Pedagogy in simulator-based
teaching and learning —
a developing area of competence

& Eleanor Wiklund and Elisabet Malvebo
iﬁ FORSVARGMAKTEN The Swedish Naval Warfare Centre



To what extent is the pedagogic perspective
included when developing new technology for
simulated environments?



The agenda

= Why is our entry question relevant?
= What do we know about learning?

= What do we know of the instructor
role?

= A brief look at gamification.
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Changed conditions

= Growth

= Few have to educate many more
=  Conscripts
= Cadets
= Officers

® |ncreased usage of simulated environments by
units

= Time critical - efficiency
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What do we
know about learning?



Learning is ...

... an active and creative process where
reflection is a building block.

... well supported if we design courses
based on active learning, variation,
clarity in goals and give formative and
summative feed back.

... dependant on the teacher.
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Learning with simulators

Potential for training skills and developing professional
knowledge

Structured activities - dynamic process

Breaching the gap between theory and reality — contextual
learning

Can never fully replace training in the ”live” system or situation
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What do we know of the
instructor role in simulator
training?



Simulator/Gaming instructor competence

TPACK
: Subject T
Pedagogic content Pedagogic digital
knowledge (PCK) competence (PDC)
Pedagogy Technology

What, why and how? How and ICT?

it
E FORSVARSMAKTEN
i



(War-)gaming in education

= Board-game, computer supported or seminar-style with maps
" |nvestigate the process of combat from a safe environment

= Three phases of game based training:
= Briefing - Set the stage of the game
= Game play — Maintain balance between learning and playing
= Debriefing — Where the learning happens

"The success and value of the game
revolves around the players and their decision processes.” — P. Perla
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The teacher — the student — the technology — THE interaction

1. Briefing — setting the scene/framing

e Clarity on intended learning outcome

* Technology guidance

* Direct and indirect information to activity

* The sequence of events — (un)known Teacher =

* The setting given — professional behaviour .
Facilitator =

2. Sim activity/the gaming part with interventions: "Sufficiently active in the background”
. Stopping — direct instructions

. Playing along in arole

. Interacting in the physical space

*  Collecting information

A coaching approach

3. Debriefing - important for learning to occur, post-experience analytical
* Collected information from the activity, playback of sequences
* Closed or open-ended questions — active learning, collaborative learning and guidance forward
» Storytelling — putting words on tacit knowledge
* Social dimensions of learning — the climate in the classroom
G rorsvarsmakren ¢ Feed back to instructor — two-sided learning
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A brief look at gamification



"The hero’s journey” in gamification
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“The hero’s journey” - applied to the learning experience

Discover - Visa

9

Createinterest & association

9

On-board - Instruera

Introduction & familarisation

9

9

Immerse - Ova

Building knowledge

9

9

Master - Prova

Applying the skills
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To what extent is the pedagogic
perspective included when

developing new technology for
simulated environments?

Instructor

Learning role Gamification

IT Didactic design
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Thank you!

Eleanor Wiklund and Elisabet Malvebo
The Swedish Naval Warfare Centre
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