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* X-cOme la persona si approccia al gioco

« XX-meccanismi mentali, cognitivi, sociali (e neurali) di chi gioca
* XXX-rapporto tra attivita di gioco ed apprendimento

e X-cOme raggiungere tramite il gioco un obiettivo formativo

* XX-c0Sa considerare gquando si sviluppa un gioco per un fine altro
rispetto all'intrattenimento

« xxXx-distinguere differenti tipi di apprendimento attraverso il gioco ed
Integrarli nel migliore dei modi

* X-1l gioco e sufficiente per il nostro obiettivo formativo? l'inserimento
all'interno di un percorso

* xxx-1l debriefing
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«VIDEO GAMES ARE CONTROLLED
TRAINING REGIMENS DELIVERED IN
HIGHLY MOTIVATING BEHAVIOURAL
CONTEXTS.”» (MICHAEL M. MERZENICH)



MOTIVAZIONE INTRINSECA - INSULAR CORTEX MOTIVAZIONE ESTRINSECA - POSTERIOR CINGULATE CORTEX
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SELF-DETERMINATION THEORY (RYAN & DECI)

P Bisogno di competenza ‘

l Bisogno di autonomia ‘

= Bisogno di relazione
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PERCEPTIONS OF COMPETENCE

“IT IS SUCCESS AT OPTIMALLY CHALLENGING TASKS
THAT ALLOWS PEOPLE TO FEEL A TRUE SENSE OF
COMPETENCE"”

(DECI & RYAN, 2000, P. 260;
COGNITIVE EVALUATION THEORY; DECI & RYAN, 1985)
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intenzioni del
giocatore
diventano

direttamente
azioni .
* Engagement controlli

* Engrossment trasparenti

e Total Immersion

senso di
presenza EE

nel gioco dimenticata
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INTERAZIONE PERFORMANCE REGOLE OBIETTIVI







SuperMario
Classe: Idraulico

Abilita:

Movimento bidimensionale. SuperMario si
muove in avanti e indietro, in alto e in basso.
Salto in avanti. SuperMario salta in avanti
per superare un ostacolo.

Attacco Salto. SuperMario uccide un
nemico quando gli atterra sopra.

Debolezze: essere colpito da qualcosa;
cadere in un buco; cadere su delle punte o
nella lava




SuperMario

Classe: Idraulico

Abilita:
Movimento bidimensionale. SuperMario si

muove in avanti e indietro, in alto e in basso.

Salto in avanti. SuperMario salta in avanti
per superare un ostacolo.

Attacco Salto. SuperMario uccide un
nemico quando gli atterra sopra.

Debolezze: essere colpito da qualcosa;
cadere in un buco; cadere su delle punte o
nella lava

SuperMario paladino

Classe: Idraulico

Abilita:

Movimento bidimensionale. SuperMario si
muove in avanti e indietro, in alto e in basso.
Salto in avanti. SuperMario salta in avanti
per superare un ostacolo.

Attacco Salto. SuperMario uccide un
nemico quando gli atterra sopra.

Debolezze: essere colpito da qualcosa;
cadere in un buco; cadere su delle punte o
nella lava

Religione: devoto alla divinita del salto in
alto, nemico della divinita del salto in lungo)



obiettivi chiaramente definiti (permettono un’azione finalizzata in maniera non ambigua

feedback chiaro ed immediato (permette di comprendere intuitivamente 'esito delle azioni)

senso di controllo e agency sulle azioni

esperienza percepita come impegnativa ma entro il limite delle nostre capacita attuali



CONTROLLO

AGENCY E SENSO DI
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ULTIMATUM GAME
DILEMMA DEL PRIGIONIERO
STAG HUNT
BEAUTY CONTEST
TROLLEY PROBLEM



BIAS COGNITIVI

Linda ha 31 anni, e single, estroversa e
brillante. E laureata in filosofia. Da
studente, era particolarmente interessata ali
problemi della discriminazione e della
giustizia sociale, ed ha anche partecipato a
dimostrazioni anti-nucleare.

Definire quanto sono probabili le seguenti
affermazioni su Linda:

1. E partecipante attiva di un movimento
femminista

2. Lavora in banca

3. Lavora in banca ed e una partecipante attiva
In un movimento femminista



e

Go, a complex game popular in Asia, has frustrated the efforts of artificial-intelligence researchers for
decades.

