38 EUR 18 745.25 EUR 79%

0%

Standard Rooms

(#8) | Indevelopment 0

Cugrent amount. 35

L TRT. & iy
giuf* i

e L
=T

L}
[
[
)
[
[
[
[
[
)
[
[
[

s \n e\l \n\e \nle \n\e \m

Ranking
In development. @ -~ Place 1

L&

Currentamount 10 3 Points 193.61

g wom

Projekt jest wspbHinansowany ze Srodkéw Unii

iej w ramach

Funduszu

. - e ARTENEO

k.

Hello Klasyk Master!

Hotel : No logo
Srodmiescie (Zima)

Logout Round: 9




Unigue Interface

A Touch screen opmnalized

A Single page design

A Interactive map and design

ADNR 6 Ay 3 02 YL} S Expdiancel f
A Rich tutorial and onboarding

Al 02NBUOSEtAYT GK2NRdAAF
A Virtual advisor
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<7 HotelStars

Profit & Loss Report
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A Web browsetbased game

Simulationgame A Played in the small {2 person)
groups of students

A You create, run and manage
hotels in a virtual city dPekunia

A 17 decision rounds
A Growing complexity

A Dynamic scenario of the game
will feature seasonality, random
events, and competition

A Final boss fight

SI

Manager

Hotel

rtual

Hotel Star
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Floworiented experinece

Major

Fq change/competition
§ final “boss”
=%
E
=]
L4
a £
5 | o
© Major change/labor
market/employment and Minor changes and
ranking random events
Major change/bank [ ] '
and credit Minor changes and
random events
Minor changes and
random events
Minor changes and

random events

v

4 8 12 16
Decision rounds
G S Center for Simulation
Games and Gamification
GG
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Teaching program

A overall game scenario

AOSFOKSNARQ YI ydz €
AaldzZRSydaQ YI ydz €

A program syllabi with 36 detailed lesson scenarios

A 23 presentations covering the simulation game and
knowledge presented in the program

A 15 exercises for both inlass tasks and homework
activitiesc with solutions

A 3 experiencebased exercises

aS
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Mean diferences and gender

Differences in

entrepreneurial
attitudes among
tin1 QUEMON3 Quesigps  Question6  Questions  Questiond  Question 10 Qm: B B hlgh SChOOI
o students before
and after the
The | game
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ECONOMIC e ol
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HCD Learning all rights reserved
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Hotel Sf’zﬁs?

HCD Learning all rights reserved
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BLUEPRINT CONSPIRACY

Augmented Reality Game (ARG) mobile
as a source of information and tasks for
the players:

AAvailable missions,

AStatus of the game and current tasks,
AResource management,

ARankings and position among other
players.




o~ Ha A i ¥ 4 & 09:11 o, #0912 o - Ha N O & 4 | 09:13

) Missions  Trophies Stats  Leaderboard
blueprintapp.net s blueprintapp.net

u u = " 1] UI'd SUCCESS WINE UPENIIE d TES1aurant arein U imgn: S out or ten
ADMINI B Begln thls m|SS|0n NeW undertakings of this type are not successful and only four out of

4 . 9

?ﬁ' i B restaurant”

fen
Please choose your insurance:

7™

bring as high profits as Mr. N would like to reach. Should Mr. N
open a restaurant?

Tweets % Follow

[GLITCHI Go to the cloakroom and say "DONUT”

b.’" Thales @thales_bpc 22 May
k," First day of our game is over. Get ready for
! tomorrow! #rest #chill #goodjob

L )

27 Thales @thales_bpc 22 May
k’ | can see first players there, nice! Do you

have twitter? Contact me @thales_bpc
#havefun #yolo

Continue without insurance

Insurance 0%

MAX

Solve the mission

MID

New restaurant 100 BP
Missions = Trophies Stats  Leaderboard

Welcome to B.L.U.!

Do you have problems with the security of your data? Are you afraid
that someone will steal your blueprints? You don't need to worry
anymore - here comes the B.L.U. We have prepared fast and fun tool for
recovering your lost data. To boost up that process you will have to
solve missions. Upon successful task solving you will receive data
packages of your lost blueprints. Try to recover as much as you can and

Roulette






BLUEPRINT CONSPIRACY

Areas of Implementation:

AAcquaintance with building,
campus or area,

AContent oriented games,

AResources management,

ARisk management.




