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 Introduction

Serious Games are a key part of the digital gaming industry that pursue goals beyond 

entertainment and help us in education, advertising, therapy, culture, and other 

serious areas. Developing Serious Games requires technical knowledge of game 

design and scientic expertise of its serious aim; therefore, it is essential to consider both 

sides of academia and industry.
By a general denition, Serious Games are a category of digital games designed and 

developed for serious goals. There are several categories of Serious Games. Table 1 

demonstrates a general classication.
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The fourth edition of the Serious Games Prize event was held online, with Allameh 
Tabataba'i University's collaboration on the 23rd and 24th of December 2020 to 
research, develop, and promote Serious Games. Since the beginning of the year 
and due to the coronavirus outbreak and the health protocols, measures were 

.taken to hold this event, considering various possible scenarios  Subsequently, to 
maintain participants' and guests' health by observing the health protocols, the 
scenario of holding the event was put on the agenda, and all programs online 
were on the . On the rst day (December 23), 1,132 live-streamed Aparat Game
people watched the event, and on the second day (December 24), 693 people. 
IRIB TV4 news, IRNA, ISNA, Khabar Online, PANA, ANA (Islamic Azad News 
Agency), Peivast, Mehr, Fars, the Ministry of Culture and Islamic Guidance's and 
the Government of the Islamic Republic of Iran's news agencies, IQNA, Jam-e Jam, 
and Hamshahri Online  republished the event's news. The Islamic Republic of Iran 
Broadcasting's TV channels, including , also covered the news of holding  IRIB TV5

.the event after it had ended  
In SeGaP 2020, the works were received and reviewed, and conducting scientic 
papers was backed as in the previous edition of this event. SeGaP 2020 also 
supported other  such as , serious entertainment Board Games Gamication, and 
Simulators .with a broader view of the applied games
This year's event had three separate sections, including the Serious Games Festival 
2020, Serious Games Hackathon 2020, and the International Symposium on Serious 
Games 2020. The Serious Games Prize 2020, as in previous years, provided an 
opportunity to participate in the growth of Serious Games in Iran with more than 700 
million Tomans of cash prizes, commercialization facilities, and creating a large 

.network of sponsors and partners
As in previous years, negotiations with a prestigious university began in January 
2019 to connect and strengthen the relationship between academia and industry 
and compile and reinforce the academy's theoretical foundations in Serious 
Games. During this period, the Faculty of Management and Accounting of 
Allameh Tabataba'i University, as an active faculty in management, agreed to 
collaborate in organizing the event, and further meetings and correspondences 
started. Meanwhile, to attract support for the event, especially in the Serious 
Games Hackathon section, the event's secretariat negotiated with the institutions 
from the spring until the end of summer 2020.

 Introduction
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 Introduction

After determining the host university, designer of the theme, and sponsor of the 
Hackathon section, a meeting with the event's Policy Committee on July 6, 2020, 
was convened to make the necessary decisions. Also, on July 18, the call for Serious 
Games Prize 2020 was released. Subsequently, sending papers to the International 
Serious Games Symposium 2020, submitting games to the Serious Games Festival 
2020, and applying to Serious Games Hackathon 2020 began. The audience's 
reception of all three sections of the SeGaP event resulted in the extension of 
deadlines for submitting papers, games, and registration two times. Figure 1 shows 
the event's timeline.

Since the Iran Computer and Video Games Foundation's primary goal to hold 
Serious Games Prize's is to create a vast network of Applied Gaming activists, game 
researchers and academics, industry, and the government, 18 institutions 

.sponsored the SeGaP 2020 and played notable roles in holding this event.
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Serious Games Prize 2020 Secretariat consists of ve linchpins, including Seyed 
Sadegh Pejman, the Chairman, Hamed Nasiri, the Secretary, Behrouz Minaei-
Bidgoli, the Scientic Secretary; Seyed Soroush Ghazinoori, the Scientic Secretary 
of the International Serious Games Symposium; and Fariba Alizadeh, the Executive 
Secretary.

