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1 Serious Games = Serious + Games ?
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Serious Games

applications computer
cost definition

develo PErsS education engaging entertainment

gameS government include

media military played
purposes require rules
serioussimulation term traditional
training video
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. . . TECHNISCHE
Serious Games 1 Term, Definition UNIVERSITAT
DARMSTADT
é
a serious game is a game designed for
Aa primary purpose other than pure entertainment.
é
The Aseriousin adjective I s gener al

used by industries like

Adefense, education, scientific exploration, healthcare, emergency management,
city planning, engineering, rel i gi on,

(en.wikipedia.org )
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Serious Games T Motivation

Commerce
AGames and Entertainment Market (~1,3 billions EURO in Germany) > Cinema
ASerious Games as prosperinga Ni che M ’

Science & Technology
AGame Technology as Driver in ICT
AGame Engines & Middleware
AMultimedia Technology

Society & Application Domains
ADemographic Trends A AAL (eldery), STEM (job market)
ALack of Education (PISA), Movement (WHO 2010, Eurobarometer 2010)

Cry Engine, Crytek, 2011

A Serious Games as Emerging Multimedia Technology
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Serious Games 1T More than fun!

Approach

AGame technology & concepts + additional technology & science
A application domains

Genre
ASocial Impact Games
AEducational Games
ACorporate Games
AHealth and Sports
A..

Serious Games are useful

In many application areas S. Gobel,

SGC 2010/11
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Serious Games T quo vadis?

Grand Challenges ( RTD)
ASerious Games are complex
A Game (Design..) & more
A Interdisciplinary Approaches
AAuthoring & Production
AAdaptation & Personalization
AGaming & Learning (Assessment) v, 11 - . -
AUsability, User Experience X
ASocio-economic issues . TWITCH SPEED MOT! Vo”,@\—-
Need T
AClear Definition A Working Draft launched by SGC/SGA, 2010/11 A BIU
AStudies i Proof of Concepts, Effects & Benefit
ATechnology & Business Models
AGuidelines, Quality Labels, Standards(?!) Quality does have its price!
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2  Application Domains
PQPULAR  Ju
SCIENCE ~

Mec"~nics & Handicraft

Two I'ti_;gazines in One..15¢

: '".mfﬂ Williams invented H'us

_J‘i'fgnuhn'g device for drivers in-

“stedd. A dry cell supplies cur-
rent to light bulbs, one white
and the other red, on the fingers


http://blog.modernmechanix.com/2006/11/02/finger-tip-turn-signals/

Serious Games for Advertisement TECHNISCHE

] ] UNIVERSITAT
Cooperation with Industry, TuneUp (3 months) DARMSTADT
Motivation .

Alncrease Orders/CVR Discount Game Conversion Rate \‘]‘g TuneUp

(CVR)

2 w2

7 | neUp o
TL ' Tj‘%iiitieSZU"

— 7~ gy -

AUse Game Elements

Contribution
ADiscount (Ad)Game
AGame with 9 Levels
AEvaluation Study via A/B/C Analysis:

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

A In less than 4 weeks (July 2011) online http:/tryit.tuneup.de :
A 4493 visitors A, 4773 B, 4819 C

g

af
3
=
P5
«

Benefit, Results

B User Engagement A +220% (!)
AConsistency in CVR (no CVR Uplift)

test case direct sales cookie sales user engagement

A-192% A, -0,21% B, 0% C A (game only) 114 191 67,5%

< . 0 B (game) 49 83 69,4%
AUser Engagement Uplift ~220% B (sum) 168 BRE 20.8%
C (discount only) 168 205 22,0%
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http://tryit.tuneup.de/

Serious Games for (Darmstadt) City Marketing Lo e
Industry, Best Practice (2011, July -September) DARMSTADT

Motivation
Alnformation & Advertisement A Tourism

......
ooooo

AUse Story & Game Metaphors /2:+ httc

CO ntri b Ut| O n »Nichts ist mehr, wie es war.

