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Learning and Instruction
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“A wonderfully useful hands-on, step-by-step guide to the

creation of games, gamification and simulation

experiences. This book is a must read and conveys clear

and precise instructions for designing and developing

learning that will creatively engage members of the

current and future workforce. If you are in the field of

learning and development and want to create meaningful

instruction, this book is for you!”

—Jeanne Meister, founding partner, Future Workplace and

coauthor of The 2020 Workplace

“It’s refreshing when an author turns a ‘what’ book into a

‘how’ book. For anyone who is trying to work their way

through creating meaningful and effective learning

games, this book is a godsend. The questions help you

focus, the examples help you visualize, and the

worksheets help you succeed.”

—Dawn Adams Miller, Learning & Development Solutions

Group, Cisco

“Bridging the digital media landscape between the worlds

of learning and games, gamification and simulations, this

is the perfect guide book both for instructional designers

and game developers. Whether you’re looking for ways to

bring gaming elements to training, or if you’re seeking

solid instructional principles for games, this book by Kapp,

Blair, and Mesch is an essential companion in your

journey.”

—Rick Raymer, game designer



“A long overdue book that gives corporate trainers and

managers lots of facts and inspirations for how games and

gamification can not only make training more engaging,

but the content so much more sticky than traditional

approaches.”

—Mario Herger, CEO of Enterprise-Gamification.com

http://enterprise-gamification.com/
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Foreword

Serious games have never enjoyed the limelight that

simulations seem to garner. The immediate legitimacy and

the perceived value of simulations have allowed training

and learning organizations to leverage them as powerful

tools that have made a difference. But not their red headed

step-cousin. Not games. Games were for home. For nights

and weekends and the occasional elicit break time

diversion. Today I announce that this dark era has finally

reached the beginning of the end. Games are no longer a

dirty word at the office. We can shout the word “GAME” from

the rooftop and we won’t be ostracized by our colleagues.

(We might be stared at, we might be deemed a little nuts,

but we won’t be ostracized.) People are starting to get it. We

are starting to get it. And it’s about time.

When people ask me what I do, I’ve always struggled to

find the answer. I don’t fancy myself a game designer,

although I have designed games. I don’t consider myself an

instructional designer, although that is a role I certainly play

on occasion. I don’t know how to code, draw, or animate. I

am an unlikely success in the games industry.

Since you’ve asked, what I do is probably not all that

different from what you do. I try to find ways to make

learning better through the use of games. Now, when I say

better, I don’t mean faster, or cheaper, or funner (yes, I

realize that’s not really a word, which makes using it more

fun). I mean making the process of learning better—by

including games. You and I probably agree that this is a

worthwhile investment of our time, but getting started can

present unique challenges that even a lifetime of

experiences has never really prepared us for.



You are lucky. When I started working in the serious games

industry fifteen or so years ago, there wasn’t a lot of

information about how to tackle a games project for

learning. The entertainment industry can offer us lots of

useful information, but they have a very different measure

of success. If their game isn’t good, it won’t sell. They will

go out of business. I’ve never seen multiple games being

developed with the intention of seeing which was more

popular in a learning program. Our games are often one-

offs. Therefore, this book was written for the rest of us, the

rogue learning game believers who just want to make

learning better.

I have had the honor of spending the last six years of my

career as the “Games Czar” to the Defense Acquisition

University, a DoD corporate university that understood early

on that the future of the organization would include games

and simulations. In my tenure here, I have delivered more

than forty games for use in online courses, classrooms,

continuous learning, and yes, even casual play. Many

lessons have been learned, some the hard way. One

resounding truth has always remained: if we don’t make our

learning memorable, then . . . well . . . people won’t

remember what we were trying to teach them.

