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•  Educa(ng,	
  training,	
  or	
  informing	
  are	
  the	
  primary	
  goals	
  
before	
  amusement	
  (Michael	
  and	
  Chen,	
  2006:	
  17).	
  	
  

	
  

•  Mobilize	
  the	
  affordances	
  of	
  the	
  medium	
  for	
  “serious”,	
  
“highbrow”,	
  and	
  “useful”	
  purposes,	
  outside	
  entertainment”	
  
in	
  the	
  specific	
  contexts	
  of	
  “educa(on,	
  health	
  care,	
  or	
  
corporate	
  training”,	
  government	
  agencies,	
  military,	
  and	
  
non-­‐profit	
  organiza(ons	
  (Bogost,	
  2011:	
  5).	
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  •	
  
Persuasive games 

•  Convince	
  the	
  players	
  to	
  adopt	
  a	
  specific	
  point	
  of	
  view,	
  
change	
  their	
  beliefs	
  about	
  the	
  world	
  and	
  influence	
  their	
  
behaviors	
  (Bogost,	
  2007:	
  ix).	
  	
  

	
  

•  Involve	
  procedural	
  rhetoric	
  i.e.	
  the	
  prac(ce	
  of	
  “using	
  
persuasively	
  rule-­‐based	
  representa(ons	
  and	
  interac(ons	
  
rather	
  than	
  spoken	
  word,	
  wri(ng,	
  images,	
  or	
  moving	
  
pictures”	
  (2007	
  :	
  ix,	
  29).	
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•  Explore	
  poli(cal,	
  social,	
  and	
  psychological	
  issues	
  through	
  an	
  
individual’s	
  perspec(ve	
  .	
  Foster	
  reflec(on	
  and	
  feed	
  debates,	
  
while	
  being	
  entertaining	
  (Cfp).	
  

•  Illustrate	
  the	
  feminist	
  slogan	
  “the	
  personal	
  is	
  poli(cal”.	
  

•  [Artgames]	
  encourage	
  the	
  players	
  “to	
  reflect	
  on	
  one	
  or	
  
more	
  themes	
  during	
  or	
  a^er	
  play,	
  without	
  a	
  concern	
  for	
  
resolu(on	
  of	
  effect”	
  	
  (Bogost,	
  2011:	
  14).	
  	
  

•  [Artgames]	
  deploy	
  a	
  more	
  poe(c	
  and	
  less	
  direct	
  way	
  to	
  
express	
  ideas”	
  by	
  favoring	
  a	
  subtle	
  and	
  “metaphoric	
  
treatment	
  of	
  ideas”	
  (2011:	
  16-­‐17).	
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•  Oriented	
  toward	
  immediate	
  gra(fica(on	
  (Bogost	
  2011:14).	
  

•  Use	
  techniques	
  to	
  simplify	
  the	
  gaming	
  experience	
  and	
  to	
  
focus	
  the	
  players	
  on	
  the	
  fun	
  aspects	
  (Michael	
  and	
  Chen,	
  
2006:	
  34).	
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Mucchielli,	
  1966	
  and	
  Gordon,	
  1979:	
  
	
  

•  Interpre've:	
  diagnose,	
  analyse,	
  or	
  try	
  to	
  find	
  
underlying	
  meanings	
  or	
  inten(ons.	
  

	
  

•  Evalua've:	
  judge,	
  cri(cise,	
  blame,	
  moralize,	
  
humiliate,	
  or	
  ridicule	
  on	
  the	
  basis	
  of	
  norms,	
  
stereotypes	
  and	
  bias.	
  

	
  

•  Suppor've:	
  reassure,	
  console,	
  or	
  encourage.	
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•  Inves'ga've	
  :	
  inquire,	
  interrogate,	
  test,	
  and	
  ask	
  
probing	
  ques(ons.	
  	
  

•  Immediate	
  solu'on	
  :	
  direct,	
  threaten	
  or	
  give	
  advices.	
  
	
  	
  

•  Understanding:	
  reformulate	
  the	
  person’s	
  ideas	
  while	
  
poin(ng	
  out	
  the	
  perceived	
  feelings	
  involved.	
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Encourage	
  players	
  to	
  reflect	
  upon:	
  
	
  

•  the	
  aetude	
  that	
  they	
  ins(nc(vely	
  adopted	
  when	
  facing	
  
gender	
  issues	
  and	
  bullying,	
  

•  how	
  rewarding	
  is	
  ac(ve	
  listening	
  compared	
  to	
  judging,	
  
trivializing,	
  being	
  intrusive,	
  sexist	
  and	
  homophobic,	
  	
  

	
  

without	
  poin(ng	
  them	
  “toward	
  defini(ve	
  answers”	
  (Bogost,	
  
2011:14).	
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•  Decisive	
  factor	
  to	
  determine	
  the	
  game’s	
  status.	
  	
  
	
  

•  Influence	
  the	
  players’	
  interpreta(ons.	
  
	
  

•  An	
  educa(onal	
  context	
  can	
  increase	
  the	
  chances	
  a	
  game	
  
will	
  teach	
  something	
  or	
  challenge	
  the	
  players’	
  percep(on.	
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•  Shorter	
  dialogues	
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Usefulness	
  of	
  serious	
  games	
  can	
  be	
  judged	
  by:	
  
	
  
•  the	
  “sufficient	
  realism”	
  of	
  their	
  visual	
  design,	
  especially	
  	
  for	
  

military	
  and	
  flight	
  simulators,	
  training	
  and	
  healthcare	
  games	
  

(Michael	
  and	
  Chen,	
  2006:	
  38)	
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A	
  serious	
  game	
  
	
  

•  cannot	
  “be	
  successful	
  if	
  the	
  players	
  do	
  not	
  understand	
  its	
  
rules,	
  their	
  objec(ves	
  in	
  the	
  game,	
  the	
  consequences	
  of	
  
their	
  ac(on,	
  and	
  the	
  reasons	
  for	
  these	
  consequences”	
  	
  

	
  

•  should	
  “respond	
  more	
  to	
  the	
  conscious	
  decisions	
  of	
  the	
  
players	
  than	
  to	
  an	
  outside	
  element	
  of	
  chance”	
  (Abt	
  cited	
  in	
  
Michael	
  and	
  Chen,	
  2006:	
  35).	
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Serious	
  games:	
  

	
  	
  

•  can	
  be	
  dis(nguished	
  by	
  their	
  “learning	
  feedback”,	
  
•  need	
  to	
  be	
  integrated	
  in	
  the	
  educa(on	
  process	
  and	
  

teaching	
  methods,	
  

•  o^en	
  provide	
  tes(ng	
  and	
  progress	
  tracking	
  tools	
  
	
  

(Michael	
  and	
  Chen,	
  2006:	
  36-­‐38).	
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Art/expressive	
  games	
  

	
  	
  

•  contain	
  subjec(ve	
  representa(ons,	
  	
  
•  can	
  be	
  dis(nguished	
  by	
  their	
  stronger	
  authorship	
  

(Bogost,	
  2011).	
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Elements	
  that	
  help	
  iden(fying	
  expressive	
  games:	
  
	
  

•  More	
  casual	
  context	
  of	
  play	
  

•  Vague	
  perceived	
  inten(on	
  
•  More	
  entertaining	
  content	
  

•  Procedural	
  expressivity	
  
•  Less	
  realis(c	
  visual	
  design	
  
•  Minimalis(c	
  paratext	
  

•  Stronger	
  authorship	
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c0nclusi0n 


