
ÉáåÑüÜêìåÖ=áå=Ç~ë=ëÉêáçìë=Ö~ãÉ=ÇÉëáÖå

ëíÉÑÑÉå=é=ï~äòI=ãK~K

ÇêK=ÇêK=îÉêçåáâ~=ÄêÉòáåâ~

òÉåíêìã=Ñüê=âáåÇÉêJ=ìåÇ=àìÖÉåÇéëóÅÜá~íêáÉ
ìåáîÉêëáíäí=òüêáÅÜ

ëÉãáå~ê=áã=ëçëÉ=OMMR

MOKMRKOMMR

einführung in das serious game design, 02.05.2005 2

~Ää~ìÑ

•=Ä~ÅâÖêçìåÇ

•=ï~ë=áëí=ëÉêáçìë=Ö~ãÉ=ÇÉëáÖå\

•=Ö~ãÉ=ÇÉëáÖå=Ñçêã~ä

•=Ö~ãÉ=ÇÉëáÖå=Çê~ã~íìêÖáëÅÜ

•=Ö~ãÉ=ÇÉëáÖå=ëóëíÉãáëÅÜ

•=Ö~ãÉ=ÇÉëáÖå=ãÉíÜçÇÉå

•=!ÄìåÖW=!ÄÉêëÉíòìåÖ=ÉáåÉë=âáåÇÉêëéáÉäÉë=áå=Éáå

~Ää~ìÑÇá~Öê~ãã
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Ä~ÅâÖêçìåÇ=ëéï

was ist serious

game design?
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Ö~ãÉ=ÇÉëáÖå=~äë=Çáëòáéäáå
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ÇÉÑK=Ö~ãÉ

~=Ö~ãÉ=áë=~=ëóëíÉã=áå=ïÜáÅÜ=éä~óÉêë=ÉåÖ~ÖÉ=áå

~å=~êíáÑáÅá~ä=ÅçåÑäáÅíI=ÇÉÑáåÉÇ=Äó=êìäÉëI=íÜ~í

êÉëìäíë=áå=~=èì~åíáÑá~ÄäÉ=çìíÅçãÉK

Ep~äÉåLwáããÉêã~å=OMMQF
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ÇÉÑK=ëÉêáçìë=Ö~ãÉ

~=ëÉêáçìë=Ö~ãÉ=áë=~=äÉ~êåáåÖ=ëóëíÉã=áå=ïÜáÅÜ=éä~óÉêë

ÉåÖ~ÖÉ=áå=~å=E~êíáÑáÅá~äF=ÅçåÑäáÅíI=ÇÉÑáåÉÇ=Äó=êìäÉëI=íÜ~í

êÉëìäíë=áå=~=èì~åíáÑá~ÄäÉ=çìíÅçãÉX=íÜáë=Ö~ãÉ=ëóëíÉã

áë=ÉåíÉêí~áåáåÖ=~åÇ=ÉñéÉêáÉåíá~äI=óÉí=ÑçääçïáåÖ=åçåJ

ÉåíÉêí~áåãÉåí=Öç~äëK

Ep~äÉåLwáããÉêã~å=OMMQI=~ÇÇK=ëéïF
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ëÉêáçìë=Ö~ãÉ=ÇÉëáÖåW=ÄáäÇìåÖ=L=ëí~Çíéä~åìåÖ
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ëÉêáçìë=Ö~ãÉ=ÇÉëáÖåW=ëÉÅìêáíó

911 Survivor - mod für

unreal tournament 2003

selectparks.net (au)

einführung in das serious game design, 02.05.2005 10

ëÉêáçìë=Ö~ãÉ=ÇÉëáÖåW=ëÉÅìêáíó

jfq=L=båîáêçåãÉåí~ä=aÉíÉÅíáîÉëI=mêçÑK=bêáÅ=hçéÑÉê
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ëÉêáçìë=Ö~ãÉ=ÇÉëáÖåW=éçäáÅó
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ëÉêáçìë=Ö~ãÉ=ÇÉëáÖåW=ÖÉëìåÇÜÉáí
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ëÉêáçìë=Ö~ãÉ=ÇÉëáÖåW=ÖÉëìåÇÜÉáí
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ëÉêáçìë=Ö~ãÉ=ÇÉëáÖåW=ÖÉëìåÇÜÉáí
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series of mini games using psychophysiological
biofeedback (USB / director based by wellness
company The Wild Divine Project) for remotely

controlling computer integrated building services

ëÉêáçìë=Ö~ãÉ=ÇÉëáÖåW=ÖÉëìåÇÜÉáí
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èìÉääÉW=ïïïKÖ~ãÉëÑçêÜÉ~äíÜKçêÖ

