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The learning starts when the game stops:+

This session will be partly hands on, partly ideas exchange,
partly thought provoking, partly project proposal.

My thesis, in rather stark terms, is that learning starts when the
game stops. To soften it, one might say that learning occurs
during a game only if some form of in-game debriefing is
accomplished. This has major implications for the gaming
profession. My impression is that some "serious games" simply
do not use debriefing. At least one major book in the area does
not contain the word ‘debriefing’ anywhere. If we wish learners
to come out of the session being able to say "I see the point" or
"l learnt" or "I now understand", then in-game and post-game
debriefing needs to be done and done thoroughly. Undebriefed
learners can easily carry a message "that was fun, but I'm not
sure why we did it"; that is negative for the profession. If the
term serious is to carry a strong message, then the games need
to be fully debriefed. 2 D> D DD DI

’ m(méopyright notice m

© 2013 by David Crookall
None of these materials (slides) may be used or reproduced in any
manner whatsoever without prior permission. Exception is made for use
and reproduction that fulfils all three conditions:
. that a copy of the reproduction is sent to the author,
. that the reproduction is used for non-profit, educational purposes only, &
. that this copyright notice appears somewhere in the reproduction.

w N e

Contact: David Crookall

UNS, 11 allée des Oliviers, 06270 Villeneuve Loubet, France
+33 (0)6.74.53.72.89 (mob) & +33 (0)4.93.20.94.11;
+66 (0)8 7500 9187 (mob)

crookall.simulation AT googlemail STOP com

Simulation & Gaming: An Interdisciplinary Journal

http://sg.sagepub.com/ - http://www.unice.fr/sg/
simulation gaming @@ gmail DOT kom

o m
Debretg orearnng 5}

E “Learning philosophies " ??

Abstract (in programmm

E Learning starts when the game stops
E Learning occurs in the debriefing ,

not in the game
E Learning during a game,

monly if some form of in-game debriefing is
accomplished (ie, the game stops)

E For learners to learn,

Eie, to say "I see the point" or "l learnt" or "I now
understand”, then

m then in-game and post-game debriefing
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debriefing
debriefin&%
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Overview & steps m

E Intro — elements from abstract
E Participation
= Participation in a debriefing
m Debrief the debriefing
m Demo? Others?
E Presentation: On debriefing
= + Discussion
® Discuss debriefing SIG in ISAGA
E Wrap up
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Implications for the gaming professigg-

E Some "serious games” - no debriefing

E Undebriefed learners:
® "that was fun, but I'm not sure why we did it*
E Danny Saunders article
m = negative for the profession.

E If the term serious is to carry a real message,
= then the games need to be fully debriefed.




Debriefing

ISAGA

= ISAGA = major role in the international
gaming community, by:
= emphasizing the need for debriefing,
m providing guidance, techniques and training.

Session — partly:

= hands on,

m ideas exchange,

= thought provoking,
m project proposal.

Debriefing

Groups

E Groups: 4or5or6

E All-1 = workers
m |nstructions now

® 1 = (a) observer > (b) debriefer for debriefing
m |nstructions later

Debriefing

Individual form - silence

1. Emotions then. How did you feel?
2. Emotions now. How do you feel?

3. Event(s). What happened?
4. Explanation. Why?

5. What could you improve? Self, other,
system?

6. Other things?

Debriefing

Overview & steps

—intro=—ctements-fromabystract—
E Participation = 30
m Participation in a debriefing
m Debrief the debriefing
m Demo? Others?
E Presentation: On debriefing = 20 (o
m + Discussion
E Discuss debriefing SIG in ISAGA = 20 ()
E Buffer + wrap up = 10

Debriefing

Workers: Past experience

E No time for a game; so previous experience
E  Choose one (KISS);

1. Game experience as participant (player),

E  Preferably one that you feel was not debriefed as
well as you feel it could/should have been.

2. Game experience as facilitator ,

E  Preferably one that you feel you did not debrief as
well as you would have liked (maybe with hindsight)
3. Some learning experience as a learner,
B Maybe as a student, intern, trainee, trainer,
researcher, teacher, worker, traveller, etc.

E Think back, recall, replay, refeel, ...

