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Key Themes

• Gaming in Context
• Gaming as a Digital Skill
• Gaming as a Training Environment
• Gamification of  Learning



1980



Digital Native

Wikipedia

generally considered a person born 
after 1980 growing up in the digital 

age

ie. with day to day access to 
computers, games, Internet, etc.



52%



52% of all Police Officers 
aged 40 or under

Home Office Statistical Bulletin 10/17

a large proportion of  
the Police Force are 

Digital Natives



32.4m



In 2017, 32.4 million people 
played computer games in the 

UK

Spending $4.2 billion, making the 
UK the 5th largest games market 

in the world

UKIE



12.2



UK Children aged 12 to 15 
spend 12.2 hours a week 

gaming in 2017

and 11 to 64 year-olds
8.9 hours

UKIE
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Cognitive Benefits of  Playing 
Video Games

• Improvements in:

• basic visual processes
• attention and vigilance
• executive functioning
• job-related skills

Peter Gray Ph.D. - Psychology Today (20/02/15)



Grand Theft Auto V Role Playing

DoctorGTA



Games Engines in Training



Gaming Technology Training Environment

Bohemia Interactive Simulations



Bohemia Interactive Simulations

When to use Games in Training?

• Games are effective for cognitive or 
“how to think” training

• Games are not typically used to train 
motor skills, e.g. using a firearm



Realism…



Massively Multiplayer 
Online Games (MMOGs)

MMOGs offer a way of  thinking 
about data and communities

Persistency of  
Simulated World

Persistency of  
Player Data

Number of  
Players



AI Learning in Games

Princetown University (TORCS Racing Simulator)



Gamification

the application of  game-design 
elements and game principles 

in non-game contexts

Wikipedia



Gamification Examples

• US Army’s America’s Army

• eidesign Risk Management 
Training

• Strava Athletes App



Summary

• Misspent Youth?
• Benefits of  Gaming Skills
• Can show Enthusiasm for Work Area

• Exploit Games Technology
• Training Environments
• Approach to Data
• Training of  AI

• Consider Gamifying Training and Education  


