





Gaming Against Uiolence

Bespoke Prosocial Video Games for Violence Prevention

<&

SAMIMG

AAAAAAAAAAAAAAA



Overview: Background and Evolution

Background

Proof of Concept: 2008 - 2010
Shifting Programs: Increase Awareness — Knowledge Transfer — Gauging Interest

Framework, Theories, & Research: 2010 - 2019
Shifting Strategies: Change Attitudes, Beliefs, and Behaviour

Public Health Model: 2020 - present
Shifting Focus: Adverse Childhood Experiences (ACEs) — Social-Ecological Model (SEM) — NIH & EDU Portal

Announcing Communication Games Finalists 4



Defining: Our Games

“Intentionally designed prosocial bespoke video games.”

purposefully created to accomplish something beyond mere entertainment (or profit)

behavior or intent to benefit others; promoting behavior beneficial to society

custom-made for a person, a purpose, or an organization

digital interactive content; has attributes of a game (e.g. goals, constraints)
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Defining: Our Topics

Intimate PartneerIence
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Teen Dating Violence



Mission: Jennifer Ann’s Group

Preventing TDV (teen dating violence) through Awareness, Education, and Advocacy since 2006.



Why Jennifer Ann’s Group?




TDV Prevention: Impacts & Challenges ws. statistics)

. Prevalent: 44% of students in abusive relationship before graduating university.
. Starts Early: 16 million women / 11 million men first experience IPV as minors.
. Dangerous: 1 in 5 homicide victims are associated with IPV.

*  Costly: IPV annual economic costs $8.9Billion (2015).

Must
address this at
an early age.

. Parents: 81% unaware or otherwise do not see TDV as a problem.

. Schools (U.S.): State laws inconsistent on teaching & policies.

. Culture: Unhealthy messaging via media / social media affects social norms.

. Government: Relatively limited focus; changes with each administration change.




TDV Prevention: Shifting Programs to Increase Awareness & Educate

Video Games ()

* Meet teens where they are
* Preferred medium

* Private exploration

* Possible Media Coverage
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TDV Prevention Violence: Gaming Against Violence Program Summary

* Annual: Every year since 2008.

* Some changes but the primary rule remains: no depictions of violence.

* Trauma informed approach: content vetted by experts and revised as needed.

* Expert systems: subject matter expertise baked-in by designers & judging panel.
* Diverse: games from many countries & games represent variety of characters.

* Variety: wide range of games but most are narrative-based.

* Free: all games and resources are free with no ads.
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TDV Violence Prevention: Shifting Strategies

Reminder: original priorities focused on Awareness + Education

(2010)
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TDV Violence Prevention: Shifting Strategies

These games were accomplishing more than awareness & knowledge transfer.

Grace’s Diary Is An Educational Adventure Game
vvvvvvvvvvvvvv 2 August3, 2010 700 am | Categories: Armchair Geek, Electranic Geek

“I was surprised how much | learned about my own
relationships as well as having some really useful
conversations with my family about establishing
healthy boundaries.”

Player Comments

“Wow. That was ... wow ... Any game that makes my thoughts switch over to
capital letters most of the time is truly amazing.”

“... this game does immerse you into its “... everybody should see
world - if you allow it. Please - allow it to.” this immediately ... please.”
These games were persuasive.
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Frameworks, Theories, and Supporting Research: cava Study

After playing ‘Green Acres High’ students showed an increase in knowledge and a decrease in aggression.
(Belgium, Germany, & Sweden)
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Frameworks, Theories, and Supporting Research: Game Benefits
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Frameworks, Theories, and Supporting Research: Our Games

Internal:

* 86 unguided players via mTurk
* 5TDV games, 1 control game
* Published in 2017

All TDV game players changed their attitude positively
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Frameworks, Theories, and Supporting Research: Erasmus Study

Erasmus University:

* 262 participants

* 2 TDV games (narrative & procedural rhetoric) &
1 control game

* Published in 2016/2019

Both TDV game types tested affected TDV attitudes more than the control game.




Frameworks, Theories, and Supporting Research: School Pilot Program

HONEYMOON ¢o16)

* English & Spanish
* Lesson Plans
* Pilot Study in EPISD (2017)
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Frameworks, Theories, and Supporting Research: IPV Topics

CONSENT (2017)

* Six games published.
* Consent game for youth in Vanuatu.
* Life-size museum consent game.
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Public Health Model: Shifting Focus

Public Health: The Social-Ecological Model

Cross-cutting & multi-disciplinary strategy of addressing root causes of violence.
Fostering and celebrating skills supporting protective factors against violence.

Promote healthy attitudes, beliefs, and behaviors Conflict resolution skills Social-emotional learning
healthy relationship skills

Promote healthy relationships Strengthen communication & problem-solving skills

Improving social environment in schools

Social and Cultural Norms

Source: CDC 21



Public Health Model:

Resilience (2022)
Four games published.

One New Message (England) New Sun (Colombia) UnEarth (Canada) What’s Next?!? (us)

Critical Thinking 42023)
Two games published.

1 or more

MushWhom? (us) Figure It Sprout (us)

Connectedness (2024)
One game published.

Communication (2025) (TBA) The Orb of Harmony (us)



Current Status & Future Plans: Shifting Scope
EDU Portal Spring 2025 & NIH Grant 2025-2026

Communication | Critical Thinking | Media Literacy | Resilience | Social Connectedness



Communication Games:

Argentina
Philippines
Georgia

Czech Republic France

Communications Game Design Challenge Website: www.communicating.games




Video Games as a Violence Prevention Tool

What are your Questions?

Drew Crecente, JD ""E'F'
Executive Director IEI' ;-':& %0

Sign up for our newsletter 25

Linkedin.com/in/crecente


mailto:Drew@JenniferAnn.org
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