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EXECUTIVE SUMMARY

This report relates to work package 3 - specification, design and development of
the Community of Practice (CoP). It addresses conceptual aspects
(organization in special interests Groups, access policies, coordination, etc.) but

also the technical aspects related with the underlying technical platform.

This is not a static report. On one side, is will be used as basis to write articles
to disseminate SEGAN and through that process it is expected that the report
itself will be improved. On the other side, it is also expected that during the
execution of work package 4 B community of practice, several improvements

are added to the platform and the report gets improved as well.

The design and specification were decided through collaborative work between
all the partner and external experts, mainly during meetings and events.

Following this work, the Community was organized in the following SIGs:
- Serious Games (umbrella SIG)

- Serious Games Design

- Teaching with Serious Games

- Serious Games Evaluation

- Serious Games Technology

These cover the main aspects of the field of Serious Games. On the other side,
the question of language is an important one. At this stage it was decided to
adopt a single language (English) but if there is an identified need for that, other

languages will be supported.

With the support of the
Lifelong Learning Programme
of the European Union

Lifelong
Learning

Programme



Serious Games Network
519332LLP-1-2011-1-PT-KA3-KA3NW

CONTENT

EXECULIVE SUMIMAIY.... oot eees ettt e e e e e et eb e smmmeeeee 3
Y= g 0T U RS €= T o1 5
2 Collaboration MOdel...........oouuiiiiiii e 10
3 Requirements for the technological platform suppatt..............cccceeiiiccmeeennns 16
4 RESOUICE REPOSITOIY....cceviiiiiiiiiiiiii e e ittt e e e e e e e e e e e enenaaa s e e e e e e e aaaeeeeeeeennes 19
4.1 BV . et ———————— 20
N o 1S 1o L 26
B T =P 28
O VT =0 1SS 37
A5 JOUMNAIS. ..ot erer e ann e e aaan 38
A6 TOOIS. ..o err— e e aaaas S 42
A7 BlOGS. oo e 44
4.8  BOOKS... .ottt er—— e e —————aan 51

With the support of the
Lifelong Learning Programme
of the European Union

Lifelong
Learning
Programme




BECAN
-' [I Serious Games Network
519332LLP-1-2011-1-PT-KA3-KA3NW

1 SEerIous GAMES

A Game is a particular context where users (players) have structured or semi-
structured goals (with victory as end goal) that they try to achieve by
overcoming challenges. At the same time, they have to respect a set of rules
that are created in reference to that restricted environment. Failure to follow
these rules constitutes a crime or mistake and implies a punishment or penalty.
Games can involve one player acting alone, two or more players acting
cooperatively, and, more frequently, players or teams of players competing

between themselves [1].

Computer games have different types or genre and are played through a
computer, on a standalone or networked form. They are highly interactive
products, synchronous or asynchronous. These technologies, together with the
different modes of interaction and communication, allow different participants,

who have similar interests, to play together through ICT tools [2].

Playing a computer game generates a series of events that, in retrospect, will
outline a narrative, but carry emotions, pleasures and challenges unique to the
reading of that narrative. It is therefore possible to get a convergence of games
and learning in three distinct areas: training (professional and social context);
formal education (classroom and school context), non-formal education (outside

the school context).

According to Mark Riyis, the use of games for learning is effective due to the
following characteristics: they are motivational, they are cooperative and they
meet educational objectives, they allow the resolution of problematic situations,
they allow the application of concepts in practical situations, they are
interdisciplinary, they favor oral expression and cultural awareness, respect for

others, teamwork and cooperative learning [3].

The pursuit of knowledge through interaction and cooperation among players is
enhanced, according to [4], by the very same structure of the game when

played in groups. Thus in a context of the classroom, a game can strongly
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reinforce socialization, can support dialogue and exchange of ideas. It is an
exercise in dialogue, group decision and consensus [5], supported by
environments of simulations and practices, experiences and creativity

enhancers, participation, research and integration [6].

Educational games can be quite simple or can be rich learning environments
and complex microworlds, because they provide an imaginary world to be
explored by the player. To Papert, children develop better cognition by
discovering themselves the specific knowledge, becoming thus the active

constructor of their knowledge and that is promoted by games [7].

Serious games can be defined as Oa mental contest, played with a computer in
accordance with specific rules, that uses entertainment to further government or
corporate training, education, health, public policy, and strategic communication
objectives" [8] or as OGames that do not have entertainment, enjoyment or fun

as their primary purpose.O [9]

Game-Based Learning supports all forms of formal or informal learning which
are supported by digital (or not) simulations, games, modeling, virtual and
augmented reality, new interaction devices, toys and playthings. It is a
multidisciplinary approach to research, theory, application, practice and
validation in any level and any area of education. As such it covers areas like
cognition, psychology, technology-enhanced education, evaluation and

assessment, multimedia and information technology.

Game-Based Learning is scaffolded by the notion of experiential learning,
introduced by Kolb [11], that proposes that concrete experiences provide the
basis for observation, reflection and abstract conceptualization. Other
educational theorists, like Bruner [12] and Silverman [13] also mention the
importance of acting, experimenting and experiencing. Knowledge acquisition
becomes especially meaningful when theoretical concepts are applied in real or

guasi-real contexts to consolidate learning.
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To assess the effectiveness and efficiency of an educational game, we can
simply ask: did the student learn with this product what he/she was supposed
to? It is a simple question to ask, but often difficult to answer because a product
can have so many different features and learning is an individual process.
Therefore, benchmarking games is a complex task and a complete evaluation
process requires a holistic approach where the evaluator, in order to understand
the way students learn, must relate that with the learning objectives and

determine how and whether those objectives were achieved with the game.

It is in fact mentioned by a few researchers that there is limited use of serious
games in formal education. This has mainly to do with social concerns and
stereotypes about the relation of games and entertainment: you're playing so
you're not learning. Therefore, institutions normally do not venture into a
potentially conflict situation by using Serious Games. Other pragmatic issues
may relate to physical and cost barriers, hardware and license cost, access (for
online games), maintenance and support, teachers' confidence in using the

game for a specific curriculum goal, etc.

Furthermore, games may not be an effective teaching tool for all students.
Failure is the norm in games, repetition and exploration is how players learn.
This contrasts with oriented learning discrete chunks of information. Squire
found that about 25% of students withdrew from his study, which used
Civilization (an historical simulation game) to teach geography and history, as
they found it too hard, complicated and uninteresting [10] while another 25% of
the students (particularly academic underachievers) loved playing the game,

they thought it was a OperfectO way to learn history.
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2 COLLABORATION MODEL

A community of practice (CoP) is a Ogroup of people whaoshare a craft and/or a
profession. The group can evolve naturally because of the members' common
interest in a particular domain or area, or it can be created specifically with the
goal of gaining knowledge related to their fieldO {]. It is through the process of
sharing information and experiences with the group that the members learn
from each other, and have an opportunity to develop themselves personally and
professionally. As such, a community of practice is often organically created,
with as many objectives as members of that community. Typical activities
engaged inside a community of practice relate to problem solving; information
request; experience seeking; asset reuse; coordination and synergy;

development discussion and knowledge mapping [2].

