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Serious Games = Serious + Games ?  

 

 

1 
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See Fotocommunity.de 
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Serious Games  

generated by en.wikipedia.org/serious games 
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Serious Games ï Term, Definition  

 é 

a serious game is a game designed for  

Áa primary purpose other than pure entertainment.  

é 

The Ăseriousñ adjective is generally appended to refer to products 

used by industries like  

Ádefense, education, scientific exploration, healthcare, emergency management, 

city planning, engineering, religion, and politicsé 

 

 (en.wikipedia.org ) 
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Serious Games ï Motivation  

Commerce  

ÁGames and Entertainment Market (~1,3 billions EURO in Germany) > Cinema 

ÁSerious Games as prospering āNiche Marketó 

 

Science & Technology  

ÁGame Technology as Driver in ICT 

ÁGame Engines & Middleware 

ÁMultimedia Technology 

 

Society & Application Domains  

ÁDemographic Trends Ą AAL (eldery), STEM (job market) 

ÁLack of Education (PISA), Movement (WHO 2010, Eurobarometer 2010) 
 

Ą Serious Games as Emerging Multimedia Technology  

Cry Engine, Crytek, 2011 
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Serious Games ï More than fun!  

Approach  

ÁGame technology & concepts + additional technology & science 

Ą application domains 

 

Genre 

ÁSocial Impact Games 

ÁEducational Games 

ÁCorporate Games 

ÁHealth and Sports 

Á.. 

 

Serious Games are useful 

in many application areas S. Göbel, 
SGC 2010/11 
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Serious Games ï quo vadis?  

Grand Challenges ( RTD) 

ÁSerious Games are complex 

ÁGame (Design..) & more 

ÁInterdisciplinary Approaches 

ÁAuthoring & Production 

ÁAdaptation & Personalization 

ÁGaming & Learning (Assessment) 

ÁUsability, User Experience 

ÁSocio-economic issues 

Need 

ÁClear Definition Ą Working Draft launched by SGC/SGA, 2010/11 Ą BIU 

ÁStudies ï Proof of Concepts, Effects & Benefit 

ÁTechnology & Business Models 

ÁGuidelines, Quality Labels, Standards(?!) Quality does have its price! 
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Application Domains ï Some Examples  

 

 

2 

http://blog.modernmechanix.com/2006/11/02/finger-tip-turn-signals/
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Serious Games for Advertisement  

Cooperation with Industry, TuneUp  (3 months)  

Motivation  

ÁIncrease Orders/CVR 

ÁUse Game Elements 

 

Contribution  

ÁDiscount (Ad)Game 

ÁGame with 9 Levels 

ÁEvaluation Study via A/B/C Analysis:  

ÁGame Only (A), Both (B), Discount Only (C)  

ÁIn less than 4 weeks (July 2011) online http://tryit.tuneup.de :  

Á4493 visitors A, 4773 B, 4819 C 

 

Benefit, Results  

ÁConsistency in CVR (no CVR Uplift) 

Á-1,92% A, -0,21% B, 0% C 

ÁUser Engagement Uplift ~220% 

 
 
 

? 

1 2 3 4 5 6 7 8 9

Conversion  Rate 
(CVR) 

Discount Game  

test  case  direct  sales  cookie  sales  user  engagement  

A (game only ) 114 191 67,5% 

B (game) 49 83 69,4% 

B (sum ) 168 203 20,8% 

C (discount  only ) 168 205 22,0% 

User Engagement Ą +220% (!) 

http://tryit.tuneup.de/
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Serious Games for (Darmstadt) City Marketing  

Industry, Best Practice (2011, July -September)  

Motivation  

ÁInformation & Advertisement Ą Tourism 

ÁUse Story & Game Metaphors 

 

Contribution  

ÁStory-driven Online Game about Darmstadt 

ÁMini Games: Puzzle, Quiz, Memory, .. 

ÁRTD & StoryTec Tool (httc), Story & Design 

(S. Radke), Game Development (R. Konrad) 

 

Benefit, Results  

Áhttp://www.darmstadt-marketing.de  

ÁLow Budget: Expectations vs Production Costs 

ÁāInformative, interesting .. Extensions?ó 

 
 

http://www.darmstadt-marketing.de/
http://www.darmstadt-marketing.de/
http://www.darmstadt-marketing.de/


KOM ï Multimedia Communications Lab   13 

 

Serious Games for Technology -Enh. Learning  

80Days (EU, FP7, STREP, TEL, 2008 -2010) 

Geo Learning Game ĂSave the Earth!ñ 

Á Curriculum Ą Micro Missions 

Á Story, Game & Learning Situations 

Á Personalization & Adaptation 

Á Game-based Assessment 

Á Cost-efficient Authoring/Production 

Á Target Audience: Kids ~12 years, m/f 

              Authors:  Teacher, Game Designer 
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Serious Games for Health ï  

 Cardio Training ErgoActive  

 (Strategic Research SG@KOM 2009++)  

Motivation, Contribution & Results  

ÁAdopt Personalized Learning Technologies to Personalized Exergames 

ÁAuthoring Tool (Sport Scientists/Doctors) & Configuration (Therapists) 

ÁVital Parameters considered via Sensor Technology (Heart Rate, Speed, 
Power) 

ÁCooperation: Wiemeyer, Gutjahr 

ÁEvaluation (n=48, age 14-64) 

Á  

Á     

Á   

Á   

Á   

 

Á  

Á   

Á   0%

10%

20%

30%

40%

50%

Yes Rather Yes Neutral Rather No No

Pigeon Hunt

Ergo Balance

Video Cycling
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Serious Games for Health ï Prevention & Reha 

Vita Balance ( Thoss  Foundation, 2010 -2011) 

Motivation  

ÁWorldwide Lack of Exercise, i.e. increase in diseases (WHO, 2010) 

ÁGames (Re-Mission)   

ÁĄ positive Effects (Kato, 2008) 

ÁĄ Game, Sports & Technology 

Contribution, Results  

ÁBalance Training   Ą Strength, Coordination 

ÁCooperation with ñAltenheim Emilstrasseò (Therapists) 

ÁEvaluation  

ÁCould you imagine, computer games to be used for training purposes? 

Á(n=5, age 75-86) 
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Serious Games for Health  

motivotion 60+ (BMBF, AAL, 2009 -2012) 

Game-based Motivation  

ÁCardio & Coordination Training Programs 

ÁSensor Technology (Video Tracking, Vital 

Parameters: Heart Rate, Activity Sensors) 

ÁGaming Environment 

 

Contribution  

ÁAuthoring Ą Application Development 

ÁñFachschaleò for Body and Soul 

ÁTraining Programs & Configuration 

ÁQuiz Elements, Content 

 

Lessons Learned  

ÁDependency on Technology Providers.. 
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Serious Games for Education & Training  

Virtual Sports Teacher (HMWK, 2009 -2011) 

Motivation  

ÁTraining & Simulation Environment for 

(upcoming) Sport Teachers 

ÁTypical Sequence of a Gym Lesson 

ÁTrain specific Situations, e.g. Arrangement 

of Equipment, Support for Exercises 

 

Challenges, Contribution  

ÁRealistic Environment (Motion Capture, Unity 3D) 

ÁAI, Behavior of Pupils 

ÁCurriculum Ą Game Design (Authoring) 

ÁOn-Going: Game Mastering, Evaluation 

 
 










