Originally, the Serious Games Prize involves three main groups: The Policy 
Committee, the Scientic Committee, and the Jury. The Policy Committee 
comprises 20 members who, as the core of the event's scientic section 
(International Serious Games Symposium), decide on the necessary 
arrangements, such as the next event's policies. Furthermore, 71 members of the 
Scientic Committee and 38 members of the Jury of the International Serious 
Games Symposium cooperate with the SeGaP Secretariat under the Scientic 

.Secretary's supervision
On the other hand, due to the event's interdisciplinary nature, the Policy 
Committee, the Scientic Committee, and the Jury members are from different 
academic backgrounds in four areas of humanities, medical sciences, arts, and 
engineering.

 Serious Games Prize Organizational Structure

SeGaP Chair: Seyed Sadegh Pejman

SeGaP Policy Committee

SeGaP Secretariat: Hamed Nasiri 

SeGaP Refereeing Team

Hackathon Mentoring Team

SeGaP Scientic Secretariat: Dr. Behrouz Minaei-Bidgoli

2020 International Serious Games Symposium (ISGS) Scentic Secretariat: Dr. Seyed Soroush Ghazinoori

SeGaP Scientic Committee

Reviewer Committee

SeGaP Executive Secretariat: Fariba Alizadeh

PR Manager: Seyed Morteza Tavakoli

SeGaP Executive Manager: Moharam Moradzadeh

SeGaP Secretariat Members: Sadegh Tolou, Mohammad Reza Seydi, Reyhaneh Mahmoud Kalayeh, Saeide Mohebi

International Afair Coordinator: Shaghayegh Kolli

 University Ambassedors: Parisa Abdollahi Abdoli Ansar, Hila Homand, Reihaneh Razadeh Akhavian, and
Zohre Kazemi

Figure 2. SeGaP 2020 Organizational Chart
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 Participating Institutions

Various institutions and centers sponsored the fourth Serious Games Prize. 
Generally, Iran Computer and Video Games Foundation is the founder and the 
owner of the SeGaP event's brand, and the Digital Games Research Center 
(DIREC) is the event's permanent Secretariat. 
In total, more than 18 institutions have made signicant contributions to holding this 
event. Figure 3 summarizes the participation of each of the institutions, as 
described below. 

Figure 3- How Different Institutions Sponsored the Serious Games Prize 2020
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Iran Computer and Video Games Foundation, as the custodian of 
the gaming industry in Iran, is the owner of the Serious Games Prize 
brand and organizer of this event.

The Digital Games Research Center (DIREC) as the Foundation's 
Department of Research is the permanent Secretariat of the SeGaP.

 Participating Institutions

Iran Computer and Video Games Foundation

ا �ن� و وزارت ورزش و 
ا � � � �ن� و ور  � ا عاو

� �� � ا�� � �ن�� و ی  ما ه ا و ر ��� هر�ی و  د

Allameh Tabataba'i University has a high rank in management 
disciplines, students, and professors active in this area. Therefore, to 
strengthen Serious Games' management and business aspects, the 
Faculty of Management and Accounting of this University was 
selected as the scientic host of the fourth Serious Games Prize and 

.supervised the International Serious Games Symposium 2020

Allameh Tabataba'i University, Faculty of Management
and Accounting

This institution was the designer of the Serious Games Hackathon 
2020's theme in the three provinces of Tehran, East Azerbaijan, and 
Isfahan and the sponsor of the two sections of the Serious Games 

.Hackathon 2020 and the Serious Games Festival 2020

Ministry of Sport and Youth
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 Participating Institutions

مؤسسه ملی توسعه تحقیقات علوم پزشکی

جمهوري اسلامی ایران

Due to the coronavirus outbreak and the decision to hold the 
Serious Games Prize 2020 event online, the Apart Game 
channel sponsored this event's live streaming.

Aparat Game

Same as the previous year, it sponsored the event and the 
selected games about healthcare with long-term plans to 

.develop Serious Games in this eld

National Institute for Medical Research Development
(NIMAD) on behalf of the Ministry of Health and Medical
Education

The events' sponsor in all three sections to research and 
promote Serious Games' development using extended reality 
technologies and automation. This headquarters supported 

.the selected games both nancially and by providing facilities

Automation and Digital Technologies Headquarter of
the Vice-Presidency for Science and Technology 

This headquarter sponsored all three sections of the event to 
study and promote Serious Games focusing on cognitive 
issues. In addition to nancial supports, this organization 

.provided sales subsidies to the selected games

Cognitive Sciences and Technologies Development
Headquarter
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The institution sponsored and invested in the selected papers, 
ideas, and games in SeGaP 2020 that contribute to children's 
and young adults' growth and training.

