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The abbreviati on Serena stands for `Serious Game about renewable energy technologies for girls`. A serious game is a 
computer game which entertains the player as well as it informs about certain topics. In our project, we would like to 
inform about technical skills in the renewable energy sector because job opportuniti es in this fi eld are rarely known 
by girls. Our target group are girls at the age of 12 to 16.

Girls prefer professions as nurses, teachers or offi  ce management assistants. Boys instead choose careers as electri-
cians, car mechanics or crane operators. Gender stereotypical career choices are sti ll very common. Qualifi ed female 
staff  for solar energy plants or wind power stati ons is almost exoti c. Therefore, one of the research questi ons of the 
Serena project is how to make a diff erence in typical career choices of girls by playing a serious game.

Recent studies show that the desire to make a social contributi on is more important to girls than it is to boys. Thus, 
girls are highly represented in jobs like nurses or elementary school teachers. However, technical jobs with a contri-
buti on to sustainability, like climate change or environmental protecti on, can as well off er an opportunity to make a 
social contributi on. The serious game in the Serena project tries to pick up realisti c scenarios to let girls experience 
the meaning of technical skills for the energy transmission. One scenario could be an island with a broken power 
supply, a problem to which the girls have to fi nd a soluti on. Interacti ve feedback will be implemented to support the 
girls during the challenges they face. Girls can strengthen their self-esteem by solving technical problems. Planned 
are dialogs with technically qualifi ed workers as well as quizzes or puzzles. Most of the characters will be female to 
serve as role models. 

Aft er all, the serious game wants to sensiti ze girls for technical professions and promote technical career choices.
An analysis of the German job market and the content of curriculums will be realized to identi fy relevant professions 
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and themes in the renewable energy sector. Additi onally, workshops with experts as well as schools take place. Girls 
will be involved in the game development to fi gure out which preferences, interests and competences are relevant. 
Beyond these aspects, a gamer community will be established. At certain points, the eff ects of the game will be 
evalu-ated. 

In recent years, digital media made their way into schools and became part of teaching arrangements. The serious 
game will also be usable in school lessons. It will be available online and can be played via smartphone or tablet. 
Addi-ti onally, online tutorials for teachers will support and ease the usage in school lessons.

Specifi c career orientati on programs in the fi elds of renewable energies are rare. Thus, the project of the Science 
Shop Bonn, Technische Universität Dresden and the game studio The Good Evil is of pioneering nature.
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