One of the most famous examples of such community happened within the
Xerox company, where co-workers spontaneously organized a kind of internal
support group and knowledge base, making common problem solving easier for

other colleagues [3].

Wenger describes the evolution of a CoP as the result of the following factors

[1]:

- Mutual Engagement: Firstly, through participation in the community, members
establish norms and build collaborative relationships; this is termed mutual
engagement. These relationships are the ties that bind the members of the

community together as a social entity.

- Joint Enterprise: Secondly, through their interactions, they create a shared
understanding of what binds them together; this is termed the joint enterprise.
The joint enterprise is (re)negotiated by its members and is sometimes referred

to as the 'domain’ of the community.

- Shared Repertoire: Finally, as part of its practice, the community produces a

set of communal resources, which is termed their shared repertoire; this is used
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in the pursuit of their joint enterprise and can include both literal and symbolic

meanings.

This evolution, still according to Wenger, leads to the following structural

characteristics:

- Domain: A domain of knowledge creates common ground, inspires members

to participate, guides their learning and gives meaning to their actions.

- Community: The notion of a community creates the social fabric for that
learning. A strong community fosters interactions and encourages the

willingness to share ideas.

- Practice: While the domain provides the general area of interest for the
community, the practice is the specific focus around which the community

develops shares and maintains its core of knowledge.
Other authors also mention as fundamental factors:

¥ Social presence: the management of a community of practice often faces
many barriers that inhibit individuals from engaging in knowledge exchange.
Some of the reasons for these barriers are egos and personal attacks, large
overwhelming CoP's, and time constraints [4]. Thus communicating with others

within a community of practice involves creating social presence.

¥ Motivation: the will to share knowledge is critical tosuccess in communities of
practice. It is known that members are driven to become active participants in a
CoP when they view knowledge as meant for the public good, a moral
obligation and/or as a community interest [5]. Members of a community of
practice can also be motivated to participate by using methods such as tangible
returns (promotion, raises or bonuses), intangible returns (reputation, self-
esteem) and community interest (exchange of practice related knowledge,

interaction).
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¥ Collaboration: collaboration is essential to ensure thatcommunities of practice
thrive. More seasoned colleagues and a higher educational level tend to foster

a more collaborative culture [6].

Community membership is defined by the knowledge of the members. It is a
social structure which widely promotes informal learning [8]. This term is an
umbrella for all activities that somehow lead to the acquisition of knowledge and
competences but happening outside schools or other training institutions (which
are referred to as the formal system) [7]. The range of informal learning
contexts is considerable and can be broken into different levels of learner
awareness. Learning by socialization, for instance, is obviously not as

intentional and systematic as self-driven learning [8].

The widespread access to the internet popularized a new paradigm, often
referred to as the web 2.0. Amongst other things the web 2.0 is characterized
by giving more emphasis to the relationships established between users and
focusing on the diversity of content generated by each user. To support this,
there was also a technical shift in the background by creating new collaboration
tools (such as wikis) [9]. This evolution in the information technology field made
it very interesting for the creation of virtual communities of practice [10].
Members are no longer restricted to being in the same physical space or even
time zone to engage in common activities. Furthermore, the new tools available
to use through the internet allow for easier organization and consumption of the

shared repository.

However, one of the main problems in communities of practice is also
emphasized by their virtualization: according to a 2009 research, 43% of the
European internet users were then considered as OnonparticipativeO [1].
Regular participation throughout the community fabric is a common drawback of
virtual communities of practice, especially on their early life. Therefore ways to
promote the dynamics and the activity of the community are required to ensure

it becomes alive and stays that way.
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Common tools to support the Community of Practice:
¥ Blog
¥ Photos

¥ Photo Effects and Stickers

¥ Forum
¥ Chat

¥ Events
¥ Groups

¥ Custom OLike® Buttons
¥ Video embeds

¥ Video uploads with branded player

¥ Music uploads with branded player
¥ Pages

¥ Add-ons

¥ Blog

¥ Photos

¥ Photo Effects and Stickers

¥ Forum
¥ Chat

¥ Events
¥ Groups
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¥

¥

Custom OLikeO Buttons

Video embeds

Video uploads with branded player
Music uploads with branded player
Pages

Add-ons

The SEGAN Community will be organized in the following SIGs:

Serious Games (umbrella SIG)
Serious Games Design
Teaching with Serious Games
Serious Games Evaluation

Serious Games Technology

These cover the main aspects of the field of Serious Games. On the other side,

the question of language is an important one. At this stage it was decided to

adopt a single language (English) but if there is an identified need for that, other

languages will be supported.
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3 REQUIREMENTS FOR THE TECHNOLOGICAL PLATFORM SUPPORT

Currently, there are several tools available to support a social network. The main distinction is between commercial and

open source solutions. The last option was selected because Virtual Campus has development experts that can

configure an open source solution and develop a product that is close to a commercial one (which tend to have more

functionalities). The following table, adapted from the original at the Blog FindBestWebHosting', shows the main

characteristics of the prevalent social network support platforms.

Category

License

Cost

Source Code

Installation

Codebase

L
BoonEx Dolphin @ boismn

CC-BY

Free, $39, $99, $299

Out of the box

PHP, MySQL

ELGG @199

Open source under the GPL
2.0

Free

Freely available via stable
releases and development
SVN

Out of the box

PHP, MySQL/ PostgreSQL

Drupal

QDlupal

GPL 2.0

Free

Out of the box

PHP, MySQL

Joomla

Joomial

GPL 2.0

Free

v

Out of the
box

PHP,
MySQL

! http://www.findbestwebhosting.com/web-hosting-blog/index.php/6-top-social-networking-software-comparison
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Creative

Commons

Free, $299

PHP,
MySQL
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RSS v Blog/Files/Groups/usersi/tags .z v v v
. _ v (via
Forum v ¥ (via plugin) v 4 4
component)
Blog 7 7 4 7 4 7
Media
haring(l v Via Video
sharing(Image, ¢ (via Plugi
g(imag ¥ 4 (via Plugin) Module v v 4
Video, Audio)
Messaging ¥ (Text, Video) v Module v v v
) v (via L
Event Calendar v ¥ (via plugin) Module Application v
plugin)
. . \ (via
Social Grouping v v Module v v
plugin)
Tagging v v Module v v
Poll v v
Generation/Tally (with sharing) (via plugin) v v v
Contact
Management v v v v
¥ (templates, page Extensible via plugins with a
Customizable builders, database flexible  API;  skinnable;  Module v v

builders, open-source, available in many languages
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extensions, plugins)

This table and equivalent comparisons was used to select Elgg as the supporting tool. Elgg is more flexible and
programmable than the other available platforms. Is has a drawback which is its susceptibility to spam messages.
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4 RESOURCE REPOSITORY
The following is a list of resources gathered by partners to make an initial
population of the social portal. The idea is to provide interesting information for

new users so that they feel rewarded when logging to the site.

On the Facebook group alone, an analysis done on 25/05/2012 revealed the

following data:

¥ Event announcements: 25

¥ Journal and CfP announcements: 7

¥ Posts referencing a game: 15

¥ News items relevant to the sector: 12

¥ Posts referencing webs and associations relevant to the sector: 10

¥ Posts referencing articles: 20 (of which one is a Mendeley collection and three

are Otop ten best practices articles)
¥ Posts referencing talks and videos: 4

In fact, the Facebook group works as a newsfeed, getting users interested in

the network and motivating them to enroll in the social network.

