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                                     Abstract
Operation ARIES! is a serious game that teaches critical thinking about scientific inquiry. The player must help to identify aliens on Earth who are intentionally publishing bad research. The game combines aspects of video games and intelligent tutors in which the player holds conversations with animated agents using natural language. The player first takes a training course with a virtual trainee, followed by a module in which the player identifies flaws in research cases. In the third and final module, the player interviews suspected alien scientists on their research. Operation ARIES! is designed for high school seniors and adults.
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