Serious Games @ NCTI
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- All Games are Serious




What I'm Playing...
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Agenda

® What is the serious games space!
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Serious Games

® |abel for gamut of activity
® Often confused as just “games for learning”
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Serious Game Drivers
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Market Segments
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Simulation
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Public Health
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Wellness
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axonomy of Serious Games
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Taxonomy of Serious Games
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Where do Things Stand?

® Just beyond emergent but lots of poorly formed
opinion

® More emphasis on research & development

® [imited commercialization beyond work for hire




Hopelab/Stanford Brain Scans
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Brian Knutson, Ph.D., Stanford University




Brain Age & Math

Average Score

o Before
@ After

Control Brain Gym Nintendo
Treatment Groups




The New Age of Drill & Skill
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BRAIN AGE =
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Train Your Brain in Minutes a Day!

O [52x9= {29 IOOEE | D
€ > 0 Donpoo B -
e o INEEEE

3+ K= PR
1+9=

NINTENDDDS




Learning as
Behavior Change

Gameplay & Interface induces extended
practice through advance “flow”

Improved learning through faster iteration
through problems

7 Steps to Behaviour Change

Mobile devices creates “practice anytime” prasdsreiien
environment

Cumulative score across games, diaries, etc.

7 Stages of Behavioral Inertia

* Rejection

Steal from Health Behavior Change to p—
Affect Learning!? |

Apathy
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¥ Complication
it's foo hard
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Accessibility Notes

® |GDA Accessibility SIG & Whitepaper

http://www.igda.org/wiki/Game_Accessibility SIG

® Ablegamers.com

® Games Accessibility Day




Resources....

ty Assistance & (Forums to help developers wishing to make their games more accessible)
AGDev (Accessible Game Developers)
AGRIP (Accessnble Gaming Rendering Independence Possible)
: ble Gaming Shop &
ng &' (Accessible Gaming on the Apple Macintosh)
&’ (Serving as a community site for disabled gamers)
net @ (Reviewing games from a blind gamer's perspective)
S [ (Rewewmg games from a deaf gamer's perspective}
bility.com & (Game Accessibility resource & community website)
(lr o for developers about closec captioning in games)
ort Blindzeln @7 (A german community for AudioGames)
&' (Accessibility Guidance for Game Designers)
unment @ (Barrier-Free Group)
org.uk & (Switch gaming for learning and/or physically disablec gamers with Acces
ractive & (Game Accessibility Development company)
amebase ¢ (Accessible Games Review Site)
7 (Universally Accessible Games)




