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As I embarked upon the project, I expected to learn more about how games and 

simulations can be used as part of effective instructional strategies. I also expected to 

learn how to develop and implement reusable learning objects in a multimedia program 

so that content and its delivery platform can be designed and developed independently. 

Finally, I expected to learn how to pull all this together into a fully functioning virtual 

store simulation. 

Instructional Design and Development: A Truly Iterative Process 

I am an instructional developer for a Fortune 500 company; therefore, at the 

beginning of the project, I felt I had a complete awareness of the iterative nature of the 

instructional design process. As the project progressed, I gained an even more clear 

understanding of just what that means. While the instructional strategies and objectives 

certainly remained the roadmap throughout the process, it has never been clearer to me 

just how flexible the developer needs to be in order to meet the requirements of the 

project.  

When technical issues arose with the project, they demanded a change in 

approach in terms of development. For instance, I originally created the reusable 

learning objects as movie clips within the complete instructional program and I planned 

to feed XML data into the objects to create them dynamically. While this approach is 

certainly a viable option, it became clear up front that it was a bit out of scope for the 

timeline available for this project. The alternate option would be to create separate 

learning objects with their individual content areas preloaded, although this would have 
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given the final compiled project an unacceptably large file size because all of the 

content would be downloaded at once. My final resolution was a combination of the two 

methods (except the XML data), in which I created the learning objects as fully 

functional, external compiled movies (SWF files) that would be loaded dynamically by 

the main program logic. This change in direction illustrates the iterative nature of the 

instructional design and development process. 

Effective Use of Games and Simulations in Learning 

As expected, I learned about games and simulations and how they can be used 

effectively in instruction. My project is a hybrid of the two: a game in the sense that the 

learner’s progress translates to scores in the game; and a simulation in the sense that 

the real-world retail environment is being simulated in the program.  

When further exploring the “game” concept, I found there are some important 

criteria for determining how well-suited a game might be for use in learning. First, 

winning the game needs to rely on knowledge and skills, not on other random factors. 

Second, the content in the game needs to be relevant and nontrivial. Third, the game 

dynamics should be such that the game does not impede or distort learning. Fourth, 

learners should not lose points for incorrect responses. Finally, the game should not 

alienate learners who may demonstrate substantial learning yet are not declared the 

winner (Gredler, n.d.). With the exception of the fourth point, I was careful to integrate 

these principles as I developed the game. Since the program needs to react 

appropriately to learner errors, there are a few instances in which incorrect responses 

result in a drop in the learner’s score. This is done because the program is also serving 



as an assessment in some areas and to better mirror similar impact in the real world in 

terms of performance evaluations. 

As with other approaches to learning solutions, simulations can be effective when 

aligned with an appropriate instructional strategy that makes sense for the subject 

matter and the audience. Perhaps the most interesting and crucial element to consider 

when it comes to simulations is how well the learned knowledge and skills transfer to 

the performance environment. This is certainly an important concept with all learning 

endeavors; but with a simulation, the instructional program itself seeks to initiate 

behavior changes in the learners – but sustained change must take place in the 

physical store environment, not in the simulation alone (Gray, 2006). As a result of this, 

I built some hands on activities into the simulation to facilitate development beyond the 

simulated environment and to aid transfer to the real world. These activities allow the 

learner to perform tasks in the performance context and have conversations with store 

leadership for additional instruction, feedback, and guidance. I feel I now have a better 

understanding of Gagne’s ninth event of instruction – enhancing retention and transfer. 

Pulling it All Together 

Another part of my personal development during the project dealt with how to pull 

all the concepts together into a cohesive instructional program. Using the design 

approach of reusable learning objects and a standalone game engine required the use 

of the ActionScript 3.0 language. This newer version of the Flash scripting language is 

fundamentally different in many ways than the previous version, which I already knew. 

Therefore, I put a lot of time and effort into learning the language and applying it to the 

project. Some of the key things I learned about this technical side of things include: 



event handling with built-in and custom events, error handling, and loading and 

unloading external objects. 

Conclusion 

 While I feel I have grown in a number of ways over the course of this project, 

there are three key areas that stand out in my mind as key takeaways. First, the overall 

instructional design process is highly iterative – a fact that I thought I understood going 

into the project. I don’t think I had a full realization of that fact until entering into the 

development phase of this particular project. Second, games and simulations can be 

effective tools for learning when they are designed appropriately in a way that supports 

instruction as part of a strong instructional strategy. The key is to build in components, 

such as the hands on activities, which help the learner make the connection between 

simulation and reality. Finally, I learned how to apply the theories and concepts in a 

functioning instructional program through the use of learning objects and updated 

programming logic in Adobe Flash. 
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