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Recurring Solution Requirements

- Mature Technology

-Enabled Work Force

-Affordability

- Precision

- Articulation

- Flexibility

-Maintainability
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seORM
".... UntH(loW1 it has been extremely difficult to track user activity within 3D garnes
environments to industry standards.. As such? training departments have been unable
to monitor many learning improvements through this type of approach. LINE worked
closely with CaspIan Learning to produce the industryls first SCQRMconformanl
3D seriousgam.es that feed user data andactivity ..results toSCORMv1.2and
2004 eonformant Learning Management Syste.ms(LMSs).. ?'

Thinking Worl·ds™
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Who are Cas ian?
Global Leaders in the use of 3D games technology for
education and training:

-Motor
-Finance
• Technology
• Pharmaceuticals
• Publishing
•• Education

Delivering programmes for organisations such as:
I '. ·····1

i.' ;:.... .... .... .. .. .1
'C:::-M~CKI
I·······/;<~
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What does Thinking Worlds do?

"Delivers performance simulations and problem

solving challenges in engaging 3D worlds, to

improve learner motivation and skills"
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Games, Sims and 3D worlds
3D Worlds

Games
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Caspian Approach - The best of
World

3D Worlds

Games
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Types of learning journey
-TrailWorlds™ ~·Dj(j·cted Journeys

.. Journey =Structured, linear, Sequenti.ally Progressive

... Outcomes •.• Prescriptive, ExplIcit, Task based

• Use cases ..... Process, Procedure, Compliance,. RegulatotY,Knowledge

• Quest Worlds™ ... Branching Journeys
.. Journey:::: Unfolding, Branching Structure, Personalized

II Outcomes .~. Overall aims & goals With differentiated routes

II Use cases Scenario based, Skills Improvement, Problem Solving

• DiscoveryWorlds™ ... Open Journeys
II Journey-Open ended, tearnercontroUed, Free form
.. Outcomes ..••.•.. Engagement, Self Direction

... Use cases = Exploration, FamIliarization, lTC'S, New Roles
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Five Ideal Appropriate Types Of VR
Learner................

1. Disengaged and Disaffected learner

2. Young & Media Savvy Learner

3. Concrete Visual learner ~~~~:::niversal
Pl'_f. ~...'

4. Competitive Learner

Isn't t is the majority of learners we have?
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Five a.ppropriate types of learning------
1. Dull, Dry Content

2. RiskMitigation

3. People Oriented Interactions

~ 4. Exploration and Familiarisation

5. Decision Making and Problem Solving

Isn't th 5 the majority of learning we do?

MODSIM 2.007 VA



The technology
Thinking WorldslM Applications

-Use thinking skills to achieve learning
outcomes within 3D virtual world
-Subject specific applications
-Mapped to objectives
-Measure Thinking Skills performance
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Oshyn.ee

De I yin ThinkingWorld TM
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Oshynee Approach to Evaluation

• The purpose of training, or managed learning, is
to achieve predictable business outcomes.
- A problem with training is that ideal behaviors in a training

environment do not often predictably provide for performance
under working environments

- The performance domain is multivariate with environmental and
g internal barriers to performance

- "Work experience" or "experiential learning" is the primary
determinant of performance in the 'real world'

• Oshynee evaluates workforces against
workplace standards to determine proficiency
and provide feedback that resolves differences
between what has been learned and what is
needed for success

MODSIM 2007 VA



Technical Description

• Oshynee's precision Learning Objective pertormance factor rubrics
with associated behavioral anchors integrates with Thinking
WorldsTM, to provide event data recording and dynamic prescriptive
feedback.

• Thinking Worlds™ provides SCORM parametric data for reporting
within the game and within overarching curricula or workplace
evaluation strategy.
- Open-sourced, browser-based digital dashboard reporting tools collect

data from TW, LMS, LCMS, HR, and workplace metrics or control
systems

• The games may be delivered across the internet or in a range of
networked and stand-alone methods using the delivery model (s)
required by the host organization.
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E mple t ry ar
Scenario: Irate Custom

• Each event within the Simulation contains specific behavioral aspects of customer service which
measured against standard performance criteria across multiple levels of proficiency
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p rf rmance Criteria Outlined in E
Rubric

m

Asks to many questions,
lovasiveIy probes for
informafiDo, however
does not successfully
identity guest needs

Operates strictly
according to polley,

wit"uut regard to meeting
CUs1OO'lel' standards

ReactsJrespOflds
negatively or impulsively to

guests needsi rights r or
judgments

tliia! deference I fd30wed by
aggession; hcvvever$ able to meet

guest needS

Operates strictly accordng to poncy,
without regard to exceeding

customer standards

Produces new safety
Adheres to safety procedureslPolicy, procedures,tpolicy l

however, continuously seeks out however, they are often
paterna! safety hazards to the polm unnePAed. costly and time

of guest disturbance nensive
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Event Response to Performance Factors

Customer Service
Behavioral Steps Rubric Performance

Event 1 Guest Role Representative Response
lVIeasured Factor Dimensions

Options
1) Hello sir, yes this is reception, due
to technical difficulties some of our

guests are experiencing sub-standard
1. Active listening

Verbal/ Nonverbal
rooms, we currently do not have a time Communication

"Hello. Is that reception? It's frame as to when we will be able to
address these issues.Mr. Jenkins here on the 4rth

2) Hello, yes this is reception. 11m sorryfloor. I've just checked in after a
long haul flight, and I must say to hear that your room is not

2. Restate the problem Adherence to Policy
my room is an absolute satisfactory. Can I ask 'Nhat the

problem is Mr. Jenkins?
Player moves towards telephone disgrace."

and has an interactive 3) Mr. Jenkins I can only apologize.

conversation with angry This is totally unacceptable, firstly may 3. Accept responsibility to
Problem Identification

customer. I offer you a complementary meal and the problem
drinks \AJhilst I contact house keeping?