ëÉêáçìë=Ö~ãÉ=ÇÉëáÖåW=ÖÉëìåÇÜÉáí
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serious game design

game design

formal
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ëéáÉäÉêLáå=~ääí~ÖW=âçJLâçåíÉñíÉ
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êÉáòâçåÑáÖìê~íáçå=J="ëé~ëë#
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ëéáÉäÉêLáåW=áåJÖ~ãÉ

ëéáÉäÉê~åò~Üä

ëéáÉäÉêêçääÉå=áåJÖ~ãÉ

ëéáÉäÉêáåíÉê~âíáçåëJãìëíÉê
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òáÉäÉ

âìêòÑêáëíáÖ

ãáííÉäÑêáëíáÖ

ä~åÖÑêáëíáÖ
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éêçòÉÇìêÉå

ëí~êíÜ~åÇäìåÖ

Ü~åÇäìåÖëéêçÖêÉëëáçå

ëéÉòá~äÜ~åÇäìåÖÉå

~ìÑä$ëìåÖëJLëÅÜäìëëÜ~åÇäìåÖ

Ü~åÇäìåÖëJ

åçíïÉåÇáÖâÉáíÉå

Ü~åÇäìåÖëJ

ã$ÖäáÅÜâÉáíÉå

d^jb=pq^qb
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éêçòÉÇìêÉå
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êÉÖÉäå

áãéäáòáíÉ=êÉÖÉäåW=ÉíáâÉííÉI=âçJLâçåíÉñí

çéÉê~íáçå~äÉ=êÉÖÉäåW=ëéáÉä~åäÉáíìåÖ

âçåëíáíìíáîÉ=êÉÖÉäåW=ã~íÜÉã~íáëÅÜJäçÖáëÅÜ
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êÉëëçìêÅÉå

ÇÉÑK=ÄÉëí®åÇÉI=~ìë=ÇÉåÉå=ÖÉëÅÜ$éÑí=ïáêÇI=ìã

ÄÉëíáãããíÉ=òáÉäÉ=òì=ÉêêÉáÅÜÉåX=ÉáåòÉäåÉ

êÉëëçìêÅÉå=ã!ëëÉå=áã=ëéáÉäëóëíÉã

NF åìíòïÉêí=ÄÉëáíòÉå

OF ÄÉÖêÉåòí=îÉêÑ!ÖÄ~ê=ëÉáå

ÄÉáëéáÉäÉW=äÉÄÉåI=ÉáåÜÉáíÉåI=ëí~ãáå~I=ÖÉäÇI

Ü~åÇäìåÖÉåI=çÄàÉâíÉI=íÉêê~áåI=òÉáí
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âçåÑäáâíÉ

òKÄK

J=ÜáåÇÉêåáëëÉ

J=çééçåÉåíÉå

J=ÇáäÉãã~í~
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ëéáÉäÖêÉåòÉå=f
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ëéáÉäÖêÉåòÉå=ff
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ÉêÖÉÄåáë

