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GDC2007 Serious Game Summit X
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1. Serious Game Summit2| &

GDC2007 Serious Game Summit 7%
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« “Good Video Games + Good Learning” 2007
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1. Serious Game Summit2| &

GDC2008 Serious Game Summit &E Q °F

(HI2: KAIST CTOHEHR DS H Y

i A ol 8 2

1 Serious Games Taxonomy 71 Ao Cist 25 Sl MHIHO| S E

, | Gamestar Mechanic : AYS RS HYS Sof £3t0 2a| 22
Learning through Game design L8 o5& (Gamelab T2 M E)

3 Make this Game Better : X MAHR _7,:_?)0” A2 st HUS E
The Redistricting Game of 7iMdst= 2ekof Cistd E&

- : 7lsd AYNL: E-learning HT0F HSSHH, oF
4 Game Engines for Serious Game £ Ta| A|ABIDF HESH 2 O 70| 2}

GDC 2009 Serious Game O|{F S M CH(

oy
ox
1>

)



1. Serious Game Summit2| &

GDC2008 Serious Game Summit & &
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c Serious Game World Reports Part 1
(UK & France)
6 Videogames to build & Retain TV
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y Out of the BOX : EA Fuels New Ideas

with Madden & Sims Title

Being Brain Crecente : Using an Off-
8 the-Shelf Role Playing Game to Teach
Journalism

9 Meditation & Relaxation with Games
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1. Serious Game Summit2| &

GDC2008 Serious Game Summit &E 9 °F
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Microsoft ESP : Taking Flight

10 Simulator from Game to Serious Game
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1. Serious Game Summit2| &

GDC2008 Serious Game Summit &E 2 °F
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2. GDC2009 Serious Game Summit

GDC 2009 SGS hosts

Ben Sawyer
Co-Founder, Digitalmill

- -
I 4

Ben is the producer of Virtual U, a million
dollar plus foundation funded project to build
a university management simulator.

Virtual U, now shipping Version 2.1, was a
2000 Independent Games Festival finalist.

Ben is also the author of Serious Games:
Improving Public Policy through Game-Based
Learning and Simulation Whitepaper for the
Woodrow Wilson International Center for
Scholars (wwics.si.edu) and was a contributor
to Game Developer Maga.zine
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Ian Bogost
Assistant Professor
Georgia Institute of Technology

Ian is a videogame researcher, critic, and
designer, as well as an author and an
entrepreneur.

Ian is a professor at Georgia Tech, a founding
partner at Persuasive Games (a videogame
studio), and a board member at Open Texture
(an educational publisher).
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2. GDC2009 Serious Game Summit

GDC2009 Serious Game Summit & 2 2}
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1 Designing the First Social Reality
Game to Motivate Ghange
7 Hilton ULTIMATE TEAM PLAY for the

PSP

Shifting from Entertainment to
3 Serious Games : Breathing life into
Flame-Sim

Testing our Hidden Agenda : What
4 Happens Once Real Students and
Teachers Get a Hold of our Game?

5 Totally Cisco

The Story of AudiOdyssey & My
Journey through Usability
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2. GDC2009 Serious Game Summit

GDC2009 Serious Game Summit &E Q °F
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7 Where Were the Election Game?

8 Building Better Serious Games RFPs

Are Serious Games & Corporate
Customers In Sync?

COSMOS CHAOSI : Where Gaming

10 Meets Education and Doesn’t Die

11 | Winning with Games
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2. GDC2009 Serious Game Summit

GDC2009 Serious Game Summit & 2 2}
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Getting Serious About Alternate
1 Reality : Designing a Different Kind of
ARG

SPORE’s Wake : What Seriously
Happened?

HS

Breaking Common Constraints of
3 Serious Games : A New Market
Approach

4 MODs for Canadian Forces

THE SKELETON CHASE : Designing a
Fun Serious ARG

Naught’s Had, All’'s Spent : ARDEN’s
6 Failure and the Challenges of
Literature Video games
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2. GDC2009 Serious Game Summit

GDC2009 Serious Game Summit &5 2 X|
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7 New Voices in Serious Games

3 Advancing Our Game Narratives and
Technologies

Making Sense of Brain Games : A

9 Scientific Analysis of Game Design in
the Brain Fitness Market
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training(Birmingham)
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<ZtalEE 1> Akoha

e Xl = :Designing the First Social Reality Game to Motivate Change
o EFH X} : Austin Hill (Akoha)
e 2 X|:dH A2z} AlY

e 1 Z : Austin Hill, Alex Eberts7} TED Conference %2312
oto[C|of &=

- Theme : “Ideas Big Enough to change the World”

- TED : Idea worth spreading (ted.com)
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<ZtalEE 1> Akoha

Design Goals

® Positive Social Game
e Based on Gift Economies
e Affect players of the game through positive psychology

e Commercially successful able to fund social projects

& philanthropy
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+175 Karma Points @9akoha
Your Akoha Mission:
Invite Someone for Drinks

This Akoha mission has found you on its travels
around the world. To learn where it's been and
how to play it forward, visit akoha.com and enter

N this ’Mnrlon ID: _\
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ASEE 1> Akoha

Positive Effects of Playing Akoha

o N

' When | started playing Akoha, it was mostly because
It was fun to play missions and see my karma points
collect. Almost six months later, I've begun to notice g

change in the rest of my life.....What | really notice
though, is that | say "Thank You" an awful lot more.

Often times it's just in my head, but more and more
I’'m willing to stop people (whom | don’t know) and
say "Thank You". These things make me smile and
brighten my day, and hopefully by pa:sing that on, |
can make <rmeone else’s day better.

174

N
N
>

d
0
4

GDC 2009 Serious Game O|+F S M CH( ) 20






<A EH 2> Slinky Ball

e Xl = :Testing our Hidden Agenda : What Happens Once Real

Students and Teachers Get a Hold of our Game?
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Xt : Lauren Davis (UCIrvine, Lauren@liemandt.org)
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<ZAIEEE 2> Slinky Ball
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<A EE 3> Community Discussion

e Xl = :Are Serious Games & Corporate Customers In Sync?

o WHX}: Ben Sawyer (Digital mill),

David Warhol (Realtime Associates)
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