For the resource repository associated with the social network portal, the

following resources were collected by the partners:
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4.1 EVENTS

Il Congreso Internacional de Videojuegos y Educaci—n
Categoriesevents games

http://civel3.blogspot.com.es/

El Segundo Congreso Internacional de OVideojuegos y Educaci—nO se celebrart los d’as
1 al 3 de Octubre de 2013 en Citceres (Extremadiltspa—a). Su lema es "Del
edutainment al Aprendizaje basado en jueggsalies"”.

Interactive Entertainment 2013 | Matters of Life and Death
Categoriesevents games

http://ieconference.org/ie2013/

Interactive Entertainment is AustralasiaOs longest running games and digital
entertainment conference, and embodies the spreadist#linesawhich contribute

to the field. IE welcomes computer scientists, designers, artists, technicians and
academics across the spectrum. This yearOs Interactive Entertainment conference will be
hosted by RMIT University in Melbourne, from September 30 to October 1. This yearOs
conference emhbces some of the recent changes in games discourses both in...

Call for Games | ECGBL 2013

Categoriesevents gamestools

http://academiconferences.org/pdfs/ECGBL 20tall-for-games.pf

The Call for Games is a new feature of ECGBL. It will be run as a competition and has
the following objectives:

¥ To provide an opportunity for educational game designers and creators to participate

in the conference and demonstrate their game designdavelopment skills in an
international competition.

¥ To provide an opportunity for GBL creators to passess and peevaluate their
games
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¥ To provide ECGBL 2013 attendees with engaging and-grestice games that
showcase exemplary applicationsGBL

Workshop 18 CoGames- CTS 2013

Categoriesevents gamesresearch groups

http://cts2013.cisedu.info/@onference/workshops/workshdg-cogames

The video game industryal grown from being a small industry that produces
products mostly for young boys to a huge industry targeting the whole
population. The development of video games is by definition a multi
disciplinary process involving several professions, ranging fromistar to
engineers...

Design of Serious Games | Tallinn Summer School

Categoriesevents games

http://summerschool.tlu.ee/destigfirseriousgames/

A oneweek course in designing and developing serious games.
Serious Games Showcase & Challenge

Categoriesevents games

http://www.iitsec.org/education/Pagf&eriousGames.aspx

The Serious Games Showcase & Challenge (SGS&C) celebrates the use of games and
game technology as a delivery medium for instructional material. The Challenge is
divided into three categories: Business, Government and Student. Afigoraus
evaluation, the top twelve entries from all received are selected as finalists and invited
to Showcase their Games on the exhibit floor during I/ITSBCsecond round of
evaluations from worldwide industry experts determines the "Best in Catefyory

eac...

Home | iTEL'13 | International Conference on Intelligent Technologies
for Enhanced Learning

Categoriesevents games
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http://itel.usal.es

This event will provide a forum to discuss the latest research in Intelligent Systems and

TEL (Technology Enhanced Learning) and its impacts for learners anatioss. It

intends to bring together researchers and developers from industry and the academic
world to report on the latest scientific and technical advances on intelligent systems and

technology enhanced learning, to discuss and debate the major &sliés,showcase

the latest systems using these technologies.

TEl 2013 Studios | TEI'13 - Seventh International Conference on
Tangible, Embedded and Embodied Interaction

Categorieseventsresearch groups

http://www.teiconf.org/13/studios

Studios focus on hanoh activities that offer ew approaches and unexpected
experiences to conference attendees, merging design, arts, tradition and emerging
technologies. This year we are pleased to offer an exciting and diverse selection of
studios that include plenty of opportunities for craftingiilding, designing, and
generally expanding your horizons. Open to anyone who has registered for the
conference, the Studios will be held on Sunday, February 10th, 2013, and will
accommodate up t...

Games in Education (possible model?)
Categorieseventsblogs

http://gamesineducation.org/

If you are areducator using video games in the classroom, weQd like to include you in a
workshop or panel where you can share what you have learned with other local
educators. GIE 2013 is already in the planning stages.

SGC @ The University of Winnipeg's pace.UWinipegCourses.ca

Categoriesevents gamesresearch groups

http://pace.uwinnipegcourses.ca/serigasnescertificate
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Get more details about the . It's fast, easy, and free. To apply call (204) 982-6633, or
download the (PDF) and mail or fax to: Bringing together the latest game technology,
game design and game-based learning models the Serious Games Certificate delivers
two streams of education: 1) Educator Stream: A set of theory and pedagogical courses
designed to prepare educators to use and understand the new world of game-based

learning, the re-purposing of games for use in education, and the nature...
ECGBL 2013 6th European Conference on Games Based Learning

Categories: events, phd thesis

http://academic-conferences.org/ecgbl/ecgbl2013/ecebl13-glance.htm

Complete details at a glance for the 7th European Conference on Games Based
Learning ECGBL 2013, Porto, Portugal, Document download for the 7th European
Conference on Games Based Learning ECGBL 2013

Game-Art. Universidad PolitZcnica de Valencia.
Categories: events, games

http://avm.webs.upv.es/gameart/index.htm

Esta jornada nace producto del constante interés del Master Oficial en Artes Visuales y

Multimedia , los Departamentos de Escultura y Pintura, la Facultad de Bellas Artesy

la Escuela Técnica Superior de Ingenieria informética por hacer latente la relacion entre

los aspectos artisticos, criticos y tecnoldgicos del concepto de lo ludico como agente de
los medios interactivos.
Desde hace varias ediciones el Master AVM, ha mantenido una relacion directa con el
tema, invitando a  tedricos de reconocido  prestigio, como Michael
Liebe(AMAZE), Mathias Fuchsentre otros, para impartir clases sobre le tema "Arte y
Juegd'.

Desde el Master AVM pensamos que ha llegado el momento de abrir las puertas de las
aulas del Master y crear una jornada abierta y especifica sobre teorias, estratégias y

dindmicas del juego (Game Theory) desde un punto de vista tecnoldgico y artistico.

INTETAIN 2013 - 5th International Conference on Intelligent
Technologies for Interactive Entertainment

Categories: events, games, videos
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http://intetain.org/2013/

The NumediArt Institute of the University of Mons invites the academic, industrial and
government community to submit work in all categories of participation for publication
and presentation at the confece. INTETAIN follows the usual international academic
standards to evaluate and disseminate full papers, posters and demos. The conference
intends to stimulate interaction among academic researchers and commercial developers
of interactive entertainmenystems. In addition to paper presentati...

TRACK: Serious Games for Crisis Management
Categoriesevents games

http://iscram2013.org/

TRACK: Serious Games for Crisis Management

ISCRAM2013:10th International Conference on Information Systems for Crisis
Response and Management

May 1215, 2013 BadeiBaden Gerrany

http://http://iscram2013.org/

Bacterial shoot 'em up wins out in Gamify Your PhD project | Wellcome
Trust

Categoriesevents gamesresearch groupghd thesis

http://www.wellcome.ac.uk/News/Medufice/Press
releases/2012/WTVM056292.htm

After a twoday games hack in which sciefsi®nd games developers came together to
create video games from doctoral research, a bacterial-shegp game, 'Dysbiosis’,
has emerged as the winner of the Wellcome Trust's Gamify Your PhD project.

