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Building Serious - NGO
Games

- Designs interactive media about
societal issues, conflict dynamics, and

polarizing topics



Code MBO

MBO: Middelbaar Beroepsonderwijs,

or Dutch vocational college

Code MBO: Interactive lesson plan for
citizenship course givento all MBO

students
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Problems

- Sensitive topics are not discussed enough in class

- Too little space for open conversation and critical reflection

- Students insufficiently aware of their biases caused by social issues

such as groupthink

“d
fupeift SRTIA



Solution

es
ourag
game that enc

i 5US

A serl

What Concrete issue do w,
*  Tow ften com
ctives |
, erspe
plore diverse p
ex
nts to
stude

itive topics
ding sensitive top
n

surrou

CRITICAL

fuDelft alabl

CRITICAL ASS, PROJECT CODE MBo
ESC/?.IF’TIOI\I " THE PE’OBLE’VI
ode Mo Wants to Courag Vocation colleg Sludents (mbo) aPproach nd investﬁgat
Cletal jsgy, fro vari P Spective W ca Students Navigate Within ap mcreasingly diverse
orld, jp \,, hey Make thei, own, AUthentic Choiceg? Insteay of preparing Students 4 becorne
wel| behaved Cltizens, 4 chools Still dg too o aspj Prepare them to bec Me actiye
"esponsip)e Citizeng inst Thep ject COonsists of different teractivee Srientia/ o Ohents
Or one y, OMmissig, a SSignme
Want to address?
Often, plex Nsitive Pics are 9 avoide ; clas
Schools facil; (e Ough) o N conye Ions, Criticg| reflect » 8gree o dfsagre
and maj 9 Mistakes
€ Contexy of the Problen, s the SUbject Urgersch Is} loop aanbege/eidin & (c:tlzensh:pa d
Career 9uidan e). The ject js mandatory thoutq ahﬁcation Form and Ontent v by schog|
and evep, by ¢ cher
Ossible Solutions ' explore
an yoy develo 4 Game that ep, Ourage ¢ Udents ¢, ange per Pectives iy, d/fferent Situationg» @)
98me thyy let s¢ NS pratice With differens levels of influence»
B HY A sg

be addressed best Y Means o rioys 9éme, dye o th Mportant
Crientia| | Ming. Moreove » Serioyg Gameg Provig, possibility to factice, fy;) t
9ain any learn 1 do 9:in a safe environrnent. irect fq dba feedp, O0ps in 5 clos
Ystem give the ne d °0m for trial any error, for rying differen; hings Seeing the Outcg
Straight 5 Y. There 'S Much ariety ONgst mbq dents, in ¢ Nitive Capacj dlanguage
skills, A erioys 98me c5p, be ltis Sory (less foc d o, sole/ Gnitive tasks) YNamije levels f
difficuity llow eve body to pf according their el ang still be ble to pla Ogether
£, TARGET GROup
he target Sroup js first yea VOcational -1
Major Dutch Citieg ~ . ..



Challenges

1 2 3
Create an open Break through existing Make students think
conversation about predispositions critically about their
difficult topics own opinions
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Diermocratie

a social simulation role-playing game



Diermocratie

- Player takes on role of a farm animal

- The farm is confronted with a problem

- Problem needs to be solved in cooperation with the other animals.

- Some animals will also know more about the situation, and have a
different opinion than you.

- Everyone is needed to come to a good solution to the problem.
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Players are
assigned an

animal and are
briefed about the
dilemma at hand
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Players are Players receive a
assigned an species-specific

animal and are headline to form
briefed about the their opinion
dilemma at hand around
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Players are Players receive a Players walk
assigned an species-specific around and

animal and are headline to form discuss their
briefed about the their opinion opinion with
dilemma at hand around other animals
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Players are Players receive a Players walk
assigned an species-specific around and

After a certain

amount of time,

players vote on
the dilemma

animal and are headlineto form g discuss their
briefed about the their opinion opinion with
dilemma at hand around other animals
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Players are Players receive a Players walk Players debrief

After a certain

assigned an species-specific around and with their teacher

. . . . amount of time .
animal and are headlineto form m discuss their ’ on how this
players vote on

briefed about the their opinion opinion with the dilernma dilemma ties into
dilemma at hand around other animals the real world
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Players are Players receive a Players walk P Players debrief

assigned an species-specific around and : with their teacher
amount of time, .
on how this

lavers vote on . L
PIayers v dilemma ties into
the dilemma

animal and are headlinetoform g discuss their
briefed about the their opinion opinion with
dilemma at hand around other animals the real world
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Brieﬂng Headlines Discussion

Briefing

Before class:
- Teacher chooses a dilemma from a predetermined set

- Choice of dilemma can be used to relate to the topic of their class

At startup:
- Players are assigned a random character
- Briefing includes some information about their species
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Debriefing
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Briefing Headlines Discussion Debriefing

Headlines

Each species receives a headline from their own news source
- Headline relates to a decision that has to be made on the farm

- Headlines can be biased...

