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Kritische Entscheidungssituationen

. Zeitdruck
 Verschiedene Perspektiven (Wicked problems)
. Systemische Auswirkungen von Handlungen

« Wissen & Kompetenzen & Personlichkeitsfaktoren




Herausforderungen

The most significant [arobtem with education
today is the problem of significance itself.
Students - our most important critics - are
struqqling to find meaning and significance
i their education,




Herausforderungen

- Trennung von Lernkontext und
Anwendungskontext

- frages Wissen
. Lerntransfer




Herausforderungen

Trennung von Lern- und
Anwendungskontext

kunstliche Lernkontexte

unbedeutende

Keine Einbettung in kulturelle und Lernaktivitaten

soziale Umgebungen

Trennung zwischen Theorie & Praxis
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Trages Wissen

Alfred North Whitehead (1929)

- Knowledge that can be

—recalled when explicitly asked for it

—but not when needed for problem
solving
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Lerntransfer

“The abillity to extend what has been
learned Iin one context to new contexts”

A Content: What transferred

Learned skill Procedure Representation Principle or
heuristic

Performance change Speed Accuracy Approach

Memory demands Execute Recognize and Recall, recognize,

only execute and execute |

(Bransford, Brown, & Cocking, 1999, p. 39)
7



Lerntransfer

B Context: When and where transferred from and to

W——— - - . - — -

: Near « > Far
Knowledge Mouse Biology vs.  Biology vs.  Science vs. Science
domain vs. rat botany economics history vs. art

' Physical Same Different Schoolvs. Schoolvs.  School vs.
context room at room at research home the beach

school school lab
Temporal Same Next day Weeks Months later Years later
context session later
Functional Both Both Academic Academic Academic
context clearly academic vs. fillingin  vs. informal  vs. at play
academic but one tax forms questionnaire

nonevaluative

Social Both Individual Individual Individual Individual
context individual VS, pair vs. small vs. large vS. society
group group
Modality Both Both written, Book Lecture Lecture
written, multiple learning vS. wine vSs. wood
same choice vs. vs. oral tasting carving
format essay exam

- —




Spannungsfelder
- Whole-task scenarios vs. part-task scenarios

- Low fidelity simulations vs. high fidelity simulations
- Augmented reality vs. Augmented virtuality
« Immersionsniveau

| MIXED REALITY (MR) |

S ——

REAL AUGMENTED AUGMENTED VIRTUAL
ENVIRONMENT REALITY (AR) VIRTUALITY (AV) ENVIRONMENT
R —— e ——————
eReal environment *Virtual environment

eenriched with virtual objects eenriched with virtual objects
Milgram & Kishino, 1994 8
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Augemented Reality

When | talk about AR, | try to expand the
definition a little bit. Usually, when you talk
to someone about augmented reality, the
first thing that comes to mind is overlaying
3D graphics on a video stream. | think
Robert Rice  though, that it should more properly be
any media that is specific to your location
and the context of what you are doing (or
want to do)...augmenting or enhancing

your specific reality. 8




Serious mobile location-based
simulation game?

Ortsbasierte
Lernszenarien




Fallstudie 1: Geiselnahme/UNHCR

 Ausgangssituation: Wunsch nach Innovation fur
Training von Mitarbeitern in Krisengebieten

« Hoher Kostendruck durch reale
Trainingsszenarien

- Ziel: Flexible, authentische und mobile Losung
4
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Fallstudie 1: Setup

- Rollen:
—Direktor/Buroleiter %
—Sicherheitsbeauftragter

HR M < gnnch
_ anager (@) ““,..-
. Ziele: >

—Wiederverwendbare mobile Lernszenarien
—Benachtigungen und'in-situ’ Assessment
—Halbautomatisches Management des Szenarios
— Aufzeichnung der Aktivitaten fur Debriefing
—Bedachtes Handeln in Stresssituation & effiziente

Kommunikation 8
13
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(M) UNHCR

The UN Refugee Agency

\_—"verizon
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Message List

Important Message




v A
Question
After informing your countrys

Representative,
what do you do next?

Make contact with the hostage takers
to find out the demands

Liaise with other UNHCR staff to
establish when, where and why the
hostage was taken.
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Fallstudie 1: Learning/Game Design

Head of
Office
Personal Personal Personal Personal Personal
Decision Decision Decision Decision Decision
/ \/
Security N
Officer Nc?m- Assem R
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Inci- | Decision [7] the | Decision >ning Decision ding | Decision 7] tiating | Decision
dent / team \/ / \/
Staff
Welfare
Member Personal Personal Personal Personal Personal
Decision Decision Decision Decision Decision
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Fallstudie 1: Zusammenfassung
- Evaluation auf Level 1 nach Kirkpatrick (1994)

Behavior

Learning

Reaction

« Akzeptanz des Lernszenarios hoch, Effekt auf
Wissenserwerb vergleichbar zu klassischem
Training

- Alternatives Trainingsszenario ersetzt zum Teil
klassisches Lernszenario 8




Fallstudie 2: HeartRun x

- Ausgangssituation:

—Herzstillstand Todesursache fur 350 000 Menschen pro
Jahr in Europa (ERC Statistik)

—Trotz Training nur geringe Bereitschaft zu helfen in realer
Situation & geringe Halbwertszeit des Wissens &
Kompetenzen

 Problem: Grol3e Differenz zwischen

Trainingssituation und Anwendungssituation

‘ﬂ: .,."A' k‘."




Fallstudie 2: Setup

« Rollen:

—AED Spieler
—Reanimationsspieler

—Dokumentationsspieler

. Ziele:

—Erhohung der Halbwertszeit des Wissens

—Erhohte Bereitschaft zu helfen

—Einstellungsanderung (kurz-/langfristig)

— Aufzeichnung der Aktivitaten flr Debriefing 8
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HeartRun: Beispiel

Dialling

What is the most important informatiorg
when calling the ambulance?

