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Motivation… 
Past: Today of Higher Education 



Present: Learning from experts in new media 
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Future: Experiential Blended eSimulation 
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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: InSims + a lot of new eSims 
2007: Fab ATM, Pressure Point!, Client View, Mods & Rockers, 

UnReal Interviewing, ViewQuest, Blue Apple Cruises, …  
2004: LiveSim 

2001: HOTcopy 



(Exhibit 1 – FAB ATM) 



Focus: Talking Characters 

• Immersion 
• Listening 
• Task Guidance 
• Interpretation 
• Interviewing 

 
 

• Quest 
• Elicitation 

 
• Meeting 

 

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) 
UnRealInterviewing (Forensic Interviewing) 
Blue Cut Fashion Chain (Business Analysis) 
Purple Integrated Taxi (Systems Analysis) 
Ringo Robotics (Project Management) 



Experience was gained! 
Experience which can be disseminated… 

• eSims development 
– Educational design 
– Interaction design 
– Script development 
– Studio work (actors) 
– Video engineering 
– Sound engineering 
– Graphic design 
– Multimedia development 
– Game design 
– Software engineering  
– Integration & testing 

• eSims infrastructure 
– Contents management 
– Speech and character servers 
– Web and database servers 
– Network services 

• Development & deployment 
– Management engagement 
– Production and project management 
– Help desk and technical support 
– Acquisitions and partnerships 
– Dissemination and adoption 
– Maintenance 



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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(Exhibit 2 – Blue Cut Fashion) 



Findings: 
Student Experience 



Findings: 
Staff Experience 
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Findings: Media & Interaction Design 
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Findings: Infrastructure Design 



Findings: Experience Design 
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(Exhibit 3 – Where are we?) 



Findings: Learning Design 
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Practical Deliverables: eSims (7+3) & curriculum 



Dissemination 
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Community Building 



Near Future: Collaborative e-Sims, FP-Art 

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. 

Create collaborative spaces that 
blend the real and virtual. 

  



Farther Future: Other Applications 

• Online training 
• Skills assessment 
• Advertising 
• Information booths 
• Help desks 
• Web guides 
• Mobile assistants 
• Chat rooms 

 



Summary of Outcomes 

1. Established a collection of resources useful in eSims R&D; 
2. Developed 7+3 eSims in a range of professions; 
3. Used, evaluated and improved these eSims throughout the project; 
4. Trained staff and disseminated knowledge to partners and beyond; 
5. Developed the necessary infrastructure at partner institutions; 
6. Developed and used a survey instrument for eSims evaluation; 
7. 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; 

8. Transferred the eSims experience into new projects. 
 



Questions? 

(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


Extras 



Detailed Project Objectives 
1. Facilitate the transfer of 

professional experience (in the 
real world) to student learning 
experiences via eSimulations; 

2. Facilitate student learning 
experiences via eSimulations to 
encourage the transfer of learned 
professional experience and 
capabilities to the real world; 

 

3. Develop capacities across partner 
institutions in the development 
and use of eSimulations; 

4. Build staff capacities in the 
development and use of 
eSimulations; 

5. Evaluate the eSimulations 
capacities acquired by partner 
institutions; 

6. Establish a national community of practice in 
eSimulations.  



Student Experience with eSims 



Lessons Learnt: Challenges 
 

– Technology 
– Education 
– Processes 

 
 
 

– Licensing 
– Complexity 
– Control 

 
– Instrument design 
– Data collection and analysis 
– Methodology gaps 

 
 
 

– Timeline 
– Resources 
– Team dynamics 

Project Management 

Research & Development Learning Curves 

Technology 



Lessons Learnt: Success Factors 

• Exemplary leadership  
• Employing a project manager 
• Supportive team environment 
• Interest and enthusiasm 
• Continuity of team 
• Team skill and experience 

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

 
 
• Regular and formal meetings  
• Project conferences  
• Ongoing sharing of information 
• Project documentation 

People 

Process 

Information 
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