Observers = debriefers
Phase 1

E Observe, make notes
m Guide

Phase 2
E Facilitate discussion
m Guide

Debriefing

Overview

E Silence €
m Individual forms €
E Discussion €
= Group forms €
= Reading; film; ...
E Report back €
= Reading,
E PPT presentation
E Portfolio
= Reading; Consolidation

Debriefing —— ]
Workers e SRR
B Key words, phrases 1 Feel then
E In silence
® Forget about other 2 Feel now

people

3 Events (what)

You will not be asked to

show your paper 4 Explanations (why)
B Later you may share 5 Improvements

what you wrote or the

gist 6 Other

Debriefing

Observers

E You cannot participate with your group.
— Observe mostly your group.
— You may also observe other groups briefly.

= Stay away from the group; do not go too
near or interfere with the participants.

m Keep a straight face ; do not show any sign of
surprise, pleasure, disappointment, etc.

E With pen and paper, take notes on visible
aspects of behaviour and interactions.
= Who does what (not why).




See next slide m

& Fomacide - roud notoval lfnecessany make peole move (o obiain a ight ound cicle
sing a pen, wie on the group debriefing forn, and summarize the group s deas. This s nota
Sl 1R eveyong il s, ol shauld summarize the collecive thoughts  of the
00D, Whia may B2 St 10 0 terent Tom e oM ano
= Ifyouhave imited ime forthe discussion. go quickly over th frst qucsions, and spend more time on)
the later questions. Keep an eye on your watch. Leave enough time to conclude.
person should have more or e3s the same ime to Share.

® stanwithavord ofwelcome. Make peopl feel at case. Outine the purpose and spt
debriefig. Then ndie peoplato share thefesings (i=ualy the It guestor). Maksin e spivtof

explorng . sharing ‘and learmin

At (shcautage, thank) anyone who helps (especiallyat e star). Help them to overcome inerte

Ensure that the spirit of sharing and listening is respecte

Givetmid peope opporuniies o express themselves. Ak takative peope (oletorers ak too

o personal attacks  crticism shouid be formlated posiively , tht i, people shouid focus on what
Cantbe Sone e e X
® Remanimpatal at aII imes. D notletyoursef be involved insubstance i people's comments are

allow comments tha are racist or sexist, or plainly negatively
DreRed for o Gileel ot M oran of BStGrCa, Eopealy I COTTE ne o)
Faciltate the discussion: Do lead not too openly once it has acquired its own momentum.
Make sure everyone who wishes to contribute can do so. Remind people to speak respectfully .
Avoid “yes/no” Qs. Use “why?". Do ot push people to speak against their will
Do ot tell participants what you think they should have leamed. It s for them to say what they learned
(or would have fiked learn)
= Fromtime to time, summarize the general sense or main points - clarify an issue before moving to
another question

B Followthe structure o the group debriefing form. Encourage participants to focus on the item in
question. Bring wanderers back to the main discussion.
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Debriefers 2 m

B Facilitate the discussion: Do lead not too openly
once it has acquired its own momentum.

m Make sure everyone who wishes to contribute can do so.
Remind people to speak respectfully .

E Avoid “yes/no” Qs. Use “why?”. Do not push
people to speak against their will.

m Do not tell participants what you think they should
have learned.

E From time to time, summarize the general sense or
main points - clarify an issue before moving to
another question.

m Follow the structure of the group debriefing form.
Encourage participants to focus on the item in question.
Bring wanderers back to the main discussion.

Debriefing etetg orear

Discussion (debriefing the debtj

Silence . Name_ Date,
Individual thoughts

S ebreting forearing 20)
Debriefers 1 m

B Form acircle -round; not oval. If necessary
make people move to obtain a tight round
circle.

E  Summarize the group ’s ideas. This is not
a simple list from everyone’s individual
forms. You should capture the essence and
collective thoughts  of the group.

E Keep an eye on your watch. Leave enough
time to conclude. Each person should have
more or less the same time to share.

Debriefing

Debriefers 3

E No personal attacks ;

m criticism should be formulated positively; focus
on what can be done better next time).
E Remain impartial at all times.
m Do not allow comments that are racist or sexist,
or plainly negatively prejudiced

— (for example, disrespectful or intolerant of difference,
especially in culture and religion).

m However, considerate and dispassionate
discussion of these issues is good.