“DEEPMIND [...] CANNOT YET USEFULLY TRANSFER THEIR LEARNING
ABOUT ONE SYSTEM — SUCH AS GO — TO NEW TASKS; A FEAT THAT
HUMANS PERFORM SEAMLESSLY” (DEMIS HASSABIS)

“ANOTHER CHALLENGE IS TO MIMIC THE BRAIN'S WAY OF BREAKING
PROBLEMS DOWN INTO SMALLER TASKS. CURRENTLY, DEEPMIND’S
SYSTEM STRUGGLES TO LINK ACTIONS WITH DISTANT CONSEQUENCES — A
LIMITATION THAT, FOR EXAMPLE, PREVENTED IT FROM MASTERING MAZE
GAMES SUCH AS Ms. PAc-MAN” (DEMIS HASSABIS)



6. LIBERTA E
SPERIMENTAZIONE

6. LIBERTA E SPERIMENTAZIONE












7. SICUREZZA
PSICOLOGICA

7. SICUREZZA PSICOLOGICA






8. ERGONOMIA

8. ERGONOMIA






e the tota] mumb,
comr 4

ps e
stremgth of s cage

- v e £ e, o
b opnss popetn i UL, P
e eveeed
e

7 s e b el o gach

3ichyrlen ot odd | morry
P el gt
L dapdons

e 1 (R

2| 3§
e [

Wively
counts positiv
toward your exh

Pt eacapes |

rellas ot the b
in the market dursn
exhibit

S Realthy ay e, you dont have 1o
i

Hscase needy 1y
hat the ey 1y POTions

The App,
reept

y9u what food 1o put

8 sctup. They are no

shens

" Bt sometimes

o the
o relevan 1o

396 have no chojce

Sives details on oll the exbibitions, These are <
the general ryles.
IONS
A Poton s it Lorpl. W anmst SINGLE~PRY lxul‘lT‘m S e
Sty R ‘;‘rm v *mplain sbout yoq drugging your Hvul\[vrﬂ‘lll:"f"(":"‘:"" .‘.’Hm r:‘”h“. &
2% ] Compare the 1001 RObaroF: e D, Your pets 1o i
= needs ansigned 1 1o Pet with ghe The Arens is 2 simple. cuhibiies
¥, ,
i s
et s e sy ey, 504 1railoble iy q,u,-,.-/wwv\»k
: iy € 0ol antimge. oy
-u..mlnnh-wmmm the 10t antimyg
O, Fe -.-f-n..»..mmwm..wm« e
e LT i g s et el
Froen, Pt R “l.l'.-d-nv‘\xﬁl»clny—d‘mr
oy T o AN w1 ot o e,
oo, 1~.~.~4&-. et
ST

needs exceed

ch anger need is worth, 2 Points B
ch disease need is wortl | point
When scoring your pet, you oo
token on he /o S
thit i oot andle by g,

der
30l needs that were 8signed 10 the
Pet this round. Needs. assigned in
Pheonly way (0 keep mre than Previous rounds do ot matten
ooks
B O it o o
Amuty o0 0k repry e,
o Vi growhs that

ap,

Example.
find ¢ Casier 1o

PIn i they mave it imps
ben they acaign necs €21, placing the ey cages if
I
e they wi) be Plertainin, LS oF nexy 1© the red Numberg i
T adm . e % Pt or
o T”":, e s tdes they will e ¢ e em. This s fne |, con actually speeg
o token mgly Py Yoy "ight alsg e side the foo that will pe €aten and
ol the tokeny o o 7eod 0 3dd whie g, Waiting
Trag for others 1g i Phate 3. Howeve,, because of
e

NS {B)
qnln‘bmnm B\ |
"5 your turn i 7

T
(%

NE o wair until
ns,

This pet seopes
exhibition, 1,
that it i,

IO fioyr
—J

1

3 for the
PeSt-scorig
You enter i ),

e 3 of

depicted
Pet so

5 Your g}

Arena
¢ the peg

YOR Aoy e

hibution Maove

€ exhibigy,

xhibitiong ..



Mattiassi, A. D. (2019). Fighting the game. Command systems and player-avatar interaction in fighting games in a social
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motivazione al gioco

veder crescere la psicologia e la complessita dei personaggi
esplorare nuovi territori /0 nuove culture e idee

costruire nel tempo una trama interessante

risolvere problemi e affrontare le situazioni che ti si parano davanti
"vivere" l'interazione fra i personaggi

essere il pit bravo del gruppo

creare un gruppo (party) di personaggi

interagire e/0 stringere rapporti con il gruppo di giocatori
potenziare un personaggio e renderlo sempre pill capace in gioco
battere o "rompere" le meccaniche e le regole del gioco

interagire con le meccaniche e le regole del gioco
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a Drive only

.. Single task

Sign only

Sign and drive

No-contact
control

or

“.and -

Single task or

1 hour x 3 times per week x 1 month

Training intervention ~ ¥°

Multitasking

o‘o————————0

Initial 1
visit month

\ /

NeuroRacer
EEG and
cognitive

testing

6+
months

Figure 1 | NeuroRacer experimental conditions and training design.
a, Screen shot captured during each experimental condition. b, Visualization of

training design and measures collected at each time point.













GAME-BASED LEARNING

Non incameri nuove informazioni ...ma adatti il tuo modello
nel tuo modello mentale... mentale alle nuove informazioni



DEBRIEFING IN
GAME-BASED
LEARNING

“The real (solid, lasting,
meaningful, and deeper) learning
comes not from the game, but
from the debriefing”

Crookall, D. (2010). Serious games, debriefing, and
simulation/gaming as a discipline. Simulation & gaming,
41(6), 898-920.
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DESIGN DELLA RETORICA PROCEDURALE
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@ © 2011 Nature America, Inc. All rights reserved.