 Participating Institutions

Institute for the Intellectual Development of Children
and Young Adults

مخدر ستاد مبارزه با مواد

The Hub was a sponsor of the event. In addition to funding the 
selected game on extended reality and the hyper-casual 

.games, it offered acceleration services to the chosen teams

 
Shahid Beheshti University Accelerator (Hub)

A sponsor of SeGaP 2020 to promote the development of 
.Serious Games to strengthen personal skills

Iran Drug Control Headquarters

This organization sponsored the event to promote Serious 
Games aimed at bibliography and book reading.

 Iran Public Libraries Foundations

This Faculty was responsible for hosting and mentoring the 
teams at the Serious Games Hackathon 2020 in East Azerbaijan 

.Province

Faculty of Multimedia, Tabriz Islamic Art University
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 Participating Institutions

This University was responsible for hosting and mentoring the 
teams at the Serious Games Hackathon 2020 in Isfahan.

 University of Isfahan

The IEEE is an international professional, non-prot 
organization. This institution aims to help advance technology 
in general and areas related to electrical and computer 
engineering and related elds. This scholarly indexing site was 
the scientic sponsor of the International Serious Games 
Symposium 2019. On behalf of this scientic database, the IEEE 
Iran helps index this event on IEEE Xplore.

IEEE Xplore Digital Library

As a professional game accelerator, in addition to providing 
moral support such as mentoring and event judging, 
Avagames supported selected games through i ts 
acceleration program. 

Ava Games Professional Center of Investing and
Publishing Iranian Games 

This institution was the collaborator in holding the Serious 
Games Prize 2020 event.

Iran National Innovation Fund 
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This headquarter recognizes the Serious Games Prize as the 
authority for introducing creative companies to the Creative 
Companies Ecosystem Development Program. It also 
supported the selected companies at the event according to 

.its prearranged program

 Participating Institutions

Soft & Identity-making Technologies Development
Headquarter of the Vice-Presidency for Science and
Technology

This institution sponsored the event to promote Serious Games 
on ChichiTV on IRIB Pooya channel and membership of these 
games, the Game TechBook.

Game TechBook

It collaborated with SeGaP 2020 as an online platform for the 
Casual Camp classes and workshops to empower the 

.participants

Café Bazaar
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 International Serious Games Symposium 2020

A symposium is a formal meeting with scientic goals where people present papers 
and lectures on a particular topic. Accordingly, the International Serious Games 
Symposium attempts to attract game studies and Serious Games' knowledge 
resources to concentrate them on developing such games. Furthermore, this 
symposium appreciates scholarly papers on Serious Games.
The event's secretariat accepted 18 papers out of 34 submitted, 7 of which were 
oral, and 11 posters. The jury selected one oral presentation as the best at the 
International Serious Games Symposium 2020 (December 23). On the closing day, 
the best paper and the oral presentations received cash prizes. The Automation 
and Digital Technologies Headquarter, the Cognitive Sciences and Technologies 
Development Headquarter, and the Institute for the Intellectual Development of 
Children and Young Adults granted cash prizes to their selected papers on 
extended reality, cognitive science, and children and young adults, respectively. 
Also, the Iran Drug Control Headquarters honored the selected papers submitted 
to the symposium by its recommendation. 
After the event ended, the secretariat submitted the papers to the IEEE Xplore 
scholarly citation database for indexing.
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 International Serious Games Symposium 2020

Figures 4 and 5 show statistics of submitted papers based on the papers' scientic 
tracks and the serious games' classication.

Figure 4. Papers Submitted by Track

Figure 5. Papers Submitted by Category of Serious Games
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 Serious Games Festival 2020

As in the previous three editions, the Serious Games Prize hosted related works 
produced in this area. Individuals or teams with any categories of Serious Games 
submitted to the event's secretariat. The event's administration received 75 games 
(11 board games and 64 digital games), increasing compared to past years, with 
39% of the games afliated with universities. Figure 6 shows the number of works in 
each edition.

