
 

 

Chapter 2 

Cyberdam and SIMPLE: a study in divergent 
development and convergent aims 
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2.1 Introduction 
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2.2 Cyberdam 






             




 



           

             
           
  
           
         

         
          

          
         
  



           
               
           
           
      

            
           
              
            

             
            
           
      

             


2.2.1 Functionality 
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2.2.2 Learning outcomes 
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2.2.3 Example: Spoorzone 
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2.3 SIMPLE 
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2.3.1 Functionality 
              





 
           
             

           
         
 


          

          
           
    

           
            



           










 

           

             
              
             
   
            



     


2.3.2 Example: Personal Injury Negotiation Transaction 



       


           
                



     
   



 
    




 
 
 
 

         







 




2.4 Game or simulation? 
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2.4.1 Game / simulation: student experience on Maternity Leave (ML) 
            

           

     
 
           
 

            


            





        

           









              



“You wouldn’t do any work for a long time and then suddenly you would have to do loads 
of work in one day.” 


            



“They [the Dutch students] asked a huge question! They asked us, ‘Tell us about 
employment law in Scotland.’ They had specific facts but they didn’t ask specific 
questions until the very end, when they had lots of new information.” 

 
             

            



             
              

            

           

 


“We didn’t know what to expect.” 

 



“We were all over the place. If at the very beginning they had given us all the information 
they wanted [] then obviously we would have been able to make inquiries about all that 
from the outset. But we got into the position where we, like, could almost answer 
everything.”  

 



“We didn’t know what to expect, everybody was all over the place. It [the agenda] was set 
by [our client].” 

 
 
            
              
 



“We didn’t know about their deadlines. For us, deadlines were a lot more relaxed.” 



 


“In PI we had lots more information about our deadlines, we were clearer about when 
things needed to be done.” 


“We didn’t know what they were doing in between their deadlines.” 

 
          


       


     
            

 
             



“Everything was easy to do because of the experience of the Diploma, because of the 
experience of doing the Personal Injury project and the Civil [Court Action Transaction]. 
We were used to dealing with the environment and found it easy to do because of that.” 


“Quite easy for me in the end and I did enjoy it.” 





 
“A whole new experience for me. But the whole concept of the project [] interacting as 
we did, was quite new. I found it very interesting.” 


            



“You wouldn’t have learned as much as if it [the simulation] were a course.”  


 
         



“It’s definitely [a] much more practical way of learning. I’d never written a [professional] 
letter in my life [before this], unless it was a letter to complain about something. Being 
told how to write a letter in a lecture hall isn’t the same as sending it and someone getting 
back to you and saying we don’t know what you’re saying.”  


           







“We don’t know how to present a report. These [i.e. Cyberdam and SIMPLE] are very 
useful tools for that. I’ve enjoyed the projects on the Diploma and this one. I think it’s a 
much better way of learning.” 





“I’d agree with that. I wish we’d done things like that during the [undergraduate] law 
degree rather than just on the Diploma because it seems like we learnt a lot more on the 
Diploma than we did in the four years [on the law degree] at university [by] using SIMPLE 
and doing practical cases like you do on a job.” 


         



“I was surprised at the simplicity of the problem. I don’t know how common that is in 
practice. [But] there was a lot of work involved [in discussion of issues].” 

 


              
              

 



“I think it would be more helpful if it came not just in neat packages like, this is a labor 
issue, strictly labor, but if it cut across various aspects of life.” 

 
             
    
                


           
            


2.4.2 Game / Simulation: pedagogical and platform differences 
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 Sense of place and topographical representations
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 Learning about personal qualities


 

        
    
           

           


 Literature and models of learning


            
         
          
            
      
     


 Open and bounded simulations
      


         


          
         
          



2.5 Conclusions 
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2.5.1 Simulation spaces  teaching interventions 


               


            

 

            
           
      
             
            
            
  







2.5.2 Management of communications data 
         

               

  
             



2.5. argescale collaoration and collaoratie inquiry 
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2.5.4 Simulation, gaming and institutional structures 
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