òKÄK=ÖÉïáååÉå=L=îÉêäáÉêÉåI=äÉêåÉåI=ÉêäÉÄÉå

ÉêÖÉÄåáëëíêìâíìê=áëí=~ÄÜ®åÖáÖ=îçå

ëéáÉäÉêáåíÉê~âíáçåëJãìëíÉê

C=ëéáÉäòáÉä



game design

drama
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ÜÉê~ìëÑçêÇÉêìåÖ

J=~ÄÜ®åÖáÖ=îçã=ëéáÉäÉê=EâçåíÉñíI=âçíÉñíF

J=Çóå~ãáëÅÜW=ëéáÉä=ãìëë=ëáÅÜ=~Ç~éíáÉêÉå

J=ÑäçïJíÜÉçêáÉW=çéíáã~äÉë=ÉêäÉÄåáë=~äë=ÉêÖÉÄåáë=ÇÉë

îÉêÜ®äíåáëëÉë=îçå=ÜÉê~ìëÑçêÇÉêìåÖ=C=â$ååÉå=ÄòïK

Ñêìëíê~íáçå=C=ä~åÖÉïÉáäÉX=Ñäçï=ÉåíëíÉÜí=áã=ê~ÜãÉå=îçå

ÑçäÖÉåÇÉê=~âíáîáí®íÉå="Öç~äJÇáêÉÅíÉÇ=~åÇ=ÄçìåÇÉÇ=Äó

êìäÉë=KKK=íÜ~í=ÅçìäÇ=åçí=ÄÉ=ÇçåÉ=ïáíÜçìí=íÜÉ=éêçéÉê

ëâáääë#

EãáÜ~äó=ÅòáâëòÉåíãáÜ~äóáF

JîÉêëÅÜãÉäòÉå=îçå=~ÅíáçåL~ï~êÉåÉëë=JJ=âä~êÉ

òáÉäÉLÑÉÉÇÄ~Åâ=JJ=âçåòÉåíê~íáçåLâçåíêçääÉ

J=îÉêäìëí=îçå=òÉáíJ=C=ÉáÖÉåï~ÜêåÉÜãìåÖ
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ÜÉê~ìëÑçêÇÉêìåÖ

J[=Ü~åÇäìåÖëÉêÑ~ÜêìåÖ=~äë=ëÉäÄëíòïÉÅâ>
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ëéáÉäÉå
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ëéáÉäÉå

J=Ç~ë=éçíÉåíá~ä=òì=ëéáÉäÉå=ÄÉïÉÖí=ìåë=Éãçíáçå~ä

J=ëéáÉäÉêíóéÉå=EïÉííÄÉïÉêÄäÉêfåI=~ÄÉåíÉìÉêÉêfåI

ë~ããäÉêfåI=â!åëíäÉêfåKKKF
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éê®ãáëëÉ

J=Çê~ã~íáëÅÜÉ=îçê~ìëëÉíòìåÖ=Ñ!ê=ÇáÉ=ëéáÉäáåíÉê~âíáçå

J=!ÄÉêä~ÖÉêí=Ñçêã~äÉ=~ëéÉâíÉ

JÇ~ë=Éêò®ÜäÉêáëÅÜÉ=ëÉííáåÖ=ÇÉë=ëéáÉäê~ìãÉë
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éê®ãáëëÉ
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éê®ãáëëÉ
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éê®ãáëëÉ
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éê®ãáëëÉW=~ìÑÖ~ÄÉå

J=êÉÑäÉñáçå=îçå=âçåíÉñíÉå=ìåÇ=âçíÉñíÉå=J[

ÉíÜåçÖê~éÜáÉ

J=Ñçêã~äÉë=ëéáÉä=ëéáÉäÄ~ê=ã~ÅÜÉå=Ñ!ê=ëéáÉäÉê

J=îÉêÉáåÜÉáíäáÅÜÉå=Ñçêã~äÉê=C=Çê~ã~íáëÅÜÉê

ÉäÉãÉåíÉ
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ÑáÖìêEÉåF

J=éêçí~Öçåáëí=L=~åí~Öçåáëí

J=ã~àçê=L=ãáåçê

J=ÅÜ~ê~âíÉêáëáÉêìåÖEëâçãéäÉñáí®íFW=éÉêë$åäáÅÜâÉáíI

îÉê®åÇÉêìåÖ=!ÄÉê=ê~ìãJòÉáíI=ëéê~ÅÜÉI=Ü~ÄáíìëI

é~ííÉêåë=çÑ=ÄÉÜ~îáçêI=ÖÉëí~äíI=ÑêÉãÇëáÅÜíÉå=EKKKF
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ëíçêó=C=Çê~ã~íáëÅÜÉê=ÄçÖÉå

