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TEACHING METHODOLOGY

- Master class. The teacher delivers the content and describes the materials (work plan, notes, presentations, links, exercise
statements, etc.) that will be used along the course or for the student's autonomous work. During the master classes students can
participate, usually asking questions about the content taught by the teacher.

- Case studies. The teacher presents both in oral and written format an example of a specific project, topic or practice related to the
contents that are being taught in the course. The case studies describe the problem and provide data.

- Project-based learning. Students apply the knowledge learned in other courses and look for information, discuss with the teacher
and acquire knowledge that can implement in the project. A part of this project development work takes place during classes. In this
case the work is guided and supervised by the teacher. Another part is developed inside a team, during class hours or during
autonomous work hours. Finally, another part is individual work for later sharing.

- Autonomous work. Students work independently outside the course sessions (studying, reading, solving exercises or problems or
developing practices).

LEARNING OBJECTIVES OF THE SUBJECT

- Describe the concepts and procedures involved in serious game design.

- Implement game mechanics, dynamics and aesthetics that are entertaining and at the same time educational and/or persuasive,
and that can be applied to areas other than entertainment, such as education, health or marketing.

STUDY LOAD
Type Hours Percentage
Self study 90,0 60.00
Hours large group 18,0 12.00
Guided activities 12,0 8.00
Hours medium group 30,0 20.00

Total learning time: 150 h
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CONTENTS

Introduction to serious games

Description:

- Serious games concept.

- History of serious games.

- Scope of application of serious games.

- Approaches and frameworks for game design.

- Game design components: rules, mechanics, aesthetics, storytelling, goals, resources, obstacles, rewards.

Full-or-part-time: Sh
Practical classes: 4h
Self study : 5h

Games, values and VAP heuristic

Description:

- Definition and framework of action of conscious design.

- Tools to find, reflect and transmit values a000aC00in games.
- Values at Play (VAP) heuristic.

Related activities:
Design of a game and implementation of values through different game components and the VAP heuristic.

Full-or-part-time: 23h
Practical classes: 5h
Guided activities: 3h
Self study : 15h

Games and persuasion

Description:

- Persuasive communication.

- Foundations of procedural rethoric and other approaches to persuasion.
- Newsgames.

- Advergames.

- Games for health.

- Ecogames.

- Video games and experimental installations for persuasive purposes.

Related activities:
Design of a newsgame or awareness game based on choices.

Full-or-part-time: 32h
Practical classes: 9h
Guided activities: 3h
Self study : 20h
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Games and education

Description:

- Pedagogical principles applied to educational games. Game-based learning.
- Educational gameplay concept.

- Frameworks for the analysis and design of educational games.

Specific objectives:
Game design-based learning workshop.

Full-or-part-time: 23h
Practical classes: 6h
Guided activities: 2h
Self study : 15h

Serious game project

Description:

- Brainstorming and team conceptualization.

- Implementation of the design components and frameworks seen throughout the course in a Game Design Document.
- Prototyping.

- Exhibition and final report.

Related activities:
Conceptualization and exhibition of an educational game. The game will be presented to the other teams in order to receive
constructive feedback. Final report delivery.

Full-or-part-time: 63h
Practical classes: 24h
Guided activities: 4h
Self study : 35h

ACTIVITIES

Values at Play (VAP) Heuristic

Description:
Design of a game and implementation of social and cultural values through different game components and the VAP heuristic.

Full-or-part-time: 8h
Self study: 8h

Design of a newsgame or awareness game.

Description:
Design of a newsgame or awareness game based on choices.

Full-or-part-time: 8h
Self study: 8h
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Educational game project - Game-based learning

Description:
Conceptualization and exhibition of an educational game. The game will be presented to the other teams in order to receive
constructive feedback. Final report delivery (GDD).

Full-or-part-time: 54h
Practical classes: 20h
Guided activities: 4h
Self study: 30h

GRADING SYSTEM

- First assignment (Heuristica VAP): 10%

- Second assignment (Persuasive Games): 25%

- Third assignment (Final project, Educational Games): 30%
- Midterm exam: 25%

- Learning attitude: 10%

The evaluation of the student's participation in the activities and the learning attitude will be evaluated by keeping track of their
interventions.

Irregular actions that may lead to a significant variation of the grade of one or more students constitute a fraudulent performance of
an evaluation act. This action entails the descriptive grade of failure and a numerical grade of 0 for the ordinary global evaluation of
the course, without the right to re-evaluation.

If the lecturers have indications of the use of AI tools not allowed in the evaluation tests, they may summon the students concerned

to an oral test or a meeting to verify the authorship.

EXAMINATION RULES.

- Once completed, the activities must be delivered to the Virtual Campus in the corresponding delivery area and within the
corresponding deadline.

- The evaluation of the activities does not only imply their resolution, but also the presentation of the results (when the student or the
group is required to do so during the classes).

- The documents should be completed following the instructions given therein, especially with regard to file names and content

structure. The correct management of the documentation provided is an aspect related to the skills to be acquired and is, therefore,
subject to evaluation.
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RESOURCES

Other resources:

Games for Change https://www.gamesforchange.org/games/ />Values at Play https://www.valuesatplay.org/
Games for Health https://gamesforhealth.net/en/ />
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