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ABSTRACT

Serious games, electronic games whose purpose is work educational elements, often do not reach this
goal because by being included the content and teaching strategies, the fun's dimension and motivation
to interact are reduced. In this sense, this chapter presents a proposal for the use of immersion, narrative,
and replayability as devices to make serious games more attractive to the student in general. These three
elements are explored theoretically and then analyzed and aligned with proposals for instructional design
and learning theories. As a result, a development proposal for Serious Game Development Document
(SGDD) and a rubric for evaluation of use are presented. With this, it is expected to contribute and as-
sist not only with development, but also with in the analysis of serious games.

INTRODUCTION

The context of education nowadays requires an
understanding and articulation between different
elements establish a new social view when com-
bined. In this, it can be highlighted the network
society (Castells, 1996), which brought about
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the establishment and growth of deterritorialized
social ties, and the generation Homo Zappiens
(Veen & Vrakking, 2006). This generation grows
handling technological resources, which enabled
the manipulation of information flows and the
work with discontinued information, participation
in communities (virtual and real) and resolution
of problems through the use of strategies acquired
during game play-related activities.
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In this sense, the use of serious games in learn-
ing processes can contribute to the discovery of
problem-solving strategies and other relevant
metacognitive skills. To contribute with this dis-
cussion, one possibility is to work with elements
that can make the game more attractive, so as to
arouse an intrinsic motivation (Ryan & Deci, 2000)
in the player-learner, which is essential to make
learning an activity meaningful (Ausubel, 1963).

The attractiveness (Malone & Lepper, 1987)
is a relevant factor in relation to the serious
games, since a common criticism of this kind of
educational resource is that these are not fun (Van
Eck, 2006), since it just focused on the question
of content involved in the learning process and
not in the elements of the game itself. Given this
scenario, this proposal is guided in the analysis and
combination of three elements of games that can
empower and give a momentum for meaningful
learning in serious games: immersion (Dansky,
2006; Sodowski & Stanney, 2006), narrative
(Ryan, 2006) and the replay value (Kiicklich &
Fellow, 2004).

With this proposal, the chapter will seek to not
only reflect on the development of serious games,
but as well present a computational tool, and a
rubric, that allows the analysis of this educational
resource, as a finished product or as developing it
when encapsulates the framework built. Also, the
chapter will discuss the concepts of the elements
presented above and highlight the main variables
that can improve the development or even analysis
of serious games.

BACKGROUND

Prensky (2007) notes that the net/video game
generation is characterized by interactivity with
games and other technological devices. This
characteristic makes these people seek to take an
active stance. Beck & Wade (2004) point out that
this interaction with games has presented reflec-
tions on the way to learn and perform professional
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activities of this generation. In this sense, one of
the proposals that can be adopted in educational
processes is the use of serious games.

Bergeron (2006) characterizes serious games as
an interactive computer application that encloses
challenging goals in a fun structure where elements
are worked to knowledge building, development of
competences or attitudes that capacitate students to
manage and actin real-world situations. Abt (1987,
book originally published in 1970), considered
the first author to work with the idea of serious
games, supplements this definition by highlighting
that games constitute educational devices that can
be used in different situations, and for students
of all ages; due to the high degree of motivation,
to effective communication of concepts and facts
and to dramatic representation of problems. This
allows players to take realistic roles, to face
problems and developing strategies for decision
making and to receive feedback almost instantly.

Serious games can be classified, according
to Ratan & Ritterfeld (2009), based on four di-
mensions: educational content (academic, social
change, work, health, military, and marketing),
the principle of learning (performance skills,
resolution of cognitive problems, social problem
solving - involves collaboration and social re-
sponsibility —and acquisition of knowledge), age
(below and preschool, elementary school, middle
and high school and college, adult and senior)
and platform (PC, gaming consoles, handhelds,
mobile platforms). To these, as Breuer & Bente
(2010) say, it can be still added the following
instances: subject matter, learning goals, interac-
tion mode (single player, multiplayer, massively
multiplayer, co-tutoring and tutoring agents),
interfaces and controls (mouse and keyboard,
gamepad controlled and the Wii’s balance board;
and they may also include the latest embodied
puppet interfaces).

Yet, beyond these elements is necessary to
analyze the factors that can contribute to make a
serious game motivational and engaging. In this
context, it can be discussed three dimensions:
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