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ABSTRACT

This article aims to provide an overall picture of the applications of serious games for social
changes. Our main goals are to show that game has great potential in delivering messages for
social changes and to suggest guidelines for researchers and game developers in designing
related games. We synthesized the key concepts of games for change that make them
promising through literature reviews and analyzing game lists for social changes. Based on the
theoretical investigations, we found that both role-taking and simulation of games are powerful
ways not only to influence attitudes toward the other side but also to bring out empathy as
psychological mechanism to draw attitude changes and altruistic actions associated with social
or political issues.
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[Table 1] Game lists for Social Changes

the World Food Programme

Name of Game Sociopolitical
Game Description Topic
. .. Civil war,
Darfur is Living as a refugee .
. . Genocide,
Dying in Darfur
Poverty
Playing a young mother Genocide,
Hush |trying to calm her crying Human
infant with a lullaby Rights
. A Game About .
Fibber . @ . Politics
Political Deception
Ayiti: Managing a rural
. .. . Rural
The Cost| family of five in Haiti
. poverty
of Life over four years
A online quiz game that
Free . . . .
Rice donates grains of rice to | Global issues

Profit Seed explores the
issues surrounding

offshore manufacturing

Profit genetically modified .Soc1al
Seed |organisms(GMO) and the env1ro.nmental
patenting of agricultural risk
seeds.
A dark and comedic Hana1j1
Sweat exploitation,
shop strategy game about Fast fashion

industry

Journal of Korea Game Society JKGS | 83




— AR st S A Ve A MAYE —

A series of mini-games
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[Table 2] Definition of Games for Social Change

Persuasive, Purposeful, Social Activism,
Key |Socially Conscious, Meaningful, Social
word |impact, Social change, Saving the world,
Human values

Games that are designed with the intent
and purpose to bring about social or
political change

Game for Social Change often implies
Char |standing on the outside of the dominant
acteri|group, representing a  marginalized

Defin
ition

stics |viewpoint and also dealing with various
issues that require change.
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e Concept & Definition

¢ Intrapersonal Level
Individual characteristics
that
such as

attitudes,

influence behavior,
knowledge,
beliefs, and

personality traits

e Interpersonal Level
Interpersonal processes and
primary groups, including
family, friends, and peers that
provide social identity, support,

and role definition
e Community Level

... i Rules, regulations, policies, and
Instituti | . .
| informal structures, which may
-ona .
constrain or promote recommended
Factors .
behaviors
Social networks and norms, or
Commu . .
. standards, which exist as formal or
-nity . NPT
informal among individuals, groups,
Factors ..
and organizations
Local, state, and federal policies and
. laws that regulate or support
Public . .
. healthy actions and practices for
Policy . . .
disease prevention, early detection,
control, and management

[Fig. 1] An Ecological Perspective: Levels of
Influence[9]
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