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Meeting Notes
Background:

A meeting of the Alliance for Digital Inclusion was held in the Guildhall on the 5th June on Serious Games. Annex B provides details of the agenda, attendance and background briefing. In follow-up to the meeting a questionnaire was distributed to attendees. This document provides a summary of the workshop discussion points and the feedback received to the questionnaire (Annex A)
Issues:
The following points were raised as issues by participants at the meeting:
· Central government departments have commissioned some serious games for innovative educational and communicational purposes, for example:
· Firekills game on Directgov kids (http://kids.direct.gov.uk/)  
· Rolling Sound were able to fund their youth-led project ‘Soul Control’ through a short-term Mediabox grant (funded by DCSF); their current project ‘Dead Ends’ is funded by Channel 4 to market its season ‘Disarming Britain’
· However, there is not currently a co-ordinated approach across government to exploit gaming technologies for public policy purposes
· The emergence of serious games, or games with a social purpose often owes itself more to enthusiastic and creative people within industry, third sector and local government rather than a coordinated and systemic approach 
· There is an image problem/ digital-generational divide acting as a barrier to the establishment of more serious gaming projects: 
· Policy makers feel uncomfortable about virtual gaming/ online spaces
· Games are often perceived as superficial, or even damaging (e.g. ‘gaming’ is also a term used to denote gambling)
· Do we need an alternative terminology of ‘virtual worlds’ to make gaming more attractive to policy makers?

· There has been an assumption that serious games are only applicable to young people, resulting in missed opportunities for using games to engage older people in continuous learning (e.g. brain training games being developed in Japan).
· Currently there is no systemic opportunity for policy makers, local government practitioners and the games industry to come together to explore the opportunities. 

· Social gaming projects are often under-evaluated – there is currently a lack of evidence of quantifiable outcomes to inform decisions on future investment opportunities

· The gaming industry is concerned that other countries have more favourable environments – some, such as Canada, offer tax breaks 
· Rather than provide tax breaks, Singapore has set up a fund for industry to develop games across key policy areas – in other words has aggregated public sector demand 
· The gaming industry is possibly missing an opportunity for market development – selling into government and working with social enterprises 
Opportunities:
The following opportunities for exploiting the social benefits of games were raised at the meeting:
· Social gaming projects have found that the creation of the game and the type of play is as important as the content and use of the game; therefore we can move away from the assumption that for games to be socially/ educationally beneficial they must have specifically educational content and achieve high levels of use:
· Game2Grow used COTS, in many cases non-educational games, to help disaffected young people to build ‘soft’ skills such as social interaction, leadership, strategic skills
· The Soul control project found that it was the creative process that engaged young people and taught them the skills that increased their confidence/ make them more employable. Skills included:
· Music and video
· Quality assurance and testing
· Use of software (e.g. learning to use commercial quality 3D game developing software DarkBASIC)
· Alternate reality games (e.g. World without Oil/ Perplexcity) allow the participant to play an active, collaborative role as creator, as opposed to passive consumer
· Serious Games have significant potential for NEETs – a priority for all Local Authorities. They also have application in community engagement and consultation
· Serious Games can turn stereotypes on their head, empowering young people whose enjoyment of games can often be viewed as anti-social
· Games are often presented as part of the problem around child obesity – but Futurelab’s Fizzees uses an electronic pet to encourage children to adopt more active lifestyles
· Video games such as Soul Control/ Dead Ends are anti-violent (opposing assumption that video games encourage violence)
· Serious Games are reaching new audiences and encouraging inter-generational collaboration

· e.g. Nintendo Wii/ brain training games are attracting women and older people who were previously uninterested in gaming
· Virtual worlds can be empowering for people with disabilities
· UK government EDT (e-Delivery Team) are developing an innovation facility to showcase innovative solutions for policy makers – this could be a potential focal point for serious games
· Digital products are a highly portable/ transferable resource
· Virtual worlds offer a uniquely immersive experience
· Environmental benefits:
· Virtual boardrooms/ classrooms reduce the need for travel
Future Consideration
· Measurement and evaluation of the outcomes is critical – we need more evaluations of the social impact of these games. For example, projects such as Soul Control and Game2Grow could deliver diverse benefits such as:

· More efficient and effective means of communication than other channels.

· Pathways to further training, education or employment

· Confidence and self esteem.
· Government evaluation of the benefits of game-based learning in educational environments – there is some emerging evidence but more analysis is needed
· Research around the use of COTS games with serious outcomes e.g. little is really known of the medical/ educational benefits of braintraining games
· Create a place where the different communities can come together – policy, industry and practitioners. 

