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Lessons Learned 

 
• Simulations aren't a panacea. 

Avoid the "bandwagon blues.“ 

• Do good HPT. 

• Shape client expectations. 

• We don’t fully know when and 

how to guide learners or let them 

explore. 

• We don’t YET have a taxonomy 

of ILS specifying characteristics 

and tradeoffs. 
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Lessons Learned (Continued) 

 • Keep it real enough--no more, no 

less 

• Provide adequate prerequisite 

training 

• Base simulations on task analysis 

(including mental models)  

• Use prototyping, usability 

testing, and ongoing 

prioritization (timeboxing) to 

avoid scope creep 
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Thank you! 

Your questions and comments 
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