Lecture Notes in Computer Science

Founding Editors

Gerhard Goos
Karlsruhe Institute of Technology, Karlsruhe, Germany

Juris Hartmanis
Cornell University, Ithaca, NY, USA

Editorial Board Members

Elisa Bertino

Purdue University, West Lafayette, IN, USA
Wen Gao

Peking University, Beijing, China
Bernhard Steffen

TU Dortmund University, Dortmund, Germany
Gerhard Woeginger

RWTH Aachen, Aachen, Germany
Moti Yung

Columbia University, New York, NY, USA

12517


https://orcid.org/0000-0001-9619-1558
https://orcid.org/0000-0001-8816-2693

More information about this subseries at http://www.springer.com/series/7409


http://www.springer.com/series/7409

Iza Marfisi-Schottman - Francesco Bellotti -
Ludovic Hamon - Roland Klemke (Eds.)

Games and
Learning Alliance

Oth International Conference, GALA 2020
Laval, France, December 9-10, 2020
Proceedings

@ Springer



Editors

Iza Marfisi-Schottman Francesco Bellotti

Le Mans University University of Genoa

Laval, France Genoa, Italy

Ludovic Hamon Roland Klemke

Le Mans University Open University of the Netherlands
Laval, France Heerlen, The Netherlands

ISSN 0302-9743 ISSN 1611-3349 (electronic)

Lecture Notes in Computer Science

ISBN 978-3-030-63463-6 ISBN 978-3-030-63464-3 (eBook)

https://doi.org/10.1007/978-3-030-63464-3
LNCS Sublibrary: SL3 — Information Systems and Applications, incl. Internet/Web, and HCI

© Springer Nature Switzerland AG 2020

Chapter “Two Years After: A Scoping Review of GDPR Effects on Serious Games Research Ethics
Reporting” is licensed under the terms of the Creative Commons Attribution 4.0 International License (http://
creativecommons.org/licenses/by/4.0/). For further details see license information in the chapter.

This work is subject to copyright. All rights are reserved by the Publisher, whether the whole or part of the
material is concerned, specifically the rights of translation, reprinting, reuse of illustrations, recitation,
broadcasting, reproduction on microfilms or in any other physical way, and transmission or information
storage and retrieval, electronic adaptation, computer software, or by similar or dissimilar methodology now
known or hereafter developed.

The use of general descriptive names, registered names, trademarks, service marks, etc. in this publication
does not imply, even in the absence of a specific statement, that such names are exempt from the relevant
protective laws and regulations and therefore free for general use.

The publisher, the authors and the editors are safe to assume that the advice and information in this book are
believed to be true and accurate at the date of publication. Neither the publisher nor the authors or the editors
give a warranty, expressed or implied, with respect to the material contained herein or for any errors or
omissions that may have been made. The publisher remains neutral with regard to jurisdictional claims in
published maps and institutional affiliations.

This Springer imprint is published by the registered company Springer Nature Switzerland AG
The registered company address is: Gewerbestrasse 11, 6330 Cham, Switzerland


https://orcid.org/0000-0002-2046-6698
https://orcid.org/0000-0003-4109-4675
https://orcid.org/0000-0002-3036-0854
https://orcid.org/0000-0002-9268-3229
https://doi.org/10.1007/978-3-030-63464-3
http://dx.doi.org/10.1007/978-3-030-63464-3_1
http://dx.doi.org/10.1007/978-3-030-63464-3_1

Preface

The 9th Conference on Games and Learning Alliance (GALA 2020) was organized by
the Serious Games Society (SGS) and Le Mans University, France, and more specif-
ically the researchers in the extension of this university in the city of Laval, France.
Due to the COVID-19 crisis, the conference was exceptionally held online, in the Laval
Virtual World.

The GALA series of conferences provide an excellent opportunity to foster the
discussion of relevant topics in the growing field of serious games. The conference is a
venue for academic researchers, industrial developers, teachers, and corporate
decision-makers to meet and exchange experiences and knowledge in this multidisci-
plinary and challenging area.

In 2020, the GALA conference received 77 submissions. A total of 273 authors
from 24 countries contributed their work to GALA 2020. The majority of authors are
based in Europe (70%), including 17% of French authors, but North America and
Canada (18%) were also quite well represented in the submissions for this online
edition. On average, papers received 2.7 reviews from Program Committee members:
35 of these papers were selected for presentation at the conference (hence a 45%
acceptance rate) and 10 papers for presentation at a poster session of the conference.
These poster articles are included in these proceedings as short papers.

It was an honor to have Pr. Anna Cox from the UCL Interaction Centre (UCLIC) at
the University College London, UK, and Anne-Gwenn Bosser from the Centre
Européen de Réalité Virtuelle (CERV) at ENIB in France, as keynote speakers.

The conference featured seven sessions of paper presentations, and topics ranged
from serious game design practices, gamification theories and applications, studies on
engagement, learning, and usability of serious games, as well as virtual and mixed
reality, storytelling, creativity, and awareness.

Instead of the traditional social event, the conference featured a treasure hunt game
in the virtual world. The enigmas were related to women in computer science and to the
history of the GALA conference itself.

Importantly for this year, the conference was accompanied by a serious game
competition with a special focus on innovative human-computer interactions for
learning. We received 30 submissions. With the help of a panel of experts, one serious
game was awarded in each of the following categories: business, academic, and
student.

As is the case every year, one of the highlights of the conference was the exhibition
session. This year, it was hosted in the virtual exhibition hall of the Laval Virtual
World. The exhibition featured 25 games developed by institutions and students as well
as a selection of virtual and mixed reality tools developed by local industries.

As in previous years, selected best papers of the GALA conference will be pub-
lished in a dedicated special issue of the International Journal of Serious Games, the
scientific journal managed by the SGS, which is a great reference point for academics
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and practitioners to publish original research work on serious games, and be informed
about the latest developments in the field. We thank the authors for submitting many
interesting, field-advancing papers, the Program Committee for reviewing these papers,
and the SGS and Le Mans University for organizing the conference.

October 2020 Iza Marfisi-Schottman
Francesco Bellotti

Ludovic Hamon

Roland Klemke
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