
 

Accepted Manuscript

Utilizing Online Serious Games to Facilitate Distributed
Requirements Elicitation

Hadi Ghanbari , Jouni Similä , Jouni Markkula
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Highlights 

 

 Online serious games are used to facilitate distributed requirements elicitation. 

 Interactive games enhance collaboration and communication between project members. 

 Serious games raise individuals’ confidence to engage in requirements elicitation. 

 Using serious games can improve both quality and quantity of software requirements. 

 Serious games specially enhance the performance of less-experienced stakeholders. 
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