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Introduction ςMark Thompson

ÅTop pilot on winning team at NIFA SAFECON

ÅDesigner of RNP/AR Approaches for Airlines

ÅGold-Seal CFI

ÅStrong interest in how pilots learn



Goals of this Presentation

ÅLearn how leveraging game design can:
ÅMaximize engagement and skill development

ÅGet more students to certification

ÅCreate safer pilots

ÅDiscover new technology that can:
ÅImprove quality and consistency of instruction

ÅEnable more effective use of the airplane

ÅImprove the business of training



Game Design 101

The true power of game design in 
training is its ability to create 
the motivation to improve.



Game Design in Everyday Life

ÅEngagement is critical in knowledge transfer and 
retention.

ÅFundamentals of game design are valuable in 
everyday life.

ÅThe power of games in a nutshell:

Åά[ŀǎǘ ƻƴŜ ƛƴ ƛǎ ŀ ǊƻǘǘŜƴ ŜƎƎΗέ



The Rise of Gamification

https://www.mordorintelligence.com/industry-reports/gamification-market



The rise of Game-Based Learning

https://www.capterra.com/learning-management-system-software/lms-gamification-research



Why Game-Based Learning Works

ÅLearning from failure

ÅActive vs Passive 
Learning

ÅContext before 
knowledge

ÅAh-ha moments

ÅWe are built to play!
http://pixdaus.com/learning-by-doing/items/view/75833/



Why Game-Based Learning Works



Game Design 101

A game is a systemin which players 
overcome challenge, bound by a set of 
rulesand has quantifiable outcome.



Game Design 101

ÅHow these elements apply to Flight Training:
ÅSystems
ÅAircraft & Airspace

ÅChallenge
ÅManeuvers

ÅStage checks

ÅCheck ride. 

ÅRules
ÅFAR/AIM

ÅQuantifiable Outcomes 
ÅACS http://www.gonuldergisi.com/wp-

content/uploads/2017/03/67-oyun.jpg
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Game Design 101

Game Mechanics are the building 
blocks of games.



Game Design 102 - Difficulty

ÅToo hard = Frustrating

ÅToo easy = Boring

ÅJust right = In the Zone

http://www.razeyourgame.com



Game Design 202 - Mechanics

ÅThese mechanics can be part of your toolbox to 
drive student engagement:

ÅInterest Curves
ÅSurprise
ÅClear Goals & Measures
ÅProblem Solving
ÅCuriosity

ÅChance
ÅMeaningful Choices
ÅStory
ÅVisible Progress
ÅReward



Game Design 202 - Mechanics

ÅInterest Curves

A structure of
variable tension 
to maintain & build 
interest.

https://genchevblog.wordpress.com/



Game Design 202 - Mechanics

ÅInterest Curve ςCurrent Training Process (not ideal)

Common (but poor) Interest Curve




