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previous courses.” The designer creates the targets, and learners are tested 

against them until targets are achieved. These are inherently subjective (which 

is natural for engagement). 

  

FPS 

First-person Shooter. A perspective in a game where the player is seeing the 

game from the first-person point of view (that is, the computer screen is look-

ing into the room as if through the players eyes), and typically, the player’s task 

is shooting at something that is attacking. 

 
Far Transfer 

Learning applied to real-life situations that are somewhat, to greatly, different 

from the learning context, yet are appropriate applications of the skill or 

knowledge. For example, you learned some negotiation skills for dealing with 

clients, and you use those same skills and processes in a different context, like 

bargaining the price for a new TV set or, negotiating allowance with your kids. 

 

Flow 

The flow state is described as the feeling of optimal experience. It is felt when 

we feel in control of our own fate, and have a sense of exhilaration and enjoy-

ment. 

 

Frame games 

Games where the structure is independent of the content (e.g. Jeopardy, 

Hangman). 

 

Game levels 

Most games are designed with levels, each with its own setting, obstacles, and 

“boss” at the end (tough monster / challenge). These are natural breaks in the 

storyline, and overcoming the challenges at one level will progress the player 

to the next level. 
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Game mechanics 

In the simplest terms, this refers to the set of rules which determine how a 

player interacts with the game – not how you play the game (the Rules) – but 

how the player actually moves the action along. An example from any number 

of typical board games might be "roll the dice and move forward the number of 

spaces indicated.” It seems simple, but if the game mechanics are too extreme 

or too simplistic (relative to the game), then the player could lose interest and 

stop playing. Other examples of game mechanics include: drawing a card to 

determine a random event, comparing attack, and defense values of opposing 

pieces to determine a combat outcome, comparing a die roll to a skill value to 

determine success or failure of an action, or Mario jumping on top of an oppo-

nent to knock it out. 

 

ILS 

Immersive Learning Simulation. A system that combines simulation, pedagogy, 

and “hard fun” to create a truly engaging and behavior-changing form of 

learning 

 

Interactivity 

The term is used in many fields, but typically as a measure of user influence. 

The higher the degree of interactivity, the more influence the user has on the 

form and course of a media product. The two main types of interactivity in-

clude real-time and turn-based (see Strategy games – real-time and Strategy 

games – turn-based in this Glossary). 

 

Interface 

The graphical or textual form of interaction between user and software. 

Through the interface, the user may give commands to the software that are 

then translated into instructions that the computer can interpret. 

 

LRA 

Learning Reinforcement Activities. Used to assess and reinforce learning of 

fact-based content, usually found in Frame games. 
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Learning metrics 

Learning metrics are specific learner performance targets we set, and then 

design our learning to achieve (e.g. “A learner will be able to successfully 

complete a purchasing transaction without manager help 80% of the time). We 

then test against these targets, collecting data until we meet the objectives. 

 

Ludology 

The study of games, particularly computer games. Ludology is most often de-

fined as the study of game structure (or game play) as opposed to the study of 

games as narratives, or games as a visual medium.  

 

MMORPG 

Massively Multiplayer Online Role-Playing Game is a type, or genre, of game 

where the player takes the part of a character. It involves a persistent world 

(virtual work keeps going 24/7), possibly featuring thousands of players in the 

same world. 

A game type where several (typically several thousand) players act simultane-

ously in the same server-based world. Users normally pay a monthly fee, and 

connect by their Internet account. 

 

MUVE 

Multi-User Virtual Environment, also called a virtual world. 

 

Mini-game 

An activity, or wrapper, used to add fun and excitement to classroom or e-

Learning training. Examples include game show elements (Jeopardy, Wheel of 

Fortune), puzzle elements (Sodoku, Boggle, Jumbles), and memory elements 

(Concentration). 

 

Pedagogical scaffolding 

Support, initially provided during learning practice, which is gradually re-

moved until the learner is performing the full target task. Scaffolding could 

include hints, simplified versions of problems, partially completed problems, 

etc. 
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Play balancing 

This is the design process of making sure that any game is neither too easy nor 

too hard; easy concept to grasp, often very hard result to achieve; a part of the 

tuning process. For example, if someone wanted you to play a wrestling game 

by wrestling Hulk Hogan, you would probably conclude that you would not 

want to play that game because of the obvious imbalance in skill and power – it 

would be way too hard. On the other hand, the same game probably wouldn't 

be very interesting for Hulk Hogan either, for exactly the same reasons. A well-

balanced game is one that keeps ultimate victory within reach of the player, 

but makes them work (and learn) to achieve it. 

