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THE WRITTEN WORD

“Thanks to you and your invention, your pupils will be 
widely read without benefit of a teacher's 
instruction; in consequence, they'll entertain the 
delusion that they have wide knowledge, while they 
are, in fact, for the most part incapable of real 
judgment”

- Plato, Phaedrus 360 BC
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BOOKS

“The multitude of books is making us ignorant.”

- Voltaire (1694-1778)
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NOVELS

“It may, with confidence, be pronounced that no one 
was ever an extensive and habitual reader of novels, 
even supposing them all to be well selected, without 
suffering both intellectual and moral injury and 
incurring a diminution of happiness”

– Reverend Samuel Miller, 1803
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FILM

“Film is robbing children of all creative ability and 
initiative and of their capacity to think for 
themselves and do things on their own”

- in The New York Times, 1949
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Let’s look back…
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EARLY FILM

NED KELLY’S GANG 1906
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EARLY TELEVISION

Joe Louis-Billy Conn heavyweight 
fight at Yankee Stadium.



(I can’t show you this image.)
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THE EARLY WEB

XXX
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EARLY VIDEO GAMES

PONG

GUNFIGHTSPACEWARS
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MORE EARLY VIDEO GAMES
(Think of film in 1930)
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GAMES ARE GROWING UP

- Young medium

- Tipping point

- Hollywood rival

- Girls, boys, soccer moms

- Average gamer is nearly 30

- Like film in the 60s and 70s

- Museums

- Universities

- Art
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NEW FINDINGS

- New worlds, new perspectives

- Complex problem-solving, 
dynamic systems with multiple 
variables

- Engaging

- Low-risk failure, new behaviors

- Scientific process 

- “Situated learning”
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HOW DO WE HARNESS THIS 
POWERFUL MEDIUM?
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- Supporting non-profit for “real-world games”

- International nexus and new movement

- “Early Sundance” of video games

- Voice for the power of positive video games

WHO WE ARE
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G4C definition: A game which engages a 
contemporary social issue  to foster a more 
just, equitable, and/or tolerant society.

WHAT IS A GAME FOR CHANGE?
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WHAT WE DO

- Annual Festival: workshop, panels, keynotes, Expo Night, 
Awards Ceremony

- Listserv and web site
- Regional chapters: DC, SF, Sidney, Seoul
- Partnerships: Microsoft, MTV, UN, MacArthur Foundation, 

MIT
- The New School: PETLab (Prototyping, Evaluation, 

Teaching, Learning)
- Public discourse: NYT, Newsweek, CNN, Globe and Mail, 

the Guardian
- Visibility: Sundance, Harvard, Davos, Global Contents



- XNA - new tool for Xbox game creation

- The first contest to promote environmental games

- Reaching 100,000 university students around the world

- Winners get scholarships total: $30K

- Winners get game on Xbox Live

- Winners get internship with Microsoft

- Winners get to pitch game idea to Microsoft executive team

- New games are seeded
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PETLab

• Partnership with Parsons School of Design to create public-interest 
game design & research lab:

1. Prototyping
2. Evaluation
3. Teaching
4. Learning

• First Year Projects:
• Xbox on Campus
• Xbox After School
• MTV Think
• New York Public Library
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Let the games begin…
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PEACEMAKER

Long-term Goals
- Lower violence in Israel-Palestine conflict
- Increase understanding across differences
- Allow for each side to understand the other’s 

perspective
Short-term Effects
- Engage in real-world collaboration between Israeli 

students and Palestinian groups
- Expand dialogue about games:  CNET, MSNBC, FoxTV, 

CNN, Washington Post, ArabTV

Team: CMU, Impact Games + others



Content ExpertsContent Experts
American Conflict Experts
Clayton Swisher – Director of Programs, Middle East Institute 
Ambassador (Ret.) Philip C. Wilcox, Jr. – President, Foundation For 
Middle East Peace

Palestinian Content Experts
Samar Assad – Executive Director, Palestine Center 
Ziad Asali, Rafi Dajani – President, American Task Force on Palestine

Israeli Content Experts
Major General (res.) Shlomo Gazit
Moty Crystal – Israeli Negotiator Camp David

