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Abstract  Various phenomenons which were not existed before came into being and related problems are
increasing as the society became more complex in these days. The social welfare should consider more
diversified aspects in this complicated society. We are already living in the information society that can not
survive without computers and the internet, and living in the personalized society with the progression of 1
person households. Therefore modern society needs social welfare realization methods which are reflecting the
progression of 1 person households and characteristics of the information society. It is different with the
previous social welfare formats and it would become an efficient social welfare realization method. How
computer games can contribute to social welfare of the modern society is described in this paper.
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[Fig. 11 Yearly progression of 1 person
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(Table 1) Differences between entertainment
games and serious games[11].

. . Entertainment
Categories Serious games e
Task vs. rich = Problem solving in Rich experiences
experience focus preferred
Important el t:
Focus PO e.emen S To have fun
of learning
Assumptions e . .
. . D Simplified simulation
Simulations necessary for Focesses
workable simulations p
Should reflect natural T
.\ . . Communication is
Communication  (i.e., non—perfect)
L. often perfect
communication
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