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ČBriefly about me and my background. Serious Games and Virtual Worlds? How 

do they (not) hang together (with me)?

ČExamples of what is being done with virtual worlds and education in Singapore 

and other places

ČHow does this relate to the workshop theme: VW and augmenting/augmented 

pc_jgrw= T_pg_rgmlq md _sekclr_rgmlĉ

ČConclusions?

ČDiscussion?
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Serious Games on a Global Market Place
2007-2011

ČFunded by The Danish Council for Strategic Research. 

ČPostdoc in educational cultures and serious games on a global market place 

ČResearch program: Media and ICT in a Learning Perspective

ČDanish School of Education, Aarhus University
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Follow Mingoville.com

ČA Danish developed virtual universe for beginning English teaching and learning
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Distinctions at play

ČReal / Virtual

ČIn-world / out -of-world

ČIn-game / out -of-game

ČVLE / Physical school environment

6



Cand. comm. 

Mikala Hansbøl

Postdoc

1. October 2010

DANMARKS PÆDAGOGISKE

UNIVERSITETSSKOLE
AARHUS UNIVERSITET

*

Engagements

ČFull
ČIn / out

ČConnected / disconnected

ČPartial
ČMany nuances and forms of engagements all of which involve partial ( dis-)connections

7



Cand. comm. 

Mikala Hansbøl

Postdoc

1. October 2010

DANMARKS PÆDAGOGISKE

UNIVERSITETSSKOLE
AARHUS UNIVERSITET

*

Workshop concepts 

Č?sekclrgle8 rm glapc_qc* k_ic epc_rcp* qrpmlecp* cvrclr* clj_pecĉ

ČReality: what is real, what is existing, how things appear, state of being, quality of 

`cgleĉ

ČPublic domain / space: general domains/spaces? Domains / spaces concerning 

people or communities? not private? Meaning it is a matter of institutional 

augmentations? A matter of being on the street, not at home? That it is a matter 

of governmental institutions and not private?
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Approached differently with some 
samenesses

ČBuilding: VLE þplatforms þcontexts for activities

ČDmasq ml Ākmpc pc_jā - _srfclrga - kmpc _ars_j - kmpc qgrs_rcb jc_plgle 

experiences

ČImmersion

ČFun, engaging and motivating

ČSimulating / modelling

ČExperiential

ČInteractive

ČSituated

ČInstructional / clarifying / explaining

ČAssessment tool... 
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Blurred boundaries and hybridities

ČVirtual World and VLE

ČSchool and virtual world

ČHome schooling and virtual world

ČSerious virtual world and entertaining virtual world

ČPublic and private virtual world

ČJma_j _lb ejm`_j tgprs_j umpjbĉ

ČGovernment and local virtual world 10
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Č(complex) skills training (e.g. problem solving and critical thinking)

ČRealistic role-play

Č(In)formal learning

11



Cand. comm. 

Mikala Hansbøl

Postdoc

1. October 2010

DANMARKS PÆDAGOGISKE

UNIVERSITETSSKOLE
AARHUS UNIVERSITET

*

Where do we find educational 
engagements in virtual worlds?

ČSchools (primary, secondary and tertiary)

ČMuseums

ČMilitary

ČCommerce

ČHealth

ČGldmpk_j jc_plgleĉ
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(De Freitas, S. , 2008, p. 14)
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ČEducational simulations use rigorously structured scenarios with a highly 
refined set of rules, challenges, and strategies which are carefully 
designed to develop specific competencies that can be directly 
transferred into the real world.
Č
ČGames are fun engaging activities usually used purely for entertainment, 

but they may also allow people to gain exposure to a particular set of 
tools, motions, or ideas. All games are played in a synthetic (or virtual) 
world structured by specific rules, feedback mechanisms, and requisite 
tools to support them þalthough these are not as defined as in 
simulations.
Č
ČƘTgprs_j umpjbqare multiplayer (and often massively multiplayer) 3D 

persistent social environments, but without the focus on a particular goal, 
such as advancing to the next level or successfully navigating the 
scenario. (Ulicsac, M. and Wright, M., 2010, p. 17)
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(Ulicsac, M. and Wright, M., 2010, p. 18)
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No agreements in definitions of either serious 

games, games, virtual worlds or serious 

tgprs_j umpjbqĉ

Designed / constructed with the intention of 

education/educating/teaching/learning þ

that is they generate particular educational 

cle_eckclrqĉ

Of course this raises the central question: 

how are educational engagements 

achieved? Where can they be found? How 

do they emerge?
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Ways to reach, connect/engage the dis -

engaged/ -connected

üPeople/nations lacking educational options 

(Mingoville in Chile)

üPupils, children, youth, adults with learning 

bgq_`gjgrgcqĉ af_jjclecb - r_jclrcb jc_plcpqĉ

üBring into the educational context what is 

Ālmpk_jjwā ugrfmsr pc_af &rc_afcpq* 

educational options, differentiation..)

Different ways to augment. Different forms of 

augmentation.
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Singapore - examples
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Inspired by secondlife and 
Questatlantis.com
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Ingolstadt: The Plague Unit
This Unit is designed to help young people develop persuasive writing skills as 
they explore the role that ethics play in science and technology, begin to 
consider whether "the ends justify the means" in a particular situation, and 
begin to think about the importance of companionship, and about what it 
means to be "human." 
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Ngee Ann  Secondary þVirtual art gallery

ČăGr glrcep_rcq rfc ?prdsj Rfgligle ncb_emew bctcjmncb msr md F_pt_pb* _lb _bbq _ 

ufmjc lcu bgkclqgml rm rfc qrsbw _lb apgrgosc md _pr,Ą

Čhttp://www.youtube.com/watch?v=2MO2EaVev5M
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http://www.youtube.com/watch?v=2MO2EaVev5M
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ČBased on CASEL's Social-Emotional Learning pedagogy, this build is designed to 

let students roleplay superheros and learn about handling challenging situations 

constructively and ethically. 

http://www.youtube.com/figmenttv#p/a/u/2/Q3g24rXecJo
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http://www.youtube.com/figmenttv
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ČDedicated to the cultivation of Howard Garner's 'Respectful Mind', Pulau Olympia 

(a YOG-themed build on Second Life) was developed in partnership with NAS for 

their students and twinning counterparts overseas.

Čhttp://www.youtube.com/figmenttv#p/a/u/1/noeADJU4_uU
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http://www.youtube.com/figmenttv
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"Learning in NUS Second Life" is 1 of 3 videos created by 

FIGMENT on behalf of the National University of 

Singapore. A 60 second preview of the institutions virtual 

world presence in Second Life.

The 3D world enables distance learning, teaching, sharing 

and social interaction. An ongoing project "Co -Designed, 

Co-Built and Co-Owned" by the faculty staff and students. 

http://www.youtube.com/watch?v=OECS5tSAx1A

http://www.youtube.com/watch?v=OECS5tSAx1A
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