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Realism and Safety

Refugee Camp, Syria
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iTrack Project, TU Delft Gamelab
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Preservation and Awareness

Adaptive Planning Game, TU Delft Gamelab/Deltares
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GROUNDING LINE of Marine ice-sheet
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Antarctic Ice Sheet,The Conversation
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Immersion and Experimentation
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Adapted from Csikszentmihalyi, 1990

Learning Pyramid
(Methodes of training and retention rates)

Lecturing 5%

Reading 10%

Audio-Visual 20%

Demonstration 30%

Discussion Groups 50%

Simulations
(practice by doing) 75%
Teach Others 80%
* ® * National Training Institute, Maine, US
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Charlie Papa, On the Spot Projects — TU Delft/Dutch Police/Dutch National Forensic Institute




iTrack: Innovative Technology for Humanitarian Aid
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Protection and safety of humanitarian missions
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Charlie Papa — Close Protection Training
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