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Workshop Focus and Goals

Lead a project team 
through a simulation - game 

development process

Basic Concepts

Simulations and Games 
for Teaching and Learning
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Some Simple Definitions

Simulation

Game

A program/activity that contains a model 

of a natural or artificial process or system. 

Simulation-Game
A simulation with integrated game-like 

features (competition, rules & rewards) 

often referred to as a serious game.

A contrived rule-based activity with a 

goal of achieving certain measurable 

outcomes to win.  

Hereõs the Situation

Your Job Context

A small to mid-sized college.

Grant awarded to create an educational 

sim-game (topic TBD).

Demonstrate pedagogical potential of 

simulations-games.  Innovative teaching.

College President Goals

Well designed simulations-games can significantly 

improve learning.  Learning gains can be 

quantitatively demonstrated.

Assumption

Learning

http://atsosxdev.doit.wisc.edu/~blongoria/gasp/0.0.8/
http://atsosxdev.doit.wisc.edu/artpursuit/
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Hereõs the Situation

Your Role

Lead the project development process

including project management and 

game design activities.  

Create an exemplar simulation-game.

Inspire campus faculty across disciplines 

to consider using this instructional 

methodology.

Your Goal

Resources and Constraints

$40KBudget 
(not including your time)

6 monthsTime Frame

Staff

Faculty, programmer, 
graphic designer, 
instructional designer, 
TAõs

Independent evaluator 
assess process and 
learning outcomes

Evaluation

Other


