Designing applied games for deep conceptual learning in undergraduate science curricula – a service design perspective
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This fully funded PhD project is an exciting opportunity to conduct research and design around game-based learning with immediate real-world impact. In this project, you will design, develop, and evaluate game-based interactive simulations to teach basic concepts of scientific uncertainty, embedded in undergraduate medical science curricula at Imperial College London. Crucially, the project will involve a service design perspective – understanding and designing the end-to-end arrangement of people, infrastructure, communication and material to improve experience and outcomes for both providers and learners. 
Applications are open to UK Home students with a first or upper second class undergraduate degree (or international equivalent) in game design and development, interactive media, or equivalent qualifications. A Master’s degree involving service design or social science methodologies is highly desirable but not essential. The project will involve formative service design research with students and educators, the design, development, and piloting of game-based interactive simulation tools, and the holistic evaluation of tools. Experience in at least some of these elements is essential. Applicants must also meet Imperial College’s English language requirements – further details can be found at xxxxxxx
The studentship will start in Autumn 2025 or the earliest date thereafter and be funded for 3 years with a tax-free stipend of £21,237 p.a., plus tuition fees at Home student rates. 
The studentship will be based across the Department of Metabolism, Digestion and Reproduction and the Motivational Design Lab at the Dyson School of Design Engineering. It will be co-supervised by Professor Kevin Murphy (https://profiles.imperial.ac.uk/k.g.murphy), who has expertise in undergraduate science teaching and course design, and Professor Sebastian Deterding (https://profiles.imperial.ac.uk/s.deterding), who has expertise in applied game design for education and formative design research methods.
Their research groups are supportive environments, encouraging PhD students to collaborate with each other and other researchers inside and outside the groups, develop their personal career and transferable skills in addition to their research skills, and build their own profile with publications and conference presentations at venues such as CHI, Foundations of Digital Games, or DRS. Students will receive travel and research expense support. Game design and development will be supported by the Digital Media Lab (https://www.imperial.ac.uk/about/leadership-and-strategy/provost/academic-services/digital-media-lab/) with access to dedicated Unity workstations and staff support in development, game art and modelling, audio, and UX design.
Applications containing a full CV (including the names and addresses of two academic referees), and a Personal Statement detailing the applicant’s interest in this area of research, and any queries about the studentship, should be emailed to the supervisors at the email addresses found at the links above. 


