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Serious Gaming focuses on the exploitation of high quality ‘role playing
or ‘first person shooter’ computer games, and the associated
software tools, for training applications.
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duehile Serious Games utilise software development kits, regularly
released by leading games developers after the publication of a
new product (e.g. Half-Life 2), together with a growing number
of content generation packages available from the Web.

The HFI DTC has engaged with subject matter experts to
investigate the potential for adopting serious gaming
technologies in Improvised Explosive Device (IED) search
planning, continuation training and the deployment of
Explosive Ordnance Disposal (EOD) remotely controlled
vehicles (see fig.1).

SubSafe has been designed to support human factors
investigations of the transfer of skills and knowledge from a
gaming environment onto an actual SSN submarine, and to
Fio.2 investigate skill fade over time. The early demonstrator included
all compartments forward of the reactor bulkhead (see fig.2 and
5).

The minigun experimental game-based simulator is addressing
a number of key training issues, including the torque-induced
“kick-down” of the weapon when fired. Human factors
Fig.3 observations drove the decision to build a replica of the firing
interface, as opposed to conventional interface devices (e.g.
joystick). Delivering desktop training could offer greater
benefits for familiarisation, especially onboard RN Vessels on
operational assignments (see fig.3 and 4).

Military Benefit:
Serious games technologies promise to revolutionise military
training by exposing future Armed Forces personnel to an
increasingly familiar and affordable form of real-time simulation,
delivered via a range of low-cost computing hardware platforms.
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