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Awareness Games: Studies on entertainment games

that lead to unintentional learning
— Qualitative survey of learning methods and contents —
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Abstract Serious games are developed for the purpose of learning and solving problems. In contrast, there are
entertainment games that lead to unintentional learning. In the latter case, we conducted a qualitative survey of what players
learned and how they learned it. As a result, in addition to knowledge acquisition and motivation, which are the main outcomes
of the former, skill improvement and application to the real were observed. We concluded that this was "Awareness Games" as
opposed to serious games. And, as a feature exclusive to Awareness Games, it was shown to be a "Guideline for Life".
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