GBL MOOC

Categoriesevents gamesresearch groups

http://center4edupunx.org/gamieasedearningmooc

This starts July 9th.
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DEG: Involving End Users and Domain Experts in the Design of
Educational Games

Categories: events, journals

https://sites.google.com/site/workshopdeg/

Workshop from last year with some interesting papers on end user deign of-games
run in 2013.(Janet Read)

EeBee: CIG 2012 competitiond one competitor attends the conference
for FREE!

Categories: events, blogs

http://www.galanoe.eu/SocialNet/pg/blog/read/11009/eebee-cig-2012-competitions-

%EF%BF%BD-one-competitor-attends-the-conference-for-free

The IEEE Conference on Computational Intelligence and Games (CIG) 2012
conference is organizing a niser of nice competitions you can take part in. The
competitions revolve around computational problems, e.g. coding realistic Al. One of
the competitors will attend the conference for FREE!

Ludwig: Best Serious Game 2011
Categories: events, games

http://www.playludwig.com/en/blog/74 best-serious-game-2011.html

On December 7th, 2011 we were happy to receive a big award for Ludwig. In
DYsseldorf, Germany, we were awarded for "Best Serious Game". The jury of the
"Deutsche Entwicklerpreis 2011", which is held every yearesk@®4, had voted for us.

So, now our little robot Ludwig is in a line with games like "Crysis 2" (Best Action
Game), "Patrizier IV" (Best Strategy Game) and "Harveys neue Augen" (Best
Adventure). Which is really cool!

VS-Games 2012 Genoa, Italy, 281 Ociober 2012

Categories: events, journals
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http://www.vs-games2012.org/

VS-Games 2012
Genoa, Italy, 2381 October 2012
http://www.vsgames2012.org/

4.2 POSITIONS
Coventry University Serious Game Institute and Hildebrand 3 -year PhD

studentship, 2013 B2016

Categories: positions, games, research groups

The Serious Games Institute at Coventry University is globally recognised as a
Centre of Excellence for the serious applications of game technology, such as
video games, virtual worlds and social networking. Hildebrand is the world-
leading expert in data collection, management and presentation for the energy
sector and combines research with real-world experience to deliver innovative
solutions for its clients. This studentship forms part of a close collaboration
between Hildebrand, and the Serious Games Institute at Coventry University.
The three-year project will cover the use of game mechanics as motivational
tools, primarily for promoting behavioural and attitudinal change towards more
responsible energy consumption. Research will seek to gain insight into
understanding the use of game mechanics for promoting desired behaviour,
using monitoring and assessment of real-time energy data. The PhD student
will work closely with the SGI and Hildebrand. The successful candidate will be
primarily based at Hildebrand's London offices; though will be an active member
of the applied research group at the Serious Games Institute, led by Prof. Sara
de Freitas, and will have the opportunity to attend regular tutorials and courses

at Coventry University's Serious Games Institute.
Candidate specification

We are looking for a creative individual with a good understanding of, and keen

interest in, game mechanics and game design. This should be supported by
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sound knowledge of research methodologies and the desire to closely align
both research and game development work. A basic understanding of data
collection methods, together with some knowledge of analytical techniques
would be advantageous. Existing skills relevant to game development, for
example previous experience working with a game engine, game development

environment, or 3D design tools, would also be beneficial.
Lecturer SGI - Coventry University - jobs.ac.uk

Categories: positions, research groups

http://www.jobs.ac.uk/job/AFJ005/lecturer-sqi/

Lecturer SGI
Coventry University -Serious Games Institute

The Serious Games Institute is situated as part of the largest commercial arm of
any UK university, on the Coventry University Technology Park Innovation
Village. Based just one hour's easy commute from London, the Institute
promotes excellence in applied research, working closely with industry enabling
leading edge research to move to development more quickly and supporting

spin outs and IP generation.

The Institute is the UK's first hub of excellence in serious games and virtual
worlds, and the group are developing an international standing in the emerging
cross-disciplinary area, with three major international conferences (including an
IEEE conference), Second Wednesday events and a developing SGI research

and development network.

Game Developer Demographics: An Exploration of Workforce Diversity

Categories: positions, journals

http://www.igda.org/sites/default/files/IGDA DeveloperDemographics Oct05.pdf

Author: International game developers association. October 2005

With the support of the
Lifelong Learning Programme
of the European Union

Lifelong
Learning
Programme




Serious Games Network
519332LLP-1-2011-1-PT-KA3-KA3NW

The article presents a report of the professional profiles of game creators. The
guestion is: who makes games? The article explores gender, education,

employment categories, workforce diversity and others.

4.3 GAMES
Il Congreso Internacional de Videojuegos y Educaci—n

Categoriesevents games

http://civel3.blogspot.com.es/

El Segundo Congreso Internacional de OVideojuegos y Educaci—nO se celebrart los d’as
1 al 3 de Octubre de 2013 en Citceres (Extremadiltspa—a). Su lema es "Del
edutainment al Aprendizaje basado en juegos digitales".

Interactive Entertainment 2013 | Matters of Life and Death
Categoriesevents games

http://lieconference.org/ie2013/

Interactive Entertainment is AustralasiaOs longest running games and digital
entertainment conference, and embodies the spreadist#linesawhich contribute

to the field. IE welcoras computer scientists, designers, artists, technicians and
academics across the spectrum. This yearOs Interactive Entertainment conference will be
hosted by RMIT University in Melbourne, from September 30 to October 1. This yearOs
conference embraces sowfehe recent changes in games discourses both in...

Call for Games | ECGBL 2013

Categoriesevents gamestools

http://academiconferences.org/pdfs/ECGBL 20t3all-for-games.pdf

The Gill for Games is a new feature of ECGBL. It will be run as a competition and has
the following objectives:

¥ To provide an opportunity for educational game designers and creators to participate
in the conference and demonstrate their game design and pleeelo skills in an
international competition.

¥ To provide an opportunity for GBL creators to passess and peevaluate their

With the support of the
Lifelong Learning Programme
of the European Union

Lifelong
Learning
Programme




Serious Games Network
519332LLP-1-2011-1-PT-KA3-KA3NW

games

¥ To provide ECGBL 2013 attendees with engaging and-grestice games that
showcase exemplary applications of GBL

Video Games May Sharpen Focusing Skills in Kids With Dyslexid
WebMD

Categoriesgamesvideos research groups

http://children.webmd.com/news/2@228/videsgamesmay-sharperfocusingskills-
in-kids-with-dyslexia

Study found children did better on reading tests after playing an action game
Workshop 18 CoGames- CTS 2013

Categoriesevents gamesresearch groups

http://cts2013.cisedu.info/@onference/workshops/workshdg-cogames

The video game industry has grown from being a small industry that produces
products mostly for young boys to a huge industry targeting wWele
population. The development of video games is by definition a multi
disciplinary process involving several professions, ranging from artists to
engineers...

