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State of Play 2018: Game-Based Learning Seminar 
John P Healy, Naoise Collins and Charlie Cullen 

 

Abstract 
The State of Play 2018: Game-Based Learning seminar 
sought to explore the relationship between academia and 
practitioners in the field, an overview of on-going 
research in the areas of simulation and training, language 
learning and debriefing was presented followed by a 
discussion.  
The presentations by researchers provided an 
opportunity to prompt discussion amongst the attendees 
about the role of games in teaching and learning. Areas 
of interest during the open discussion included 
debriefing in learning contexts beyond game-based 
learning such as distance and flexible learning, the 
significance of context when designing learning games 
and the role of visual and audio design as it applies to 
game-based learning. The potential to expand the 
seminar to a wider context in future years was also 
discussed. 

1 Introduction 
As part of the annual State of Play game development 
event a seminar was held on the topic of Game-Based 
Learning on the 4th of May 2018. The speakers, Dr 
Charlie Cullen, Naoise Collins and John P Healy 
presented on topics related to developing games for 
simulation and training, using games for language 
learning and the role of debriefing in game-based 
learning respectively. Following from this an open 
discussion was held on the topics of games and learning. 

The goal of the seminar was to encourage the open 
dissemination of research through a seminar and 
discussion format. Bringing together academics and 
practitioners to discuss issues of importance in the field 
and areas of interest. 
This paper first outlines the presentations given by the 
speakers, then provides an overview of the discussion 
and concludes with several recommendations as well as 
areas of interest. 
 

2 Seminar Presentations 
The seminar opened with three short presentations by 
researchers in Ireland and the UK presenting on work in 
progress. 

2.1 Dr Charlie Cullen -  
Charlie Cullen opened proceedings with a presentation 
on the use of games in a variety of research contexts 
over the course of his career as a researcher. The focus 
of this talk was on games as research tools, not focusing 
on the aesthetic components of the game but the 
functional research outputs. 
The talk considered games from an academic point of 
view as a rendering tool to simulate complex 
interactions. One of the primary benefits of this is that a 
game environment can allow for controlled experiments 
to take place where in-built analytics can be used to 
capture experimental data without impacting the test 
scenario. 
Lastly this talk discussed the power of games to both 
motivate and to allow professionals experiment and 
refine workflows in a safe and controlled environment. 
To highlight this point ongoing work with the Glasgow 
Fire Service was demoed showing the potential for 
game-based simulations to improve emergency service 
training scenarios. The work was not just focused on the 
visual and interaction elements of the simulation but also 
the audio as binaural and physical soundscapes were 
used to improve the fidelity of the simulation. 

2.2 Naoise Collins  
Naoise Collins presented his on-going work on the use 
of VR for language learning, specifically looking at the 
use of immersive gaming tools and methods to develop 
situated language learning game environments. The talk 
considered the role of virtual gaming environments to 
both teach language skills and negotiate new identities 
for learners within these environments. 

 

Figure 1: Focus of the work being conducted by 
Naoise Collins 

 
The work explores the intersection of learning theories, 
gaming/VR technology and the Irish language context. 
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This work builds upon explorations conducted in VR to 
create effective learning environments.  
To investigate the topic further Naoise intends to 
develop a ruleset for evaluation game-based learning 
analytics in a VR environment as well as further research 
and evaluation of this topic. 

2.3 John P Healy 
The final presentation was John P Healy who presented 
on the use of debriefing in game-based learning 
scenarios. This work focused on how encouraging 
deeper reflection on game experiences can lead to 
improved outcomes. 
A framework to enable computer mediated debriefing 
was presented which would allow the game to analyse 
players behaviours and modify the debriefing experience 
based on their own actions. The systems could then 
analyse further changed to player behaviour without 
interfering directly in the game being played. 
This session concluded with an overview of a proposed 
study to gather and evaluate information regarding the 
effectiveness of such a system in game-based learning at 
third level. 

 

3 Discussion 
Following from the presentations a roundtable discussion 
was held where participants and attendees had a chance 
to discuss the presentations and topics of interest. 

 

Figure 2 Discussion session on games and learning 

From these discussions several key points of interest 
emerged: Evaluating the effectiveness of learning 
scenarios, challenges and opportunities with new 
learning technologies and the role of higher education in 
these challenges.   
It was agreed that it would be a positive step to expand 
the event in future years and to use the above topics as a 
focus for that. 
 

4 Conclusions 
Participants in the seminar were overall very positive 
about developing an annual platform through ihich 
industry, academics and hobbyists can meet to discuss 
ongoing work and future trends. Following from the first 
run of the seminar in 2018 it is planned to hold a larger 
event in 2019 and to broaden the perspectives of the 
speakers. 
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