Y)DEAKIN

UNIVERSITY AUSTRALIA

Using eSims in Teaching

Building Teaching and Organisational
Capacity

Presenting an ALTC research project by
e Jacob L. Cybulski
o Stephen Segrave
« Dale Holt

e David O'Brien ‘
e Judy Munro




DEAKIN

UNIVERSITY AUSTRALIA

Motivation...
Past: Today of Higher Education
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Present: Learning from experts in new media
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Future: Experiential Blended eSimulation

eSimulation
what's in ‘e’?

electronic
experiential
P = emotional
Electronic L e Dl e s et ; i&ﬂ'é?ﬁ%&ﬁ'ée eng aging
simulation , = [S——
" Spocoe
Delivering
experience
Blended with
traditional
methods of
teaching

Space vs. Place
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Experience in using new media to
support teaching and learning

2011-2012: eSims Book
2008-2010: ALTC Project — Deakin, RMIT, CSU
2008: InSi f new eSims

2007: Fab ATM, Pressure ent View, Mods & Rockers,
UnReal Interviewing, , Blue Apple Cruises, ...
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FIRST AUSTRALIAN BANK

Rear service panel of a popular Qualtex
WeatherMaster unit.

&
Questions Prompt Gends I il :
| D Secuity

B8 Gotothetop menu

B8 Go up, tothe previous menu | e, ©
] | Customer

F? Dascribe the interaction of a bank custormar with the ATM?
[E vhat are typical ATH features?

Tell me about the way you withdraw cash from an ATM? | s oy
g How do you deposit money via an ATM? | @
Tell me about ATM transfers.

g Canyou request a bank statementfrarm an ATM?

Customat
Database

when the trar 15 finished?

“fou have 40 minutes remaining. You should start asking some concrete questions. ¥e hope you are not alone
and youve come tothis session with a good note taker.

Exhibit 1 - FAB ATM



Immersion
Listening

Task Guidance
Interpretation

Interviewing

Quest
Elicitation

Meeting
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Focus: Talking Characters

HOTcopy (Journalism)

ClientView (Law)

Blue Cut Fashion Store (Information Systems)
PRessure Point! (Public Relations)

Suicide Risk Assessment (Mental Health)
Domestic Violence (Policing Studies)

Know Your Client (Financial Planning)
UnReallnterviewing (Forensic Interviewing)
Blue Cut Fashion Chain (Business Analysis)
Purple Integrated Taxi (Systems Analysis)
Ringo Robotics (Project Management)
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Experience which can be disseminated...

 eSims development e eSims infrastructure
— Educational design — Contents management
— Interaction design — Speech and character servers
— Script development — Web and database servers
— Studio work (actors) — Network services
— Video engineering e Development & deployment
— Sound engineering — Management engagement
— Graphic design — Production and project management
— Multimedia development — Help desk and technical support
— Game design — Acquisitions and partnerships
— Software engineering — Dissemination and adoption

— Integration & testing — Maintenance
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The general aim of this project therefore was:

To determine how to...
— effectively transfer knowledge and experience and
— build organisational capacity

To enable educational institutions to...
— develop, deliver and evaluate eSimulations

With a view to...

— enhance professional learning in the Australian higher
education sector.
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Project Manager
Judy Munro

Deakin

o]

eSimulation

Academic staff

csu

Academic staff

experts developing/trialling developing/trialling
Assoc Prof. Jacob eSimulations eSimulations
Cybulski Prof. Ross Smith Deb Murdoch
Stephen Segrave Dr Martin Dick Prof. Ben Bradley
lan Searle
Dr Hossein Zadeh
Multimedia Dr Pradip Sarkar
developer
David O'Brien
Independent Reference
evaluation Group
auditor




Methodology cycle Activities

Project initiation Project Conference 1

1. Planning = e3imulation training (Deakin)

= » Individual eSimulation design ACtI On

(Deakin, CSU, RMIT)

