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CERIOUE GRMES

e Educating, 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 “education, health care, or
corporate training”, government agencies, military, and
non-profit organizations (Bogost, 2011: 5).



PERCUACINE GAMES

e 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 practice of “using
persuasively rule-based representations and interactions
rather than spoken word, writing, images, or moving
pictures” (2007 : ix, 29).



TYPEE OF GAME

DERGUACINE CERIOUS

Religious games Training games

Educational games

Social games

Government games

Flight simulators

Environment
games

Advergames

Healtcare games

Electoral games

HolF s s Military simulators

Anti- Economy games

advergames




TYPES OF GAMEY

DERGUACINE {ERIOUC

Training games

Religious games Educational games

Social games

Government games Flight simulators

Environment
games

Advergames Healtcare games

Electoral games Military simulators

Political games

Anti-

Economy games
advergames vE




LXPRECCINE GRMES

* Explore political, social, and psychological issues through an
individual’s perspective . Foster reflection and feed debates,
while being entertaining (Cfp).

* |llustrate the feminist slogan “the personal is political”.

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

* [Artgames] deploy a more poetic and less direct way to
express ideas” by favoring a subtle and “metaphoric
treatment of ideas” (2011: 16-17).



LXPRECCINE
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. EATERTAIAMENT GAMES
- . G

* Oriented toward immediate gratification (Bogost 2011:14).

e Use techniques to simplify the gaming experience and to
focus the players on the fun aspects (Michael and Chen,
2006: 34).



CACE CXAMPLE

Hugo just turned 8 years old. He is in grade 3 and
he never had problems at school. However, he
recently started to make up excuses in order to stay
at home during the weekdays. Imagine that you

are his parent, sitter or guardian. Can you gain his
trust and help him?




CACE CXAMPLE

Je ne veux pas aller a 'école. Je préfére rester a la maison et regarder la
télévision

@0




CACE CXAMPLE

Ouais. Ce qui me dérange le plus, c'est quand ils me traitent de "tapette”
et de *fif". C'est sGrement parce que je préfére jouer avec les filles, pis
que je n'aime pas les sports et leurs jeux de guerre




CACE CXAMPLE

C'est ¢ga. Au fond, ce sont eux qui ont un probléme, pas moi. Je ne
devrais pas me laisser décourager par eux. Je dois filer a I'école. Merci
pour ton aide. Ca me fait du bien de parler avec toi




CACE CXAMPLE

C'est ce que tu penses. Je crois pouvoir manquer une journée d'école
qguand j'ai de l'avance sur les autres




Laisse-faire. Tu ne comprends pas. Je vais faire ce qu'il me plait. Laisse-
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Mucchielli, 1966 and Gordon, 1979:

Interpretive: diagnose, analyse, or try to find
underlying meanings or intentions.

Evaluative: judge, criticise, blame, moralize,
humiliate, or ridicule on the basis of norms,
stereotypes and bias.

Supportive: reassure, console, or encourage.



* |nvestigative : inquire, interrogate, test, and ask
probing questions.

 Immediate solution : direct, threaten or give advices.

* Understanding: reformulate the person’s ideas while
pointing out the perceived feelings involved.
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DROCEDURAL EXPREGCINITY

> N\

Encourage players to reflect upon:

* the attitude that they instinctively adopted when facing
gender issues and bullying,

 how rewarding is active listening compared to judging,
trivializing, being intrusive, sexist and homophobic,

without pointing them “toward definitive answers” (Bogost,
2011:14).



COATEXT OF pLAY

* Decisive factor to determine the game’s status.

* |nfluence the players’ interpretations.

* An educational context can increase the chances a game
will teach something or challenge the players’ perception.



5 CONTEXT OF PLAY -




CONTEXT OF PLAY

Hugo just turned 8 years old. He is in grade 3 and
he never had problems at school. However, he
recently started to make up excuses in order to stay
at home during the weekdays. Imagine that you

are his parent, sitter or guardian. Can you gain his
trust and help him?




* Shorter dialogues



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)



Documentation ~ Help

Maybe your breathing techniques work for you, but they don't necessarily

work for everyone else. | want to watch that show! And there's no
difference between lying awake in bed or sitting in front of the TV

e

Choice of Responses -

t doesn't matter whether there's a difference or
not; go to bed right now and stop dragging

ging your

heels like that!
Have you ever been awake all night?

You're convinced that you won't be able to fa
asleep right away

You're just finding excuses to stay up later!

t's very simple: I'll record the show
watch it tomorrow

You'll be a lot more relaxed in bed
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PARATEXT

A serious game

e cannot “be successful if the players do not understand its
rules, their objectives in the game, the consequences of
their action, and the reasons for these consequences”

e 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).



PARATEXT

Home Scenarios Documentation

Documentation g
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Home Scenarios Documentation
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PARATEXT

Home Scenarios Documentation Help

Detailed Results [&J

Sorry! The replies you have selected did not help to solve Malcolm's problem. If you wish to start the conversation over or to try again with other on-screen characters
either go to the "Home" menu or choose a first name in the "Scenarios” menu. But before you do, you can review the entire game report below and print it

Category of attitude Number of replies
Evaluative 0
nterpretative 2
nvestigative 1
mmediate Solution

Supportive

Understanding

Ideal conversation Your conversation

nvestigative tive alogue broken off




PARATEXT

Home Scenarios Documentation Help

Ideal conversation Your conversation




PARATEXT

Results Iﬁ

Sorry! The replies that you selected did not help to solve Hugo's problem. Adopt a more comprehensive attitude, avoid trivializing the situation or making value judgments.
If you wish to start the conversation over, go to the "Home" menu. But before you do, you can review your statistics to see what attitudes you adopted and understand how

you can help Hugo.




PARATEXT

Serious games:

e can be distinguished by their “learning feedback”,

* need to be integrated in the education process and
teaching methods,

e often provide testing and progress tracking tools

(Michael and Chen, 2006: 36-38).



PARATEXT
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PARATEXT

Home Scenarios Documentation Help

Person solves
problem by
himself

Unde!

Malcolm
There's a good show on TV. | want to walch it. Anyway, it's & y t t T 3 t tired and won't be able to fall asleep

User
Hmm... You don't want to go to bed... | have a feeling something's bothering y

Malcolm
No way! | just want to watch that show. There's no use going to bed too early

User
Do you know anyone who falls asleep as soon as they go to bed?

Malcolm
Yes. My sister's asleep before her head hits the pillow and is snoring orm. She's so lucky! My cousin's the same... But not everyone is like that!

User
You're trying too hard to fall asleep quickly like your sister. That's probably what's stressing you wh

Malcolm
Oh alright! I'll go to bed even though | won't be able to go to sleep before midn




HUTHORGHIP

>

Art/expressive games

e contain subjective representations,
e can be distinguished by their stronger authorship

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

 More casual context of play
* Vague perceived intention

* More entertaining content
* Procedural expressivity

e Less realistic visual design

* Minimalistic paratext

e Stronger authorship



