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DEVELOPING
SERIOUS GAMES

¢ Find out what's involved in
developing serious gimes, from
crafting a design document to
identilying sources of capital and
affordable devolopment tools

* Explore the evolution of serious
panes, relevant standands, and best
practices

¢

¢ Delve into the sockyl, technical,
and philosophical constraings
associted with serious games and
discover how to transform them
into husiness opportunities
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