 

Playability 

Synonymous with overall game quality; specifically, it is a measure of how 

compelling and engaging the game is, how interesting and challenging the de-

cisions are, and what kind of suspense and tension are created in the game. 

 

PVE 

Player Versus Environment. Refers to game combat where a human player is 

engaged in combat with computer-controlled opponents. 

 

PVP 

Player Versus Player. Refers to combat involving two human players, as op-

posed to a human player versus a computer-controlled opponent. 

 

Replayability 

The quality of a game that makes you want to play it multiple times. Replay-

ability usually comes from a game design, or opponent, that reacts intelligently 

(or at least appears to) and changes its conditions in unpredictable ways. For 

example, Chess has high replayability, while a specific crossword puzzle or a 

simple branching game has low replayability. 

 

SPVE 

Single Person Virtual Environment. A digital environment that only allows one 

user at a time, ranging from single-player Mario Brothers to a single-user blog. 
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Scenario 

A simulation where the initial state has been set, and a goal (or goals) provided 

for the player. Examples include determining when to open flood gates if an 

area has already experienced heavy rains (water and levee), how to find a file 

(Windows XP tutorial), how to make a withdrawal from an account (ATM), and 

how to administer an epidural for somebody with chronic back pain (human 

nervous system). Also could also be considered a game level. 

 

Scenario – branching 

Students make decisions in a setting while trying to achieve a goal, and differ-

ent consequences lead to different decisions. The decisions affect the evolution 

of the story, ultimately terminating in either successful or unsuccessful out-

comes. Advantages: more reality through consequences depending on deci-

sions; relatively inexpensive to implement. Disadvantages: fixed conse-

quences, so limited replay, and ability to track the consequences, becomes 

problematic beyond a certain number of paths. 

 

Scenario – mini/one-page scenario 

A single decision, cast with a setting and a situation providing a meaningful 

reason to make the decision, and with specific feedback providing the conse-

quences to the decision. Essentially, a multiple-choice question with the 

choices phrased as alternative responses to the situation. Advantages: more 

meaningful questions, and ability to cover lots of contexts. Disadvantages: 

lack of continuity. 

 

Scenario – linear 

Several decision in the same setting, with each situation having consequences, 

but some story element creates the net same results so that no matter what 

choice you make, you face the same next decision. Advantages: simple to im-

plement, ensures every learner faces same questions (which can be important 

decisions), and some story continuity. Disadvantages: lack of meaningful dif-

ferent decision consequences. 
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Scenario – rule / engine-driven 

Like branching scenarios, the consequences and subsequent decisions vary, 

but can have probabilistic rather than pre-determined outcomes (e.g. when 

you approach the VP about the problem, 80% of the time you get a pissed-off 

VP). Advantages: almost unlimited replay, and are easier to scale. Disadvan-

tages: more complex to model. 

 

Serious game 

An optimized blend of simulation, game element, and pedagogy that leads to 

the student being motivated by, and immersed into, the purpose and goals of a 

learning interaction. Serious games use meaningful contextualization, and op-

timized experience, to successfully integrate the addictive nature of well-

designed games with serious learning goals. Serious games lean more toward 

games and fun, versus immersive learning, which focuses more on the simula-

tion / fidelity aspect. 

 

Simulation 

A model to describe a situation, event, program, or phenomenon. An interac-

tive simulation allows people to manipulate variables that change the state of 

the model. Examples include water / levee interactions, a Windows XP tutorial, 

a virtual automated teller machine, and a model of the human nervous system. 

 

Simulation games 

Games built on a simulation model. They often can include all the complexity 

of the full model, and require comprehending complex interactions, but learn-

ers can develop that understanding at an appropriate rate, or it may mask the 

full complexity for learning purposes. 

 

Strategy games 

Games focusing on the ability to deal with dynamic priorities, typically in a 

context of resource shortage. Strategy games may be divided into: real-time 

strategy games, and turn-based strategy games. 
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Strategy games – Real-time 

Strategy games in which the action is played out continuously without breaks, 

as opposed to turn-based strategy games. That is, the computer does not stop 

and wait for the user to input before continuing (e.g. driving or basketball). 

 
Strategy games – Turn-based  

Strategy games divided into “turns” as known from board games (and as op-

posed to real-time strategy games). Typically, the player moves all his units, 

where after the next player moves all his units, and so on. That is, the com-

puter stops and waits for user input (e.g. Chess). 

 

Tabletop simulation  

A board game that attempts to simulate a real-life process, such as warfare 

(Axis and Allies or Squad Leader).  

 

 