· Bring technologies together in an innovation showcase (virtual or physical) to demonstrate the potential 
· Review the Singapore example – is this model suitable in the UK? i.e. to create a challenge fund to the gaming industry to apply capacity and capability to some public policy issues such as knife crime, bullying, NEETS etc
Opportunities to raise the profile/ consider the future of serious games 
· National Digital Equality Action Plan 
· EU e-Inclusion awards scheme, www.e-inclusionawards.eu (entries close on 12 September 2008)

· BERR Serious Games workshop – in October
· Informal Adult Learning Consultation – DIUS
Annex A: Questionnaire feedback
The questions posed in the workshop agenda were sent out after the workshop for feedback and comments from both meeting participants and some of those invited who were unable to attend on the day. The feedback received in answer to each question has been collated below:

1. Are serious games having a real, measurable, social impact? 
· This depends on how you categorise serious games - serious games cover a wide variety of platforms, formats and definitions – some commentators include games for advertising in the SG genre 
· The sector is relatively immature with comparatively few companies specialising in serious games. 
· Anecdotal evidence suggests that SGs do have a real social impact
· More robust/ controlled research is required to measure this impact
· This work could perhaps be done in a partnership forum (games companies, public sector agencies), to develop meaningful indicators of impact. They could be aligned to the local area agreement indicators (and to those which exist for other parts of the public sector).
· Existing examples of measurable benefits:
· Brain Training for the Nintendo DS has demonstrated its ability to delay the onset of mental degradation in senior citizens. 
·  Wii Fit gives quantified, statistical reports on your fitness as you progress. It also charts your BMI.
· Recent controlled trials by TruSim, a division of Blitz Games Studios, with a game training first responder in Triage showed that the game was statistically significantly more effective in transferring learning than a tabletop exercise. Research in the US with Remission, a game aimed at increasing compliance with drug regimes in young cancer patients, found that it was more effective than other methodologies. 
· Some not for profit organizations such as Hybrid Arts  www.hybridarts.co.uk and LearnPlay Foundation www.learnplayfoundation.com  are using games technologies to support young people to either return to education or develop new employable skills. They have measurable success in both these targets. 
· Trials of handheld PDAs with learning games in the Black Country are anecdotally proving successful. 
· The process of playing a game is essentially experiential
· The soft skills an individual can learn through gaming could be identified through focus groups
· One area where serious games for social purposes could learn from is the communication capability that is a feature of online entertainment games. This type of game has a huge social impact on those that play them – to play on line (in real time) with other players around the world; making friends and engaging in activities that are, in social terms, ‘shared’ should not be dismissed.

2. How do serious games in the public and third sectors typically emerge? 
· Serious games are often commissioned by government departments
· Games also emerge through pilot projects funded through public sector regional or national grant regimes e.g. Mediabox. However, public sector funding to support the development of games for these sectors is limited, which means that there is no real incentive for leading games developers to enter the serious games market. 
· Another way they emerge is through the insight of ‘brokers’ who understand a) the opportunities in the public sector and b) the potential of serious games. In the main, these brokers are independent of both parties but the public sector can also cultivate this role internally

· The encouraging thing about the example of Rolling Sound was the combination of youth consultation and progressive training and skill development throughout the project

· In the USA SGs are often commissioned by state departments – e.g. the Pulse!! Project, which has secured $12m of federal funding. 
· In the UK focus has been on adapting commercial off the shelf games (COTs) rather than commissioning new games: this has not promoted innovation in the ‘traditional’ games sector. 
· There are signs that the museums and cultural heritage sector are beginning to commission work to support public engagement and exploration. Most of these are fairly low budget, using Flash applications or similar. 
· Broadcasters like the BBC and C4 are interested to see how games could offer a new dimension to public service content, rather than broadcasting – the games offer must work on the web to be successful. Many games engines are optimized for console rather than the web.
3. Are social policy makers and practitioners making the most of gaming as a tool for engagement/ education/ communication?
· Policy makers are not making the most of gaming (and virtual worlds) because there is a lack of awareness and research into their potential 
· This is a massively untapped area of media, given the fact that the gaming industry is worth more than film and music combined, and that games have only been in existence for the last 25 or so years (compared with music and film…). We just have to find the right way to combine the skills and context of individual stakeholders in order to overcome barriers.
· The opportunities for using serious games in the worlds of education and training are significant and as yet under-exploited. 
4. What are the barriers and enablers to government working more closely with the gaming industry to exploit the potential social benefits more systematically?
· Barriers for government:
· Inexperience with the medium; games are seen by some as childish

· Influence of a digital-generational divide: those who have games consoles in their homes buy them for their children

· Lack of understanding of the possibilities, the technologies, the production workflow and timescales.  
· Lack of evidence based research proving the value of game based interventions. Nervousness about promoting the use of games for fear of bad PR.
· Scale of budget needed to make effective intervention
· Barriers for games industry
· Immature market with uncertainty about uptake and business models
· Technology largely geared for high end console or PC distribution 
· Business models are reliant on commissioned work
· Reluctance to step into an ‘uncool’ market
· Lack of clarity about where ideas and pitches would be welcomed
· Lack of roadmap for future policy where games could make a difference
· Lack of contacts for senior decision makers, particularly if the company is not in London
· Lack of time to follow up
· Lack of pedagogical and human factors expertise and knowledge
· Uncertainty about ownership of IP and opportunities for long term development
· Enablers 
· More face-to-face exposure between policy makers and the gaming industry
· A match-making service identifying companies interested with the public and 3rd sectors and connecting them to government departments with funding
· Signposting and publishing calls for short form expressions of interest i.e. an outline statement rather than several forms and a complete pitch to fill in.
· Concerted effort to pull all sources of information around education, training, simulation and socially relevant games together in one place, including all the HEI effort
· Youth consultation to demonstrate the real-life context behind Socially Responsible Video Games – they have to be part of the process otherwise how can the message be correctly targeted?
· Government support for showcasing at home and overseas
· Allowing companies to retain and further develop their own IP (intellectual property).
5. Is there a market opportunity for the gaming industry to diversify and sell services to public sector? 

