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You have probably seen the term Positive Impact Games 
buzzing around lately. With the recent release of  
Jane McGonigal’s book Reality is Broken: Why Games  

Make Us Better and How They Can Change the World,  
along with years of work in this area mounting, many  
are taking a closer look at games and their potential. 

And how can we not? With devices such as the Android  
and iPhone, games are reaching a much wider ranged  
audience much quicker. In my own work, I was inspired  
by my two year old son who, yes, loves Angry Birds. But  
in addition to that, he took to word matching and letter  
writing games like it was inherent. Encouraged by the  
possibilities of touchscreen, I began development on a 
touchscreen First Nations language game. I am Irish,  
Anishinaabe, and Metís, and my husband is Cree. We are  
part of a generation that has mostly lost our traditional  
languages. With touchscreen language games (we’re  
starting with Cree), we can learn as our son learns.  
Although, based on paper prototyping alone, he’s picking  
it up a lot faster than we are...

Positive Impact Games don’t have to be wide reaching  
systems that change economies, schools, and businesses, 
but it’s certainly arguable that they have that potential.  
Nor are they simply limited to Alternate Reality Games.  
Any genre can reach out to comment on current issues  
and facilitate positive rewards for players that roll into the 
rest of their lives. For me, it’s about integrating some part of 
yourself and your community in the work you do.
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obvious. The player is going to see and 
understand the designer’s intent, and once 
this happens, the magic is broken.

A notable benefit to having the meta-
mechanic occupy an auxiliary role is the 
scarcity in which an auxiliary meta-mechanic 
appears. This scarcity causes this mechanic 
to be noticeable in a more meaningful way. 
So why would I say that it ruins “the magic” 
when players notice the meta-mechanic? 
Think of it this way: add hot pepper to 

a dish and it becomes noticeably--some-
times irritatingly--hotter, but add a little 
salt to something sweet and it becomes 
noticeably tastier.

Another way to think about mechanic 
scarcity is supply and demand. When the 
meta-mechanic is scarce, it becomes a 

L
et’s play a little game I like to call, 
“What’s the name of that? Oh 
hell, I’ll make it up.” Try to come 
up with a name for game compo-

nents that have a real-life—or extra-ludic—
manifestation. I can think of no appropriate 
word that really describes these elements. 
Of course, by “no good word” I mean that 
I haven’t really taken the time to look. To 
remedy this, I propose the term “meta-
mechanic”, which is to say, a mechanic that 
transcends the game space. Now that we have 
that ambiguity out of the way, we can discuss 
the elements that give Positive Impact Gam-
ing its namesake.

In Positive Impact Gaming, there exists 
an inseparable comparison with its sister, the 
Serious Game. As far as I’m concerned, the 
major difference between these two game 
types is that Serious Games heavily entwine 
the meta-mechanic in the game’s narrative 
(or core mechanic), while Positive Impact 
Gaming keeps the meta-mechanic subtly 
on the periphery, to enhance or accentuate 
the core elements. It is this subtlety, which I 
believe to be paramount.

When it comes to designing a meta-
mechanic, the first major pitfall I see is 
when the core mechanic is the meta-
mechanic, or is inextricably woven into 
it. This methodology is simply way too 

reward in and of itself; a break from the core 
structure of the game. When making this 
assertion, we are assuming that the meta-
mechanic itself was well thought-out, both in 
its design and implementation. For example, 
consider a standard First Person Shooter that 
includes in-game narrative artifacts in the 
form of little messages or blurbs of text that 
point out secret power-ups and items. Would 
this not entice the player to stop and read a 
little bit? Perhaps, after engaging with the 
game for a while, the player wouldn’t mind 
reading longer and longer passages. That’s 
not to say that all players will become avid 
readers, but it doesn’t seem inconceivable that 
a player will stop and read the plaque next 
to a museum exhibit – an exhibit this same 
person may have otherwise simply walked 
by.  There is one problem with this example: 
players are being rewarded for reading, by 
mechanics that are “not-reading.” But I 
believe that, in this example, the counter-
productive reward paradigm doesn’t exist, or 
is mitigated. By performing the meta-me-
chanic, the core mechanic is rewarded, and 
therefore the mental association for reward is 
through reading. As a comparison, consider 
a game where the core mechanic is heavily 
based around reading, while the auxiliary 
mechanics (not reading) provide rewards that 
help the player with the core mechanic (read-

By Michael Lahens

RewaRd, Punishment, and subtlety 

 in Positive Impact Gaming

©Veer/Mob Appeal
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ing). In this second example, rather than 
associating reading as a path to reward, 
the auxiliary game mechanics (not read-
ing) act as this mental path. I hope that 
explanation makes sense… otherwise, this 
is going to feel like a very long article.