2 Action . gssiLT,u;{aﬂ?%development{Deakin, ResearCh

* eSimulation deployment (Deakin,

CSU, RMIT) -
3. Evaluation Formative
* Blogs

= Fortnightly all-of-team meetings

* Project Conference 2 —team focus
group

* Surveys of student responses

. Consultationwith Reference Group

Summative Project summation/ +« Project report
On-going * Project Guide
= Team member surveys dissemination of - Project website
» Analysis of surveys and transcripts results " Project posters and eSimulations
portfolio
. . + 1GI Global text — Professional
4. Reflection Formative Education Using eSimulations:
» Solution of immediate problems gen?ﬁts of Blended Learning
s . esign
(facilitated by Deakin) g

* Refinement of eSimulations

* Refinement of the design of
application of eSimulations in
classroom settings

Summative

<+ + Conference presentations/papers
* Project Conference 3

* Reference Group feedback

+ Final Project Report
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(® sim-master
C i ¢ hitp//www.deakin.edu.au/ "jleybuls/sims/MSC120-2010-T1/
* Google @ Jacob @ DSO W wikipedia E Facebook B IntoSkils @ YouTube & Amazon

Blue Cut Fashion

Your Questions

ﬁ' Help me with this interview!

@ Flease, wait!

Thank you, goodbye

n What are transactions?

n Wihat infarmation is included in the transaction record?

Do transaction records contain the same information as sales
dockets?

ﬂ Howe do you know the price of each product sold?

ﬂ What happens when the customer buys a numhber of products atthe
same tima?

n How do you handle returns of defective or umianted products?

n Can you summatise all information about sales records?

ﬂ Wwihat are measurement days?

Exhibit 2 — Blue Cut Fashion



Students generally praised the eSimulation’s ability of bringing to life abstract topics that
could easily be related to the professional practice to be learnt. D EAKI N
Trimester / Semester 1  Trimester / Semester 2  Trimester / Semester 3
UNIVERSITY AUSTRALIA
eSim Strongly Agree Strongly Agree Strongly Agree
agree agree agree
KYC 13% 75%
BCFS 19% 63% 12% 75%
BCFC 0% T7%
RR 23% 76% They emphasised that eSimulations provided them with access to experiences that they
SRA 0% 100% may not otherwise have had in a university context.
cv Trimester / Semester 1  Trimester / Semester 2  Trimester / Semester 3
L eSim Strongly Agree Strongly Agree Strongly Agree
Ul agree agree agree
DVS KYC 40% 41%
BCFS 27% 46% 25% 45%
BCFC 44% 44%
. . ) L . ) L 61% 28% 61%
Being representatives, in the large majority, of Generation Y, it was not surprising to note
that the interactivity, engagement and 'gaminess’ of the professional role projects 50% 0% 100%
sustained students’ interest throughout the semester; 10% 57%
Trimester / Semester1  Trimester / Semester 2  Trimester /| Semester 3 8% 54%
eSim Strongly Agree Strongly Agree Strongly Agree 66% 0%
agree agree agree
13% 66%
KYC 14% 61%
BCFS 17% 46% 22% 50%
BCFC 0% 75%
RR 23% 76% 13% 63% - " .
Fmdmgs,
Ccv 10% 52%
Student Experience
ul 33% 66% p
DVS 28% 42%




Infrastructure w DEAKI N
Hardware UNIVERSITY AUSTRALIA
Software

Connectivity
Tech Support

=

Installation Use
Knowledge | | Skills
Skills Proficiency
Experience Reconfiguration
Project
Management
Communication \
Student Feedback ol —>ad
Other Feedback ~. | QOutcome (T&L) Further
* Benefits — foeeeeed Diffusion
Limitations

Findings:
Staff Experience
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Findings: Media & Interaction Design

Studio Work and Video
Simulation / Game
Design
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Findings: Infrastructure Design

Web Server

~

Template

Character i cache
i Server

..............

Flash Stream

XML  Flash Movie |~

¥

o

. Trusted Web Site

Web application W|th a
Conversational Character

Web Browser

Conversational
Character
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Aim
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Findings: Experience Design

Scope
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Jacob's simBlog

T Sidelofl | 4 | m |

(Exhibit 3 — Where are we?)