E Observer = disCUSSION 7 Feel then & now
leader

2 Events. Explanations.

E Discussion leader only

has form 3 Improvements to make

4 Important aspects of debriefing

= Workers: Consult your

individual forms during

N X 5 Progress
the discussion

6 Suggestions for the discussion leader

S Debriefing for learing 26}
Group form - discussiom

1. Emotions then & now.
2. Event(s). Explanation.

3. What could you improve? What is worth
improving? (individual experience &/or group
debriefing)

4. What aspects of debriefing are important?

5. What progress, individually / collectvely?
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Debriefers 1 m

= Welcome — Make people feel at ease
E Then invite people to share their feelings
E Spirit of exploring , sharing , listening
and learning
E Affirm (thank) anyone who helps (esp at start)

E Give timid people opportunities to express
themselves

® Ask talkative people to let others talk too

Debriefing

Group sharing

o m

E Brief summary by each group
E 30 seconds each!!




Debriefing

® Homework =

m Relate G experience & debriefing to concepts

B Reality
EFilms
E Texts
E Etc

m ppt presentation

= Make a film, design a game, etc

® End-of-course portfolio

Doty
Terms

E Game, exercise, simulation, role-
play, model, virtual world, serious
games, simulation/games,
structured exercises, policy
exercises, ...

Many terms & defs
Wittgenstein
Distinguish

m Gs for entertainment

learning

E Maybe same G, but done
differently

Fashion

Terms

E Debriefing

B Processing experience
B After action review

B Critical analysis

E Game critique

® Reflection

B Feedback

B After-game discussion
B Pause & learn

Presentation

Debreting foreaming_3Z |0

Debriefing

Qs

E Travel
= Nice

E Sea
= Diving

E Mountains
= Walking

Debriefing

Benefits of s/g

E Relatively inexpensive
E Relatively low risk & low threat
E Dynamic environment; complexity
B Ownership; learner responsibility|
® Relevant; motivating; engaging; [fun]
E Concrete; integration (skills, disciplines, ...)
E Socio-affective dimensions of learning
E Easily revisitable / reproducible|

E Relatively easily debriefed
mReflect; share; learn from reflection on exp

Debriefing

Survey
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Games, simulations, role-plays, ...
E Design / designed games ?
E Conduct games in their training ?
E Participate in games ?

Debriefing
E Design debriefing ?
® Conduct debriefing sessions ?
E Participate in debriefing sessions ?

Debriefing

Grumble, gripe, (Grogner, raler;

E Myths : Unfounded & dangerous assumptions
= People learn from games
= Having fun in a game produces learning
= Technology helps people learn

= People learn from processing
(reflecting on, conceptualizing and
sharing) their experience




Debriefing

Alternative = standard / ordin:

® Historically
Simulation, games, project work, labs, etc
= “alternative” methods
E “Prove that it works” = motivation for some research

E Need to “get with it”
E Think: games & simulations
= standard method

&
§
N
&
ol
g

® Obstacle = myths, lack of debriefing, fear

Debriefing

Example G

Debretng oreanng 408

E Objective = First to (i

Debriefing

Another example

E Example — Workshop at Uni in Thailand
= Game + Debriefing

E Objective of workshop

m Train teachers to run simulation/games &
debriefing

E Objective of s/g
m Build the best tower
E Learning objective
m Learn teamwork skills and concepts

Debriefing

Objectives ... At stake

E Objectives & debriefing
m Closely related
m Unclear / confused objectives
E > uncertain learning

E Important to understand objectives in games
E “On veut atteindre des objectifs autres que le jeu”
= Teresa Colombi, SEGAMED
E At stake
m Students’ learning, students’ wellbeing
m Gaming profession
m Future of gaming — especially serious gaming

Debriefing

Msg

E Games # learning : 2 separate things

— Implications for how we help people to learn
E Learning objectives # Game objectives
— o
E Game objectives A

m end when game ends legff
®we do not learn in the game

#

E Learning objectives
m start when game ends
E we learn outside/after the game

Debriefing

Obijectives of photo G

E Game objective # learning objective

= Game objective
m 15t to guess picture

E Possible learning objectives
= Get to know famous places
= Process of mental image representation

= Thought processes when guessing (matching
vision & memory)
= Teamwork

Debriefing

Objectives

= Simulation/game objectives
B #
= Learning objectives

m Objective:
B Make best tower

m Objective:
B Learn about
teamwork




Debriefing

E Game objective B Learning objective
¥ Game - . & Debriefing

= Engagement B Engagement +

Debriefing Debretng oreanng 49|

Game objectives # learning go:
Game objectives Learning_ ohj
1. Collect people’s # Get to w other
names on a form peg
2. Guess the hidden prove skill in asking
objec; questions

# Become a better cross-
cultural communicator

4 _gPraw a pic from # Understand the
oken instructions importance of feedback

7

Debriefing

Where? When?