Coventry University Serious Game Institute and Hildebrand 3year PhD
studentship, 20182016

Categoriespositions gamesresearch groups

The Serious Games Institute at Coventry University is globally recognised as a Centre
of Excellence for the serious applications of game technology, such as video games,
virtual worlds and social networking. Hétrand is the worlieading expert in data
collection, management and presentation for the energy sector and combines research
with realworld experience to deliver innovative solutions for its clients. This
studentship forms part of a close collaboratimiween Hildebrand, and the Serious
Games Institute at Coventry University. The thyear project will cover the use of

game mechanics as motivational tools, primarily for promoting behavioural and
attitudinal change towards more responsible energy cqgrtgam Research will seek to
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gain insight into understanding the use of game mechanics for promoting desired
behaviour, using monitoring and assessment oftieal energy data. The PhD student

will work closely with the SGI and Hildebrand. The successfmdidate will be
primarily based at Hildebrand's London offices; though will be an active member of the
applied research group at the Serious Games Institute, led by Prof. Sara de Freitas, and
will have the opportunity to attend regular tutorials and sesiat Coventry University's
Serious Games Institute.

Design of Serious Games | Tallinn Summer School
Categoriesevents games

http://[summerschool.tlu.ee/destigfirseriousgames/

A oneweek course in designing and developing serious games.
Serious Games Showcase & Challenge
Categoies: events games

http://www.iitsec.org/education/Pages/SeriousGames.aspx

The Serious Games Showcase & Challenge (SGS&C) celebrates the use of games and
game technology as a delivery medium for instructional material. The Challenge is
divided into three categories: Busine§dvernment and Student. After a rigorous
evaluation, the top twelve entries from all received are selected as finalists and invited
to Showcase their Games on the exhibit floor during I/ITSBCsecond round of
evaluations from worldwide industry expedgtermines the "Best in Category" for
eac...

Serious Games Market Blog

Categoriesgamesblogs

http://networkedblogs.com/Hg9Co

Serious Games are now successfully being developed and deployed all over the world
and for a variety of applications.
Corporate and Academic organizations are finding SeriGases invaluable as

With the support of the
Lifelong Learning Programme
of the European Union

Lifelong
Learning
Programme




Serious Games Network
519332LLP-1-2011-1-PT-KA3-KA3NW

learning content, while NGOs and Marketing organizations find that their message is
conveyed in a more productive and enjoyable way.
As developers seek to find ways to make the market work for them, which implies new
ways of doing busiess, raising capital, distributing and selling product, shaping Serious
Games from an emerging into a mudtilion dollar market, the SERIOUS GAMES
MARKET BLOG has been digging the best of Serious Games promising market.

Serious Game Classification : The@nline classification of Serious Games

Categoriesgamesblogs

http://serious.gameclassification.com/EN/index.html

An essay in classifying and cataloguing Serious Games

Home | iTEL'13 | International Conference on Intelligent Technologies
for Enhanced Learning

Categoriesevents games

http://itel.usal.es

This event will provide a forurto discuss the latest research in Intelligent Systems and
TEL (Technology Enhanced Learning) and its impacts for learners and institutions. It
intends to bring together researchers and developers from industry and the academic
world to report on the latestientific and technical advances on intelligent systems and
technology enhanced learning, to discuss and debate the major issues, and to showcase
the latest systems using these technologies.

e-VITA

Categoriesgamesresearch groups

http://www.evitaproject.eu/

evita project
Serious Games List

Categoriesgamesblogs

http://seriousgameslist.com/
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Colection of links to serious games on a website with other gesteged content

Welcome to the serious games list, a website made for you who are interested in
working within the field of serious games or want to get in touch with the serious games
industry. Whether you are looking for games, developers, publishers, organisations,
educations, or researchers, we intend to make this site the essential place for you to visit
to take your project forward.

SGC @ The University of Winnipeg's pace.UWinnipegCarses.ca

Categoriesevents gamesresearch groups

http://pace.uwinnipegcourses.ca/serigasnescertificate

Get more details about the . It's fast, easy, and free. To apply call92B8H33, or
download the (PDF) and mail or fax td3ringing together the latest game technology,
game design and gardbased learning models the Serious Games Certificate delivers
two streams of education: 1) Educator Streaset of theory and pedagogl courses
designed to prepare educators to use and understand the new world dbagache
learning, the rgourposing of games for use in education, and the nature...

3 Principles For The Future Of Gaming, From A Google Game Designer |
Co.Design: busines + innovation + design

Categoriesgamesblogs

http://www.fastcodesign.com/1671514#8nciplesfor-the-future-of-gamingfrom-a-
googlegamedesigner

Last month, Google unveiled its first mobile game, an ambitious, experimentgl thin
called Ingress. The experience hinges on the narrative that an exotic energy has been
discovered on Earth, and two factions, the Enlightened and the Resistance, are
respectively scrambling to cultivate it and/or suppress it. [tOs kind of boilerpiite sci

but the novelty lies in the way the game is played: After players choose their allegiance,
theyOre tasked with going out into the real world and visiting various destinations to
claim territory for their squad.

PxLoader | A Simple JavasScript Preloader

Categoriesgamestools
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http://thinkpixellabcom/pxloader/

PxLoader is a simple JavasScript library for creating preloaders and resource
downloaders for HTML5 apps.

Game-Art. Universidad PolitZcnica de Valencia.
Categoriesevents games

http://avm.webs.upv.es/gameart/index.htm

Esta jornada nace producto del constante interAdiiter Oficial en Artes Visuales y
Multimedia, los Departamentos de Escultura y Pinturd&adeultad de Bellas Artes

la Escuela TZcnica Superior de Ingenier'a informfimahacer latente la relaci—n entre
los aspectos art’sticos, cr'ticos y tecnol—gicos del congelat lcedicaeomo agente de

los medios interactivos.
Desde hace varias edicionedvdister AVM, ha mantenido una relaci—n directa con el
tema, invitando a te—e& de reconocido prestigio, coritichael
Liebe(AMAZE), Mathias Fuchsentre otros, para impartir clases sobre le t&hnte y
Juegd'.

Desde eMister AVM pensamos ug ha llegado el momento de abrir las puertas de las
aulas del Mitster y crear una jornada abierta y espec’fica sobre teor'as, estratZgias y
dintmicas del juego (Game Theory) desde un punto de vista tecnol—gico y art’stico.

INTETAIN 2013 - 5th |International Conference on Intelligent
Technologies for Interactive Entertainment

Categoriesevents gamesvideos

http://intetain.org/2013/

The NumediArt Institute of the University of Mons invites the academic, industrial and
governmentommunity to submit work in all categories of participation for publication

and presentation at the conference. INTETAIN follows the usual international academic
standards to evaluate and disseminate full papers, posters and demos. The conference
intendsto stimulate interaction among academic researchers and commercial developers
of interactive entertainment systems. In addition to paper presentati...

