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The Visual Tool for Authoring Learning (VITAL) is an open-source tool for authoring game-based
training systems. VITAL bridges the gap between the instructional system designer and the
game developer, providing a consistent method for specifying both the high level learning
objectives and instructional strategy and the low-level detailed logic governing how the game
interacts with the students based on their actions and performance. VITAL allows users to:

* Reduce development time

* Increase re-use

* Improve collaboration within the team

* Apply proven instructional methods for games

* Avoid game-engine lock-in

VITAL comprises a suite of easy-to-use authoring GUIs and a game-engine-independent
instruction engine. The authoring tools allow instructional logic to be generated through a
process of instructional system design choices and refinement. The instruction engine executes
the logic and communicates in real time with the game engine to drive the learning experience.

VITAL allows users to specify high level instructional elements explicitly, including:
* Learning objectives of a game scenario or level
« Conditions under which training on those objectives will be delivered
* Measures used to track and evaluate performance against those objectives
* Learning experiences and sequencing within a scenario

VITAL also allows users to specify detailed instructional acts and link them to specific game
events or student actions, including:

* Instructional method to use for a particular learning objective

« Feedback to give to the student in response to certain actions

« Guidance to give to the student at different points in the scenario

* Negative consequences that occur in response to poor student choices

« Performance-based summary feedback to give to the student at the end of a scenario

|/ CombatFire |=%]
File Edit
OCM Editor =E& ~
Name Description / Policy Tyne / Threshold
o (] O: FF-Prepare Prepare for Fire Fighting Decision Making Al ——
9 [C]0: Hose Technique Use Proper Hose Technique Decision Making New Objective...
9 [ C: Dealing with Small Class A Fire =
9 [ M: Time taken to extinguish fire [Promptness] TIME L Add.
Good timing R —
? Tooktoo long 30 Sec Remove
[ Prompt When entering yellow, prompt
[ pemerit When within yellow, demerit every 30 Sec Edit...
-l Took much too long 2 Min
[ Fail When entering red, fail Expand All
¢ [CJC: Testing hose E
9 [C1M: Don't hit shipmate with spray [intent] BINARY Collapse All
| | Didnt hit shipmate false —_—
[y | Hit shipmate with spray true Compile Objective
[ Fail When entering red, fail <
Prompt Text:  fyou directed an active hose towards a shipmate! This is extremely dangerous!




Easily Integrated
VITAL is developed in the Java programming language and uses a simple message passing framework that can be integrated with different game
engines. To date, VITAL has been integrated with the Delta3D, VBS2™, and Unity game engines.
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Open source
VITAL is available at sourceforge.net/projects/vital/.

To learn more about the Visual
Tool for Authoring Learning
and Raytheon BBN's
capabilities to support
lightweight immersive training,
contact:

Raytheon BBN Technologies
10 Moulton Street
Cambridge, MA 02138
www.bbn.com/vessel
technology@bbn.com
617.873.8000
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