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ABSTRACT

As the computer game industry grows, game capabilities
and designs are being re-used for purposes other than
entertainment. The study of 'Serious Games', i.e. games for
education and policy making, is of growing interest in many
sectors. This SIG will bring together people interested in
the topic area to discuss emerging opportunities and
challenges. A panel discussion will cover new uses for
games, ways of incorporating new measures such as
physiological arousal into traditional usability testing, and
ways of pursuing new goals such as peer learning with
games. Breakout groups will elaborate on panel topics, and
also devise next steps for this interest community. A report
of this SIG's outcomes will be submitted to the SIG CHI
Bulletin.
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INTRODUCTION

Computer games are not only used for entertainment
purposes. Games and simulations are often used for training
and teaching in management science, economics,
psychology, sociology, intercultural communication,
political science, military strategy, interpersonal skill
development, and education. Games open up possibilities
for simultaneous learning on multiple levels; players may
learn from contextual information embedded in the
dynamics of the game, the organic process generated by the
game play, and through the risks, benefits, costs, outcomes,
and rewards of alternative strategies that result from
decision making [1]. Computer games provide an
environment for active, critical learning. Through games
one learns to appreciate the inter-relationship of complex
behaviors, sign (images, words, actions, symbols, etc.)
systems, and the formation of social groups [2]. For
example social simulation and computer-based role-playing
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games can help adults explore skills, methods, and concepts
rapidly within a safe experiential environment designed
with behavioral learning components [3], [4].

According to the Serious Games initiative which started in
2002 and is spearheaded by Ben Sawyer, Dave Rejeski,
and others [5] Serious Games refer to “applications of
interactive technology that extend far beyond the traditional
videogame market, including: training, policy exploration,
analytics, visualization, simulation, education and health
and therapy.” Due to a growing interest in the use of
interactive and immersive technologies in education and
training a new market is emerging for the application of
gaming technologies.

In this SIG we will discuss the growing area of Serious
Games and focus on the HCI design and evaluation issues
and challenges that impact Serious Games research, design,
development, and deployment. We intend to discuss the
following topics:

Short introduction to Serious Games

How can ‘fun’ be designed into the user experience?
What are the pitfalls of designing for fun?

How should ‘fun’ be measured? What does previous
research tell us about evaluating cognitive and
emotional engagement?

How can advanced techniques such as physiological
measures of arousal be incorporated, and what can
they tell us? [6].

How can games be designed for multi-player
collaboration, and how can social interaction be
included in evaluation measures? [4], [7], [8].

SIG PARTICIPANTS

A primary purpose of this SIG 1is to facilitate
communication among researchers, designers, developers,
end users, and practitioners working on Serious Games
related topics and programs. In particular, persons using,
designing, and evaluating serious games will be a target
group of this SIG.

Potential participants are encouraged to review the growing
number of initiatives and resources in the area of Serious
Games, especially the Serious Games Summit
(http://www.seriousgamessummit.com/), Social Impact
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Games (http://www.socialimpactgames.com/), The
Education Arcade (http://www.educationarcade.org/), and
Digra (http://www.digra.org/).

We will provide resources and access to existing listservs
that will connect CHI participants to the growing Serious
Games community. Participants will have access to related
news, upcoming events, and discussion topics that are
particularly relevant to the CHI community interested in the
topic of Serious Games.

SIG ORGANIZATION
Our proposed plan for this SIG consists of the following:

Introduction of participants and SIG goals (5
minutes)

Presentation on Serious Games topic by co-
organizers (10 minutes), focusing on describing the
Serious Games initiative

Interactive panel discussion on HCI design,
evaluation, and deployment challenges specific to
serious games (40 minutes)

Breakout groups exercise on ‘funology’ usability
testing and measurement of engagement and learning
in serious games (20 minutes) Lessons learned
discussion (5 minutes)

Large group discussion, wrap-up, conclusions, and
next steps (10 minutes)

CONCLUSION

This SIG seeks to bring together people interested in
serious games to discuss emerging opportunities and
challenges. A report of this SIG's outcomes will be
submitted to the SIG CHI Bulletin.

2050

April 2-7 | Portland, Oregon, USA

ACKNOWLEDGMENTS

We thank our panel participants for sharing their valuable
experience with the participants of this SIG. * Sandia is a
multiprogram laboratory operated by Sandia Corporation, a

Lockheed Martin Company, for the United States
Department of Energy under Contract DE-AC04-
94AL85000.
REFERENCES

1.Raybourn, E. M., & Waern, A. (2004). Social Learning
Through Gaming. In Extended Abstracts of CHI
Proceedings 2004. ACM Press.

2. Gee, J. P. (2003) What Video Games Have to Teach Us
About Learning and Literacy, Palgrave MacMillan, NY.

3.Raybourn, E. M. (2003). Design Cycle Usability and
Evaluations of an Intercultural Virtual Simulation Game
for Collaborative Virtual Learning. In C. Ghaoui (Ed.),
Usability Evaluation of Online Learning Programs,
Information Science Publishing, 233-53.

4.Raybourn. E. M. (in press). Adaptive Thinking and
Leadership Training for Cultural Awareness and
Communication Competence, Interactive Technology and
Smart Education.

5.Serious Games Summit. Last retrieved on January 31,
2005. http://www.seriousgamessummit.com/.

6.Mandryk, R. & Inkpen, K. (2004). Physiological
Indicators for the Evaluation of Co-located Collaborative
Play. Proceedings of CSCW 2004. ACM Press.

7.Ducheneaut, N. & Moore, R.J. (2004). The Social Side of
Gaming: A Study of Interaction Patterns in a Massively
Multiplayer Online Game. Proceedings of CSCW 2004,
ACM Press.

8.Keeker, K. (2004). Getting the Most Out of Focus
Groups. In T. Fullerton, C. Swain, & S. Hoffman (Eds.),
Game Design Workshop: Designing, Prototyping, and
Playtesting Games. CMP Books, San Francisco, CA.
212-3.