In one of the above examples, we 
looked a system that rewards a player by 
helping them complete the core/meta-
mechanic, but only after first completing 
an unrelated mechanic. Let’s look at the 
example again, but this time, instead of 
rewarding the player with a bonus, the 
player is rewarded with more meta- (and 
in this case, core) mechanic. In other 
words, the example becomes a reading 
game that rewards progress, or auxiliary 
mechanics, with more reading. In this 
case, because the lack of subtlety with the 
“meta-mechanic as a core-mechanic” mo-
tif, the likelihood that this core mechanic 
is going to be entertaining is going to be 
considerably lower. It would be ludicrous 
to say that it is impossible, but it is pos-
sible in the same way that it is possible to 
create an AAA title without any crunch; 
yes, it is possible, but is a Herculean feat, 
in and of itself. So if we continue under 
the assumption that the core/meta-
mechanic is not a super-human work of 
unparalleled genius, and we take a look 
at rewarding players with more meta-
mechanic, we could compare this to tell-
ing someone that if he or she eats their 
broccoli well enough, an extra portion can 
be attained. If you haven’t noticed, I like 
analogies, which begs the questions, “why 
didn’t you just make another analogy?” 
But I digress.

Let’s take a brief moment to recap. Us-
ing a “meta-mechanic as core mechan-
ics” design paradigm is going to equate 
to a lot of headaches down the road. 
Meta-mechanics acting as auxiliary me-
chanics create positive mental associa-
tions. Subtlety in the use of a meta-me-
chanic is arguably more effective. And I 
like analogies.

The majority of this article has been 
focused on things to avoid—essentially 
a “what not to do” article. In the spirit of 
balance, let’s explore potential ideas for 
successful meta-mechanics. To do this, 
first note that there are essentially two 
kinds of meta-mechanics. There are some 
meta-mechanics that reinforce a certain 
behavior or thought pattern and others 

that discourage a certain behavior or 
thought pattern. For example, “reading is 
good” versus “unsafe sex is bad.”

When it comes to our hypothetical 
game where reading acts as an auxiliary 
mechanic, we have essentially explored 
the point I want to make; make the 
meta-mechanic facilitate a reward system 
for the core-mechanic. When it comes 
to the second type of meta-mechanic, 
the opposite is true. For this, let us take a 
look at a “hypothetical” western Role-
Playing Game. In it, aside from adven-
turing, looting, and all the other won-
derful things associated with the genre, 
let’s say that the player’s avatar has the 
opportunity to shake the hands of men, 
women – and, depending on how open 
the world is, various forms of demon, 
demi-humans, and miscellaneous crea-
tures. In this game, it is up to the player 
to decide how to proceed in these hand-
shake situations. But since this game is 
centered on standard RPG conventions, 
there’s no way anyone would classify this 
as a hand-shaking game.

Now let us suppose that players in this 
hypothetical game decide to engage a 
charming fey creature in hearty hand-
shake. It seems enough like an innocent 
gesture, but this fey is not the most hy-
gienic of its kind, and it is very possible 
that if the player fails to take the right 
precautions, he or she will be picking up 
a nasty, but thematically appropriate ill-
ness. Before we get into how this would-
be mythical illness affects the player, let’s 
first speak on how one could avoid such 
unfortunate transgressions. Players might 
be able to expend items such as “ethereal 
soap” or “ferocious hand-sanitizer of 
vigor,” which would neutralize the illness 
before it has a chance to take root in the 
hero’s immune system. Before throwing 
oneself, hand first, into the situation, one 
could equip a pair of gloves, used only for 
this purpose, to prevent microscopic mal-
contents from spreading. Naturally, such 
gloves would also confer an arcane bonus 
to hand-shaking, but again, I digress .

