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Framing Serious Games 
(for Logistics)

© prof. Dr. Igor Mayer

Academy for Digital Entertainment,

Breda University of Applied Sciences 

(Breda, the Neth.)

i.s.mayer@hotmail.com

Gameresearch@nhtv.nl

Engaging playful experiences in 
‘Digitally Enhanced Realities (DER) 
for entertainment and for impact 
(learning, business, society)

1. Digital Media - Contextual Connected 
Media - Prof. (Lector) Marnix van 
Gisbergen

2. Serious games - Playful Organizations 
& Learning Systems – Prof (Lector) 
Igor Mayer

3. Entertainment Games -
Understanding the shaping of 
identities and worlds in creative and 
entertainment games – Prof (Lector) 
Mata Hagis

https://www.researchgate.net/publication/30481
6825_Playful_Organisations_Learning_Systems
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Frame analysis
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Frame analysis (Erving Goffman 1974 Frame analysis: 
An essay on the organization of experience )
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SG and VR can only be 

viewed through 

multiple frames at the 

same time

Gaming = 

Effective 

Learning, 

Therapy

Realist, Utilitarian

Evolutionist,
Transformationist

Interventionist,
Decisionist

Idealist, Phenomenological
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Gaming = Intervention, Therapy
ADHD – Healseeker - © Flanders Care

http://www.youtube.com/watch?v=pnkhfgowEPI

Certification
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Gaming = 
Effective 

Learning, 

Therapy

Realist, Utilitarian

Evolutionist,
Transformationist

Interventionist,
Decisionist

Idealist, Phenomenological

Gaming = 

business 

innovation

Product and process innovation (€): 
Vision Picking Rico and DHL
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Augmented Reality
(Wave optics)

Gaming = 
Effective 

Learning, 

Therapy

Realist, Utilitarian

Evolutionist,
Transformationist

Interventionist,
Decisionist

Idealist, Phenomenological

Gaming = 

business 

innovation

Gaming = 

influencing 

ideas, 

discourse
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Gaming = Political persuasion

https://www.youtube.com/watch?v=FMD-qStUGgc 

Customer loyalty, branding
Aviation Empire (© Little Chicken, KLM, the Netherlands)

https://www.youtube.com/watch?v=OdLfMqoMOqw
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Changing behaviour and cultures)

https://www.youtube.com/watch?v=OdLfMqoMOqw

Influencing behavior and culture
Scania
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Effective learning, 

Therapy

Realist, Utilitarian

Evolutionist,
Transformationist

Interventionist,
Decisionist

Idealist, Phenomenological

Business 

innovation

Influencing 

idea, discourse

Complex system,

Self-

organization

Gaming = citizen science, wisdom of the crowd
Biomedical research, Foldit, (© Foldit, US)

http://www.youtube.com/watch?v=JdBcpdH_ptA



11/13/2017

12

Big data + participation

Gaming = managing complex systems
Ocean management, MSP Challenge 2050
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Gaming = managing complex systems
Ocean management, MSP Challenge 2050

Realist, Utilitarian

Evolutionist,
Transformationist

Interventionist,
Decisionist

Idealist, Phenomenological

Evaluation research

Effectiveness

Gaming is a cost-effective, 
means for learning, training and 

intervention.

Innovation (€)

Global Economic Rat race. 
Gaming = Innovation and ec.

sector. 

Persuasion
Games are rhetorical; They can 
convince, change ideas, beliefs 
of players, consumers, citizens 

Management of complexity

Ludification, gamification of 
society, organization, politics, 

leadership, management.

Lack of Proof

Show me the evidence? Do we 
teach the right things?. Poss. 

Neg. effects, such as agression, 
addiction?

Disturbance

Over-optimism and side 
effects.Risks of industrial 

policy (subsidies, protection).

Inequality

Social-ec. exclusion; what are 
the consequences for society, 

power (gap between 
generations, rich/poor, 

nations).

Manipulation
Risk of manipulation, abuse of 

power, hidden agendas and 
ideologies. Ideology battle.
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https://www.youtube.com/watch?v=FMD-qStUGgc 

What are your frames?

thank you