Darmstadt ist ein einziges Chaos!

AStory-driven Online Game about Darmstadt Mot - i

AMini Games: Puzzle, Quiz, Memory, ..

L . . Bf:rcisen S.ic virtuell die Sehenswiir- -

ARTD & StoryTec Tool (httc), Story & Design el i i GESAe
Lernen Sie interessante Personlichkeiten

(S . R ad ke) y G a.m e D eve I O p m e nt (R . KO n rad) ’ kennen und erfahren Sie wissenswertes

Hintergrundwissen {iber Darmstadts
Sehenswiirdigkeiten.

umgeschrieben ...

+  Befreien Sie Darmstadt vom Chaos-Fluch
indem Sie an jedem virtuellen Ort ein
kleines Ritsel losen.

Benefit, Results
Ahttp://www.darmstadt-marketing.de
ALow Budget: Expectations vs Production Costs
Aal nformative, interest d° . = f§ vmus
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Serious Games for Technology -Enh. Learning
80Days (EU, FP7, STREP, TEL, 2008 -2010)
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Geo Learning Game ASave the Earth!
A Curriculum A Micro Missions
A Story, Game & Learning Situations
A Personalization & Adaptation
A Game-based Assessment
A Cost-efficient Authoring/Production

A Target Audience: Kids ~12 years, m/f
Authors: Teacher, Game Designer
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Serious Games for Health i
Cardio Training ErgoActive
(Strategic Research SG@KOM 2009++)

Motivation, Contribution & Results
AAdopt Personalized Learning Technologies to Personalized Exergames
AAuthoring Tool (Sport Scientists/Doctors) & Configuration (Therapists)

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

ACooperation: Wiemeyer, Gutjahr
AEvaluation (n=48, age 14-64)

50%
\/\ —o— Pigeon Hunt

40% -i-Ergo Balance

/ &\ —=—Video Cycling

- A/ \

20%

- V‘\-

0%

Yes Rather Yes Neutral Rather No No
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Serious Games for Health T Prevention & Reha
Vita Balance ( Thoss Foundation, 2010 -2011)

Motivation Sarmin. Fun
AWorldwide Lack of Exercise, i.e. increase in diseases (WHO, Z(Ib@)tam'men't

Motivation
AGames (Re-Mission)
- o Computer &
A A positive Effects (Kato, 2008) e Console

Games

A Exer-
A.\A C.same, Sports & Technology games
Contribution, Results Sport, Interfaces,
« .. i ) Moving,  Performance-  Sensorics,
ABalance Training A Strength, Coordination Health Analysis —  pjachanics
ACooperation with fAAltenheim Emilstras

AEvaluation

s

A Could you imagine, computer games to beused for training purposes’?

100% A
80% 7
60% 7
40%
20% 7

0% -

nach dem Spiel

vor dem Spiel

gar nicht kaum
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Serious Games for Health
motivotion 60+ (BMBF, AAL, 2009 -2012)
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Game-based Motivation
ACardio & Coordination Training Programs

ASensor Technology (Video Tracking, Vital
Parameters: Heart Rate, Activity Sensors)

AGaming Environment

Contribution
AAuthoring A Application Development
AfFachschaled0 f or Body and
A Training Programs & Configuration
A Quiz Elements, Content

BEEEPRESED

Lessons Learned
ADependency on Technology Providers..
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Serious Games for Education & Training
Virtual Sports Teacher (HMWK, 2009 -2011)

Motivation

ATraining & Simulation Environment for
(upcoming) Sport Teachers

A Typical Sequence of a Gym Lesson

A Train specific Situations, e.g. Arrangement
of Equipment, Support for Exercises

Challenges, Contribution
ARealistic Environment (Motion Capture, Unity 3D)
A Al, Behavior of Pupils
ACurriculum A Game Design (Authoring)
AOn-Going: Game Mastering, Evaluation
































