Karl Kapp and I are very similar in that we share a passion

for games in learning, and we are both collectors. We collect

stories about how people use games. In this book, Karl and

his co-authors Rich and Lucas have curated the best of

those stories and the best of the best practices to provide

you with a foundation for success in your game,

gamification, and simulation learning endeavors. What you

do with this book is largely dependent on your current need

and your ability to be inspired by the perspectives

presented. Karl, Lucas, and Rich have created a book that

will help you get smarter about how, when, and why you

could use games; now it’s up to you to make it happen.



This book was written to help anyone interested in

learning games, gamification, or simulations in a variety of

ways. First, it provides some nice definitions that will help

you both decide what you are hoping to do and then

effectively communicate your ideas. There are lots of

misconceptions about games, simulations, and gamification

that can derail your project pretty early if you aren’t able to

distinguish what you want. Second, I think that the authors

have done a great job at laying out a process for an

organizational approach to game, gamification, and

simulation development. They give you the information

needed to make decisions informed by their experiences

and the research that has been reviewed. Maybe you just

want to get smart enough on games and game

development to hire the right person to do this for you.

Maybe you want to try some things out within your own

teams. Maybe you need to create a simulation for a new

piece of equipment. This book will help you decide how to

proceed with the highest probability of success.

In my time as Games Czar, I have stood strongly opposed

to the use of learning games for gratuitous entertainment

and fun. If I wanted my students to have fun, I would have

piñatas installed in every classroom and/or online course. I

want them to learn. If they have fun doing it, then great, we

try to make our games and simulations enjoyable, but fun is

never at the forefront of our design process. What we strive

for is relevance. Students have to know why the information

they are being presented with is important to them. They

have to be motivated to learn it because the content is

important to them, even if they don’t know why yet.

Students have to understand how and when and where they

may apply this information, and how to transfer it into the

wide variety of situations in which they might need it. The

content must be important to your students, otherwise you

wouldn’t be teaching it, right?



One of the most frequent questions I am asked is “What’s

your favorite game?” I love being asked this question,

because my answer changes often. And, let’s be honest,

there is a direct difference between what I like to play and

what I’m good at. I am always going to love first-person

shooter games. I am not very good at them, but I love them.

After that, the games I like are highly dependent on the

medium. Without specifically endorsing any one, the point

is: I play. I play everything. I learn from every game I

interact with, and I find new ways to represent game play

dynamics in the learning games I create. It is essential that

you play, too. Sometimes I find myself in game stores just

reading instructions on game boxes to see whether there is

anything different in the play dynamic that I can use in

learning. I wouldn’t talk about texting if I didn’t own a

phone. You can’t talk about games if you never play them.

Interestingly enough, I have never become addicted to

playing a learning game. I’ve never stayed up all night

trying to beat one. I’ve never crammed the fridge with Hot

Pockets and Mountain Dew in anticipation of the release of

one. The reality is that creating great games, for any

purpose, is hard. Serious games often don’t get a lot of

attention in the mainstream, and a fair share of projects fail

because their designs don’t center on their learning

objectives or they don’t have the right people to make the

project successful.

So how do great game designers do it? They do it by

understanding a lot about how people learn, and how

people play. Sid Meier once told me that his team really

didn’t do anything to make Civilization a learning game, but

his games are used in classrooms around the world. Will

Wright, who designed SimCity, created a simulation of . . .

life, and people loved it. His philosophy? Humans can turn

even mundane tasks into play. They both keynoted Defense

Acquisition University (DAU)–sponsored e-learning



conferences because they both understand and appreciate

the power of games within learning. The most successful

game designers are a lot like us, but they are also artists.

They just use a different medium for their art. I think

designers are born, not necessarily created. But it’s okay.

Because there are people out there who can and do make

amazing games. We just need to know enough to be

dangerous.

Once you have read this book, I beg you to keep going.

Our industry is far too small and with too few people to have

great conversations with. Keep reading. Look at the research

yourself, make some games and play everything you can

get your hands on!

Dr. Alicia Sanchez

Games Czar, Defense Acquisition University

Ft. Belvoir, Virginia
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