After receiving the submitted works, the jury judged the Serious Games in three 
stages of production, commercialization, and scientic studies. After the judges' 
reviews, six selected teams for the nal presented their achievements to the jury on 
Thursday, December 24, 2020. The best game was selected and introduced as the 
serious game of the year.
Figures 7, 8, and 9 show the statistics of the games sent by the desired category, 
province, and university.

Figure 6. Number of Games Received in the Serious Games Festival Over the Years
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Figures 4 and 5 show statistics of submitted papers based on the papers' scientic 
tracks and the serious games' classication.

 Serious Games Festival 2020

Figure 7. Works Submitted by Category Figure 8. Works Submitted by Share of Provinces

Figure 9. Works Submitted by Share of Universities

Considering how delicate judging this 
area of gaming is, the scientic jury 
was  se lected  based  on  the i r 
experience and knowledge in Serious 
Games; also, the production jury 
consisted of experts in technical areas 
such as programming, game design, 
a n d  g r a p h i c s .  A v a g a m e s 
Accelerator was the jury of the 
game's commercialization due to its 
experience and mastery of the 
subject. Also, in this section, in addition 
to the main prize, several institutions in 
the network of the Serious Games 
Prize contributed awards and facilities 
to their selected games.
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 Serious Games Hackathon 2020

The Serious Games Hackathon is a three-day gaming event to experience 
developing Serious Games. The third Hackathon was held online for the rst time 
from Wednesday, December 23, 2020, to Friday, December 26, 2020, due to Covid-

.19 conditions to observe the health protocols
In addition to Tehran, this event was hosted by Tabriz and Isfahan on behalf of the 
Iran Computer and Video Games Foundation, with the attendance of medical, 
psychological, and technical mentors online. Hackathon participants competed 
with opponents in their province on the topics " ," "Corona Prevention Corona Patient 
Care Corona Lifestyle Ministry of Sport and ," and " " with the nancial support of the 
Youth Affairs 162 participants 19 teams 19 teams . Totally  competed in in Tehran, in 
Tabriz, and  in Isfahan, developing and in 8 teams 6 board games 40 digital games 

.the end
Figures 10 and 11 show the number of teams and individuals participating in the 
host city's Hackathons, indicating an increase in the audience over the years.

Figure 10. Number of Teams Participating in the Hackathon Over the Years

Figure 11. Number of People Participating in the Hackathon Over the Years

Tehran         Tabriz         Isfahan

Serious Games 
Hackathon 2018

Serious Games 
Hackathon 2019

Serious Games 
Hackathon 2020

Tehran         Tabriz         Isfahan

Serious Games 
Hackathon 2018

Serious Games 
Hackathon 2019

Serious Games 
Hackathon 2020
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 Serious Games Hackathon 2020

In this Hackathon, expert technical mentors in coding and game design, medical, 
and psychology in Tehran, Tabriz, and Isfahan were constantly present online to 
guide teams on the Discord platform. Finally, the jury of the sponsoring institutions 
reviewed, announced, and awarded the prototypes of the selected Serious 
Games or the original experience and idea of m  aking them at the closing 
ceremony of the SeGaP 2020. The sponsoring institutions, including the Automation 
and Digital Technologies Headquarter, the Cognitive Sciences and Technologies 
Development Headquarter, the Institutions for the Intellectual Development of 
Children and Young Adults, and the SBU(Hub), awarded their selected winners on 
the closing day. After the event, the secretariat introduced games to stakeholders 
for follow-up investment.

Image 1. The Opening of the Hackathon 2020
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 International Serious Games Symposium 2020

The International Serious Games Symposium 2020 started online on Wednesday 
(December 23) at 9:00 AM. After reciting the Quran and the Islamic Republic of 
Iran's anthem, the Scientic Secretary of the International Serious Games 
Symposium 2020, Seyed Soroush Ghazinoori, gave the rst speech explaining a 
statistical report on the number and scientic areas of the papers submitted. 
Afterward, Hamed Nasiri, the Secretary of the Serious Games Prize, welcomed the 
audience and gave additional speeches, then the International Symposium of 
Serious Games began. The symposium had a tight schedule with many lectures 
and interviews from 9:30 to 13:00 on Thursday (December 24), and foreign lecturers 
answered the viewers' questions online. Then the festival's closing ceremony 
started.

