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Abstract 
In this paper we argue for an emerging new genre, tentatively named Serious Urban Games. We 
study the overlapping of Serious Games – activities employing game-based mechanics for 
purposes different from simple entertainment – and Urban Games – public performances 
engaging passersby in metropolitan areas. Different case studies (Cruel 2 B Kind, Big Urban 
Game, Massively Multiplayer Soba, Mettiti in Gioco, Pie' Veloci) are described to map the 
current state of Serious Urban Games and to hypothesize future trends in their development and 
cultural impact. 
 
1. Introduction 
The academic study of playful activities has rapidly gained relevance over the past ten years and 
given birth to an interdisciplinary field known as Game Studies. In that context, a small but 
promising research area deals with interactions between game design, urban planning and 
socially relevant issues such as urban rehabilitation, innovation, integration, inclusion and civic 
engagement. We believe that digital and non-digital ludic practices in urban spaces offer 
countless untapped potentialities for promotion of active, responsible forms of citizenship, 
awareness-raising on key sociocultural and political issues and promotion of more participative 
urban design and development processes.  
To map a possible direction for future research, we will discuss some features of ludic activities 
designed to motivate players to interact with their surrounding urban space and fellow citizens in 
positive ways. We will describe two ludic genres: Serious Games and Urban Games, the 
overlapping of which defines an emergent Serious Urban Games sub-genre. As a first step 
towards a more extensive analysis, we shall then detail two key tendencies in Serious Urban 
Game Design using some examples to argue for the relevance and usefulness of designing, 
organizing and studying playful activities in metropolitan areas. 
 
1.1 The rise of Serious Games 
Interactive technologies with more or less ludic interfaces are increasingly pervading our lives, 
through industrial (work consoles, robotics), entertainment (computer games, interactive fiction), 
information (websites, social media, electronic documentation) and communication (mobile 
phones, tablets) centered uses. Recently, a more explicit usage of interactive media for purposes 
other than simple entertainment is attracting more and more attention and investment: from 
advertising and news games to political and social commentaries, from self-motivational exercise 
games to critical statements regarding social causes (Bogost, 2011; Bogost, Ferrari, 2010). While 
the general study of ludic activities has gained significant relevance and given birth to an 
interdisciplinary field: Game Studies, the specific sub-genre aiming at concrete effects regarding 
real-world issues has been called Serious Games or Games for Change. A few outstanding 
examples of the above-mentioned genres are: Inside the Haiti Earthquake (PTV, 2010), IBM 
CityOne (IBM, 2010), ICED – I Can End Deportation (Breakthrough, 2008), PeaceMaker 
(Hybrid Learning Systems, 2007), The McDonald's Videogame (molleindustria, 2006), Darfur is 
Dying (Ruiz/mtvU, 2006). 
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Even if Serious Games have not yet entered the mainstream media, they are nonetheless a 
relevant emergent phenomenon. The Woodrow Wilson International Center for Scholars, 
Washington D.C., is one of the most important research hubs advocating use of Serious Games. 
In 2002, it contributed to founding the Serious Games Initiative, one of the major efforts in this 
field, “to help usher in a new series of policy education, exploration, and management tools 
utilizing state of the art computer game designs, technologies, and development skills”. Several 
projects related to serious gaming practices recently obtained substantial funding. The European 
Union approved a budget of €275.000 to design and develop Citzalia, a Serious Game simulating 
and illustrating the workings of the European Parliament. The World Bank Institute sponsored 
production of the Evoke game to promote economic develpment in third-world countries. Finally, 
UNICEF in partnership with Microsoft and gameLab promoted Ayiti: the Cost of Life, focused 
on childrens’ rights in developing countries. The influential American game scholar Jane 
McGonigal – lead designer of Evoke – recently published a the book “Reality is Broken” 
(McGonigal, 2011), addressing the relevance of play-centric design for solving concrete, 
real-world issues.  
 
1.2 The rise of Pervasive and Urban Games 
Pervasive and Urban Games are other new topics in Game Design and Game Studies that, in 
general, seem to defy Johan Huizinga’s well-known notion of the Magic Circle. The Dutch 
cultural historian defined play as 

 
“a free activity standing quite consciously outside “ordinary” life as being “not serious”, 
but at the same time absorbing the players intensely and utterly. [...] It proceeds within its 
own proper boundaries of time and space according to fixed rules and in an orderly 
manner. It promotes the formation of social groupings, which tend to surround 
themselves with secrecy and to stress their difference from the common world by 
disguise or other means.”  

