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Hosted by the Alliance for Digital Inclusion

Committee Room 4, City of London, Guildhall, EC2P 2EJ

Thursday 5th June, 13:30-15.30
Summary

There are many examples of “serious games” emerging across the public and private sectors: computer games are currently being used as tools to help young people and adults develop their skills and to help them deal with issues such as poor diet, homelessness and drugs. However, the social impact of games remains largely unknown and perceptions do tend to be negative (e.g. concerns surrounding violent video games and the safety of young people online). This meeting will explore the social benefits of gaming and discuss how we can overcome the barriers to realising the benefits more widely.

Agenda

	1
	Welcome, introduction and objectives (Chair)

	2
	Short 10 mins presentations: Example projects

· Digital Native Academy 

· Fizzees – Futurelab

· Soul Control

	3
	Discussion

	4
	Short 10 mins presentation: The Serious Games Institute

	5
	Short 10 mins presentation: Industry View (TIGA) – tbc

	6
	Discussion

	7
	Next steps/ Actions


Questions for Discussion

The following questions will be used to drive the discussion:

· Are serious games having a real, measurable, social impact?

· How do serious games in the public and third sectors typically emerge?

· Are social policy makers and practitioners making the most of gaming as a tool for engagement/ education/ communication?

· What are the barriers and enablers to government working more closely with the gaming industry to exploit the potential social benefits more systematically?

· Is there a market opportunity for the gaming industry to diversify and sell services to public sector?

· Is there an opportunity for government to be a purchaser of gaming services in a mutually beneficial way i.e. in a way that will support the gaming industry (BERR and DCMS objectives) as well as help to achieve the social outcomes that other government departments and local government are focused on. 

· What practically measures can government, local authorities and RDAs take?

· Is there a case for a national organisations modelled on the Serious Games Institute, to bring together public/private sector to increase supply/demand of serious games?

· Is there a case for a challenge fund, e.g. via the Technology Strategy Board, to the gaming industry to apply capacity and capability to some public policy issues such as knife crime, bullying, NEETS etc?

Attendance

In addition to core ADI representatives the following guests have been invited to attend to provide input to the session and join the discussion:

	The Serious Games Institute
	City of London - Youth Provision Team

	TIGA
	City of London – Adult Education

	BERR
	Digital Inclusion Team

	DCMS
	Communities and Local Government

	Pearson Publishing
	Youth Justice Board

	Ministry of Justice
	Rolling Sound

	University for Industry
	Digital Native Academy

	Help the Aged
	Institute for Public Policy Research

	Ofcom Consumer Panel
	Futurelab

	Tavistock Institute
	DC10

	Microsoft
	Wicked Web


Background Briefing

The Emergence of Serious Games with Social Objectives

An estimated 59% of UK 6-65 year olds (26.5 million people) play electronic games with 21.6 million playing at least once a week. Whilst the average UK gamer is in their late twenties, virtually all children and young people play video games. In the UK, the vast majority of games are accessed through games consoles with children mainly playing by themselves, and to a lesser extent with friends and family. However, a significant minority of children and young people are playing games online, and a small percentage access games on mobile phones. There is significant projected growth in both the online and mobile markets. Around two thirds of 5-16 year olds have their own games console, whilst 87% have a console at home. Boys are much more likely than girls to own their own games console (79% compared to 50%)

Video games are therefore potentially a significant channel for engaging large numbers of people in the UK – particularly younger people some of whom are particularly hard to engage in more traditional ways like NEETS
. This fact is being increasingly appreciated by social policy practitioners evidenced by a rise in applications of gaming for social policy purposes. Applications are emerging across many sectors, for example:

· Health: 

· Fizzees: a digital pet which to keep healthy and grow, young people must themselves act in physically healthy ways.

· Digital Public healthy eating game (to support School food trust launch)

· Safety/ Community cohesion: 

· Soul Control - created by young people for young people as part of RollingSound youth project, the game warns about dangers of knife crime.

· Beat the Dealer – is a game developed by Brook with a strong anti-drugs message.

· Community engagement: 

· Sandwell council have supported young people on an estate to design a community centre in virtual space, which was then used as a consultation tool with residents.

· Engaging NEETs:

· Digital Native Academy’s ‘Game to Grow’ project: Video game technologies used as a learning tool for engaging children and young people – particularly those at risk of social exclusion. 

