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Serious Games
Applications developed using 

computer games technologies
that serve serious purposes other than 

solely entertainment, 
which has been used to support e-learning, 

team work training, military simulation 
and medical training.
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Current trends
% of gamers in the world on the rise!

“Approximately 20 % of Global Fortune 500 companies will have adopted 
gaming for learning purposes by 2012”

The emergence of “Digital Natives/NetGen”
“Digital Immigrants”

“ Internet users - United Kingdom - 2010 – 76% of the population 
“30,026,400 Internet users – Italy- 2010-, 51.7% of the population”

Efficacy of serious games for training (sg-ets, Hope Lab’s 
re:mission, etc.)

Social Software – Facebook, Wikipedia, Crowd Sourcing
APPS
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Common emergent themes to 
improve deployment of serious 

games
– Need for additional research demonstrating the 

effectiveness of serious games to the market. 
– Raising awareness to overcome the negative 

perceptions of games. 
– Increased uptake of serious games in the 

public sector. 
– Incentives for students to go into the games 

industry. 



• Europe's first institute of its kind.
• Currently has more than 20 projects, 8 of which are 

European Union and European Regional 
Development funded. 

• Over 125 partners on our funded projects and a 
network of over 30 serious game and virtual world 
companies

• Coordinator for the Games and Learning Alliance 
(GALA) – 31 partners including NATO

• Asian Connection: Malaysia, Singapore



Education

Health

Environment

Technology





Virtual versus Real

Action +
Experience +
Reflection +
Application

Need to narrow the gap!
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