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This book constitutes the refereed proceedings of the 11th
International Conference on Games and Learning Alliance, GALA 2022,
held in Tampere, Finland, in November/December 2022. The 27 full
papers and 9 short papers were carefully reviewed and selected from
61 submissions. The papers cover a broad spectrum of topics: Serious
Games and Game Design; Serious Games for Instruction; Serious Game
for Digital Literacy and Numeracy; Novel Approaches and Application
Domains; Taxonomies and Evaluation Frameworks.