(Huizinga, 1938) 
 

A similar notion is also present in Erving Goffman’s (1961) concept of a “metaphorical 
membrane” that selects, filters and transforms the events, actions, and properties existing outside 
the game. 
Pervasive Games do not adhere to those classical definitions but share some different traits, such 
as not being tied to a specific place, time and technological medium and involving significant 
interactions to be carried out in public spaces. Yet, they are still games – argues game scholar 
Markus Montola – even if their Magic Circle is extended in different ways:  

 
“The game no longer takes place in certain times or certain places, and the participants 
are no longer certain [whether they are playing or not]. Pervasive games pervade, bend, 
and blur the traditional boundaries of game, bleeding from the domain of the game to the 
domain of the ordinary.” 

(Montola, Stenros, Waern, 2009, p.12) 
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In this paper, we will define Urban Games as a specific subset of Pervasive Games, set in 
metropolitan areas, that encourage participants to move freely through public areas and to 
socialize by interacting with bystanders. In general, Urban Games are often designed to create a 
minimal level of competition between players, emphasizing instead exploration, experimentation 
and creative use of urban spaces. 
 
1.3 Towards Serious Urban Games? 
The area of focus for this work can be defined if we consider an overlapping between  

●Pervasive Games, taking place in an expanded spatio-temporal and social situation,  
●Urban Games, a subset of the former genre specifically designed for urban environments,  
●Serious Games, ludic systems designed for educational, critical or satirical purposes.  

It is possible to combine the above categories to map the field of Serious Urban Games: playful, 
organized practices, taking place in urban environments with some kind of technological/digital 
support, and serving social purposes – i.e. raising awareness on specific issues or empowering 
specific minority groups. Today, this emergent field is still regarded as a niche, but if we look 
back at the historical development of the Serious Games genre as a whole, it is reasonable to 
claim that Serious Urban Games have not yet expressed more than a fraction of their full 
potential. 
 
2. Two tendencies 
The Serious Urban Games genre is obviously still in its infancy, and undergoing a significant 
evolution that will shape its future characteristics. In this early attempt at mapping two 
developmental trends in this area, we are aware that – while we indicate some features that in 
2012 appear to define this genre – future Serious Urban Games may well introduce additional 
complexities. 
As a beginning, two key trends will be introduced. The first will be labeled “TIAG/TINAG 
ambiguity”: a semiotic design strategy based on overlapping of different contextual rules aiming 
at mixing fictional game elements with elements from the real world. This mechanics was not 
born with Serious Urban Games as such, but, as will be shown, it can enhance their effectiveness. 
The second tendency will be called “distributed storytelling” and deals with additional tasks 
assigned to players, requiring them to gather narrative materials and re-tell them in order to 
proceed in the game. 
 
2.1 “This is a game” / “This is not a game” ambiguity 

 
“I believe that you can reach the point where there is no longer any difference between 
developing the habit of pretending to believe and developing the habit of believing”  

(Umberto Eco, Foucault’s Pendulum, p. 386) 
 

As Huizinga, Goffmann and several other scholars have pointed out, a player of a traditional, 
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non-pervasive game is well aware of which kind of activity he is taking part in. This frame 
defines players’ preliminary acknowledgements of being in a playful situation. In this paper, this 
outer system of player expectations will be called the This-Is-A-Game (TIAG) layer.  
Player cooperation with an interactive system – digital or non-digital – generates a ludic 
discursive universe within the TIAG layer in which gaming interactions are acknowledged as 
fictional. When focalization (Genette, 1972) is shifted within this universe, users abide by TIAG 
interpretive rules and temporarily set aside their encyclopedic knowledge of the world – not 
being surprised, for example, by the height of Super Mario’s jumps.  
However, many other games – Pervasive Games above all – feature a second nested system of 
expectations within the TIAG layer. Citing the excerpt from Umberto Eco's novel Foucault’s 
Pendulum, this second intradiegetic frame asks players to adopt “the habit of pretending to 
believe that this is not a game”: which we can designate as the This-Is-Not-A-Game (TINAG) 
system.  
The majority of Pervasive and Urban Games relies on semiotic and procedural mechanisms that 
generate player engagement by creating ambiguity between the TIAG and TINAG systems. The 
following brief examples detail the evolution of this semiotic strategy from an early casual 
Pervasive Game up to other, more recent, Serious Urban Games. 
 