E An everyday activity - non-game experience
m Process: Unstructured, unprepared, ad hoc
m Objectives: Unclear, unexpressed, undecided
m Focus: Feelings

® [n games - game experience
m Process: Structured, prepared, timed
m Objectives: Clear, achievable, agreed

m Focus: Cognitive / behavioural
E Feelings are taboo in higher ed

Debriefing

Game # learn

Game objective |Learning objectives

v
P | ————— ——
Game Debriefing
EEngagement Engagement +, Looking
EDecisions back, reflecting, sharing,

conceptualising, relating to

EExcitement - .
other, listening, exploring

EEmotions ideas, etc

EComplexity > Leaming

EPressure

EEtC

Debriefing

Msg ... again!
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E Games & learning = 2 separate things
— Implications for how we help people to learn
B Learning objectives # Game objectives
4 =

= Game objectives
leg”

m end when game ends
®Ewe do not learn in the game

#

E Learning objectives
m start when game ends

Ewe learn gutside/after the game

Debriefing
Who does debriefing?
E Military
F Industry: Aviation, Navigation
E Diving (leisure / professional), etc
& ‘Traditional’ edu games

E Med & HC
m Serious games
= Medical simulation

E Business games

Debriefing

Meta debrief

Debrief SIG

(as s/g participant)
Debrief session
(as game trainee)
Debrief workshop
(as workshop
participant)

(with a game)

Debriefing

Short rationale

¥ Learner %\J\

= E Game

m Lecture
m Reading # target [/
m Film, media
Internshi .
- P mDebriefing

E Near target
é B Very near target

E Target situation

Military




Debriefing

Air force, 1941

E In September
[1941] it was re-
equipped with
Spitfires. In the
photograph ...
pilots are being
debriefed next tg
one of their
Spitfires after a
cross-Channel
mission.

= htip://bayourenaissanceman. blog
‘Spot.fi/2008/04/weekend-wings-
14-eagle-squadrons-and.htm!
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Debriefing

Military

" B Maj. ... Doyle, ..., leads an
after -action review with
E Col. ... lto, ..., briefs the ~ role-played Afghan army,

Final Exercise After police and border police
officials during training for

Action Review at HQ. -
o ’ ... Security Force ... Team
US Army Pacific on at the ... Training Center at
November 22, 2002. Fort Polk, LA
E——

Debriefing

Flying club

Dabretng orearng 618

E Post flight debriefing  at Kai Tak

= hitp:/ hofields-fi lub.com. 10.htm

Debriefing Detrefig for eaing56)

Air force, 1943

& Fiskerton: Back from Berlin 22/23-11-43. ...
Ron Brunt ... and crew are being interrogated
about her sortie to Berlin ..."

US Army m

RT

After Action Review in Simulation-Based Training

Larry L. Meliza, Stephen L. Goldberg and Donald R. Lampton
U.S. Army Research Institute for the Behavioral and Social Sciences
Orlando, Florida
USA

The after action review (AAR) is a mechanism for providing feedback to organizations on their performance
of collective tasks. It is an active process that requires unit members to participate in order 1o benefit.
The AAR is a method of providing feedback to units after operational missions or collective training exercises
[23]. The AAR is an interactive discussion, guided by a facilitator or trainer known as an AAR leader. During
the AAR, unit members discuss what happened, why it happened, and how to improve or sustain performance
in similar situations in the future.

1.0 SIMULATION-BASED TRAINING ENVIRONMENTS

Military Training is always a simulation whether it occurs at a sophisticated instrumented range, in a
collective training simulator system, or in a command and staff exercise driven by a math model driven war
game. Training occurs in live, virtual, constructive, or mixed simulations of battiefield cnvironments. There

Debriefing Debrefig for earing 62]

Facilitation and
Debriefing in
Aviation Training
and Operations

Debriefing

Air force, 1944

B Debriefing de
I'équipage du
433e Escadron
(Porcupine), ... aprés
un raid sur des sites ou
les Allemands
utilisaient des bombes
volantes, en France.
Skipton-on-Swale,
Angleterre, 1944.
Photographe inconnu.

collecionsc:

Dabretng orearng 57 8

Aviation & space

Make lost slides

Debriefing

Dabretng orearng 63[8

¥ |
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Flight training

E “instructors can review and debrief a student
offering a comprehensive critique of the
entire flight including flying procedure, the
decision to eject and the correct body position
for ejection.” I .

