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Vortrag Agenda

B Theorie — Personalisierung, Adaptivitat
M Praxis — Beispiele
® Chancen, Herausforderungen

B Fazit
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Theorie

ADAPTIVITAT,
PERSONALISIERUNG
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Personalisierung, Adaptierbarkeit, Adaptivitat

Personalisierung

e Anpassung/
Einstellung

e Manuell/
Automatisch

e Bsp. Avatar-
Aussehen

e Anpassungs-

moglichkeit
e Praferenzen,

Modelle

e Offline/Online

e Manuell/
Automatisch

e Automatische
Anpassung an
den Lerner

e VVerhalten,
Umgebung,
Gerate, ...

e Bsp. Schwierig-
keit, Inhalte,
etc.
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Personalisierung Vorteile — Elaboration (Psychologie)

Personalisierte Inhalte bewirken signifikant hoheres Engagement und eine
tiefergehende kognitive Elaboration (vertiefte Informationsverarbeitung)
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sororitygirlplayswow.wordpress.com

W. Kintsch, “Discourse Processing,” Psychology: IUPsyS Global Resource, 2009

W. Kintsch, “Dis: ng,” Psychology: IUPsyS Global Resource, 2009.[Online]. Available: http://e-
book.lib.sjtu d /py/P od/Bru Z/bp2h07htm[ cccccc d: 27-Jun-2014]

R.E.Pettya dJ T. Cacioppo, “Issue involvement can increase or decrease persuasion by enhancing message-relevant cognitive responses.,” J. Pers. Soc. /
Psychol., vol. 37, n 1o pp. 1915 19261979 A raun O er

10SB

\


sororitygirlplayswow.files.wordpress.com/2010/07/wow-characterselection.jpg

Adaptivitat > Flow - Immersion

(Csikszentmihalyi)
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Adaptionszyklus

i)j] Learner Model

ART ‘..o .

A-> BAC .o. °
J

N—

Learner { ,

Four-Process Adaptive Cycle by V. Shute and D. Zapata-Rivera, “Adaptive
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Modelle, K.I. Techniken

Reaktionsmodelle

[Csikszentmihalyi 1990; Chen 2008; Murphy 2011; Sheridan 2005]
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& maa e o Automation*®
Fahigkeiten
— Parasuramas,
Shendan.
Wickens,

Adaptive Learning Paths

[Szentes 2011; Swertz 2013; Adams 2012]

[Giotopoulos 2010; Biswas 2011; Champandard 2010; Drachsler 2008]

Baum: Logik

Learning Analytics, Behavior Trees, ...

Domain & Cognitve Models,
Game Ontologies

[Zagal 2008; Fl6rez-Puga 2008; Swertz 2013; Ghannem 2011]

..............

Conmmaotinen 0

© Fraunhofer I0SB 11

Z Fraunhofer

10SB



Praxis

BEISPIELE
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ELEKTRA EU-Project (ALIGN based) [Peirce2008]

S -~ Realisation > - -~ -~ inference -
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Figure 2 — Conceptual separation
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Figure 1 — Separation of concerns ‘.

ditwn: (todn] B N S un protléme LY agon de Wi Aot seaemie SR

Coal tréss impaitacd Sediemerd sasin e % by Lumsnes Les ports o

oo

_——
13 ~ Fraunhofer

10SB



Language Trap Game (ALIGN based) [Peirce2010]

Adaptive dialogue difficulty _
Adaptive performance feedback ' ; : ——

. . . Be careful not to make too many 9 You should try not to confuse
Adaptive motivational support mistakes Don't be afraid to check people with inapporpriate

. . ; the translation of a word you German. Try using simpler correct
Ada pt|Ve meta'cog nitive h INnts don't know phrases, the people won't mind

Figure 6. An example of two personalised performance feedbacks from the companion character
(left, centre), and an example of positive performance feedback delivered through visual emotions
(right).

Mavhe | should try I8 I should be 4 I'm right to be
harder German careful not to take Conﬁdent, I'm
phrases. » risks. . doing well 3)

Figure 7. Examples of meta-cognitive hints for learners who are overly cautious(left), take excessive
risks(centre), and are prudent and successful (right).
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S.C.R.U.B. - dyn. Anpassung der Benutzungsoberflache

[Soap Practice Round 1

[Magerko2008]
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Serious Gaming - K.I. fur Serious Games

FireFighter, 1992, Mindscape,
www.gamesdbase.com

Watson, www.ibm.com
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Life-Long-Learning, E-Portfolio, xAPI

Schule Betriebliche
Ausbildung

Hochsdmle
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Learning data
—is delivered to
an LR5.
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https://xapi-insi.de/

Interoperabilitat fir adaptive Serious Games &
Simulationen

Serious Simulation & Games

Engines
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Zusammenfassung

B Steigerung des Lernerfolgs durch personalisierte Serious Games (SG)

B Immersion & Flow als Motivationsmodelle

B Adaptive Komponenten (,,K.l.”) adaptieren SG basierend auf
Lernerverhalten bzw. Benutztermodellen

B Adaptive Serious Games sind aktiver Forschungsgegenstand

Ausblick:
B Interoperable Adaptivitat
B Life-Long-Learning (LLL) Unterstitzung, z.B. durch Dateninterop. (xAPI)
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Primal Nun kdannenalle
auf den Baum gelangen.

Dipl.-Inf. Alexander Streicher
Telefon: +49 721 6091 277
alexander.streicher@iosb.fraunhofer.de
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