· Barriers:
· Traditional games industry model is probably more similar to the TV model for commissioned work rather than the software industry model, which invents, sells and iterates to grow sales; so it’s unlikely companies will ‘sell’ into the sector.
· It is not straightforward to make an effective serious game, which needs sound underlying methodology as well as engagement and entertainment.
· Diversification into the serious games market requires a shift of mindset, client base and business models that many games companies are either unequipped or reluctant to make.
· Opportunities:
· Direct-to-consumer digital publishing (download via live console platforms or web) is likely to grow exponentially as the market expands its demographics
· Crossover between games and social networks
· A global economic downturn in some parts of the industry in the next 2-3 years may mean that more companies will consider shifting their business models and their client base. 
· Public service content commissioning aimed at convergent delivery is likely to be attractive to companies wishing to develop their capacity in this area.
· Departments are starting to use online services and rich media applications in order to deliver better outcomes for people. For example, the Parent Know How programme launched by the DCSF incorporates traditional support channels such as helplines along with social media amongst other web 2.0 offerings.
· Given the range of services and responsibilities the government has in helping its citizens, gaming has the potential to reach individuals who might be harder to communicate with. 

6. 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?
· A symbiotic relationship can be formed between gaming and policy: Every Child Matters and the Childrens Plan are demonstrable areas of policy outcomes that can be propagated through games
· Games have the potential to strengthen the communications portfolio of a 21st century government
· The drivers for the games industry are:
· Develop, retain and exploit their own IP in content and technology

· Grow and maintain a reputation for innovation and exciting content

· Make a profit

· The public sector must be clear about the social outcomes to be tackled, the budgets and support resources (subject matter experts) that will be made available and the long term strategy that will be applied for the use of games in the public sector. 
· The games industry is interested to know what the long term commitment of the public sector will be to serious games.
· The Government could consider tax breaks for entertainment games companies and in exchange those companies would have to put effort into producing serious games solutions that meet with policy objectives. In time, as the companies start to understand the public sector better, and the public sector start to understand what top quality serious games can do, a marketplace could develop (and the tax breaks could be reduced accordingly). 

7. What practical measures can government, local authorities and RDAs take? 

a) Is there a case for a national organization modelled on the Serious Games Institute, to bring together public/private sector to increase supply/demand of serious games? 
· The remit of such an organisation should be carefully designed, so it can pull in all the appropriate sections of policy development and game development. Consultation with educational authorities, the media and regulatory bodies (ELSPA, BBFC…) would also strength the cause
· The Serious Games Institute (www.seriousgames.org.uk) was founded to be a national and international centre of excellence and expertise 
· It is already involved in an events programme at a national and international scale to achieve these goals. 
· With the appropriate and modest level of funding, the SGI could fulfill this role.
b) 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?

· If this is to fund prototype work, there must be a set of criteria to develop into full production and a budget to do it.
· If there was such a fund it could open up opportunities for SMEs in digital media to become part of the supply-chain
· Collaboration between the gaming industry and public sector through the provision of possible funding would make many more projects like Rolling Sound’s possible. Ultimately it is about delivering high quality, engaging media that will benefit the target audience and have a positive impact upon society.
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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

· Game2Grow – LearnPlay Foundation/ My Space on the Tibby – Digital Native Academy

· Fizzees – Futurelab

· Soul Control – Rolling Sound

	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:

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

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

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

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

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

f) 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. 

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

a) 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?

b) 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/LearnPlay Foundation

	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:

· LearnPlay Foundation’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:

· LearnPlay Foundation’s ‘Wii and Tea’ sessions are an example of a project that helps older people to benefit from games – particularly physical and mental games using the Nintendo 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.

Attendees

	Name
	Organisation

	Simon Paul
	BT 

	Geoff Henderson
	Digital Native Academy/LearnPlay Foundation

	Simon Bennett
	Rolling Sound

	John Ribbins
	Rolling Sound

	Lyndsay Grant
	Futurelab

	David Wortley
	Serious Games Institute

	Stephen Dodson
	DC10

	Adrian Goodall
	BERR

	Kari Hadjivassiliou
	Tavistock Institute

	Michelle Green
	City of London Sports Development

	Louise Bazalgette
	Digital Inclusion Team

	Ewen McKinnon
	Digital Inclusion Team

	Jane Robbins
	Digital Inclusion Team

	Ed Luff
	Digital Public

	Daniel Rider
	Digital Public

	Ben Fisher
	Digital Public

	Liam Barnes
	Citizens Online

	Heidi Lloyd
	Citizens Online

	John Fisher
	Citizens Online

	Di Levine
	Becta

	Nick Penston
	CISCO

	Damien Kennedy
	Cabinet Office


� 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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