User Testing Development
Ido Roll – HCI, Carnegie Mellon University 

Gaming Industry
Bing Gordon – CCO and Founder, Electronic Arts
Will Wright – Game Design Guru
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SECURITY MEASURES: Police Presence, Manage Police, Extreme Measures, Israeli Forces 
Cooperations, Internal Travel Restrictions, or Gaza Border Control

POLITICAL MEASURES: Speech to the Palestinians, Speech to the World, Internal Negotiations, Israel 
Negotiations, Foreign Negotiations, Call for Independent State, or Push for Control Over Holy Sites

CONSTRUCTION MEASURES: Civilian Construction, Transportation Construction, National 
Resources Construction, Social Services Construction, Governmental Construction, or Tourism
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PEACEMAKER
(The player has to consider how his choices might affect not only national and world approval but also the 
strength of the Palestinian economy, Palestine’s authority over Gaza and the West Bank, the level of Palestinian 
independence, the Palestinian view of Israel, Israeli cooperation, and their relationship with the Palestinian 
public, Fatah, Hamas, the Israeli Prime Minister, the Israeli Public, the United Nations, the United States, and 
the Arab World.  Graphs plot the player’s progress with these issues over time.)



PEACEMAKER

New paradigm… winning by diplomacy, peaceful negotiations, 
with the support of your population.



Long- and Short-term Effects:
- Creating empathy in students
- Gives students a sense of life in other countries, including 

a personal experience of poverty
- Gives 10% of profits to countries in crisis
- 100,000 players
- Media impact: USA Today, Wired Magazine 

REAL LIVES

GAMES FOR CHANGE

Team:
Educational Simulations, UNICEF + other 
UN data, Big Picture Small World, 
Computers for Youth
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Long-term Goals:
- Raise awareness around the crisis in Darfur
- Educate and engage college students
Short-term Effects
- 25,000 emails, letter to Congress and Administration
- Engaging new groups of college students
- NYT Op-ed, Boston Globe, Washington Post, CNN +
- 1,000,000+ players

DARFUR IS DYING

GAMES FOR CHANGE

Team:
mtvU, USC, Reebok Human Rights 
Foundation, International Crisis Group, 
Interfeul



DARFUR IS DYING



Long-term Goals
- Overcome oppressive regimes
Short-term Effects
- Train movement leaders and activists
- Engage and empower Serbian student leaders in game 

creation
- Affect media dialog: Time, Fortune, NYT, Washington Post 

A FORCE MORE 
POWERFUL

GAMES FOR CHANGE

Team: International Center on Non-violent 
Conflict, Breakaway Games, Serbian 
student Leaders
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Long-term Goals 
- Inspire future humanitarians
- Create knowledge base around poverty and food relief 

efforts
Short-term Effects
- Teach about food aid 
- Raise awareness on an international level about games
- Major media impact – NYT, WP, NPR, ABC, CNN, etc.
- 2,000,000+ players

UN’S FOOD FORCE

GAMES FOR CHANGE

Team: World Food Programme, Yahoo, mTV



UN’S FOOD FORCE



Long- and Short-Term Effects
- Engage teens in managing complexity, problem-solving, and 

critical thinking 
- Foster empathy through collaboration across cultures, 

religions, and lifestyles 
- Increase participation in government at local, state, 

national, and global levels 
- Teach local and global implications of civic decisions
- 500,000+ players

AYITI: 
THE COST OF LIFE?

GAMES FOR CHANGE

Team: gameLab, Global Kids + GK youth, 
Taking It Global, UNICEF



AYITI
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www.gamesforchange.org

Games for Changes provides support, visibility and shared 
resources to organizations and individuals interested in the 
use of video games for the public interest.  We are the 
primary community of practice for games on issues such as 
poverty, the environment and global conflicts.  We provide 
special assistance to non-profits and foundations new to the 
field. 
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Games for Change 
Regional Chapter in Seoul

Launched at
Global Contents Forum

October 10, 2007

Please join us!

Contact: Suzanna Samstag <jiyunsmom@hotmail.com>

or Suzanne Seggerman <suzanne@gamesforchange.org>
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