AR/VR/MR

A Growing number of applications

A Falling prices of hardware

A Mobile and cardboard solutions

A Ability to build visually rich immersive environments
A Humancomputer interface

A Lowcostsimulator solutions

A Hard to transfer soft skills
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Casestudyc VRcrimescene
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e
Learning program content
CICERO

The learning program of CICERO VR has been designed with
modern digital native in mind:

V the VR simulation game with 2 modes of work and flexible
build for more future scenarios

V Student instructions

V Training video materia] total amount of 2h distributed
through private YouTube channel

V Interactive mobile application for participants to vote.
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e
Game system
CICERO

The game has bedpuild with Unity 3D system. The CICERO VR
works in two modes:

V Practice mode in this mode students train with prepared
presentation on the selected business problenvith the help
of the video material they goal is to mimic the master.

V Challenge mode in this mode students prepare their own
presentation, upload to the system and present it in the VR
environment.
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Feedback visualization amgeasument syster.‘..

Player actions

Visual feedbackicon

Measurement unit

Sight direction

WV,

\@l

Seconds per object or
avatar;

Speaking speed

Number of words,

words per minute,

average words per
minute;

Speaking sound
volume

Voice loudness in
decibels per
millisecond;

Gestures

"))

\ /
~ ”~

TDE:

A number of hand
gestures measured by
the distance between

HMD and haptic
virtual controllers in
the player's hands.

CICERO
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Blstractions Session Time Session Time Camera
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e

CICERO

Randomized avatar
creation system

System creates up
to 5 avatars with
gender and racial
balance for
diversified audience
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AR/VR fotraining

Aldeal for onthe-job andon-the-site trainingand
onboarding

AFuture of job safety training
AThe future of technological support
ASales support systems
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Coursdramework

Coursename Gamificationof business aneéducation
Coursenarrative:
Space Quesstudentsasspaceshigrew

teacheras aspaceshigommander
Main goal reactivatespaceshigenerator

Center for Simulation
Games and Gamification
[
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SPACE QUEST

SYSTEMW 31: SHIELDS

: THE HATCH

Far TS
FiCaihoys £l

WARNING: ALL SYSTEMS OFFLINE




Coursdramework

The storyline¢ need to have somepic meaningThanks to that
the course can be more attractive and student's motivation can
be higher just to see how the story ends.

. . Center for Simulation
. Games and Gamification
CLICE
www.kozminski.edu.pl



Coursdramework

Points systemeach spaceship system needed some number of
energy cells (points) to activate it back.

How to earn points?

- Missions' accomplishment (1 for each system)
- Activity during lecture

- Instant challenges

Center for Simulation
Games and Gamification
[
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Coursdramework

Othergamemechanics

Badgest achievementsg recognition

Challenge #1
Nameall the socialmediaplatformsfrom the pictureabove
Prize 10cells+ SocialMediaNinjdadge

Challenge #2

WhyH.G. Wellalmoststartedwar of theworlds?
Prize 10cells+ BookWormbadge

Center for Simulation
Games and Gamification
[ ]
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Coursdramework

Progression

SPACE QUEST

5vsTEw 6
Gamuncation A5

svsTEM 7: FELERORTS SYETEM 8: DROMES.

iaarfam
cammcasenewwens | © 0 HEE ] seneanan

16% of Systems Online

Center for Simulation
Games and Gamification
[ ]
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Coursdramework

A Boss fights; case study, final project
I Worth a lot of points

I Should be challenging combination of knowledge and/or skills of
student

Center for Simulation
Games and Gamification
[ ]
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Coursdramework

A Short missiong; focuses students' attention on certain
knowledge/activity

Mission 3.

Pickup 3 favorite games and analyze their content. Provide findings on different
mechanismgoufound in them, group them by different outcomes and features
In the table.After having a tableolor,the elements that are unique for this
gamewith one color and with different color mark elements that are the same
for more than onegameyou picked.

Upon successful completion of thigission,you will be rewarded with 10

energy cellsColored tablemustbe provided in order to finish this mission.

Center for Simulation
Games and Gamification
[
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Gamification takeaways

A Playercentric design
A You can start with simple tools
A Stimulating positive behavior

A Gamification could be the answer for millennials:
I Short attention span Player Centered Design
i Instant feedback ~ eewmeconmed
I Video games natives

legal considerations
SUOIIBIPISUOD [BO1Y}
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Videogames
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