Keynote Speech by Celia Hodent (Ph.D.): 
«Neuroscience and UX Design in Serious Game»

Celia Hodent, a graduate of Ph.D. in Psychology from 
Sorbonne University in Paris, France, mainly focused on 
children's cognitive development. Her working 
background with game companies such as Ubisoft 
and Epic Games as a user experience designer has 
made her a master in this area. She talked about the 
importance of user experience design in the user's 
interaction with the games and explained the 
audience's perception of the meanings and 
concepts they encounter during the game is how the 
audience interacts with it. Furthermore, this power of 
comprehension develops over time and in the 
context of the culture and beliefs that govern society.
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 International Serious Games Symposium 2020

Lecture by Julien Estourgie: «The Serious Business of 
Serious Games»

Julien Estourgie holds a Master of Science in Technology 
Management from Delft University in the Netherlands and 
is The Barn's commercial director, one of the leading 
Ser ious Game development companies in the 
Netherlands. In his speech, Estourgie stressed the 
importance of having a business model for businesses, 
specically in digital games. Moreover, while providing 
solutions for Serious Gaming activists, he stated that 
predicting and identifying possible future conditions is 
essential to designing a suitable business model in the 

.Serious Gaming industry

Lecture by Carlos Carvalho: «Serious Games 
Mechanics and Competence Development» 

Carlos Carvalho holds a Ph.D. in Technology and 
Information Systems from the University of Minho and is 
currently a computer engineering professor at the 
Polytechnic of Porto - School of Engineering (ISEP). He is a 
specialized Serious Games and Multimedia educator and 
is the head of a research group focusing on interactive 
educational technologies. He spoke on how technology 
can impact the learning process and pointed out that 
different motivations encourage people to play. Play can 
be for fun, interaction, storytelling, and even meeting the 
needs of the Maslow Pyramid, but Serious Games take 

.their audience beyond these goals
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 International Serious Games Symposium 2020

Lecture by Heide Lukosch (Ph.D.): «Business Side of 
Serious Games

Heide Lukosch is an Associate Professor at the 
University of Canterbury in New Zealand. Her work is 
focused on a branch of product design that seeks to 
design a user interface adapted with the human 
behavior for new technologies to facilitate human's 
acceptance of these technologies as much as 
possible. In her lecture, Lukosch explained the Applied 
Games and spoke about their importance and 
challenges.

Lecture by Antonio Coelho (Ph.D.): «Serious 
Pervasive Games»

António Coelho is an Assistant Professor at the 
Department of Informatics Engineering of the Faculty 
of Engineering, University of Porto, Portugal, a member 
of the GIG Group (a group with an approach of 
graphic design and development, interaction, and 
gaming), a Senior Researcher at INESC TEC, and he 
also coordinates the Computer Graphics and Virtual 
Environments area of the CSIG. In his speech, Coelho 
referred to the GIG Group's research area (a sub-
sector of the Faculty of Engineering of the University of 
Porto) that specializes in Serious Pervasive Games, 
adding that Pervasive Games are games in which the 
player is active both in the real and virtual worlds. He 
mentioned that Serious Pervasive Games (as a 
category of games) accelerate the process of 
improving and changing behavior.
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 International Serious Games Symposium 2020

Lecture by Janet Reed on «Children, Serious Games 
and Design»

Janet C Read (Ph.D.) is a professor at the University of 
Central Lancashire in the United Kingdom. She and her 
colleagues have completed several projects designed as 
games to develop children-computer interaction. 
Including UThink (a Serious Game aimed at increasing 
emotional intelligence in the age group of 11 to 18), 
UMSIC (a Serious Game supported by the European 
Union, to boost the interaction of children with different 
mother tongues, immigrants, and children with special 
needs in the age group of 7 to 10 years), TakTEEN (a Serious 
Game with the support of the British government for the 
age group of 14 to 17 years, to educate and change the 
behavior of young adults to protect the environment). In 
her speech, Reed discussed the challenges they face 
while developing games for children.
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 International Serious Games Symposium 2020

The Story of a Team: Interviews with Professors and Supervisors of Top 
Laboratories for Developing Serious Games

In these interviews with the heads and supervisors of the top laboratories 
developing Serious Games, they discussed the laboratory's history, serious 
achievements and products, current activities and plans, and how they 
collaborate addressing each laboratory's ideas and efforts to commercialize 
Serious Games.