2.1.1 Killer, or Assassin 
Markus Montola and Jaakko Stenros (Montola, Stenros, Waern, 2009) recently published a short 
case study of "Killer", or "Assassin", a traditional game played on many American university 
campuses. Before continuing in this description, let us clarify that this specific game, “Killer”, is 
not a Serious Urban Game and that we are beginning here our analysis to show how ordinary 
games have evolved into a new sub-genre. The true origins of this decades-old Pervasive Game 
are unclear. J. W. Johnson (1981) has tracked its roots to The Seventh Victim, a short story 
written by Robert Sheckley in 1953, and especially the Italian cult film based on the story, La 
decima vittima (1965). Montola and Stenros explain that movie and the game:  
 

"It is a science fiction story about a future society where human hunts are staged, where 
participants alternatively adopt the parts of hunter and prey, killing each other as a part of 
a competition. After the film was shown in the United States, Killer games started to 
emerge in university campuses around the country. The game emerged as oral folklore; 
countless variations still exist with various names. When Steve Jackson Games codified 
[those] games in Killer: The Game of Assassination in 1981, the rich oral tradition was 
condensed on paper, listing dozens of options on how to play the game."  

(Montola, Stenros, Waern, 2009, p. 3) 
 
The general rules may be summarized as follows: 

●players impersonate contract-killers using toy weapons and other props; 
●each player is assigned a “target”, another participant that must be “killed”. At the same 
time, every assassin is also a target for another player. Each participant knows the identity of 
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his "victim" but not those of the other players and, specifically, of the killer targeting him; 
●the act of "killing" is simulated metaphorically using an arsenal including water guns, 
plastic knives, vinegar (poison), and alarm clocks (time bombs) 
●the goal of the game is to score as many points as possible. Every time a player kills his 
victim, he scores a point. "Dead" players are removed from the game. 

From a design perspective, the ambiguity between TIAG and TINAG expectations in this game 
exemplifies a powerful semiotic mechanism that may be used for motivating players to 
undertake certain actions in the real world. Through its rules and procedures, the Killer game 
encourages different behaviors to be adopted by players within the fictional TIAG world. For 
instance, paranoia may be well justified within the TIAG setting: fictional characters in the game 
have every right to wonder who is conspiring to kill them. In the diegetic world of Killer, 
carefully inspecting a cup of coffee offered by a friend, or checking if somebody is hiding behind 
a door may be smart ideas. It is at this point that the pervasive nature of Killer becomes relevant: 
the “make-believe” part of this game is very limited, and the rules require that every action taken 
inside the TIAG layer exist also in the real TINAG world. Perfectly reasonable TIAG actions – 
such as checking behind doors for potential assassins – must be enacted for real, creating a 
strange, out-of-place second order set of meanings. 
Not only does a greater part of the fun in the Killer game derive from this awkwardness, but 
requiring players to act in real time in both the TIAG and TINAG layers is also a precious design 
strategy that – as we shall describe in our examples to follow – will be useful for creating Serious 
Urban Games. 
 
2.1.2 Cruel 2 B Kind 
Cruel 2 B Kind is a variant of Killer designed by game scholars and designers Ian Bogost and 
Jane McGonigal, to add a more socially-conscious theme. The designers adopted the same 
mechanics as Killer while radically altering the guiding metaphors for the game.  

 
"[..]in Cruel 2 B Kind, players “kill with kindness” – each player is assigned a “weapon” 
and “weakness” that corresponds with a common, even ordinary pleasantry. For example, 
players might compliment someone's shoes, or serenade them. While Assassin is usually 
played in closed environments such as college dorms, Cruel 2 B Kind is played in public, 
on the streets of New York City or San Francisco or anywhere in the world. Players not 
only don't know who their target is, they also don't know who is playing! In these 
situations, players are forced to use guesswork or deduction to figure out whom they 
might target. As a result, players often “attack” the wrong groups of people, or people 
who are not playing at all. The reactions to such encounters are startling for all concerned; 
after all, exchanging anonymous pleasantries is not something commonly done on the 
streets of New York." 

