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Game Designs for A Persuasive Serious Game

MIURA TAKAYUKIY®  Nisau MoToki!:P)

Yosit AKIHITO! NaAkAJiMA TaTsuo!

Abstract: Recently, a serious game is gaining the attention in our society because it is effective to educate
or encourage players to do a certain action. However, it is not easy to create an attractive serious game.

There are two factors which become reasons of the failure of a creating serious game. One is a lack of a
technique to create attractive games. The other is an unsuitable design for serious games to encourage players
to do a certain action. In the latter situation, it is possible to increase quality of a serious game easily if we

know the appropriate serious game design in advance.

In the previous research, we paid attention to “a serious game which encourages players to do certain ac-
tion” (we call this a persuasive serious game in this paper) and created two persuasive serious games and

discussed our findings in the past.

Then, we discuss some factors observed from an aspect of appropriate game designs for a serious game
using experience of creating the two persuasive serious games. Moreover, we intend to support the future
development of persuasive serious games by using this discussion.
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