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summary

trends and developments with serious games
Introduction to the serious games institute
four strands of applied research

what are immersive learning experiences - and how can
handheld devices support this?

future visions for game -based learning (e.g. wii games,
mobile games, ar mobile games)

conclusions: are games and immersive experiences really
changing how we work and learn?



emerging trends

beginning of 2010 the games industry posted total sales of $1.17
billion for the month of January

value of SG in 2008 was between $ 1- 2 billion, recent reports
circulating in US and Europe are talking about $ 9 -11 billion

100% of 610-year olds in the uk consider themselves to be
gamers

59% of uk population play games regularly

several studies demonstrating the efficacy of serious games for
training(sg-et s, hope | abds re: mi ss

wide uptake of social software (e.g. facebook, wikipedia)

converging technologies, hybrid spaces
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selected research and development projects

A e-vita project (funded by eu)

A relate for parents (funded by dcsf)

modes project (funded by eu)
floodsim game evaluation (funded by coventry university)
code of‘everand evaluation (funded by dft)
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visualisation and human -computer interaction:
A v-trade project (funded by erdf)

mary rose museum exhibits (funded by cri)
living stories (funded by idm)

alice project (funded by eu)

shaspa project

> > > > >

artificial intelligence and artificial life techniques:
A roma nova project (funded by erasmus)

A gala network of excellence in serious games (funded by eu)



neuro-psychological
approaches to game-based
learning:

case studies: ward off

Infection, triage trainer,

patient rescue, sexual
health, childhood obesity
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CONE OF LEARNING
WE TEND TO REMEMBER OUR LEVEL OF INVOLVEMENT

(developed and revised by Bruce Hyland from material by Edgar Dale)
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