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This book constitutes the refereed proceedings of the 8th International
Conference on Games and Learning Alliance, GALA 2019, held in
Athens, Greece, in November 2019. The 38 regular papers presented
together with 19 poster papers were carefully reviewed and selected
from 76 submissions. The papers cover the following topics: serious
game design and pedagogical foundations; AI and technology for SG;
gamification; applications and case studies; and posters. The chapter
"Cyber Chronix, Participatory Research Approach to Develop and
Evaluate a Storytelling Game on Personal Data Protection Rights and
Privacy Risks" is available open access under a CC BY 4.0 license at link.
springer.com.