(Bogost, 2007) 
 

Cruel 2 B Kind employs a TIAG/TINAG overlapping very similar to the one used by the Killer 
game. However, it adopts this strategy not only to engage players in an entertaining game, but 
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also to spark reflection on social practices. Bogost and McGonigal addressed the issue of citizens 
ignoring one another in public areas and designed Cruel 2 B Kind to motivate players to interact 
with random passersby. While the Killer game aimed at making players look paranoid, the 
objective for this game is to persuade participants to be more outgoing. Again, Bogost notes: 
“this juxtaposition of game rules and social rules draws attention to the way people do (or more 
properly, don't) interact with one another in everyday life” (Bogost, 2007).  
 
2.1.3 Big Urban Game 
Big Urban Game (BUG) is a Pervasive Game / Public Art project that, at first sight, may seem 
very different from the previous examples. However, we will show that a variant of the 
TIAG/TINAG semiotic strategy is also at work in this game. 
BUG was organized by the Design Institute of the University of Minnesota as a part of its Twin 
Cities Design Celebration, with the goal of encouraging residents of Minneapolis and St. Paul to 
see their surroundings in a whole new way, and to think about the design of urban space. 
Stakenas and Zurkow (2006) summarize the event as follows: “The BUG took place over five 
days in Minneapolis and St. Paul. Three teams raced 25-foot tall inflatable game pieces through a 
series of five checkpoints, hoping to make it to the final destination in the shortest amount of 
time”. Big Urban Game was divided into a real-world pervasive game and its online counterpart. 
Designer Jane McGonigal describes its two parallel worlds:  
 

“Three thousand, three hundred and six members of the public registered to play [..] 
online and were divided into three teams: red, yellow, and blue. Each [..] online team 
partnered with a dozen real-world runners, who would be responsible for moving their 
team’s [..] inflatable game piece around a 108 square-mile game board. Every morning 
for five consecutive days, the online players studied a digital map of the Twin Cities and 
voted for one of two potential racing paths. Every evening, after the votes were counted, 
the real-world runners raced through the city streets following the route chosen by their 
online counterparts”. 

(McGonigal, 2006, p.175-176) 
 
In the previous examples, we pointed at TIAG/TINAG strategies based on exporting TIAG 
practices into the real world. In this case, the same mechanism is present but works in reverse, 
exporting significant real-world elements into the TIAG layer. As a matter of fact, choosing the 
final path for the game-piece was not an easy task, as it required a good knowledge of the city or, 
even, an in-person tour to decide the best option. Again, Stakenas and Zurkow write: 

 
“Because the game pieces were literally carried through city streets, greenbelts, and 
alleyways, players had to negotiate the pros and cons of each route, taking into account 
variables such as traffic jams, low lying bridges, and busy intersections. Neighborhood 
connected to neighborhood as the pieces traced their circuitous routes. Citizens were left 
wondering what might be next in a game where game piece-as-architectural spectacle 
was the rule of the day”.  
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(Stakenas, Zurkow, 2006) 
 

In other words, significant local knowledge had to be drawn from the TINAG layer and used to 
formulate a winning TIAG strategic decision. BUG not only featured an easily-recognizable 
Public Art intervention (its 25-foot tall inflatable game pieces have become almost an icon for 
the Urban Games genre) but required players to carefully consider features of the metropolitan 
areas to be traversed by the game. Though these design mechanisms, BUG attracted attention to 
often overlooked urban areas and persuaded players to examine them more consciously. 
 
2.2 Distributed storytelling 
The second tendency for Serious Urban Games that we want to describe in this paper deals with 
more narrative-centric player engagements. Without necessarily sacrificing the more 
game-related mechanics, some Serious Urban Games assign to participants tasks involving 
gathering and retelling local stories, anecdotes or conversations. 
 
2.2.1 Massively Multiplayer Soba 
The Tiltfactor laboratory at Dartmouth College created a large scale collaborative urban game, 
Massively Multiplayer Soba (MMS), that was premiered in New York at the “Conflux 
psychogeography festival” in 2008 and later replicated in other cities. The promotional materials 
describing the game invited participants to "grab some friends and traverse remarkable 
neighborhoods in New York City.... Talk to strangers, find clues, and fetch ingredients for a giant 
collective noodle party". 
Players of Massively Multiplayer Soba were divided into small groups and given a closed 
envelope containing a map of the surrounding neighborhood and several written clues. The 
primary goal was to gather the ingredients needed to prepare a dish – soba in the first run, other 
Asian recipes in the later ones. Moreover, since the recipes and clues were not written in English, 
significant multi-cultural interactions with passersby with were needed. To complete the game, 
players had to interview foreign-speaking citizens, asking for translation help and directions. 
Points were awarded primarily on the basis of the complexity and depth of interactions, rather 
than the "scavenger hunt" style claiming of facts, objects, or territories. The design allowed for a 
variety of play strategies: collaboration for those who may not be competitive, or specialization 
for those who excel at particular kinds of challenges. Play was combined with opportunities for 
engagement to allow game players to mix and interact with residents in meaningful ways, while 
challenging preconceptions of race and language.  
Lead designer Mary Flanagan explains:  

