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Abstract : Recent developments in the field of education have led to a renewed interest in teaching methodologies and
practices. Gamification is fast becoming a key instrument in the education of new generations and besides other methods,
serious games have become the center of attention. Ready-built serious games are available for most higher education
institutions to buy and implement. However, monetary restraints and the unalterable nature of the games might deter most
higher education institutions from the application of these serious games. Therefore, there is a continuously growing need for a
customizable serious game that has been developed based on a concrete need analysis and experts&rsquo; opinion. There has
been little evidence so far of serious games that have been created based on relevant and current need analysis from higher
education institution teachers, professional practitioners and students themselves. Therefore, the aim of this current paper is
to analyze the needs of higher education institution educators with special emphasis on their needs, the applicability of serious
games in their classrooms, and exploring options for the development of a customizable serious game framework. The paper
undertakes to analyze workshop discussions on implementing serious games in education and propose a customizable serious
game framework applicable in the education of the new generation. Research results show that the most important feature of a
serious game is its customizability. The fact that practitioners are able to manage different scenarios and upload their own
content to a game seems to be a key to the increasingly widespread application of serious games in the classroom.
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