1) I'm afraid the complementary meal
IIExcellent, that's great. I is limited to one sir, however, I can 4. Determine course of

Passive / Aggressive
presume I can bring my family?" offer you a 50% discount on the other action

members of your party.

"I suppose that will have to do, I
2) Of course not a problem, can I just

can't say that I'm happy.1I ask 'Nhat room you are in so that I can 5. Follow-up with guest
apolOQize in person.

"I suppose that will have to do, I
can't say that I'm happy. II
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Scenario-Driven Assessment

• Simulations and games provide authentic situations and
participant responses against idealized criteria.

• Performance metrics are automatically captured during
key decision points/events within the scenario

- Measuring and providing feedback on performance within each
scenario event

• Performance task decomposed into a series of measurable
behavioral actions

- Performance measured against standardized performance criteria
Performance Factor Dimensions (PFDs)

• Event branching provides primary dynamic feedback
• Emphasis is on problem solving using authentic policy / resources

• Customized to meet performance objectives / client needs
- May vary from site to site
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Exa pie Learn rDash ard

Oshynee proposal

Evaluation

•
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Learner Dashboard

Evaluation. of

Demo
Learner Feedback

Game Based Evaluation 20F 2
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'1 Providing Course of
Action
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... Evaluation
Dashboards
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Supervisor Dashboard
20F2Game· Based Evalua.tion

•
Oshynee Proposal

Evaluation

Supervis.or Da.s..hboard
tVahlationof

[lelna

V,"bill
~.,'V~b;d.(:~~

...Sot ···········.···.··········.·.·.········8·····.···,··.··· ,' '.' ,....•.•...•.•..•...•...........••...•.......•• .,c. , .••..•......•.••.••........•..•..•. ..:

Dashboards

Evaluation•

Oshynee Enterpri se.s llnc.© 2007, All Rights ResErven
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Correlating I i idual and
Organi.zational Performance

Game Based Evaluation

•
20F2

Evaluati00 of

Demo CorporateDashboard

Eva.luation..
Dashboards
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Performance Dashboards
Management requires transparency across critical organizational processes
from initial activity to aggregate output to performance outcome against key
performance indicators.

DEI's Performance Dashboards and Control Panel Module (PDCM) suite can
integrate with virtually all organizational databases or applications.
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lution
• Mature Technology
• Enabled Developer Work Force
• AffordabU.ity
• Precision
• Articuilation
• Flexibility
• Maintain•.bility

http;llwww..caspianlearning.co.uk
MODSlM2007VA
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Solution Benefits

• Leveraging the Thinking Worlds™ game engine allows Oshynee
to develop simple or complex situated performance environments.

• Supports a variety of ISD Approaches but naturally provides for
"Guided Discovery" :

- Higher learner engagement - because the technologies are extremely
interactive and games based, the engagement factor is way beyond
other learning experiences

- Accurate contextualisation - because the learning journeys occur in
salient environments and utilise realistic scenarios the context and thus
transference are improved

- Improved thinking skills - because the tasks within the technology are
based on learning science, the thinking skills are improved and more
reliably transferred to the job

- Precise performance measurement - the core technology allows event /
behaviour relationships to be monitored and reported. Finely grained
data can be used to assess performance and transferred into a range of
feedback / reports including enterprise digital data dashboards
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A Last Word On Why This
Method Works

o Adult learners are increasingly driven by perceived relevance to
their personal and professional goals.

o When personal goals and resources are aligned to organisationally
valued performance, the results are more predictable than when
learning objectives are ambiguous and only a passing grade is
considered the goal.

o Conservation of effort can be achieved by allowing adaptive paths to
performance goals, the adult learner is further incentivized to focus
mental energy on the learning task.

o Multiple benefits come from this approach, including improved time
to train, time to competency, and greatly enhanced learning transfer
on the job.
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Why Use Games for Evaluation?

• Activity-feedback dynamic that is understood by the learner as a
"cycle of expertise".

• Relevant situations provide the basis for thoughtful problem solving
with game responses that reinforce "good strategies" while
stimulating learner refinement of "poor strategies".

• When the underpinning expert model provides realistic resources
the success modeling in a low risk - engaged analytical
environment can reinforce organizational values, knowledge
precision, and communication articulation.

• Measuring competency while providing practical feedback enhances
learning and is more predictive of workplace performance by
"normalizing" skills having proven successful and inhibiting
behaviors found to be unsuccessful (when a success model is
available as an alternative).

• Effective games repeat this cycle again and again within a
recognizable structure ~ overt modeling - guided discovery in
practice.... it's an effective process to develop expertise
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Myths About VR
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The Virtual eali mm yh
Games and Sims are somethin
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The Virtual Reality - Myth 2
Games&. Play should exist outside work

TheINTERNATION,i\l
SE.RIOtJS GiXfvlES

EXtENT 2006
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The Virtual Reality ... Myth 3
Games can ..notdeliver measurable
outcomes

15/08/2007 14:11 :16

Raw soores
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The Virt.uaI saIity - 4
Serious Gamesmea.nSerious Money

-Xbox f5m
~~

-AA. & Hazmat =
f2~4m

MODSIM 2007 VA
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Measuring Expertise?

• Workers are learners
• Real world experience determines future behaviour·
• Experiences and individual pe'rspective are not uniform so

the readiness of an individual and their team is not uniform
~ • Subjective, situational feedback is important but inadequate
N

N • The ability to compare a worker's state of proficiency
against a precise human capital demand is needed

• Enter the age of dynamic proficiency measurement and
feedback
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