= hitp://www.etcaircrewtraining.com/debriefingstation/|
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NOAA: Fisheries Monitoring and Analysiisiy:

E “FMA requires observers to complete a
debriefing process after each cruise.”
Elements: =
m observer does vessel report
for each assignment
m debriefing interview is
conducted by a staff member
= data check is conducted by
the debriefer
= observer completes anonymou|
post-debriefing questionnaire
(comment on, and suggest
changes to, the FMA Division
and the services)

® http:/Awww.afsc.noaa.g
ov/FMA/debriefing.htm

& Nat Ocean & Atmos Admin

[oeereing

Diving: Video debriefing

E “All ... classes are
videotaped for
educational and review
purposes only. ... itis
invaluable for students
to visually focus on
their individual in-water
skills, situational
awareness,
communication, and
team diving.”

= http://www.thelonghose.com/en/index.php/A

Junified_team_diving_UTD_DIR video_foota
ae

Debriefing Debeefing o eaming 6]
s Crokor

Nanhai Marine Archaeology, M

E “Diver debriefing all other
divers after every dive”

E To ensure that all divers
were aware of each
other's work and to prevent
damage to the weak
structure, each diver was
required to de-brief all the
others after every dive.

= htp: html

Debriefing

Dive instructor training , T

B “Mark and the team will
... show you how to
brief on the dive boat
before diving and how
to debrief after dives
with your students
and they will show you
how to problem solve
underwater.

= hitp://www khaosanroad.com/en/thail
and/319-diving-in-thailand

Diving, mountains, teaching,
travel, life, ...

Debriefing
Diving in MY

E “and the briefings/debriefing
sessions were always something
to look forward to !
“Loved the pancakes, the Pizzas
and the Debriefings .”
“The fact of going through
briefings and debriefings
before and after dives and
sharing our experience trul
enriched each dive and
enabled us to learn so many §

hpentry=40

things about marine life ...”

[oeereing

Instructor trainings

¥ Koh Lanta November
2010, debrief

® Lots of rescues were
practiced in confined
water, this one under
supervision of Richard.

E http://www.pa- ™!
divingidc.com/2010 11 |
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Med & HC

1. Serious games for health
2. Med sim

Some serious games in HC

(& in other areas)

No or insufficient debriefing

Debriefing Debsefig foreaming80)

SG, many buzz words, no debrjgf

Pulse!!: Virtual Clinical Learning Lab for HC Trai  ning

® ... first ever, immersive virtual learning space for training
health care professionals in clinical skills. Cutting-edge
graphics recreate a lifelike, interactive, virtual environment .
practice clinical skills . respond to injuries sustained durmg
catastrophic incidents, “such as ... bioterrorism.

Client: Texas A&M University - Corpus Christi

Objective :

m Address the shortage of expert-level health care educators and
respond to the changes in learning styles of current and future
generations of students ... an engaging, realistic simulation to create
a wholly immersive virtual training environment.

Solution:

= Cutting-edge 3D virtual hospital and lifelike patients provide a rich

environment ... practice clinical skills.
Technology:

= Highly interactive and detailed 3D world with accurate physlology

models. Fluid dynamics used to simulate blood flow ..

o m

Le débriefing,
clé du processus d’apprentissage
dans les pédagogies ludiques

Cetaticeprésnte certain aspect-clé i drifing il dans e calre
des péda 1. p [

et lejeu. 1 auteur invite le formateur m/u[/!
i ses mithoo

los exercices de simulation

techniques  son en

lfaFEALYR b i1 G 8 (o8 B iE 1 HEEIALE it
et ce dans les champs affectf, cognitif et psychomoteur

L'importance du débriefing

Debriefing ebretg or

Impression

E Med sim in specialised medical simulation
units or teaching hospitals
m Focus = med & learning - debriefing

E ‘Serious games’ for HC by (serious) games
companies
= Focus = game & commercial --|| no/low debriefing

E Similar to other areas:
m ‘traditional’ s/g (debriefing standard) &
m serious games (debriefing often missing)

Debriefing Davrerg orearng 1|84

Book, without debriefing (?) gssi

E Serious Games for Healthcare: Applications and Implications
¥ “the development and application of game technologies for
health-related serious games. ..., it provides cutting-edge
academic research an |ndustry updates . current and
future advances in the area..
Topics

