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Serious Games Classical
Edutainment

Games
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Game-Based Learning

E-Learning
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Label/Tag Category Exemplary Labels
Platform Personal Computer, Sony PlayStation 3, Nintendo Wii, Mobile Phone
Subject Matter World War II, Sustainable development, Physics, Shakespeare’s works

Learning Goals

Language skills, historical facts, environmental awareness

Learning Principles conditioning

Rote memorization, exploration, observational learning, trial and error,

Target audience military recruits

High school children, nurses, law students, general public, pre-schoolers,

Interaction mode(s)

Multiplayer, Co-Tutoring, single player, massivelymultiplayer, tutoringagents

Application area

Academic education, private use, professional training

Controls/Interfaces

Gamepad controlled, mouse & keyboard, Wii balance board

Common gaming labels

Puzzle, action, role-play, simulation, card game, quiz
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