Even so, this meta-mechanic (about 
the perils of unprotected hand-shaking) 
still has to appear as a legitimate choice 
to the player; if it causes instantaneous 
death and the deletion of any previous 
save files, then one could still think of 
it as a deterrent. In spite of that, the 

choice has pretty much been made for 
the player. Instead, if it was noticeable—
but acts as more of a mild nuisance 
rather than a full-on problem—then 
it becomes a legitimate choice for the 
player, and therefore more meaningful 
in its significance. Again, subtlety. It is 
not hard to imagine this paradigm on a 
positive scale when it comes to meta-
mechanics that the designer wants to 
reinforce. Even at that, adding both 
positive and negative consequences to 
certain in-game choices is not a new 
concept, but further augments a player’s 
sense of choice. When an in-game deci-
sion is meaningful on a personal level, it 
becomes a powerful narrative tool that 
transcends the game space. I’ll reiterate: 
I’m well aware that this isn’t a new tool 
in game design, but it is no less useful 
when designing meta-mechanics.

Positive impact gaming has the poten-
tial to raise the bar of game design and 
deliver a more meaningful experience to 
the player. This is very much a known 
quantity. Whether it be a son telling his 
mother telling he is henceforth com-
mitted to safe-sex after playing Fable 
II, or the students who have an above-
average vocabulary because they play 
role-playing games, the effects of positive 
impact gaming have already taken root 
in the mainstream. As with everything, 
there’s room to grow. So we’ve looked 
at the concepts of subtlety of design, 
using clear operant conditioning paths 
when rewarding or punishing players, or 
building meaningful choices. Although 
it would be ignorant for me to say that 
these ideas are without flaw, I take solace 
in knowing that they are built off the 
ideas that came before, and I would 
already be overwhelmed with delight if 
it caused one person to stop and say, “you 
know what? I’ve got a better idea.” In our 
field, we are limited only by the human 
ability to create. What will your better 
idea be?
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bunctious kids, and stood in front of the class 
trying to reach across a divide of culture, age, 
education, and socio-economic differences, 
all the while thinking, what can possibly 
change within six months? At the six month 
mark, the Chancellor called for a review of 
the results. We went to the meeting with no 
expectation of further sales and were amazed 
to be congratulated for having made a signifi-
cant change. On days when there was typing 
class with computer games, attendance went 
up. In the months that followed, we installed 
over 5000 networked computers and software 

across the schools of every NYC borough. 
Games motivated the students to show up 
and participate, which laid the foundation for 
learning to occur.

Games provide a canvas for self-motivated 
learning. Social games add to these virtual 
environments a reason to share, support and 
motivate each other to progress in game; 

A
social change will occur  
as the larger audience of  
Casual Gamers connect and 
play across cities to remote  

villages and across platforms. As access 
becomes as comfortable as sending an 
SMS, games will become the pastime of 
preference. The intrinsic nature of games to 
motivate, inform and connect people opens 
the opportunity to impart knowledge and 
skills. Game industry professions will provide 
new designs with fresh perspectives based on 
our belief that the time we spend playing can 
have personal and social benefits. Interactive 
games offer a unique opportunity to provide 
a positive impact on our world—as we play 
together in the massive-collaborative environ-
ment that is forming around us and then 
return to the real world more empowered.

My first experience of the benefits of 
gaming came about in 1989 when working 
for IBM. We were asked by the Chancellor 
of the New York City Board of Education 
to prove that computers had an educational 
value and to demonstrate this with objec-
tive measurements within six months. IBM 
stationed me at Evander Childs High School 
in the South Bronx, ranked as the most dan-
gerous and lowest scoring school in the public 
school system. Each day I passed through 
metal detectors, walked around gangs of ram-

competition is also a great motivator to 
return and play. Collaboration and competi-
tion heighten the feeling that our tasks are 
important and relevant within the massive-
collaborative virtual word.

In Jane McGonigal’s book “Reality Is 
Broken, Why Games Make Us Better and 
How They Can Change the World,” she 
aptly shows the power of games to make us 
happy and improve our lives. The book is 
filled with research on the potential benefits 
of playing games and paints a brighter future 
that can come of it. I find most compelling 
the potential of Alternate Reality Games 
(ARGs) because of their seamless integration 
with our lives in the physical world. McGo-
nigal defines ARGs as “anti-escapist games,” 
games played out in a real-world context that 
improve our lives.