= Assessment of games

= Biofeedback
Design and Development
Designing serious games for health
Future deployment of games for health
Future trends of serious games for health
Games for Rehabilitation
Games for therapy
Roles and impact of Serious Games in heall
Training in the health sector
Use of off-the-shelf games in therapy
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Debriefing

“Learn by doing”, but no de

E “Our 3D serious games and simulations are

Debrerng oregng 85

fully interactive allowing for multiple outcomes
of the same scenario depending on the
choices made by the learner. Our learn by
doing approach allows for the employees to
know what to do virtually  so they do not
cause harm physically before they are fully
trained and ready. Find out how our serious
game or simulation development solutions
can help train your employees.”

o

h

Wikipedia prepuapicbe
E “Debrief” “0 of 0" = not found

fing

Dabretng orearng 88

ttp://en.wikipedia.org/wiki/...
... Serious_game

. Serious_Games_Initiative
... Medical_simulation
... Simulation_game

. Games_for_Health

m Full of curiosities ©

Debriefing

Nurse Training: Trauma Unit

& http://wwwi|
m/showca:

Debriefing

“No results, found™

Health Games Resear h

Effectiveness of | @ for Health

about us grantees our publications
==

e\, Search » Debriet

Your search yielded no results
No results found

W Make sure your speling is correct

Detrefing o learing 86}

Search

Med sim with debriefing

F)ebneﬁng [rre——

depending on
learner.

Serious Game Develcpmem and Design

Medical Scenaric

Desiging il I
Selected by

Health Games Research

Advar /eness of Interactive Games for Health

about us grantees  our publications  resources database

Home» Datevsse o Searcn

Search Results Database

Publcaions 0) | Resources (0) | Organizatons o)

E—

Heathtopic:

Target population
[T popatons>
Game plattorm:
[T torms=

4
[Apess =]
Resourca type:
Er—

[Pevreing Detratg fortesme 90|

A bit of history

Training facilitators of medical simulation,
San Antonio, TX, USA, 15-17 Sept, 2002. 20 people, incl:

Dave Gaba, Anesthesia, Stanford U, USA

Tore Leerdal, Laerdal Medical, Norway

Doris @stergaard, Danish Instnutp nf Medical Simulation _
Al Morgan, Colonel , Fort 4
Sam Houston, San Antoni
US Army.

Bill Rutherford, Captain ,
Flight Standards & Training
United Airlines , USA
Ed Salas, Educator_& Si
expert, U of Florida
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Debriefing

ACTIVSim (McGraw-Hill) [[contr:

= Web-based access ...
= Life-like simulated interaction ...
= Digitally advanced graphics and sounds ...

educational knowledge
B “Personal Clinical Debriefing

student clinical experiences, incl
assessment and individualized fe

B “CTIVSim is set apart from other medical simulators
by several unique attributes, including:

m Post-simulation debriefing , including self -evaluation
These features, ... were created ... through a ...
combination of ... technology, ...
consultation, and over 100 years [sic] of

m ACTIVSim applies the same debriefing path used in most

[I—
} o oavg o
ast with previous]]|

medical

in Every Experience

luding student self-
eedback.”

 hitpJfwwwmhhe com/activsimiaboutus i

[Georeing

Surgeons

Dabretng orearng 97

ORIGINAL ARTICLE

. Yolle - R. Flin- . Maran - G. Youngson -
A Mitchell - . Rowley - 5. Patcrson-Brown

esuls of 2 assbilty il Two case stuis sl ilostste

Debriefing surgeons on non-technical skills (NOTSS)

ihe adoca. Keywords  Surgical riing - Kducaion - Debricting
¢ Nonechcal skill - Putentsaety

- Surical waining in he United Kingdom (UK) has moved
way from Knowledge based setpieces in favour of com

1 Introduction

how he major i
‘ho partcipated reportd tha the NOTSS system providsd

apprecision of the ole of non-technical sils which are
ehesd o the copniive and ineersons) il

[oebreing [—

Gaba ﬂ

The Role of Debriefing in Simulation-Based Learning

Copyright © 2007 Society for Simulation in Heallhc:
DOI: 10.1097/S1H.0b0133180315539