Findings: Learning Design

Alignment of Business, Technology and Human Factors

business dividus nce & Exposuie
iechnology J L S to e-Sims
RumaR ;"
Reflection *\
Law and Ethics
Knowledge ngmt |/ A waking Reeommendotlms*— Global Business
E-Commerce HR / Outsourcing
~{_Competitive Market Making Observations *" Financial Reporting
[ isTextbook | ] case-studies &
Observations & Gathering Evidence * IS Management Guest Lectures
Recommendati IS for Advantage
Understanding Business *— IS in Organisation
Excel Understanding Data & T IS Dev, IS Security L\]
Demonstrations Large Worksheets IT, DB, Nets, Web IS Textbook |
Charts
| Excel Textbook Formulas | introduction to IS
|  sources Tutorials & Labs Project Lectures Sources |
Absorbing Sharing & Doing Doing & Experiencing Experiencing & Sharing Absorbing
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RATIONAL STRUCTURES COLLABORATIVE
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Learning Designs for Professional Experience

FINANCIAL PLANNING

INFORMATION = “Gent interviewi - JOURNALISM i [ESS ; : es5 analysis BUSIMNESS
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TECHNOLOGY"
:n%
’

[ 13 "-_lgln
Project ; M

“Building academic staff . —-— g - B | “Building academic staff
cﬂspacit}l for using capacit}:  for using
eSimulations in i =’ Wi eSimulations in
professional education . . professional education

for experience - i TR for experience

transfer”

... some students’ responses
“Easier, can do in ewn time, can revisit things"
“MNon threatening and safe”

“Not penalised for mistakes, feel free to experiment and learn™
“Being able to apply the theory into an actual scenario
was beneficial in learning™
“It feft very real and gave me a chance to really !

practice these skills" L

. Would you recommend the eSim
CURRICULUM ¥ to other students?

s 0L OCY 75 —100% YES
Infrastructure requirements  Developing g trialling eSims LEARNING ‘
Training requirements Evaluation of knowledge transfer 4 ) :
Mentoring Evaluation of educational experlence Evaluation Of&dﬂf.’ﬂtlﬂﬂﬂf experience
Evaluation of student experience

RMIT 2 CHARLES STURT RMIT

UNIVERSITY UNIVERSITY UNIVERSITY UNIYERSEI T

FORENSIC - INFORMATION

PSYCHOLOGY = SYSTEMS ASSESSMENT

TEACHING

Partners . Partners .

Practical Deliverables: eSims (7+3) & curriculum




2008-2010 Suicide Risk Assessment
Mental Health

about this simulation
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ISsemination

SRA offers that practice o students in a

safe computer mediated environment that

scaffolds their leaming before a residential

school that continues to build on the arlier

dert \eade™ SUTY) established skills_

aead® jake an
icidal

Mentsl health professionals nesd to
develop chent assessment skills and an
yocao? ; poth understanding of potential risks to the
lents. client. Assessment s linked to the
simulations by asking students 1o develop
an assessment and case notes from the
intsrview. Dependent on the level, masters
or undergraduate, students will be asked
for a varying degre= of information and
understanding gained from the interview
ve and relate it to the theary discovered in -
earfier teachings.

- SRA was designed in kesping with 5 0
e Jesrn ‘mumzi\‘ mw‘m\i‘“* constructivist principles where students are Provi, o, tag, /7@ S,
B e o e ace W provided with notes, lectures and online g by, ) fO/'g
are 3 cus® e B et discussions through a subject forum and bee, Tn, oSy <
A ay EP oroueh ® ; : by S iy
et Wl O s 199 encouraged to discover information and s My
2 panee cost e’ e eV e understandings through experience. This is ‘b'b"t o g P
with o m,‘ga\\«ﬂ‘ ance 5 o a blended leaming experience where :h"o e on  ape, 00 gy s
oreit st e qoed ¥ students acoess information from a range: B 5oy, OF /ecl iy, :"/ L
ope 12 ey 2 e et “““"t“’@ of sources, both offiine and online, to ‘;%,,,-"’5’ g o bs,:'“ P ;’Pmr:f“s o
P - developing an understanding of practics “ls,,,eg"ci,,, e e e g, 8 e
P s basad learning in an authentic manner. [Sse 5 M Wi St S,
o

CHARLES STURT

Training
Seminars
Workshops
Conferences
Journals
Reports
Flyers
Posters

Web Sites
ALTC
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The use of digital, Web-based simulations for education and training in the workplace is a significant, emerging innovation requiring immediate
attention. A convergence of new educational needs, theories of learning, and role-based simulation technologies points to educators readiness for e-
simulations. As modern e-simulations aim at integration into blended learning environments, they promote rich experiential, constructivist learning.

