Seeking Interactivity
and Variability for
HF Training
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My quest ...

Destroy boring
courseware!




HF / CRM training
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Life =

e Social interaction
* Infinite variability
* Decisions/crossroads/branching scenarios

* Likely future Al interaction/disruption



Llfe (aka HF/CRM training) —

e Social interaction

* (e.g. ‘Second Life’, now evolving into social VR spaces)

* Infinite variability
e (e.g. ‘No Man’s Sky’)

* Decisions/crossroads/branching scenarios
e (e.g. ‘Stanley Parable’)

* Likely future Al interaction/disruption

e (e.g. lots of current news stories)



\-ual Reality?

e Game-cha
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Game: already changed




Llfe (aka HF/CRM training) =

e Social interaction

* (e.g. ‘Second Life’, now evolving into social VR spaces)
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The largest-ever 3Dyirtual worlds
it l'created en irely by its users. . -
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Llfe (aka HF/CRM training) =

* Infinite variability
e (e.g. ‘No Man’s Sky’)






Llfe (aka HF/CRM training) —

* Decisions/crossroads/branching scenarios
e (e.g. ‘Stanley Parable’)



THE STANLEY PARABLE
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LET'S BEGIN AGAIN.




Llfe (aka HF/CRM training) —

* Likely future Al interaction/disruption

* (e.g. lots of current news stories)






Can we do it?

Llfe (aka HF/CRM training) =

e Social interaction

* (e.g. ‘Second Life’, now evolving into social VR spaces)

* Infinite variability
e (e.g. ‘No Man’s Sky’)

* Decisions/crossroads/branching scenarios
e (e.g. ‘Stanley Parable’)

* Likely future Al interaction/disruption

_ Not yet
e (e.g. lots of current news stories)



OWNO

OBRE [PS
ORING

-
Denis Manson AviIiglion
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