Interview with Mr.Taheri (Ph.D.), member of the  Social & Cognitive Robotics 
Research Laboratory of Sharif University of Technology

Interview with Mr.Vahidi  Asl (Ph.D.), Head of the Shahid Beheshti University Game 
Lab

Interview with Mr.Rasti (Ph.D.), Head of the Center of Entertainment Industry at 
the University of Isfahan

Interview with Ms.Ahmadi (Ph.D.), Director of Tootia Comprehensive Center for 
Psychology and Content Production

Interview with Mr.Sekhavat (Ph.D.), Head of Tabriz Cognitive Augmented Reality 
Laboratory (CARLAB)

Interview with Mr.Moradi (Ph.D.), Head of Machine intelligence and Robotics 
Laboratory, University of Tehran
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 International Serious Games Symposium 2020

Oral Papers Presentations

On the rst day after some of the professors' speeches and interviews, the 
researchers started presenting their scientic papers online from 14:30 until 17:30.  
Also, the presenters answered the viewers' questions live. A total of 7 articles were 
presented orally in this section, and the Jury panel for papers consisting of three 
experts judged the essays. This panel used its results with the jury's opinions to 
choose the best paper. On the event's closing day, the best paper was introduced 
to the public.

Image 2. Oral Presentation and Judging 
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 The Festival's Final and the Closing of the Serious Games Prize 2020

On Thursday, December 24, the nal of the Serious Games Festival 2020 started at 
13:00, and after reciting the Quran and the anthem of the Islamic Republic rst, 
Fariba Alizadeh, the executive secretary of the Serious Games Prize, explained the 
statistics and rules of the nalists' competition. Subsequently, each of the nalists 
could introduce their game and defend its development process's studies and 
efforts in 10 minutes. After each game presentation, all the six scientic and 
production Juries had 5 minutes for questions and answers to clarify any ambiguity 
about the games. The nalists: Takapoo, Methane Mystery, Reaction, Sardar, 
Firoozeh, and WheelKa, presented their works, respectively. Lastly, among the 
submitted games, "Sardar" from "Tabriz Islamic Art University" was accepted as the 
best Serious Game of 2020 and received a 20 million-Toman prize from the Iran 
Computer and Video Games Foundation. After the nal of the Serious Games 
Festival 2020, the fourth Serious Games Prize's closing ceremony began with the 
Quran's recitation and the Islamic Republic of Iran's national anthem.

Image 3. Presentation and Judging of the Finalists
of the Serious Games Festival 2020

 Picture 1. The Finalists of the
Serious Games Festival 2020
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Speech by Seyed Sadegh Pejman; the CEO of the Iran Computer and Video 
Games Foundation and the Chairman of the Serious Games Prize

In his speech, Seyed Sadegh Pejman pointed out the Iran Computer and Video 
Games Foundation's intentions to hold this event and choose the scenario of 
holding it online to comply with health protocols. Saying that the Foundation, as the 
sole custodian of policymaking, monitoring, and support in digital games, attempts 
to pay attention to all parts and various areas of this ecosystem in short-term and 
long-term plans and that Serious Games are one of the important categories in this 
regard.
The CEO of the IRCG also promised the winners of the fourth Serious Games Prize 
that after the closing of SeGaP 2020, the Iran Computer and Video Games 
Foundation would continue to support this event's selected works in various 
measures such as investment and knowledge acquisition until their games are 
available to the users and nd their audience by the next year.  Mr. Pejman also 
appreciated the contribution of different governmental and private institutions in 
holding the SeGaP 2020 and declared the continuation of these partnerships.

 The Festival's Final and the Closing of the Serious Games Prize 2020

Image 4. Unveiling the Statuettes at the Closing of the Serious Games Prize 2020
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 The Festival's Final and the Closing of the Serious Games Prize 2020

Speech by Mohammad Mehdi Tondgooyan, the Deputy Minister of Youth Affairs 
of the Ministry of Sport and Youth

Due to the situation regarding the collaboration of the Department of Youth Affairs 
of the Ministry of Sport and Youth with the Iran Computer and Video Games 
Foundation, in his speech, Mohammad Mehdi Tondgooyan pointed out that the 
Ministry used the game platform to promote its educational messages to Iranian 
children and youth. Moreover, the Ministry has followed this approach more 
seriously in the past two years. Collaborating with the Serious Games Prize and 
developing Serious Games is one of the actions taken so far. Also, the Deputy 
Minister of Youth Affairs of the Ministry of Sport and Youth mentioned that choosing 
the Hackathon theme was due to the current conict in the world and the 
outbreak of coronavirus. He also noted the Ministry's help to the Hackathon section 
as a good platform for information exchange about Covid-19. Finally, he 
appreciated the IRCG for all its cooperation.