Professional Education Using E-Simulations: Benefits of Blended Learning Design contains a broad range of theoretical perspectives on, and practical
illustrations of, the field of e-simulations for educating the professions in blended learning environments. Readers will see authors articulate various
views on the nature of professions and professionalism, the nature and roles that various types of e-simulations play in contributing to developing an
array of professional capabilities, and various viewpoints on how e-simulations as an integral component of blended learning environments can be
conceived, enacted, evaluated, and researched.
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Near Future: Collaborative e-Sims, FP-Art

Create collaborative spaces that
blend the real and virtual.

Walk through the virtual gallery and
experience art first person.

Opportunities for projects in education,
games and simulations, creation of virtual
collaborative spaces and visualisation.
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Farther Future: Other Applications

Online training

o Skills assessment

e Advertising

e Information booths
e Help desks

e Web guides
 Mobile assistants

e Chat rooms
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5.
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Summary of Outcomes

Established a collection of resources useful in eSims R&D;
Developed 7+3 eSims in a range of professions;

Used, evaluated and improved these eSims throughout the project;
Trained staff and disseminated knowledge to partners and beyond;
Developed the necessary infrastructure at partner institutions;
Developed and used a survey instrument for eSims evaluation;

Engaged international eSims researchers and practitioners in a
joint production of a book describing the experience of designing
and using educational eSims in a blended learning environment;

Transferred the eSims experience into new projects.
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Questions?

What is your recommendation?

(Exhibit 4 — Twins Business Riddle)

http://www.deakin.edu.au/~jlcybuls/sims/twins/simBlogTwins.htm



http://www.deakin.edu.au/~jlcybuls/sims/twins/simBlogTwins.htm
http://www.deakin.edu.au/~jlcybuls/sims/twins/simBlogTwins.htm
http://www.deakin.edu.au/~jlcybuls/sims/twins/simBlogTwins.htm
http://www.deakin.edu.au/~jlcybuls/sims/twins/simBlogTwins.htm
http://www.deakin.edu.au/~jlcybuls/sims/twins/simBlogTwins.htm
http://www.deakin.edu.au/~jlcybuls/sims/twins/simBlogTwins.htm
http://www.deakin.edu.au/~jlcybuls/sims/twins/simBlogTwins.htm
http://www.deakin.edu.au/~jlcybuls/sims/twins/simBlogTwins.htm
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Detailed Project Objectives

1. Facilitate the transfer of 3. Develop capacities across partner
professional experience (in the institutions in the development
real world) to student learning and use of eSimulations;
experiences via eSimulations; 4. Build staff capacities in the

2. Facilitate student learning development and use of
experiences via eSimulations to eSimulations;
encourage the transfer of learned 5. Eyaluate the eSimulations
professional experience and capacities acquired by partner
capabilities to the real world; institutions;

6. Establish a national community of practice in
eSimulations.
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Student Experience with eSims

Welcoming, Motivating Engagement

Time structure and pressure
Briefing

Challenge Resources and Information

Decisions __ Work completed

Student
Experience
INSIDE the eSim

Personal Reflections Teacherly' Guidance

Debriefing Feedback from teacher

Interactions with teacher influences
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Lessons Learnt: Challenges

Learning Curves Research & Development
— Technology — Instrument design
— Education — Data collection and analysis
— Processes — Methodology gaps
Technology Project Management
— Licensing — Timeline
— Complexity — Resources

— Control — Team dynamics



People

Exemplary leadership

Employing a project manager
Supportive team environment
Interest and enthusiasm
Continuity of team

Team skill and experience

Y)DEAKIN
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Lessons Learnt: Success Factors

Process

Detailed project plan

Clear expectations by partners
Clear roles and responsibilities
Continuing project evaluation
Compliance with requirements

Information

Regular and formal meetings
Project conferences

Ongoing sharing of information
Project documentation
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