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Introduction

This study examines the information seeking behaviour of teachers and educational engineers who use or intend to use digital Serious Games in their pedagogical practices or contribute to their use.

Objective

We engaged with 31 educators through workshops, employing the Information Horizon methodology to elucidate their information-seeking practices related to Serious Games.

Methodology

Data reveals a heavy reliance on human and online resources. Primary sources include personal networks and digital platforms, with organizational and printed materials being less frequented.

Educators expressed a need for specialized search tools for Serious Games and opportunities for professional development and resource sharing.

Litterature review

Online resources considered accessible, diverse, and current. Highlights the need for robust online platforms for Serious Games information.

Key for their direct, immediate, and interactive nature.

Provide contextual information and tailored recommendations.

Possible indication of a gap in formal and comprehensive information sources.

Trend Towards Digital Learning Resources:

Significance of Human Sources: 

Teachers and pedagogical engineers information sources

The study highlights the need for improved distribution of resources and suggests potential for strengthening the collaboration between teachers and Serious Game designers.

To delve deeper into these initial findings, we have conducted semi-structured interviews with the participants. This will allow us to explore the emerging themes in greater depth, better understand participant experiences, and identify potential strategies to address these unmet needs more effectively.

Conclusion

Despite the growing recognition of digital Serious Games as valuable educational resources, there is a scarcity of research exploring teacher's information seeking behaviour concerning these resources. Most of the studies are centred on video games.

To fill that gap, we investigated their information seeking behaviours using the concept of Information Horizons. Introduced by Diane Sonnenwald [START_REF] Sonnenwald | A Research Method to Investigate Information Seeking using the Concept of Information Horizons: An Example from a Study of Lower Socio-economic Students[END_REF], this concept posits an "information horizon" shaped by decisions, search processes, preferences, and situational impacts, comprising human, digital, printed, and organizational sources Participant information sources positioned from Zone 1 to 3 : from most important to least important source Table 1. Type of sources according to Savolainen [START_REF] Savolainen | Placing the Internet in information source horizons. A study of information seeking by Internet users in the context of self-development[END_REF] 
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The digital Serious Games, a specific educational resource:

Analysing teachers and educational engineer's Information Seeking Behaviour using the Concept of Information Horizons

We present the first study that analyses and understands the information seeking behaviour of teachers and pedagogical engineers in the context of Serious Games. Although digital Serious Games are increasingly recognized as valuable educational resources, research into teachers and pedagogical engineers' information-seeking behaviour and needs in this area remains sparse.

In today's rapidly evolving digital landscape, the utilization of digital Serious Games (SG) as educational resources is gaining considerable attention. Our research focuses on the educators' pursuit of information to identify, find and access these games in order to successfully integrate them in their pedagogical activities.