CRITICAL
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Briefing Headlines Discussion Debriefing

Headlines

Example: ethnic profiling
Sheep are discriminated against by dogs, and 1n
contrast to the other animals, cannot go 1nto the

pasture whenever they want

- Sheep will be supportive of gaining more freedom for their species
- Dogs will report being unjustly accused of unfair treatment
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Briefing Headlines Discussion Debriefing

Discussion

In-game discussion emulates real-life information spread

Players need to discuss with one another to find out what the other

animals know

Perhaps other players can be persuaded to vote in your favor?

CRITICAL
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Voting

At the end of the game,

- Multiple predefined ¢

- The story concludes
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Briefing Headlines Discussion Debriefing

players vote on a resolution to the dilemma

noices are presented

nased on vote result

.

If the sheep can’t behave, it’s only logical that they The dogs should be removed from the farm and
are punished. The dogs can stay. returned to the dog trainer. All animals are equal.

20



Briefing Headlines Discussion

Debriefing

Debriefing

Players are then debriefed in a class discussion:
- Did you recognize what the scenario was about?
- What was your opinion on the headline?

- Did your opinion change after talking to other animals?
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Volgendelstemronde: 06iminuten, 42 seconden:

Al

KOE KRANT

BREAKING NEWS §
ac ?v;r N&

boerderudleren voor dezelfde
overtreding. Zo mogen schapen EXTRA
niet meer het weiland in zonder

toestemming van de honden.

Andere dieren mogen gewoon

gaan en staan waar ze willen.
Schapen zijn het zat en beginnen

in opstand te komen!
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Metaphors

- Represent current societal issues

- Create a space for open conversation

- Safer discussion environment through anonymity and metaphor

itself

- Allows exploration of different points of view

- Encouraged by random character assignment
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Metaphors

Examples of topics:

Ethnic profiling
Immigration

Same sex marriage
Conspiracy theories

Riots

CRITICAL
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SPP framework - System

Collection of narratives, also known as proto-stories
— Main narrative is selected by teacher per-session

— Matches the topic of the current lecture
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SPP framework - Process

Process consists of player interaction during play
— Players choose persuasion strategies

— Successful persuasion produces more favorable outcomes
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SPP framework - Product

The product is the final narrative - what outcome do the players

choose?
— Players vote on a set of predefined outcomes

— Debriefing session analyzes the generated narrative

— Players reflect on their and others' actions and viewpoints
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Evaluation

Three playtests: One online, one hybrid, one offline

- Students briefed in short kick-off presentation

- Debriefing in small groups of ~5 plus instructor

- Participant evaluations collected via surveys (N=60)

All playtests were done with the ethnic profiling dilemma
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Results

Students were more involved in-person compared to online
- Better participation during debriefing
- Higher quality discussion on the societal issue presented in the

game
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Results

Player communication
- ~50% of playtesters report feeling

motivated to talk to others
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No

27,1%

Indifferent

Yes

23,7%

Were you motivated to talk to others?

49.2%
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Results

Player communication

- 459% talked to less than two others

- Spam

- Unsure what to do at start of

game
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More than 5

13,3%

2to§

Less than 2

41.7%

How many players did you talk to?

45,0%
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Results

Topic and purpose of game were clear for

the large majority of players
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What was the game about?
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Results

Topic and purpose of game were clear for

the large majority of players
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What was the goal of the game?
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Results

45% of the participants reported that

species had an effect on their opinion
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No

Yes

33,0%

Did your species influence your opinion?

45,0%
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Limitations

Limited interaction with students during development
- Resolve confusing aspects of gameplay
Hard to keep up with conversation, especially for dyslexic people

Limited number of playtesting sessions
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Future work

Critical Mass is running a pilot of Diermocratie in 40 MBO classes
- Added a new NPC animal, Raven
- Role: messenger and instigator

- Players are suggested possible discussion points
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Conclusions

- Diermocratie makes use of interactive digital narratives to provide a
space for open conversation

- Motivates students to discuss perspectives on complex scenarios

- Diermocratie allows exploration of self-awareness, empathy, and

argumentation
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Thank you!
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