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Abstract 
Decision-making in sociotechnical systems is complex and error-prone due to 
inter-dependencies and lack of information [de Bruyn & ten Heuvelhof 
2008]. Situational information might help to improve shared situational 
awareness [Kurapati et al., 2012]. Therefore, it is crucial to understand the role of 
communication among stakeholders [Salmon et al., 2008]. While most game-
based learning approaches focus on skill development and motivational aspects, 
little work is reported that focus on multi-user learning situations.  
 
We designed a multi-user board game about decision processes in a port 
environment in order to sensitize stakeholders in a value chain about their 
communicative behaviour. Five players in different roles play three levels of five 
rounds, taking decisions based on incomplete information. New levels give 
access to (limited) communication means to foster shared situational awareness. 
A game master controls rules and scores. The game’s goal is to balance several 
scores: individual scores and an overall performance score. Decisions taken 
affect scores either positively or negatively.  
 
To simplify applicability and to provide more realistic situations, we created a 
computerized version using the ARLearn-platform for mobile games [Van 
Rosmalen et al., 2011]. ARLearn allows designing multi-user process-oriented 
games binding content, tasks, and interactive questions to game-logic 
dependencies [Ternier et al., 2012]. This allows players to be physically 
separated while playing together. 
 
The mobile game-design follows the board game. However, the game engine 
automates the game master’s role. First user feedback indicates positive 
acceptance. Main challenges are to better balance the game-design fostering 
effective communication. 
 
Attendees learn from this work-in-progress presentation how the ARLearn 
platform allows for multi-user game-designs, which help in complex decision 
training situations. 
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