TRACK: Serious Games for Crisis Management
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Categoriesevents games

http://iscram2013.org/

TRACK: Serious Games for Crisis Management
ISCRAM2013:10th Internainal Conference on Information Systems for Crisis
Response and Management
May 1215, 2013 BadeiBaden Germany

http://http://iscram2013.org/

Online submissions: https://www.conftool.com/iscram2013/

Bacterial shoot 'em up wins out in Gamify Your PhD project | Wellcome
Trust

Categoriesevents gamesresearch groupghd thesis

http://www.wellcome.ac.uk/News/Medufice/Press
releases/2012/WTVM056292.htm

After a twoday games hack in which scientists and games developers camentageth
create video games from doctoral research, a bacterial-shegp game, 'Dysbiosis’,
has emerged as the winner of the Wellcome Trust's Gamify Your PhD project.

Gamesto-Teach

Categoriesgamestools, blogs

http://educationarcade.org/gtt/index.html

This site presents a wide range of resources, which centre on the use of games for
teaching and learning. A number of different approaches are presented. Topic areas
include:

Gaming: An Emerging Medium

Limitations of Educational Gaming
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Quality Content & Visionary Design

Motivation: Fantasy, Control, & Challenge

Complex System Dynamics

Collaboration in Onlin&/irtual Worlds

VE!InZ hry: novi generace

Categoriesgamesblogs

http://www.hrej.cz/clanky/vaznbry-novageneracel 753/

A 2008 article on Othe new generationO of serious games, giving review of 2 freeware
games: Passage & Gravitation.

Serious Games Opinions

Categoriesgamesblogs

http://www.seriousgamesopinions.org/

A multilingual website aimed at providing a crowdurced rating system for serious
games.

Jeux sZrieux pour le college

Categoriesgamesvideos blogs

http://www.scoop.it/t/jeusserieux

Based on thecoopitplatfomm, this website is a repository of information (links, articles,
videos, reviews) about serious games targeting more precisely secondary schools.

TateOs new art game for mobilé@Race Against Time

Categoriesgamesblogs

http://blog.artabase.net/?p=4515

With the support of the Lifelong
Lifelong Learning Programme n Learning
of the European Union Programme



Serious Games Network
519332LLP-1-2011-1-PT-KA3-KA3NW

'-'.: ( }}k‘

Play to be healthy, one month at a time

Categoies:gamesblogs

http://www.iftf.org/node/3635

SMILEY - Social Mindedness In LEarning community

Categoriesgamesresearch groups

http://www.smileyschool.eu/4sch/servilet/MainServilet?wbts%3Apage=core.start

The project is @ossible solutiofior schools@gainst antisocial behavioir young
peopk through the social awareness methodology including ERPG (EduPRgiag
Game) called YOUR TOWN. The game is currently being implemented in 80
associated schools across Europe and also you can test and play the game for free!!!

Learn2Lead

Categoriesgamesresearch groups

http://19.146.65.191/learn2lead/portal/

The goal of Learn2Lead is to design, implement, and test a novel, online approach to
training in team leadership, suitable for use in SMEs, small government offices, NGOs
etc.

Ludwig: Best Serious Game 2011
Categoriesevents games

http://www.playludwig.com/en/blog/74 ,beseriousgame2011.html

On December 7th, 2011 we were happy to receive a big award for Ludwig. In
DYsseldorf, Germany, we were awarded for "Best Serious Game". The jury of the
"Deutsche Entwicklerpreis 2011", whichheld every year since 2004, had voted for us.
So, now our little robot Ludwig is in a line with games like "Crysis 2" (Best Action
Game), "Patrizier IV" (Best Strategy Game) and "Harveys neue Augen" (Best
Adventure)Which is really cool!
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4.4 VIDEOS
Video Games May Sharpen Focusing Skills in Kids With Dyslexieb

WebMD

Categoriesgamesvideos research groups

http://children.webmd.com/news/201ZBvidecgamesmay-sharperfocusingskills-
in-kids-with-dyslexia

Study found children did better on reading tests after playing an action game

INTETAIN 2013 - 5th International Conference on Intelligent
Technologies for Interactive Entertainment

Categores:events gamesvideos

http://intetain.org/2013/

The NumediArt Institute of the University of Mons invites the academic, industrial and
government community to submit work in all categories of participation for publication
and presentation at the conference. INTETAIN follows the usual international academic
standards to evaluate and disseminate full papers, posters and demos. The conference
intends to stimulate interaction among academic researchers and commercial developers
of interactive entertainment systems. In addition to paper presentati...

Jeux sZrieux pour le college

Categoriesgamesvideos blogs

http://www.scoop.it/t/jeusserieux

Based on thecoopitplatform, this website is @epository of information (links, articles,
videos, reviews) about serious games targeting more precisely secondary schools.
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4.5 JOURNALS
The Institute for Prospective Technological Studies

Categoriesjournals books

http://ipts.jrc.ec.europa.eu/publications/pub.cfm?id=6099

The effective use of digital games for empowerment and social inclusion (DGEI) of
people and communities at risk of exclusion will be shaped by, and may influence the
development of a range of sectors that supply products, services, technology and
reseach. The principal industries that would appear to be implicated are the
'videogames' industry, and an emerging 'serious games' industry. The videogames
industry is an ecosystem of developers, publishers and other service providers drawn f...

Special Issue on Practical Applications of Mobile and Internet
Educational Games in Research and Practice in Technology Enhanced
Learning

Categoriesresearch groupgournals

http://www.apsce.net/RPTEL_CfP.aspx

Commercial games, especially Massively Multiplayer Online Role Playing
Games (MMORPGs) ueh as World of Warcraft and EverQuest are
very popular nowadays. These types of games not only have fantasy
interfaces and rich storylines, but they also give the players a lot of power
to control what they want to do in the game world. This freedom oicehallows
players to do what they want when they want, aligning well with
the constructivist paradigm of learning.

Summary of a Literature Review on The Effectiveness of Instructional
Games by Robert Hays | Kapp Notes

Categoriesjournals blogs

http://www.uleduneering.com/kappnotes/index.php/2013/01/sumofamfiterture-
review-on-the-effectivenesof-instructionalgamesby-roberthays/

Posted on 14. Jan, 2013 by in In 2005, RobeHalys, of the Naval Air Warfare Center
Training Systems Division published the results of an extensive literature review on
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games for instruction. It is an expansive look at the literature on the effectiveness of
games for learning up until the year 20Bkere is a . Here are some of his conclusions,
findings and recommendations: The conclusions are: Hays then makes 4
recommendations in the executive summary related to games, he also make some ...

Good Practice in the Creation of Serious Games (in Spanish)

Categoriesjournals books

http://splece07.ehu.es/actas/Sanchez.pdf

Game Developer Demographics: An Exploration of Workforce Diversity

Categoriespositions journals

http://www.igda.org/sites/default/files/IGDA_DeveloperDemographics_Oct05.pdf

Author: International game developersasiation. October 2005

The article presents a report of the professigralfiles of game creators. The question
is: who makes games? The article explores gender, education, employment categories,
workforce diversity and others.

Fakty a!’sla, Hry a vzdelfvanie

Categoriesresearch groupgurnals

http://www.peqi.info/sk/index/id/417/

Slovak version of Pan European Game Information portal containing basic information
on serious games in Slovak.

Observatoire des Mondes NumZriques en Sciences Humaines

Categoriesresearch groupgurnals

http://www.omnsh.org/

A repository @ publications about numerical worlds (including serious games) and their
problematic viewed by social scientists.
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Serious Games in Education

Categories: research groups, journals

http://archive futurelab.org.uk/projects/games-in-education

Futurelab literature review on serious games.

