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S erious games do not exist in a vacuum; they 

are part of a course, curriculum, or larger learning 

experience. Instructional designers must plan for 

easy and natural integration of serious games into 

the overall learning design. Most especially,  

learning designs must include a plan for learning 

transference from the game back to the greater 

learning plan or back to the workplace. The Lance 

P. Sijan simulation game range on MyBase Zeta, in 

the open virtual world of Second Life, is one such 

example. 

 

The game range provides one of the myriad  

virtual-world venues wherein tech-enabled experi-

ential learning takes place in a collaborative  

environment. Teams may work in tandem or  

opposition while game-range staff, instructors, 

and/or evaluators control environmental conditions 

and other elements of the range. Team  

performance is observed and recorded for post-

event feedback designed for learners’ application to 

future experiences, in Second Life and in real life. 

Videos, Research Papers, & Links 

http://www.au.af.mil/au/a46i 

 

Follow Us on Facebook 

http://www.facebook.com/myAUinnovate 

 

To Visit Us in Second Life 
search for “MyBase Zeta” 

““Serious gameSerious games...s...  
  for learning…for learning…  
  seriouslseriouslyy  ?”?”  

While serious games may sound like an 

oxymoron, in reality it is a very rapidly 

growing, exciting industry. 

Military, healthcare, education, and  

corporate organizations around the 

world are enjoying the positive effects 

serious-game implementations have had 

on their learning needs. 



   

  

S erious games, already a global, multi-billion-
dollar industry, are described by many analysts as 
the newest wave of technology-mediated learning. 

Serious games offer powerful, effective approaches 
to learning and skills development, which helps  
organizations engage with members of today’s 
workforce and attract those of tomorrow’s. 
 

Serious games are rapidly gaining traction in  
military, business, education, and medical applica-

tions as Gen X and Y come into power. Military and 
emergency-services organizations were very early 
adopters of serious games for training. In fact, the  
Department of Defense originally coined the term 
“serious game” as a more acceptable way to talk 
about “war games” with Congress and the public. 

While game developers acknowledge the risk of trivi-
alizing real-world issues, intelligently designed serious 
games allow complex situations to be presented in a 
much safer and more cost-effective way. Underlying 

this move toward game-based learning environments 
is more than strategic opportunity or marketing; the 
shift toward games also represents an intellectual 
recognition among many that these games represent 
experiential learning spaces—spaces where learners 
have rich, embodied, collaborative, and cooperative 

interactions where they think with complex tools and 

resources in the service of complex problem solving. 

Casual games: Purely for entertainment, these may 
include everything from the solitaire game preloaded on 
personal computers to downloadable games to hugely 
complex multiplayer games such as World of Warcraft, 
Diablo, Halo, and everything in between. While learning 
can and does occur within casual games, it is a byprod-
uct, rather than an intentional outcome of game play.  

 

Serious games: Used in many sectors of society and 
every level of education, their goal is to improve  
specific aspects of learning—and players come to serious 
games with that expectation. Play, an important  
contributor to human development, maturation, and 
learning, is a mandatory ingredient of serious games.  

 

Advergames: Drawing from both casual and serious 
games, these use public-persuasion techniques to  
promote a product, brand, cause, or political candidate. 
Advergames are becoming a popular form of marketing 
for movie and TV show debuts. 

In the education arena, most eLearning thus far has 
been designed along the lines of the traditional para-
digm of instruction, resulting in something akin to a 
trivia contest. This methodology most often yields 

learning only at the lower levels of the cognitive  
domain, which is in opposition to instantiating the 
kind of experimentation, problem solving, and  
collaboration that characterizes the new gaming age. 
This approach promises richer, more engaging  
learning experiences aimed at higher levels of both 
the cognitive and affective domains. 

Game C-130 cargo loading 

Game C-130 pilot view 

Game C-130 on approach 


