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Abstract

O’Neil, Wainess and Baker (2005) surveyed over 4,000 published accounts of serious games and found only 19 studies in peer-reviewed journals where either qualitative and/or quantitative data about learning or motivation had been assessed. A similar result was reported by Grendler (1996) in an earlier review.  None of the peer reviewed studies reported compelling evidence that games produced significantly more learning or motivation than less expensive, traditional instructional platforms.  
This presentation will suggest three important evaluation strategies for serious games which, if implemented in future assessments, might provide more compelling evidence for the benefits of serious games.  The three strategies are:  1) Use reliable and valid tests of learning and motivation before, during and after games; 2) Build in robust pedagogical and motivational strategies (avoid minimally guided pedagogy); and 3) Offer a viable, robust non-game alternative way to teach the same knowledge that uses the same or similar pedagogical strategy (compare game and non-game instruction and avoid “straw man” comparisons).
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