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Introduction

Technology Enhanced Learning is a promising area where Serious Games can have an impact beyond
pure entertainment. Despite this potential, two issues stand in the way of achieving learning effects:

e Few pedagogical theories are sufficiently formalized to allow implementation; therefore
Serious Games seldom fully utilize the potential of pedagogy.

e Even if present, pedagogical principles are implicitly implemented in the game story,
structure, and characters, so that it is very difficult to test different theories on the same
game mechanics. This results in low reusability and high costs of pedagogically-driven serious
games that hinder their widespread use.

To address these issues, this workshop focuses on:

e Formalizations of pedagogical theories potentially capable to drive the elements in a game's
world, such as narrative and characters' behavior.

e Game frameworks based on storytelling, explicit game mechanics and intelligent agents that
can provide a programmable environment to implement pedagogical formalizations

Participants to the workshop are researchers from the following areas:

e Serious games and Technology-Enhanced Learning research in general

e Agent technologies (especially in an interactive narrative context). Efforts in the Agent
community such as Pogamut that connect agent platforms to games like Unreal Tournament
can be the ground where these approaches can be implemented.

e Storytelling and Interactive narrative research; narrative engines such as Brutus, Minstrel and
Mexica.

e Pedagogy theories/frameworks especially at a stage close to or already formalized.

Topics of interest include but are not limited to:

e Formalizations of pedagogical theories for the purposes of serious games
e Game frameworks that provide a programmable environment to implement pedagogical
formalizations, based on any of the following:
0 Storytelling
0 Explicit game mechanics
0 Intelligent agents
e Approaches to modeling the interdependencies between pedagogy, storytelling and game
mechanics in serious games and the translation of these interdependencies into agent
behaviour
e Empirical studies addressing the interdependencies between pedagogy, narrative and
storytelling and game mechanics
e Architectures for serious games that allow reusability
e Existing programmable platforms, such as Pogamut, that connect agent platforms to games
e Approaches to "programmable" narrative and storytelling in serious games
e Approaches to "programmable" intelligent agents in serious games



International Program Committee

e Stefano Bocconi (Cyntelix and VU Amsterdam, NL)
e Ralf Klamma (RWTH Aachen University, Germany)
e Yulia Bachvarova (Cyntelix, NL)

e Ana Paiva (INESC, PT)

e Frank Dignum (Utrecht University, NL)

e Arnav Jhala (University of California, USA)

e  Martin Ruskov (UCL, UK)

e Sandy Louchart (Heriot-Watt University, UK)

e Ido lurgel (Universidade do Minho, Portugal)

e Milos Kravcik (RWTH Aachen University, Germany)
e Michael D. Kickmeier-Rust (University of Graz, Austria)
e Frank Nack (University of Amsterdam, NL)

e Sara De Freitas (Serious Games Institute, UK)

e Rob Nadolski (Open University, NL)

¢ Roland Klemke (Open University, NL)



Table of Contents

1. An Ontology for Integrating Didactics into a Serious Training Game
Marieke Peeters, Karel Van Den Bosch, John-Jules Meyer and Mark Neerincx

2. Towards Modeling Educational Objectives in Serious Games
Eike M. Hirdes, Niroshan Thillainathan and Jan Marco Leimeister

3. Open 3D Environments for Competitive and Collaborative Educational Games
Roland Klemke and Milos Kravcik

4. A Competence Performance Analyser Tool for Assessing Players’ Activity
in Serious Games
Elisabetta Parodi and Mauro Vannucci

5. Using Out-of-Character Reasoning to Combine Storytelling and Education
in a Serious Game
Jeroen Linssen and Mariét Theune

6. The TERENCE Smart Games: Automatic Generation and Supporting Architecture
Fernando De La Prieta Pintado, Tania Di Mascio, Rosella Gennari, lvana Marenzi and
Pierpaolo Vittorini

7. Playing for Improving the Reading Comprehension Skills of Primary School Poor
Comprehenders
Fernando De La Prieta Pintado, Tania Di Mascio, Rosella Gennari, lvana Marenzi and
Pierpaolo Vittorini

8. Serious Gaming for Complex Decision Making
Anja Van Der Hulst and Mark Ruijsendaal

1-10

11-14

15-18

19-26

27-30

31-40

41-50

51-60