The India Story
Since 2004, I have been living in India, a 

market that represents the best chance for 
massive, positive change on our planet in 
our immediate future. With a population of 
over 1.2 billion people (66% of which under 
the age of 30, 45% 19 or younger) and over 
700 million mobile phone users, the digital 
divide will be bridged. Even now, the majority 
of internet access comes via mobile phones 
and with 3G/4G launching this year, large 

By Robin Alter

PosItIvE IMPACt GAMEs IN INdIA

“Games provide a 
canvas for 
self-motivated 
learning.” 
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masses of people will connect from cities 
and villages looking for content. The recent 
rapid growth in internet users is largely 
driven from this the educated, middle-class 
in large and medium sized cities (in June 
2010, India added 989,640 new Facebook 
users, an increase of 156% over the past 12 
months; and India is amongst the top ten 
Twitter users). When the small cities and 
villages connect, they won’t be asking for just 
news or social networks because the language 
and literacy barriers are too great (India has 
26 different official languages with over 150 
different dialects).

In 2007, my company published the first 
fully-localized massive-multiplayer, online-
casual game in India. We licensed a success-
ful dance game from 9You in China (Super-
DancerOnline) and worked with them to 
customize the Indian version (Dance Mela) 
with Bollywood themes, music, dance moves, 
language, virtual goods, micro-transactions 
and all of the network infrastructure required. 
Although the game did not attract a huge 
audience, after four years of operation we 
identified many essential elements needed to 
create a mass gaming movement in India:

» Gameplay must be easy to start and 
should be designed to minimize the 
player learning curve
» Game content needs to be person-
ally and culturally relevant. The hottest 
selling virtual items were Saris, other 
Indian clothes and the Loud Speaker 
that let players broadcast messages 
across the world.
» Simplified menus with minimal text 
were not enough to help novice users 
navigate. Game interfaces will be more 
successful with a symbolic or pictorial 
language to bridge a diverse population.
» Social gaming in India will take 
different forms. Currently, due to the 
limited size and number of cybercafés, 
multiplayer gaming is often two people 
playing and six friends screaming. But 
because Indians have such vast and alive 
personally and familial networks, social 
interactions will find a way to emerge. 
New platforms like Smart Phones 
will be the access point of choice and 
platform games, particularly social games, 
will thrive.
» Because education in India is consid-
ered the great equalizer of class, race and 
socio-economic status, any educational 

value that is associated with playing 
games will drive large groups of people 
to upgrade their mobile phones to 
download content to improve their lives.

With internet access penetrating our daily 
lives, a mass movement towards gaming is 
inevitable. To meet the demand, we need 
games that address the differences in culture 
and personal preference in order to resonate 
with players on a deeper level.

We need to demonstrate and expand on 
the power of games to teach our children. 
The greatest potential of games lies in their 
ability to engage students deeply in the 
learning process and to foster a collaborative 
environment where players share, support, 
compete and motivate each other’s progress.

In the book “Flow,” Dr. Mihaly Csik-
szentmihalyi describes the research behind 
measuring the levels of happiness of a person. 
He researched people of different socio-
economic groups across cultures and found 
consistent data to show that one’s level of 
happiness is related to three factors:

1.  They must have mastered something 
or are working towards it. Malcom 
Gladwell suggests in Outliers that ex-
pertise or mastery is a matter of 10,000 
hours of practice (approximately 10 
years). Mastery comes with practice and 
is essential for being happy.
2.  You should be respected by others for 
this skill. This is a socially gratifying feel-
ing and adds to the motivation to play.
3.  You have improved things. What you 
do should have a positive impact.

Games can induce players to return to 
play, again and again – a great opportunity to 
learn through repetition. A game can get a 
person to duplicate actions (practice), which 
is the basis of learning and how lessons are 
internalized and solidified. Repetition is 
essential for mastering a skill. According to 
Csikszentmihalyi, mastery of a skill is an 
essential step to being happy.

There is an inseparable, direct and 
reciprocal relationship between learning 
and happiness. Games provide a vehicle to 
take us to a new bright future where people 
are empowered with knowledge and are 
strengthened by a stronger sense of happi-
ness and self worth. 