MIT to Develop an Educational MMO

Categories: journals, blogs

http://www.gameranx.com/updates/id/4570/article/mit-to-develop-an-educational-mmo/

One of the world’s top ranking universities, Massachusetts Institute of Technology
(MIT), will be creating a massively multiplayer online game to teach students
mathematics and biology in high school classrooms; it will have a healthy $3 million
dollar budget.

DEG: Involving End Users and Domain Experts in the Design of
Educational Games

Categories: events, journals

https://sites.google.com/site/workshopdeg/

Workshop from last year with some interesting papers on end user deign of-gaayes
run in 2013.(Janet Read)

Gamification time: What if everything were just a game?

Categories: journals, blogs

http://www.bbc.co.uk/news/business-13749897

(...) According to research firm Gartner, 50% of companies that manage innovation and
research will use gamification - the use of game-play mechanics for practical

applications - by 2015.

40 hours of playing violent videos actually IMPROVED the sight of
young gamers
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Categoriesjournals blogs

http://www.dailymail.co.uk/sciencetech/arti€?d 02169/Blind.html

Social Networks for Scientists Won't Work

Categoriesjournals blogs

http://www.huffingtonpost.com/maslirapeau/sociahetworksfor-
scientists b 1282692ml|

do you agree? It appears to be working for SEGA{Baltasar Fernandez Manjon)

Moving Learning Games Forward: Obstacles, Opportunities & Openness
(Klopfer, Osterweil, Salen)

Categoriesresearch groupgournals

http://education.mit.edu/papewdvingLearningGamesForward_EdArcade.pdf

An interesting paper from MIT Educational Arcade groyBaltasar Fernandez
Manjon)

Buenas praticas de accesibilidade en videojuegos

Categoriesjournals books

http://www.ceapat.es/InterPresentl/grdupserso/documents/binario/accesvideojuegos
-pdf

Good practices of accessibility in videogames (only in  Spanish)
El CEAPAT ya ha publicado el libro "Buenas pricticas de accesibilidad en
videojuegos" donde se presentan algunas de las contribucionesiesatizade el grupo
eUCM

VS-Games 2012 Genoa, Italy, 29-31 October 2012

Categorieseventsjournals

http://www.vsgames2012.org/
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VS-Games 2012
Genoa, Italy, 29-31 October 2012
http://www.vs-games2012.org/

46 TooLs
Call for Games | ECGBL 2013

Categories: events, games, tools

http://academic-conferences.org/pdfs/ECGBL_2013-call-for-games.pdf

The Call for Games is a new feature of ECGBL. It will be run as a competition and has
the following objectives:
¥ To provide an opportunity for educational game designers and creators to participate
in the conference and demonstrate their game design and development skills in an
international competition.
¥ To provide an opportunity for GBL creators to peer-assess and peer-evaluate their

games

e-VITA

Categories: tools, blogs

http://www .evitaproject.eu/

El proyecto e-VITA investiga y promueve la innovacion pedagdgica mediante la
definicion de nuevos enfoques para la resolucion de problemas basados y
contextualizados en el aprendizaje. Ademds, se promueven los mecanismos para la
transferencia de conocimientos que integran los juegos basados en el aprendizaje [GBL]
con conceptos de aprendizaje intergeneracional. Un conjunto de juegos con el propdsito
de aumentar la conciencia cultural Europea mediante el aporte de experiencias de los
mayores europeos serd desarrollado, permitiendo a los usuarios tener una experiencia de
Europa cuando estrictas normas de viaje, la migracion, los diferentes sistemas
monetarios y econdmicos y la incertidumbre hacia los aspectos interculturales eran
frecuentes. Los juegos se basardn en un enfoque pedagdgico y disefio participativo para
de esta forma crear una experiencia en la educacion atractiva y que promueva la
reflexion de los logros del proceso de integracion europeo fuera de un contexto formal

de aprendizaje.
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PxLoader | A Simple JavasScript Preloader
Categoriesgamestods

http://thinkpixellab.com/pxloader/

PxLoader is a simple JavasScript library for creating preloaders and resource
downloaders for HTML5 apps.

Games-to-Teach

Categoriesgamestools, blogs

http://educationarcade.org/gtt/index.html

This site presents a wide range of resources, which centre on the use of games for
teaching and learning. A number of different approaches are presented. Topic areas
include:

Gaming: An Emerging Medium

Limitations of Educational Gaming

Quality Content & Visbnary Design

Motivation: Fantasy, Control, & Challenge

Complex System Dynamics

Collaboration in Online Virtual Worlds

Generation Europe Foundation Czech Republic

Categoriesresearch groupsools

http://www.generationeurope.cz/en

An association which took part in the realization of the game OEvropa 20450 (OEurope
20450) and guaranteed the programming angtaahlwork on this simulation game;
moreover, it promotes the use of NETLOGO tool for the production of simulations of
real processes in computers by high schools students.

Contact person: Cyril Brom
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e-Adventure

Categoriesresearch groupsools

http://eadventure.a@icm.es/

Theplatform is a r@earch project aiming to facilitate the integration of educational
games and gardé&e simulations in educational processes in general and Virtual
Learning Environments (VLE) in particular.

4.7 BLOGS
IBM Smarter Serious Games- United States

Categoriesresearch group$®logs

http:/Mvww-935.ibm.com/services/us/gbs/gaming/

Albert Einstein Tap the power of your organization's collective intelligence and apply it
to understanding and overcoming challenges that untii now were deemed
unapproachable. Computers are unmatched in theityaboliaggregate and process
data. Humans have intuition, pattematching skills, and leaps of insight that by far
exceed those of computers. IBM SmartPlay helps you combine the strengths of both to
achieve the heretofore unachievable. The average ajge gaier today is 37. The I...

Serious Games Market Blog

Categoriesgamesblogs

http://networkedblogs.com/Hg9Co

Serious Games are now successfully being developed and deployed all over the world
and for a variety of applications.
Corporate and Academic organizations are finding Serious Games irealasb
learning content, while NGOs and Marketing organizations find that their message is
conveyed in a more productive and enjoyable way.

As developers seek to find ways to make the market work for them, which implies new
ways of doing business, raisingptal, distributing and selling product, shaping Serious
Games from an emerging into a mudtilion dollar market, the SERIOUS GAMES
MARKET BLOG has been digging the best of Serious Games promising market.

Serious Game Classification : The online classtation of Serious Games
With the support of the
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Categories: games, blogs

http://serious.gameclassification.com/EN/index .html

Summary of a Literature Review on The Effectiveness of Instructional
Games by Robert Hays | Kapp Notes

Categories: journals, blogs

http://www.uleduneering.com/kappnotes/index.php/2013/01/summary-of-a-literture-

review-on-the-effectiveness-of-instructional-games-by-robert-hays/

Posted on 14. Jan, 2013 by in In 2005, Robert T. Hays, of the Naval Air Warfare Center
Training Systems Division published the results of an extensive literature review on
games for instruction. It is an expansive look at the literature on the effectiveness of
games for learning up until the year 2005. Here is a . Here are some of his conclusions,
findings and recommendations: The conclusions are: Hays then makes 4

recommendations in the executive summary related to games, he also make some ...
Games in Education (possible model?)
Categories: events, blogs

http://gamesineducation.org/

If you are an educator using video games in the classroom, we’d like to include you in a
workshop or panel where you can share what you have learned with other local

educators. GiE 2013 is already in the planning stages.

