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ABSTRACT

There has been highly increased interests in serious games as a result of the development of
game industry. But there are limitations in further development due to negative aspects of game
in spite of positive aspects of serious game. Recently, related studies have made efforts to
provide positive outcomes of serious games. This study examine to analyze the impact of
knowledge acquisition among the various outcome variables in serious games. Through the study,
we examine the literature review about knowledge acquisition in various domain on serious
games and identify the methodology for assessing outcome variables especially knowledge
acquisition.
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