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All Games are Serious



What I’m Playing...



Agenda

• What is the serious games space?

• Roughly where do things stand?

• Special notes on accessibility



Serious Games

• Label for gamut of activity

• Often confused as just “games for learning”

• Overlapping with modeling & simulation, 
virtual worlds, social networks

• Driven by commercial gaming 
advancements
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Where do Things Stand?

• Just beyond emergent but lots of poorly formed 
opinion

• More emphasis on research & development

• Limited commercialization beyond work for hire 
projects

• Increasingly shifting to cover gamut by pushing 
out to niches beyond learning

• Global



18

Interactive play Passive exposure
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HopeLab/Stanford Brain Scans

Re-Mission Attitudes Study in the Brain
Brian Knutson, Ph.D., Stanford University



Brain Age & Math



The New Age of Drill & Skill



Learning as 
Behavior Change

• Gameplay & Interface induces extended 
practice through advance “flow”

• Improved learning through faster iteration 
through problems

• Mobile devices creates “practice anytime” 
environment

• Cumulative score across games, diaries, etc.

• Steal from Health Behavior Change to 
Affect Learning?



J.C. Herz

“Games as a 
Culture of 
Interface”



Accessibility Notes

• IGDA Accessibility SIG & Whitepaper
http://www.igda.org/wiki/Game_Accessibility_SIG

• Ablegamers.com

• Games Accessibility Day

• One Switch, Ben Heckendorn

• Growing community efforts



Resources....