Serious Games List

Categories: games, blogs

http://seriousgameslist.com/

Colection of links to serious games on a website with other games-related content

Welcome to the serious games list, a website made for you who are interested in
working within the field of serious games or want to get in touch with the serious games

industry. Whether you are looking for games, developers, publishers, organisations,
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educations, or researchers, we intend to make this site the essential place for you to visit
to take your project forward.

e-VITA
Categoriestools, blogs

http://www.evitaproject.eu/

El proyecto eVITA investiga y promueve la innovaci—n pedag—gica mediante la
definici—n de nuevos enfoques apda resoluci—n de problemas basados vy
contextualizados en el aprendizaje. Ademits, se promueven los mecanismos para la
transferencia de conocimientos que integran los juegos basados en el aprendizaje [GBL]
con conceptos de aprendizaje intergeneracionatddjunto de juegos con el prop—sito

de aumentar la conciencia cultural Europea mediante el aporte de experiencias de los
mayores europeos sert desarrollado, permitiendo a los usuarios tener una experiencia de
Europa cuando estrictas normas de viaje, l@rawi—n, los diferentes sistemas
monetarios y econ—micos Yy la incertidumbre hacia los aspectos interculturales eran
frecuentes. Los juegos se basarin en un enfoque pedag—agico y dise—o participativo para
de esta forma crear una experiencia en la educadraetiva y que promueva la
reflex—n de los logros del proceso de integraci—n europeo fuera de un contexto formal
de aprendizaje.

3 Principles For The Future Of Gaming, From A Google Game Designer |
Co.Design: business + innovation + design

Categoriesgamesblogs

http://www.fastcodesign.com/1671514#8nciplesfor-the-future-of-gamingfrom-a-
googlegamedesigner

Last month, Google unveiled its first mobile game, an ambitious, experimental thing
called Ingress. The experience hingesthe narrative that an exotic energy has been
discovered on Earth, and two factions, the Enlightened and the Resistance, are
respectively scrambling to cultivate it and/or suppress it. [tOs kind of boilerpiite sci
but the novelty lies in the way tlgame is played: After players choose their allegiance,
theyOre tasked with going out into the real world and visiting various destinations to
claim territory for their squad.
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Gamesto-Teach

Categoriesgamestools, blogs

http://educationarcade.org/gtt/index.html

This site presents a wide range of resources, which centre on the use of games for
teaching and learning. A number of different approaches are presented. Topic areas
include:

Gaming: An Emerging Medium

Limitations of Educational Gaming

Quality Content & Visionary Design

Motivation: Fantasy, Control, & Challenge

Complex System Dynamics

Collaborationm Online Virtual Worlds

V1znZ hry: novi generace

Categoriesgamesblogs

http://www.hrej.cz/clanky/vaznbry-novageneracel 753/

A 2008 article on Othe new generationO of serious games, giving review of 2 freeware
games: Passage & Gravitation.

Serious Games Opinions

Categoriesgamesblogs

http://www.seriousgamesopinions.org/

A multilingud website aimed at providing a crovsgurced rating system for serious
games.
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Jeux sZrieux pour le college

Categories: games, videos, blogs

http://www.scoop.it/t/jeux-serieux

Based on the scoopit platform, this website is a repository of information (links, articles,

videos, reviews) about serious games targeting more precisely secondary schools.
MIT to Develop an Educational MMO

Categories: journals, blogs

http://www.gameranx.com/updates/id/4570/article/mit-to-develop-an-educational-mmo/

One of the world’s top ranking universities, Massachusetts Institute of Technology
(MIT), will be creating a massively multiplayer online game to teach students
mathematics and biology in high school classrooms; it will have a healthy $3 million
dollar budget.

Gamification time: What if everything were just a game?

Categories: journals, blogs

http://www.bbc.co.uk/news/business-13749897

(...) According to research firm Gartner, 50% of companies that manage innovation and
research will use gamification - the use of game-play mechanics for practical

applications - by 2015.

40 hours of playing violent videos actually IMPROVED the sight of
young gamers

Categories: journals, blogs

http://www.dailymail.co.uk/sciencetech/article-2102169/Blind.html

Social Networks for Scientists Woh Work

Categories: journals, blogs
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http://www.huffingtonpost.com/maslirapeau/sociahetworksfor-
scientists b 1282692.html

do you agree? It appears to be working for SEGA{Baltasar Fernandez Manjon)
TateOs new art game for mobilé8RaceAgainst Time

Categoriesgamesblogs

http://blog.artabase.net/?p=4515

Game Console Technology in the Operating Room

Categoriesresearch group$logs

http://lwww.siemens.com/innovation/en/news/2012/e inno 1206 1.htm

In the future, a surgeon will need only a hand movement to browse through a patient's
x-ray images during an operation. Until now it has been much harder to operate the
monitors because...

Play to be healthy, one month at a time

Categoriesgamesblogs

http://www.iftf.org/node/3635

Gamification for Improved Search Ranking for YouTube Topics

Categoriesresearch group$logs

http://googleresearch.blogspot.com.es/2012/03/gamificbicmprovedsearch.html

It seems gamification is really a trend on the rise. Google has been applying it to
improve search results for Youtube.

EeBee: CIG 2012 competitiond one competitor attends the conference
for FREE!

Categorieseventsblogs
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http://www.galanoe.eu/SocialNet/pg/blog/read/11009/eeimp012competitions
%EF%BF%BDonecompetitorattendsthe-conferenceor-free

The IEE Conference on Computational Intelligence and Games (CIG) 2012

conference is organizing a number of nice competitions you can take part in. The
competitions revolve around computational problems, e.g. coding realistic Al. One of
the competitors will attehthe conference for FREE!
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4.8 BOOKS
The Institute for Prospective Technological Studies

Categoriesjournals books

http://ipts.jrc.ec.europa.eu/publications/pub.cfm?id=6099

The effective use of digital games for empowerment and social inclusion (DGEI) of
people and commutres at risk of exclusion will be shaped by, and may influence the
development of a range of sectors that supply products, services, technology and
research. The principal industries that would appear to be implicated are the
'videogames' industry, and amerging 'serious games' industry. The videogames
industry is an ecosystem of developers, publishers and other service providers drawn f...

Good Practice in the Creation of Serious Games (in Spanish)

Categoriesjournals books

http://spdece07.ehu.es/actas/Sanchez.pdf

Buenas priticas de accesibilidade en videojuegos

Categoriesjournals books

http://www.ceapat.es/InterPresentl/groups/imserso/documents/binario/accesvideojuegos
-pdf

Good practices of accessibility in videogames (only in  Spanish)
El CEAPAT ya ha publicado el libro "Buenas pricticas de accesibilidad en

videojuegos" donde se presentan algunas de las contribustatizadas desde el grupo
eUCM
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