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Serious Games Cluster and Business Network
DISTRICT Sub Project Case Study
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Summary of Project Goals

• Analyse serious games (markets and research)
• Develop demonstrator
• Create a serious games business 

cluster/network
• Arrange a serious games workshop
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Serious games: Markets and Research
• Sample sectors

– Military 
– Government
– Healthcare
– Industry

• Sample objectives:
– Education
– Training
– Rehabilitation
– Information
– Policy making
– Marketing
– Recruitment

UN Food Force
Incident Commander

Serious games are games that engage the user,
and contribute to the achievement of a
defined purpose other than pure entertainment
(whether or not the user is consciously aware of it)
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On-site Demonstrator
Swedish Rescue Services Agency

• A serious game 
– Developed in collaboration with 

Swedish Rescue Services Agency 
(SRSA) 

– Firefighter training – BA entry
– Half-Life 2 mod
– Cave-based
– Novel interaction model
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SIDH – a Training Tool in Use

• Complement to traditional 
methods

• Theory – simulator – live
• Flexible training

– Different environments

– Volume training – easy to use

– Individual and voluntary 
training

– Environmental issues
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SG Network Node Sweden

• The international serious games community is growing.
– University of Skövde forms the central Swedish node in the Nordic 

Serious Games Network.
– West Midlands forms the central UK node for serious games

• Consortium for an FP 7 application within the ICT/Security call.
SeGIMT (Serious Games for Incident Management Training)
Application still under evaluation.
– Partners from Sweden, the UK, and Italy
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Conclusion

• By showing the feasibility and usefulness of serious 
games we have managed to establish Västra Götaland and 
West Midlands as important European serious games 
nodes.

• This is manifested by:
– Companies in the UK and Sweden
– Research activities in the UK and Sweden
– Visibility of serious games concepts in FP 7 applications 
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Click to play Video


