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Abstract The main goal of psychological serious game, which is called “SAVE ME, LOVE ME” made on
the purpose of sound identity for teenagers is to reach inner awareness through the process of dilemma
problem solving by the support of unconditional love. This action game is about how to deal with routine
dilemma through the first person narration that teenagers are faced to. Its features are on the metaphorical use
of ‘A Prodigal Son’ in the Bible, one of religious wisdom narratives to heal the psychological stresses which
teenagers suffer from. This game is aimed at helping teenagers to build a positive and solid sense of self by
fighting against growing threatens to teenager’s solid sense of self, by defeating monsters, and by listening to
the various stories which game characters tell.
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(Table 1) the effect of Christian wisdom
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course, "Christianity and the world", provided by Leewha

1) This research is based on the assignment of the required
Women's University for two semesters in 2013.
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(Table 2) Motive of Original Metaphor for the
effect of Christian wisdom narratives
and Adopted contents in game

Original .
Metaphor Adopted contents in game
teenagers can achieve inner
victory by fighting against a
unconditional | variety of growing threats and
love dilemmas with the resource of
love, the recognition of how much
they are beloved.
hearts in upper section, supply
Fath . .
ather(mercy what is needed to achieve goals at
and love) .
different stages.
The el
e cldest the secondary characters, mentors
chara son(An
cter exempl who help a game player to cope
phary with different tasks in stages
student)
The younger
son(A main character, teenager him/herself
prodigal son)
. T " psychologi hreats
The prodigal eenagers p%yc'O(')glcal threats
story o' such as inferiority — complex,
f: . . jority I feeli
actor disobedience supenqnt} complex, and a feeling
of anxiety
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Teenagers’ dilemma- such as
bullies in a peer group, teenagers’
The prodigal | delinquency, and school violence
son's which are in stages step by step.
wandering This is designed to reach self
through such a hardship and
wandering.
, The secondary characters, called
Fath'er's mentors support a game player,
unconditional learner. This is unprecedented in
love
the other games.
The place to | the ending scene following the
g0 back completion of the task which each
(sweet home) | stage provides.
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(Table 3) Psychological functions and Scenario

in stages
STAGE 1 STAGE 2 STAGE 3
puzzle game shooting puzzle game
ganre game
Supported Success improvement of
Purpose resources belief relationship
rescue the defeat the rescue the friend
main monster fell in the
character fell which freezing water.
quest in the causes
freezing Study Stress
water.

. alternative the prison dark, deep, and
spatial o o N
choice(moun which is a wet caves
backgr .
i tain, ocean, metaphor for
oun palace, cave) classroom
The
game’s hearts hearts hearts
resourc
es
expendable The game’s | expendable items
(supplement | equipment(w
ary) item eapon)
Item
wasting
(supplement
ary)
d
mentor by mentor by secondary
charact . . characters
the topic of the topic of . .
. each stage each stage (friends in the
e e freezing water)
Angels from the
lights of the
ceiling start to
mentors monsters are .
. . dance with a
give a main destroyed .
. . main character,
ending character a and prisons .
. . and the friends
big, warm begin to
escaped from the
hug crumble .
freezing water,
and secondary
characters.
healed from
inferiority .
achieved an reached the
complex and . . .
relative alternative viewpoint of
anticip . viewpoint regarding a
deprivation
ated over the rescue target as
by . .
psycho . . future life a friend not as a
. discovering . .
logical by lessening competitor
the elements
effects . the heavy through the
of gratitude stud rocess of
which have v b )
burden. rescue.
been
unrecognized.
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