 
"Designed to be a team-based urban game focused on culture, food and language, the 
game-event enticed players to the non-tourist neighborhoods of New York, combining 
play with opportunities to mix with new places in the city, and ultimately take a meal in a 
collective dinner with local people, intentionally mixing players with non-players. This 
design created unexpected encounters with residents while challenging concepts of 

AUTHOR'S DRAFT



culture and language through storytelling and discovery". 
(Flanagan, 2010, p. 50) 

 
The MMS series of games puts game-related elements such as rules and objectives side by side 
with free-form interactions with other citizens and assigns equal importance to both factors. 
While some more formally-defined game rules provide a stable structure for the playful practice, 
this MMS game series is quite open to emergent, unexpected interactions between players and 
their surroundings. 
 
2.2.2 Mettiti in Gioco1 
The rules for “Mettiti in Gioco” (MIG) / “Bring Yourself into Play” were designed during 
workshops led by the authors at the Faculty of Communication and Economics at the University 
of Modena and Reggio Emilia with the objective of encouraging multicultural dialogue in 
smaller urban environments. A first session of the MIG game was organized2 in Castelnovo ne' 
Monti (RE), Italy, in April 2011.  
The design process for MIG began by selecting features from the Massively Multiplayer Soba 
series that could be adapted to work not only in large American cities but also in smaller Italian 
towns. Some of the core mechanics of MIG are actually similar to its American counterparts: the 
game is held in an urban area, participants are divided into groups, each of which receiving a 
sealed envelope containing the different missions to be completed. Differently from the MMS 
games, MIG players were also given small hand-held video cameras and asked to document their 
experiences during the game. The first mission to be accomplished required translation into 
Italian of a recipe written in languages3 unknown to the players, who had to ask for help from 
passersby who knew the languages in question. To complete the second task, players were 
required to collect a story set in the town in which the game was held and to retell it to a fixed 
video camera at the "Story Bank". While the organizers of the game had some degree of control 
over the first (recipe translation) mission, the selection of which local tales to collect, and who to 
approach to ask for these was left completely up to the players. These first two missions were 
designed to be complementary, requiring players to interact with both senior citizens to collect 
stories from the past, and with recent immigrants to translate the multilingual clues. Later on, the 

                                                 
1 The “Intercultural Urban Game” design and research workshop was supported by a grant from the Province of 

Reggio Emilia (Assessorato alla Sicurezza Sociale – Consulta Provinciale per l'Immigrazione, l'Asilo, 
l’Antidiscriminazione ). 

 
2 The first “Mettiti in Gioco” urban game event was co-organized by “L'Ovile – Cooperativa di Solidarietà 

Sociale” and by the authors, with the support of UNAR (Ufficio Nazionale Antidiscriminazioni Razziali), 
Province of Reggio Emilia, City of Castelnovo ne' Monti (RE) and Rete Contro le Discriminazioni (Reggio 
Emilia). 

 
3 I.e. Russian, Arabic, Urdu and also a local dialect from the Reggio Emilia region. 
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third and fourth missions required participants to go shopping for the ingredients mentioned in 
their recipes and, finally, actually cook it and share it with other participants, also those they 
have asked for help. 
The Story Bank is an element marking a significant difference between the MIG and the MMS 
game series’. It is only by “depositing” their tale in the Story Bank that players were able to 
complete the second mission and proceed in the game. This is because it was only the Bank that 
could award players, in exchange for their stories, the coupons they need to go shopping for the 
ingredients – as part of the next challenge. The act of retelling a story to be recorded on video in 
exchange for a prize thus adds value to the narration itself (a good tale is precious) and this 
builds a more personal, direct connection between players, passersby and the urban environment 
in which they are playing. In this sense, participants are no longer "just players" but they also 
take charge of a small but significant portion of socio-cultural, place-specific story-collection, 
-telling and -archiving practices. 
 