What Can We Do to Help?
To support the inevitable integration 

of games into our daily lives and further 

participate in the positive impact gaming 
movement, game industry professionals 
must address the player’s expectation for 
greater personalized experiences. Players 
look for features to create their own virtual 
items and to remake their virtual worlds. 
They want to be recognized by their peers 
for their creations and be rewarded if their 
goods are sold. Environments like SIMS 
and IMVU are great indicators of where 
personalization content is going. Over time, 
players will collaborate on music, create 
in-game missions and challenges, write 
the stories, and share their experiences. 
Ultimately this means that games need to 
help players create, manage and repurpose 
user-generated content.

I have spent most of my career designing 
enterprise infrastructures in the Entertain-
ment, K-12, Telecom and Finance indus-
tries. The challenges we faced were the 
same across businesses; namely, understand-
ing how to unlock content so that it can 
come from any source, can be delivered to 
any device, so it is packaged to the end-
user’s personal preferences, and includes 
recommendations that users find valuable. 
The other major challenge is that once 
users can create and publish content, 
they must be able to manage it and track 
the associated intellectual property rights. 
These challenges will become even more 
prevalent in the Gaming Industry be-
cause our users are much more involved 
and demanding.

The first step to organizing the content 
chaos is to embrace standard frameworks 
and ontologies to organize the mass 
of content that is being created. These 
design patterns provide a generic way to 
structure content so that the nature of the 
content is understandable and so it can be 
linked to other content and used within 
other games. These approaches have 
been around since Aristotle and have been 
evolved by researchers across industries.

There are many standards that can be 
applied within the game context that would 
facilitate the impact of games without 
disturbing the experience. For example, 
by implementing frameworks such as 
Benjamin Bloom’s Taxonomy to link player 
aptitude, skills, lessons, prerequisites, and 
progress through knowledge trees within 
the game environment, the in-game learn-
ing experience can be dynamically adapted 
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to each player’s individual needs and prefer-
ences. The Dublin Core metadata vocabu-
laries can help with interoperability across 
games, intellectual property management, 
and semantic/contextual linking.

The same standards can provide greater 
levels of game adaptation to the individual 
preferences or needs. This would include 
changing the presentation (the look and feel), 
the story context (interactive story telling), 
tailoring lessons to different learning styles, 
existing knowledge, and support customized 
feedback and hints. Personalization deepens 
the player’s connection with the game.

Flexibility in game design is critical to 
enable gamers to progress and navigate their 
own paths by their interests and capabilities. 
The connectivity we enjoy within our games 
will spread to populations and experiences 
across the virtual spectrum; this approach is 
the fundamental difference between Web 
2.0 and Web 3.0 games and applications. 
With a little effort, these small changes can 
help realize the goal of a more personalized 
experience. Our individual efforts, in even 
small, low-immersion casual games, can 
participate in a larger positive impact propo-

sition. If games are more tightly linked, then 
the cumulative effect of multiple games 
could sum to greater value.

At the intersection of fun and learning is 
a simple principle: keep the challenge just 
ahead of player’s skill. If the lesson or the 
gameplay is too difficult, the player gives up; 
if they are too easy, then they get bored. As 
the player gets better or the student learns 
the lesson, we add in something new and 
make it a little harder, a little more challeng-
ing. The high level of intrinsic motivation in 
playing and progressing in games is a com-
pelling opportunity for a learning paradigm 
and a way to transfer any information that 
can motivate positive action. Once you have 
a person interested in spending time, you 
can put any type of information in front of 
them and deepen the impression.

What’s Next
One of my side projects is teaching 

game design at the Dhirubhai Ambani 
International School in Mumbai. After the 
students complete their game designs, we 
will begin developing. Thereafter, we plan to 
bring these games, and any others that are 

gathered for the cause, into villages. We will 
record and measure the reaction and results. 
By doing small things we hope to show a 
larger potential impact from gaming.

The gaming revolution will be facilitated 
by the professionals in the gaming indus-
try who build games that are first fun and 
have a potential side-effect of a positive 
impact. But the real change will occur as the 
connected masses find a game seemingly 
built just for them and as players are able to 
shape these experiences to their liking.