Image 5. Speech by Mohammad Mehdi Tondgooyan,
the Deputy Minister of Youth Affairs of the Ministry of Sport and Youth
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Services Provided by Hamgara for the Selected Serious Games Developers 

Mr. Seyed Hosseini, the Support Manager of the Iran Computer and Video Games 
Foundation, announced the Hamgara supportive structure's allocation of 200 
million Tomans to fund the Serious Games Prize 2020's winners by the end of the 
year. He added that part of this support was related to levels two and three of 
Hamgara that provides special services according to those levels for the Serious 
Game developers recommended by DIREC. "Another part of this fund is related to 
Hamgara's level four that provides credits for the SeGaP's selected teams in 2020 
who are capable of developing Serious Games and were introduced by DIREC. 
These teams can join the Hamgara Service and use that credits to upgrade and 
develop their game.", mentioned Seyed Hosseini.

At the end of the lectures and other sections, introducing the winners of all three 
sections and granting the awards began, and the top game developers and 
researchers in various sections of the SeGaP 2020 were honored. Due to a 
signicant increase in the number of participants and works submitted to this year's 
event, the number of prizes also increased. Moreover, cash 700 million Tomans 
prizes in total and commercialization facilities were granted to the selected 

.papers, games, and teams
The event was live-streamed on Aparat Game during the two days of the event, 
with on the rst day and the highest reach rate of . Also, 1,132 viewers 174 people
693 people watched the event on the second day, with the highest reach rate of 
218 people.
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Prizes of the Serious Games Festival 2020

In the Serious Games Festival 2020, to identify, introduce, and appreciate the best 
works, out of 75 submitted, six games reached the nal. The Jury selected “Sardar” 
as the best Serious Game of 2020. Table 2 shows the winners and selected 
institutions in this section.

Image 6. 'Sardar' the Best Serious Game of 2020

Table 2 - Winners of the Serious Games Festival 2020
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Prizes of the Serious Games Hackathon 2019

Tehran, Tabriz, and Isfahan hosted the Serious Games Hackathon 2020 as the event 
was held online simultaneously in all three provinces. The Ministry of Sport and Youth 
was the main sponsor and the designer of this section's theme: life skills and dealing 
with an epidemic of diseases. Furthermore, other institutions also granted prizes to 
their chosen works according to their respective priorities. Table 3 identies the 
winners of this section.

Table 3- Winners of the Serious Games Hackathon 2020Table 3- Winners of the Serious Games Hackathon 2020
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Prizes of the International Serious Games Symposium 2020

In the International Serious Games Symposium section, the best paper and oral 
presentations won cash prizes. Some institutions also granted prizes to their 
selected papers in the relevant area as described in Table 4.

Table 4- Winners of the International Symposium of Serious Games 2020
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Winners of the Free Idea

This year, the Institute for the Intellectual Development of Children and Young 
Adults had chosen SeGaP 2020 as the gateway to receive works for its Free Idea 
section to invest in games and toys related to video games. Accordingly, this 
institution selected seven developable games out of all the submitted works, each 
of which, in addition to receiving 1 million Tomans prize, got the opportunity to 
enroll in Kanoon's Free Idea section. Table 5 shows the details.
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Table 5- Winners of the Free Idea Section





Websites:

www.ircg.ir

www.direc.ircg.ir

www.Segap.ir

 

Email Address:

serious.games.prize@Gmail.com

 

بنیاد ملی باز يهاي رایان هاي

آماده پاسخگویی به نظرات، پیشنهادات و انتقادات مخاطبان محترم خود است.

نشـانی: ایران، تهران، خیابان مفتح شمالی، خیابان گلزار، تقاطع زیر كزاده، پلاك 32، بنیاد ملی باز يهاي رایان هاي، 
طبقه 4، معاونت پژوهش.
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