Jáå=ÇÉå=ãÉáëíÉå=ëéáÉäÉå=åìê=ÜáåíÉêÖêìåÇëíçêó

JÇê~ã~íáëÅÜÉ=éóê~ãáÇÉ=å~ÅÜ=ÖK=ÑêÉóí~Ö=ENUSPF

ÄòïK=éçëáíáîÉ

^ìÑä$ëìåÖ



game design

system
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Ö~ãÉë=~äë=ëóëíÉã

J ÇÉÑK=ëóëíÉãW=ÉáåÉ=ãÉåÖÉ=áåíÉê~ÖáÉêÉåÇÉê=ÉäÉãÉåíÉI=ÇáÉ

Éáå=áåíÉÖêáÉêíÉë=Ö~åòÉë=ÑçêãÉå=ìåÇ=ÉáåÉã

ÖÉãÉáåë~ãÉå=òáÉäLÉáåÉê=ÖÉãÉáåë~ãÉå=~ìÑÖ~ÄÉ=ÑçäÖÉå

J=ÖêìåÇäÉÖÉåÇÉ=ëóëíÉãÉäÉãÉåíÉW

NF çÄàÉâíÉ

OF ÉáÖÉåëÅÜ~ÑíÉå=EéêçéÉêíáÉëF

PF îÉêÜ~äíÉå=EÄÉÜ~îáçêëF

QF ÄÉòáÉÜìåÖÉå

J =ÇáÉ=ëíêìâíìêáÉêìåÖ=ÇÉê=Ñçêã~äÉå=ìåÇ=Çê~ã~íáëÅÜÉå

ÉäÉãÉåíÉ=ÉáåÉë=ëéáÉäÉë=ëçêÖí=Ñ!ê=Ç~ë=ëéáÉäëóëíÉã
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Ö~ãÉë=~äë=ëóëíÉã

1

2

3
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Ö~ãÉë=~äë=áåíÉê~âíáçåëëóëíÉã

J ïÉäÅÜÉ=áåÑçêã~íáçå=Ü~ÄÉå=ëéáÉäÉêfååÉå=!ÄÉê

ÇÉå=Ö~ãÉ=ëí~íÉ\

J ïÉäÅÜÉ=~ëéÉâíÉ=ÇÉë=ëóëíÉãë=âçåíêçääáÉêÉå

ÇáÉ=ëéáÉäÉêfååÉå\

J ïáÉ=áëí=ÇáÉëÉ=âçåíêçääÉ=ëíêìâíìêáÉêí\

J ~ìÑ=ïÉäÅÜÉ=ïÉáëÉ=ïáêÇ=ïÉäÅÜÉ=Ñçêã=îçå

ÑÉÉÇÄ~Åâ=ÖÉÖÉÄÉå\

éä~ó~Äáäáíó=íÉëíëI=íìåáåÖI=íÉëíëI=íìåáåÖI=íÉëíëI=ÄÉí~
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game design

methoden
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ÉñÉãéä~êáëÅÜÉ=éêçíçíóéáåÖJãÉíÜçÇÉå
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ÉñÉãéä~êáëÅÜÉ=éêçíçíóéáåÖJãÉíÜçÇÉå
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ÉñÉãéä~êáëÅÜÉ=éêçíçíóéáåÖJãÉíÜçÇÉå

Ç~ë=ÇÉëáÖåJÇçâìãÉåí=ëéÉòáÑáòáÉêí=áå=ïçêíI=ÄáäÇ

EòKÄK=ëíçêóÄç~êÇI=Ñ~âÉ=ëÅêÉÉåëÜçíëF=ìåÇ

~Ää~ìÑÇá~Öê~ããÉå=Ç~ë=ëéáÉä=ÄòïK=òìå®ÅÜëí

ÇÉå=ëéáÉäéêçíçíóéÉå=Ñìåâíáçå~ä=ìåÇ

íÉÅÜåçäçÖáëÅÜK=Ç~ë=aa=ïáêÇ=ëí®åÇáÖ=áíÉêáÉêíK

game design

übung
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Ö~ãÉ=ÇÉëáÖå=!ÄìåÖ

J ÉáåáÖí=ÉìÅÜ=áå=ÇêÉáÉêÖêìééÉå=~ìÑ=àÉ=Éáå=âáåÇÉêëéáÉä

ìåÇ=!ÄÉêëÉíòí=ÇáÉëÉë=áå=ã~ñK=NMãáå=áå=Éáå

~Ää~ìÑÇá~Öê~ããX=ÄÉÇÉåâí=Ç~ÄÉá=ÑçäÖÉåÇÉëW
J ÇÉÑáåáíáçå=ÇÉê=ëéáÉäÉêfååÉåJÜ~ìéíòáÉäÉ

