Affecting values and attitudes of students is one of the main challenges of environmental and civic education. From the point of view of educational learning objectives, these are the most complex and difficult to achieve. Games are often considered uniquely suited to be used for teaching values and affecting students’ attitudes. Some proponents of these claims, notably Ian Bogost in his book Persuasive games (2007), point out that this is based on the procedural nature of games in general and video games in particular. 
Bogost’s concept has had a significant impact on the conceptualization of how games convey meaning and has also been applied as an influential game design paradigm. (Sicart, 2011)
Nevertheless, the existing research and debates are held predominantly on a theoretical level, and there has been a lack of empirical studies examining the effects of procedural rhetoric. (Sicart, 2011)
Our overarching goal is to provide evidence-based guidelines for serious games design concerning the use of procedural representation for educational goals. In case of other game elements the value-added research method has been used successfully to provide such guidelines. This approach face some notable difficulties in case of procedural elements.
This is partly due to the challenges posed by attempts to formulate an operationalized definition of procedural rhetoric that would be usable as a basis of empirical research design.
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[bookmark: _GoBack]The aim of this paper is to provide such an operationalized definition with methodological support for experimental research of procedural representation in serious games based on the value-added research method and to propose the design for a following experimental research of the effect of procedural game elements on users’ attitudes. 