BRIEF COMMUNICATIONS

Crystal structure of a monomeric
retroviral protease solved by
protein folding game players

Firas Khatib', Frank DiMaio', Foldit Contenders Group, Foldit Void
Szymon Krzywda®, Helena Zabranska®, Iva Pichova®, James Thompson',
Zoran Popovié®, Mariusz Jaskolski** & David Baker'#

Following the failure of a wide range of attempts to solve the
crystal structure of M-PMV retroviral protease by molecular
replacement, we challenged players of the protein folding game
Foldit to produce accurate models of the protein. Remarkably,
Foldit players were able to generate models of sufficient quality
for successful molecular replacement and subsequent structure
determination. The refined structure provides new insights for
the design of antiretroviral drugs.

Foldit is a multiplayer online game that enlists players worldwide to
solve difficult protein-structure prediction problems. Foldit players
leverage human three-d ional problem-solving skills to inter-
act with protein structures using direct manipulation tools and algo-
rithms from the Rosetta structure prediction methodology'. Players
collaborate with teammates while competing with other players to
obtain the highest-scoring (lowest-energy) models. In proof-of-
concept tests, Foldit players—most of whom have little or no back-
ground in biochemistry—were able to solve protein structure refine-
ment problems in which backbone rearrangement was necessary to
correctly bury hydrophobic residues®, Here we report Foldit player

successes in real-world modeling problems with more complex devia-

Structure Prediction (CASP) experiment was an ideal venue in which
to test this. CASP is a biennial experiment in protein structure predic-
tion methods in which the amino acid sequences of structures that
are close to being experimentally determined—referred to as CASP
targets—are posted to allow groups from around the world to predict
the native structure (http://predictioncenter.org/casp9/). Each group
taking part in CASP is allowed to submit five different predictions for
cach sequence. Foldit participated as an independent group during
CASP9 and made predictions for the targets with fewer than 165 resi-
dues that the CASP organizers did not indicate as oligomeric. For targets
with homologs of known structure—the Template-Based Modeling
category—Foldit players were given different alignments to templates
predicted by the HHpred server® via the new Alignment Tool. Despite
these new additions to the game, the performance of Foldit players
over all CASP9 Template-Based Modeling targets was not as good
as those of the best-performing methods, which made better use of
information from homologous structures; extensive energy minimiza-
tion used by Foldit players tended to perturb peripheral portions of the
chain away from the conformations present in homologs.

For prediction problems for which there were no identifiable homo-
logous protein structures—the CASP9 Free Modeling category—Foldit
players were given the five Rosetta Server CASP9 submissions (which
were publicly available to other prediction groups) as starting points,
along with the Alignment Tool. Here all five starting models were
available, allowing players to use partial threading to combine
different features of the Rosetta models. In this Free Modeling




Score: 8642 of 8760

Bury as many hydrophobics as you can.
Orange sidechains want to be surrounded.

Tellme more

Shake

Sidechains

A Actions




Metagioco
macchinoso

Gameplay
‘a quanti’

PECULIARITA MEDIALI

Rappresentazione
astratta e
modellazione

‘Stop-motion’

Manipolazione
ERIELE

Realismo

Gameplay
time-bound

Manipolazione
mediata

Metagioco opzionale

Gameplay
continuo




) 4
INCENTIVI U

1. Incentivare vs. disincentivare vs. sottrarre



) 4
INCENTIVI U

1. Incentivare vs. disincentivare vs. sottrarre

2. Come scegliere Uoggetto dell’incentivo?



) 4
INCENTIVI U

1. Incentivare vs. disincentivare vs. sottrarre
2. Come scegliere Uoggetto dell’incentivo?

3. Relazione con l'obiettivo formativo



Decety, J., Jackson, P. L., Sommerville, J. A., Chaminade, T., & Meltzoff, A.
N. (2004). The neural bases of cooperation and competition: An fMRI
investigation. Neurolmage, 23(2), 744.

multi player vs. single player


https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3640982/figure/F4/
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3640982/#R3
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3640982/#R41
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3640982/#R27
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3640982/#R28
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3640982/#R14
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3640982/#R14
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3640982/#R44

Decety, J., Jackson, P. L., Sommerville, J. A., Chaminade, T., & Meltzoff, A.
N. (2004). The neural bases of cooperation and competition: An fMRI
investigation. Neurolmage, 23(2), 744.

specifiche per gioco cooperativo


https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3640982/#R5
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3640982/#R55

Decety, J., Jackson, P. L., Sommerville, J. A., Chaminade, T., & Meltzoff, A.
N. (2004). The neural bases of cooperation and competition: An fMRI
investigation. Neurolmage, 23(2), 744.

specifiche per gioco competitivo


https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3640982/#R27
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3640982/#R40
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