Ruth M. Fanning, Mb, MRCP!
f [Vol. 2, No. 2, Summer 2007

FARCS!
and Dovid M. Gaba, MD

smof i pper o cialy eew vt el tobe  when ey ca Il

ofsimula- Theira
come about and developed  vary and depend

are used

o systematic review of
high fideity atified fecdback (in-
the most important
ed medical education.! Despite this, there are sur
few papers in the peer-reviewed it
¢ how to debrief, how to teach or learn o

jew ofall the
information

meet
rom within the medical field

[ebriefing ———
Effectiveness ﬂ

Examining the Effectlvensss of Debrlef‘ng at the
Point of Care in
Team Training

Ramnarayan Paragi Gururaja, MD, MPH; Tong Yang. MD, MS; John T. Paige, MD;
‘Sheila W. Chauvin, MEd, PhD

Abstract

Objectives: We examined the exten (0 which charcersies of efecive dbrieing were
ducting high-fidelty raining
under tight time constraints in the actual OR. Methods: The entire OR general surgical staff at
an academically-affiliated hospital partcipated in half-day training sessions. After-action
debriefing discussions regarding teawork followed each of two immersive scenarios. Sessions
were videotaped and then assessed by two trained, independent raters using an instrument based
on fing. Calculation of s used to determine
inter-rater reliability. Results: Itroduc e
building, and idenifying intentions for behavior change were very positive features of the
sessions. Most other tem mean scores (¢.2., process and closure characteristics) were at or

Conelusion: even when time
and space ar limited. However, careful tention 0 questoning and fuilatin skil is

b a5  carelul auention 1o questioning and eiiution Silk
Introduction

[oeorening ———
HC sim SC = 10 unis m

H\,dm\(‘ are \\K\::vl\:!\umn @Smartstat_e

Collabor

8 Partners

S caronn,

The CEPSC Colaborative Partrs ncluc:

South Carolina Nursing

[Gebrietng —
Debrief in med m

® Med sim = mostly ?
B HC serious games = patchy ?

E “A recent systematic review* of high fidelity
simulation literature identified feedback
(including debriefing ) as the most important
feature of simulation-based medical

education.”

— Fanning & Gaba. 2007. The role of debriefing in simulation-
based learning. Simulation in Healthcare.

— * Issenberg et al. 2005. Features and uses of high-fidelity
medical simulations that lead to effective learning: a BEME
systematic review. Med Teach.

Debriefing

Debriefer training !!!

E One of the goals ... is
. to improve our

skills in the art of
debriefing after
clinical simulations.

E a simple tool to
structure a brief
debrief when time is
very limited. X!

Debretng oreanng 96|

= htip://academiclifeinem.blogspot.
corporating-debriefing-into-clinical. htm!

[oeoreing —
HC sim SC: “Why dew

¥ Thoughtful discussion B How much
after the simulation is participants learn and
necessary so the learner take back to their
can sort out and interpret practice relies on the

what happened and why .  effectiveness of the
debriefing .

From a Nursing Scenario
Note ahatsin

D G “}:;:"::‘"h & Laerdal Debriefing Tool

e flegged .

B oy ondxfo
ncorect (coihare poin voes
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Experiential learning
Foundations of learning in debriefing

Kolb

Debriefing

Experiential learning cycle =Kol

Concrete
Experience

k Abstract

Conceptualisation
(concluding / learning
from the experience)

(doing / having an \
experience)

Active Reflective
Experimentation Observation
(planning / trying out (reviewing / reflecting
what you have leamed) on the experience

Debriefing

Debriefing

5. Experiential learning

David Kolb Simulation/gaming

erience =

[%2]
>
2
ES
@
]
3
@
=
]
m

R
n

Debriefing; Exercises;
Follow-up activities

Conceptualizatior,

Generalizatjon &
appji€ation

Kok, D. (197?). Experiential Learning: Learning from Experience. Prerice Hal

Renrmfnn.

ey bAyile
Seisim by

How to Facilifate a Great
Game Dténi

GO Wiy,
L%,

Debriefing ‘Talon &
Multiple wcd
CyCl e The Spiral of Experiential Learning

I —
spiral
Kolb, 2008
e —
Debriefing

Single cycle

E Briefing
= experiential learning
(learner training, learning tq
learn)

= specific s/g
E Simulation/game per se

& Debriefing - learning
= Individual work
m Sharing & discussion
= Follow-up

Multiple cycle

Detetg orearng 10708

Training structure —cycles  “pedid

i
Debriefing Datrefig foreaing 10

Experiential learning cycle -

Concrete
Experience
(doing / having an \
experience)
Active Reflective
Experimentation Observation

