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* Serious Game

“Un gioco serio € un videogioco 0 una
simulazione progettata per uno scopo
primario diverso dal puro intrattenimento.”

Michael, D. and Chen, S. (2006) Serious Games: Games That Educate,

Train and Inform. Boston: Thomson.
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RODUZIONE
Esempio

[Muovi] [(] [Giocatore] [,] [Destra] [;]

Esempio diventa
[Muovi(Giocatore, Destra);] [identificatore] [parentesiChiusAperta]
diventa [identificatore] [virgola] [identificatore]
[Muovi] [(] [Giocatore] [,] [Destra] [;] [puntoEVirgola]

L'utente clicca sul

Analizzatore Analizzatore
) on > p Tokens B
tasto "Lancia Lessicale Semanico

: . . Traduttore da s
D <— Compilatore a Runtime Peaidiodicara Ch <« Controllo errori

Il codice viene
eseguito

Esesmpio
[Muovi] [(] [Giocatore] [,] [Destra] [;] insieme a
[identificatore] [parentesiChiusaAperta] [identificatore] [virgola] [identificatore]
[puntoEVirgola]

diventa
GameObject.Find("MainCharacter"”).transform.position = new
Vector2(GameObject.Find("MainCharacter"”).transform.position.x +
1, GameObject.Find("MainCharacter").transform.position.y + 0);
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hd bt hd Item Endpoints Description
a r I O O r l I t I V O Mental 1-10 How much mental and perceptual activity was required (e.g., thinking,
C demand Low/ High | deciding, calculating, remembering, looking, searching, etc.)? Was the

task easy or demanding, simple or complex, exacting or forgiving?

Physical 1-10 How much physical activity was required (e.g.. pushing, pulling,
- demand Low / Hi turning, controlling, activating, etc.)? Was the task easy or demanding,
)FRI:IEIUZIEINE NASA I LX v/ High ” g, activating, cic.) 4 £

slow or brisk, slack or strenuous, restful or laborious?

Temporal 1-10 How much time pressure did you feel due to the rate or pace at which
demand Low / High | the tasks occurred? Was the pace slow and leisurely or rapid and
frantic?
Performance 1-10 How successful do you think you were in accomplishing the goals of
Good / the task set by the experimenter (or yourself)? How satisfied were you
Poor with your performance in accomplishing these goals?
Effort 1-10 How hard did you have to work (mentally and physically) to
Low / High | accomplish your level of performance?
Frustration 1-10 How insecure, discouraged, irritated, stressed and annoyed versus
level Low / High | secure, gratified, content, relaxed and complacent did you feel during
the task?
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> Conclusioni e sviluppi futuri

Punti di Forza
N

della programmazione
* Buon grado di usabilita
* Buon grado di coinvolgimento

.
Punti di Debolezza
@ e Alta Frustrazione nei livelli piu difFicili

i * Strumento alternativo perintrodurre i concetti base
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