2.2.3 Pie’ Veloci4 
The objective of the “Pie’ Veloci” / “Quick Feet” game was to promote ecological forms of 
transportation as part of the 2011 European Mobility Week. This Serious Urban Game was 
designed to combine distributed storytelling with urban exploration on public bicycles, part of a 
municipal Bike Sharing initiative in the city of Bologna, Italy. Its first run on September 17th 
2011 was a successful experiment, actively involving a very diverse audience including 
numerous participants between the ages of 10 and 14. Pie’ Veloci transposed the benefits of 
choosing bicycles over other vehicles by contextualizing them in a location-based story-hunt 
aimed at young players. They were asked to complete a urban tour, to collect a number of stories 
set in specific urban areas, to interact with passersby and to reinterpret personally one of the 
stories they had heard.  
In this Urban Game, players were given a more specific topic – bicycles and public transport – 
for the tales to be collected and deposited into the Story Bank. Choosing to make players explore 
an urban area by bicycle while asking passersby to share with them some tales regarding “green 
mobility” issues served two purposes: it gave participants a more structured template to follow, 
but it also was an attempt to engage a wider audience besides the players themselves. This was a 
first attempt at giving a more public dimension to the game, creating a playful activity and a 
meaningful visible event, also for a non-playing audience. 
 
3. Some preliminary conclusions 
Game Studies is still relatively a new thematic area for academia and interest in Urban Games 
and Serious Games has been growing rapidly only over the past few years. Since the overlapping 
of these two last mentioned areas is quite recent, and the Serious Urban Games genre is just 

                                                 
4 The “Pie' Veloci” urban game event was co-designed and co-organized together with Sottobosco.info, with the 

support of the City of Bologna, Italy, and ATC, Bologna. 
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taking its first infantile steps, our closing remarks for this paper are particularly tentative. The 
main objective of these notes is to present this new field as an emergent cultural space in which 
research and design will march hand in hand into the future, and to highlight the current state of 
the art with a few outstanding case studies, while pointing out plausible directions for future 
research. 
Our principal hypothesis is that Serious Urban Games will experience significantly increasing 
attention from academics, designers, public administrations, businesses, enterprises, and many 
other larger and smaller cultural and economic entities. To support our insights and predictions, 
we have examined the rise of Game Studies as a recognized academic field and Serious Games, 
Pervasive Games and Urban Games as relevant genres already energetically embraced by 
designers, policy-makers and scholars. We believe that Serious Urban Games, if they follow a 
similar trajectory, will rapidly become a highly relevant subject for scientific analysis and a 
useful tool for urban designers, planners, public administrators and actors in many other public 
and private culture sectors. 
On one hand, the specific ludic genre aiming at creating concrete social, and even political, 
consequences in relation to urgent real-world issues has been denominated Serious Games and is 
rapidly gaining acceptance and relevance amongst mainstream game designers and scholars. On 
the other hand, we have defined Urban Games as a particular subset of Pervasive Games, set in 
metropolitan areas, that encourage participants to move freely within public spaces while 
interacting and socializing with passersby and bystanders. Combining these two definitions, we 
have proposed to denominate Serious Urban Games as playful practices that aim to foster wider, 
concrete, social-consciousness raising effects, in players, passersby and the community at large, 
in a very wide range of urban and suburban public spaces, thus transforming these spaces 
themselves into a kind of “ludic interface”, 
To begin the mapping of this new and innovative area of studies and the various 
conceptualization and design practices that characterize it, we have examined two principal 
trends in contemporary Serious Urban Game design. The first we have identified as the strategic 
use of “This is a game / This is not a game” (TIAG/TINAG) ambiguity, and we have highlighted 
how this may be used to motivate players to act in the real world through use of game-based 
rules. The other was designated “Distributed Storytelling” which we selected in order to show 
how narrative-based tasks may be creatively combined with other types of game-related tasks 
and rules. 
We are well aware that this is merely the beginning of a much longer research and design 
trajectory. The descriptions of the recent trends proposed here as first steps towards a mapping of 
the field of Serious Urban Games clearly need further analysis to identify the most defining 
characteristics of this genre, and our examples ought also to be compared with numerous other 
practices in this area. Also, more practical design work will be necessary to fully comprehend the 
specific features of this particular subset of urban activities. In conclusion, from these very early 
results, this appears to be a promising area for academic study as well as a useful, innovative tool 
for applied game design in urban environments. 
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