STAY
CONNECTED

L
@ https://lawgame-project.eu X LawGame_EUH2020 [N Law-game

PROJECT FACTS

Work programme: Horizon 2020
Duration: 36 months | Starting from 1 September 2021
Total cost: €7 million

Katerina Margariti, EUC
Deputy Project Coordinator
k.margariti@research.euc.ac.cy

Pantelis Velanas, EUC
LAW-GAME Coordinator

. p.\velanas@research.euc.ac.cy
Coordinator: European University Cyprus

Mikaela Kantor, EUC
LAW-GAME Communication
& Dissemination Manager
m.kantor@research.euc.ac.cy

CONSORTIUM

NiVERSiDAD o
ALAMANCA o
helvia

‘ MEMBER OF - i it3
tecnalla BASQUE RESEARCH L-Universita
& TECHNOLOGY ALLIANCE ta' Malta

AIDEAS [ F3ny SR

HELLAS

(> | European
(?| University Cyprus

IS/ I MAV]I]

Software Imagination & Vision

UBITECH @

BWHEN uviquitous so
Innov-acts

oy FORENSIC
i SCIENCE
Estonian Police and CENTER OF

LITHUANIA
Border Guard Board SISEKAITSEAKADEEMIA

LAW-GAME has received funding from the European Union’s Horizon 2020
research and innovation programme under grant agreement No 101021714
Content reflects only the authors’ view and European Commission is not
responsible for any use that may be made of the information it contains.

SERIAL

576796

70845

LAW-GAME

An Interactive, Collaborative Digital Gamification
Approach to Effective Experiential Training
and Prediction of Criminal Actions
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THE PROJECT

LAW-GAME Project brings together 20 partners from 11 European countries under a basic
goal: to train Law Enforcement Officers (LEASs) and first responders on the procedures to
be followed during crime scene investigation and illegal act predictions.

To achieve this LAW-GAME has developed a complete training system based on serious
games, virtual reality technologies and Al-assisted procedures. The LAW GAME training
system enhances the training experience of LEAs via recreating real-world scenarios
through virtual simulations and situation analysis, introducing an attractive approach to
developing core competencies required for conducting forensic examination, effective
questioning and recognizing and mitigating potential terrorist attacks.

TRAINING SYSTEM

LAW-GAME will create the first-ever virtual reality training platform including a didactics
framework and the tools to design, author and experience complex training scenarios in
the form of games involving multiple participants, in the virtual worlds, through different
interactive settings.

The system consists of the following key elements:
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The project partners will collaborate to create real-life simulations, the LAW-GAME
Serious Games Modes, in four focus areas:
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Forensic Interrogation and  Intelligence Analysis Vehicle Dynamics
Examination Negotiation and Prediction of and Car Accident
Terrorist Acts Analysis
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The LAW-GAME learning methodology and solutions will be extensively validated by
a significant number of end-users in four European countries.

Pilot use case: Car
Accident Scene Investigation

Klaipeda, Lithuania @

Estonia

Pilot use case: Terrorist
Attack Prevention Game

Bucharest, Romania
Pilot use case: Crime

Athens, Greece

Pilot use case:
Police Interview Game