J ï~ë=ãìëë=ëéáÉäÉêfå=ã~ÅÜÉåI=ìã=òì=ÖÉïáååÉå\

J =ÑÉëíÜ~äíÉå=ÇÉê=ïáÅÜíáÖëíÉå=ëéáÉäÉêfåJÜ~åÇäìåÖ=áåâäK

Ñìåâíáçå~äáí®íëÄÉëÅÜêÉáÄìåÖ

J ÇÉÑáåáíáçå=ÇÉê=âêáíáëÅÜÉå=êÉÖÉäå=ìåÇ=éêçòÉÇìêÉå

J ïáÉ=îáÉäÉ=ëéáÉäÉêfååÉå=â$ååÉå=ëéáÉäÉå\

J ïáÉ=áåíÉê~ÖáÉêÉå=ÇáÉëÉ=ëéáÉäÉêfååÉå=ãáíÉáå~åÇÉê\

J Ç~ë=~Ää~ìÑÇá~Öê~ãã=ÄÉëÅÜêÉáÄí=~ìÑ=~Äëíê~âíÉ=ïÉáëÉ=ëí~êíI=ÉåÇÉ=ìåÇ

ÇáÉ=âÉêåãÉÅÜ~åáâI=ÇKÜK=ÉáåÉå=íóéáëÅÜÉå=òìÖ=ÄòïK=ÉáåÉ=íóéáëÅÜÉ=êìåÇÉ

J éê®ëÉåíáÉêí=ÇÉã=Ñçêìã=áå=ã~ñK=R=ãáå=ÉìÉê

~Ää~ìÑÇá~Öê~ãã
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!ÄìåÖ=Äáë=!ÄÉêå®ÅÜëíÉ=ïçÅÜÉ

J ÇÉåâí=ÉìÅÜ=áå=ÉìêÉå=ÖêìééÉå=ÉáåÉå=âçåÑäáâí=~ìë

J ëíÉääí=ÄÉò!ÖÉ=ÜÉê=òïáëÅÜÉå=ÇáÉëÉã=âçåÑäáâí=ìåÇ=ÉìêÉå=éëóÅÜK

ä$ëìåÖëãçÇÉääÉå

J !ÄÉêäÉÖíI=~ìÑ=ïÉäÅÜÉ=ïÉáëÉ=áÜê=ÇÉå=âçåÑäáâí=ãáí=ÜáäÑÉ=ÉáåÉë

ëéáÉäÉë=Ñçêã~äI=Çê~ã~íìêÖáëÅÜ=ìåÇ=ëóëíÉãáëÅÜ=ä$ëÉå=â$ååíÉí

J éêçÇìòáÉêí=~ìÑ=Ä~ëáë=ÉáåÉê=âçåâêÉíÉå=ëéáÉäáÇÉÉ=Éáå

~Ää~ìÑÇá~Öê~ãã=ëçïáÉ=ÉáåÉå=éÉå=C=é~éÉêJéêçíçíóéÉå=ÇÉë

ëéáÉäÉë

J ëéáÉäí=ÉìÉê=ëéáÉäI=ä~ëëí=Éë=ëéáÉäÉåI=ë~ããÉäí=âçããÉåí~êÉ=ìåÇ

îÉêÄÉëëÉêí

J ëíÉääí=ÉìêÉå=éêçíçíóéÉå=ëéáÉäÉåÇ=ÇÉã=Ñçêìã=îçê
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ëÉêáçìë=Ö~ãÉ=ÇÉëáÖåW=áåëéáê~íáçåÉå
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