(planning / trying out (reviewing / reflecting
what you have leamed) on the experience)

Follow -up; kc Abstralct 1
“pmal 4 onceptualisation
real”-world (concluding / learning
action; New from the experience)

simulation

Debriefing

Debriefing +;
Exercises;
Follow -up
activities

Debriefing

Key ideas

E “Learning is the process whereby knowledge
is created by the transformation of
experience.” (Kolb, 1984)

E Learning is the process whereby knowledge if ted
by the debriefing of the simulation/game

E Game experience is transformed into learnin
debriefing

E “Debriefing is ... the most important part of
simulation and yet it tends to be the most
neglected , ...” (Crookall, 1992)

Concluding thoughts

No debriefing = no learning
Learning = only with debriefing

12



Debriefing

Learning from debriefing

® Learning “in a game” = impossible
E Learn from debriefing the game = possible

F Some games and serious games companies
=> impression (that they believe) that their
game does the learning -- NO!

® Learners / participants do the learning
F Facilitates help
E Debriefing helps

Debriefing

A few key ideas

E Learning is a journey towards a(n) (relatively)
unknown destination

& Skills and know how are learnt on task
doing ), not from lectures or books
= The real world is interdisciplinary, multi-ski

= Disciplines are artificial & theoretical const]
by academics (maybe to avoid skills)

= We learn what we do

E Learning is the processing of experience
m Game experience is processed in the debriefing
m Learning happens in the debriefing

Debriefing structure

Debriefing

Generic debriefing  structure

Future :

E What will you do differently in this kind of
situation in the future?

Learning :

F What have you learned about yourself? about
others? about this kind of situation or system?

Debriefing

Generic debriefing st

Feelings :

F What was your first reaction to the activity?
= How did you feel during the activity?

E How do you feel now ?

Analysis and explanation of the experience:
E What happened?
E Why did it happen?

¥ Use recordings

Debriefing

Generic debriefing procedur

B Break
E cool off — de-role - 10 mins to 1 week
& Individual
E Silence, forms, open-ended but specific Qs reading, ...
E Discussion - with observer/debriefer
= Small groups (again remixed; Fish Bowl)

E Group forms, sharing individual answers, D-game (card game),
listening, thinking, ...

m Plenary - summary feedback.
= Writing (& reading, discussing)
= Memos, letters, reports, ppt, posters, analyze recordings,
reading docs, lecture, design new game, conf
presentation, ...
® Group / individual.

Debriefing

Learning from s/g

® Learning =
m processing experience (Kolb)
m basic process of human adaptation (Kolb)

E Simulation/game = experience
m controlled, low-risk, low-cost, re-visitable, etc

® Debriefing = Processing the experience
O
Learning

® Simulation/game = opportunity to debrief

Debriefing

Generic debriefing structure

Application to other experiences and systems;
differences & similarities :

E What is this activity about ?
E What other situations does it remind you of?

E What differences are there between the
simulation and your previous experience or
other systems?

Debriefing

Example tOpiCS (maybe for a AB picné)

Partcipants Observers

E What things were you E Summary of notes
practicing ? made during play
m Observation = What things were they
= Communication practicing?
u Listening = Which ones do they

= Organizing need to improve?
= Comparison
m Co-operation
-
¥ Which ones do you
need to improve ?




Debriefing

Example forms

® Example of debriefing forms

m TOWERS-debrief individual EN b.pdf

m TOWERS-debrief group EN b.pdf

E Example of written work

= |UP-M1 08-09 job interviews memos.pdf

Debriefing

Tara

Merci — FR

Thank you - UK
Kap khun krub — TH

crookall.simulation

@
googlemail.com

Danke — DE|
Spasibo — RU
Sukria — IN
Gracias — ES|
Terima kasih — MY/
Arigato — JP|

etc|

Debriefing

Actors in debriefing

E Participants - debriefers &
® Various roles, incl observers
E Observers = debriefers ledy’
& Maybe one of the roles
E Facilitator(s) = debriefers
® Maybe previous observers or participants
E Game designers, technicians, engineers, et al
E Qutsiders (eg, lecturers, authors)
E Others ?

E But debriefers need to be trained !!

Debriefing

Debriefing
® Serious” games, with no debriefing
=> No sense, nonsensical
E Simulation/games with serious debriefing

=>» 2nd generation of (serious) games

E Med sim (aviation, trad sim, etc)
m show the way
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