· Active Aging:

· Wii and Tea is an example of a project that helps older people to benefit from games – particularly physical and mental games using the Wii.
· Education/ skills development: 

· Aqua Pacific have created a range of educational games to help children learn business/ other skills, e.g. 'e-trader', 'car wash tycoon', 'sim chemist', 'Max trax' (helps to learn maths), 'business tycoon'

· Dundee’s Eduteams project has been looking at how games can support the curriculum in schools.

There are other examples and there is clearly broader public sector interest in this area. For example serious games featured in a number of the Digital Challenge
 bids last year. However, the emergence of these applications appears to owe itself more to enthusiastic and creative people within industry, third sector and local government rather than the result of a broader policy from central government to explore and exploit gaming technologies for public policy purposes.

The Public Policy Perspective

Government policy around video games is largely focussed on supporting the industry. In 2006 games generated £2 billion in retail sales in the UK. £370 million was invested in games creation in the UK and 21,000 people were employed in games development, publishing and retail. The UK games market is the largest in Europe and currently the fourth largest producer of games closely behind the US, Japan and Canada
.  However there are concerns about maintaining competitiveness. The UK has recently moved from being the world's third to its fourth largest producer of games and other countries are showing high growth rates. Relative comparisons of business environments indicate that the UK has higher labour costs, poor access to finance and limited government support. The latter, government support is often cited as one of the reasons other countries are overtaking the UK – particularly tax breaks. Relevant government policies and support in this area include:
· Giving voice to the industry; The Communications and Content Industries Unit in BERR works to build relationships with major computer and video games companies and their representative bodies. Using these relationships BERR aims to influence Government policies to help ensure the competitiveness of the games sector is given due weight and consideration. It published 'Playing for Keeps – Challenges to sustaining a World Class Computer Games Sector' in 2006.
· Creative Britain: New Talents for a New Economy; is a strategy document for the Creative Industries. Led by the DCMS, in partnership with BERR and DIUS, it documents 26 commitments, which outline how the Government will take action to support the creative industries. These actions include; increased exposure to culture in schools, supporting pathways into creative industry careers, actions to strengthen Intellectual Property protection, support for industry clusters and general support for creative industries e.g. innovation, research, knowledge transfer/ networking. The goal is for the creative industries in the UK to move from the margins to the mainstream of economic and policy thinking.

· The Byron Review; published in 2008 focused on the risks to children’s safety and wellbeing of exposure to potentially harmful or inappropriate material in video games. Although the focus was on risks and the negative aspects of video games the final report was very clear that there needs to be a shift in the debate from a focus on harm and protection to include how we empower children to manage the risks themselves in order to reap the benefits. The report particularly acknowledges the potential benefits for children and young people from playing video games, which include new opportunities for social interaction, potential cognitive and educational gains and entertainment. The report highlights that the evidence of harm around games is as contested as the benefits and more work is needed around evidence. However, the report is very clear that we need to ensure we get the most out of video games for children’s learning and development, building on research into educational benefits. The report recommends that government supports a dialogue between the games industry and the education sector to identify opportunities for the benefits of game-based learning to be evaluated in educational environments.

Aside from the recommendations in the Byron review to look at the educational benefits of gaming, there does not appear to be a specific government policy around serious gaming for social policy purposes. That said, if BERRs and DCMSs work is successful in supporting the industry in general then this should in turn also build national capacity and capability to develop serious games to support social objectives.

There are organisations and initiatives that do significant work around serious gaming in the UK however much of the focus of work is around business applications e.g. assessment, development and training. However the work of the Serious Games Institute is particularly interesting with respect to brokering relationships between the gaming industry and local businesses, conducting research and leading on innovative projects. Whether such an organisation focused on public sector organisations would help to broaden the base of applications of gaming technology for tackling social policy issues is an interesting point for discussion at this meeting.
















� Research by Byron Review Team: � HYPERLINK "http://image.guardian.co.uk/sys-files/Media/documents/2008/03/27/ByronReview.pdf" ��http://image.guardian.co.uk/sys-files/Media/documents/2008/03/27/ByronReview.pdf�


� Not in education employment or training


� www.dc10plus.net/


� � HYPERLINK "http://www.berr.gov.uk/sectors/games/gamesanalysis/page10178.html" ��http://www.berr.gov.uk/sectors/games/gamesanalysis/page10178.html�  
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