Click on PROVIDE ANSWER below and
start recording your answer.
Afterwards click on Publish to make
your answer accessible.

Provide Answer

AU



HeartRun: Screendesign

The game is based on messages which
will appear on your device. When closing
this message, you will already see the
next one. You close this message by
using the BACK Button. To open a
message, you have to click on it.
Messages which you have read are
greyed out.

X 2 B * CH 12:04

Welcome to the Heart Run game. It will@
help you to be prepared in case of
emergency. The instructions on your
device will tell you how to save a life.

Push hard and fast in the center of the @
person's chest to the beat of the disco

song “Stayin’ Alive.” It has more than 100
+ beats per minute — the correct rate to
push on the chest during CPR.

Go to the next AED.

If you stand in front of it, scan the
barcode attached to it.

To do this, press the barcode icon
below and hold the advice in front of the
barcode.

It will scan automatically.

Continue CPR until an AED arrives or
emergency providers can take over.

LS

If other bystanders are present, change
the nerson oivine chest combnressions



Fallstudie 2: Learning/Game Design

AED Player
AED | POlArmrival & [ PO':gglal &
notification AED pickup .
application
\_/- R Scan
| v
CPR Player +
Incident POI Arrival & Debriefing Debriefing
nciaen rmva . \ with aold- g
notification CPR steps Coordination stancgiard with instructor
/ \___-/—-—~
' Documentation Player
Performance ‘
recording | Upload Synch point
\/ \/ —e

Routing Support




Fallstudie 2: Zusammenfassung

- Formative Studien zur Evaluation des
Spielprozesses inklusive Neukonzeption
abgeschlossen (Kalz et al., 2013; Schmitz et al,,
2013)

 Derzeit Datensammlung fur Evaluation auf Level 2
bzw. 3 nach Kirkpatrick (1994)

Behavior

Learning

Reaction
23




Fallstudie 3: Logistik in Rotterdam




Fallstudie 3: Logistik in Rotterdam

Quayside Landside
E Stack
e, with RMG
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Trucks, Train
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Betriebsstorungen

www.cargolaw.com




Fallstudie 3: Setup

 Rollen:

—Mitarbeiter im Control-Tower
—Containerplaner

—Platzplaner
—Salesmitarbeiter
—Ladungsplaner

. Ziele:
—Erhohung der‘situational awareness”
—Weniger Unfalle, Optimierung von Prozessen

— Kosteneinsparung/Vermeidung von Mehrkosten
— Aufzeichnung der Aktivitaten fur Debriefing 8
27




Fallstudie 3: 2 Spielversionen

a O
Round 1 Resource planner decizion

w lmoducbon - - Take your decision
- ’
) Call missing personnel
Round 1 Start -
= » tar -\ Arrange external assistant to help you
- - coordinate the crisis
-

Version 1: Brettspiel

Version 2: Digitale Version

0
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Fallstudie 3: Screendesign

\_—" verizon \_—" verizon \_—" verizon

B™mMJ A 2 Rl 767 10:28 am B™MP A 7 Rl 57 10:32am e ME Y A 2 Ry 7110:39am

Excursion Message List ‘ ' Planning

assemble team ‘ A message has
arrived from the

DO, please click the
play button below
Correct - to listen to the
‘ { voice message.

. As requested by the
ion
Questio DO, please list the

required actions to be taken if the
hostage is released using maximum one
Important Message sheet of flip-chart paper. You have 10

minutes to complete this activity.
When the list is complete, please take a
photograph of the list and upload it for
review by the DO.

Florence To do this, please press the menu
button below and select provide
answer.

Messages My Location




Fallstudie 3: Learning Design/Game
Design

Vessel
Manager Individual Personal
Information Decision
Yard
Planner Individual Personal
Information Decision
Group
Evaluation,
Control o Score
Tower " od°‘::‘t’m Individual Personal Calculation
. . Information Decision >. &
Next Round
Introduction
Resource
Manager Individual Personal
Information Decision
Sales
Individual Personal
Information Decision




Fallstudie 3: Zusammenfassung

» Derzeit noch Entwicklung und formative
Evaluation des Spieldesign

. Potenzial fur Vergleichstudie zwischen Effekten des
Brettspiels vs. digitales Spiel (Level 2 bzw. 3 nach
Kirkpatrick (1994))

Behavior

Learning

Reaction

B




Evaluationsperspektiven

Technology robust enough for  Service deployed long
evaluation of learning enough to assess impact

Macro
evaluation

Meso
evaluation

Specify requirement:s

Micro

Implement evaluation

Project development process

Vavoula & Sharples, 2009 32 w



Evaluationsperspektiven

- vagueness ++
Classroom * School museum Personal or family | Personal mobile
- visit or field trip visit learning
Physical setting Conventional | Moving around Moving around Unpredictable &
and static  a fixed location a fixed location changing
Social setting Fixed Pre-arranged Pre-arranged Unpredictable
| and changing
Learning objectives Externally set 7 Extemally set Personally set or Personally set or
and outcomes contingent contingent
Learning method & Pre-determined | & Pre-determined Pre-determined Pre-determined
and activities or contingent or contingent
Learning progress Pre-determined | 8 Pre-determined Mostly Contingent
and history - or contingent contingent
Learning tools Provided | ® Provided by Provided & Personal &
school or museum | personally owned serendipitous

Vavoula & Sharples, 2009




ARLearn: Mobile Serious Game

Platform

« OpenSource (https://code.google.com/p/
arlearn/)

- Autorenumgebung
» Spiel-Archiv (Repository)
» Portfolio-Ansicht



https://code.google.com/p/arlearn/
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