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Wegas serious games authoring system 

AlbaSim has designed and developed the Web Game Authoring System (Wegas). Wegas is an open 
source platform, dedicated to serious games development and exploitation. The Wegas platform 
is currently used for serious games development and dissemination by universities, secondary 
schools and professional companies in Switzerland and abroad. The platform has been used for 
the development of serious games like emergency triage of patients, computational thinking, 
energy efficiency, urbanism or project management. 

The Wegas platform offers a number of authoring tools (online concurrent editing, prototyping, 
code reuse) to facilitate the development and reduce game development costs. It also includes 
basic analytics functionalities like a generic teacher dashboard, basic real-time statistics and 
learning analytics. 

 

New game content authoring system 

In the previous version, non-computer scientists were able to edit game content through simple 
text boxes.  

Previous Game & Content Editor 
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New Content Editor 

We developed a new version that enable to directly edit the content in a mode that is near from 
player interfaces. 
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Visual Description of Game Structure 

Development of new system facilitating the game structure description.  

Teachers may describe dependencies between game elements such as dialogues or exercises in a 
graphical way.  

 

 

 

The corresponding game sequences will automatically be generated and accessible game 
sequences will be presented in the corresponding way to students. 

 

 