Games beckon us to enter, be happy, 
explore, evolve and share our time with oth-
ers. In the South Bronx, China and India, I 
have seen games provide the changes I hope 
to see in the world.

See you online.

Robin Alter is the CEO and Co-Founder of 
Kreeda Games India. 
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Keith Fuller joined the IGDA in 2010 after leaving studio development to 
start his own business as a production consultant. After 14 years in the industry 
he wanted to get more involved in helping eliminate project mismanagement 
in as many companies as possible. His passion lies in the junction of Production 
and Quality of life so he joined both of those sIGs shortly after becoming an 
IGDA member.

Joel Johnson is a casual game developer from Bangalore, working with 
Interactive television for Digital set top Boxes at NDs. Hanging out on the IGDA 
forums since 2007, he recently rolled up his sleeves to add to the chaos by vol-
unteering with the casual Games sIG. He’s also helping with the setting up of the 
Bangalore chapter and would love to discuss how to develop the game developer 
community in India.

david Mariner is currently the chairman of IGDA Denmark, leads the IGDA 

Denmark Business chapter sIG, and organizes the Nordic Game Jam (an inspira-

tion for the Global Game Jam). He is also heading up the organizing committee 

for the IGDA leadership Forum europe and in what little spare time is left, enjoys 

participating in ad-hoc gatherings of game developers in bars around the world.

Giselle Rosman is passionate about connecting game developers and 
encouraging creative collaboration. she has played a pivotal role in building the 
online and real world community of the Melbourne IGDA since its reboot in 2009. 
Monthly meet-ups so far have included industry panels, open mic nights, trivia, 
BBQs. the inaugural IGDAM Game Jam that saw over 80 jammers complete 18 
games.  On top of this Giselle works full time in the education sector and is the 
mother of two beautiful girls aged five and eight.

tara tefertiller was recently elected chairperson of the Game  
Accessibility sIG after showing herself to be an active and passionate member. 
since becoming chair, she has worked with the steering committee to update 
the sIG’s online presence with a new site, Facebook, and forum discussions. 
she also organized the first game accessibility merit competition as part of the 
central Florida chapter of Global Game Jam. tara is an active member of the 
Orlando chapter of IGDA. 

MEMBER SPOTLIGHT
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How did your sIG
get started?

Our chapter predates our IGDA  
affiliIn 1972, Atari released a game called 
Pong. Humor me and call that the begin-
ning of the Video Game industry. Since then 
the industry has grown to generate annual 
revenue in the neighborhood of 20 billion 
dollars, and that’s just in the US. You can read 
a lot of the Games Industry success story at 
theesa.com. Games are a mainstream media 
that is consumed by most people. So as the 
industry has grown, challenges to create, en-
tertain and be profitable have been overcome 
and millions have accepted games as part of 
their lives. What’s next?

Have developers matured also?
For a lot of game developers, the next step 

is to give greater meaning to our work by 
having a positive impact on the world. We 
want to add our little bit toward the goal of 
making the world a better place.

Are you talking about 
serious Games?

Before you ask, the Positive Impact Games 
(PIG!) group is not about Serious Games. 
Serious Games are specialized game 
experiences whose primary goal is not 
entertainment. The members of PIG are 
game devs who want an evolution of the 
entire Game media form, not just discrete 
‘healthy’ products.

ok, so what is PIG trying to do?
With the PIG SIG we are trying to provide 
a rallying point for a cultural revolution 

within the commercial game industry; to 
reexamine the profit-only metric of suc-
cess that automatically assumes that any 
other consideration must equate to lost 
profit. Almost every game has something 
essential at its core, it’s just not thought 
about as such by the developers. Bravery, 
planning, problem solving…all familiar 
bases for games. But when these very 
human concepts are brought up in plan-
ning sessions, they are often squashed by 
the producers or execs, whose business 
concerns and risk aversion, while essen-
tial, are usually very different from the 
creative concerns the rest of us live for. 
Clearly this perceived risk is not hard fact. 
Did the original Star Wars entertain the 
heck out of millions? Yes. Did millions 
of people find inspiration in the idea of 
The Force? Yes. Did that positive impact 
reduce the profits of that brand? Quite 
the opposite. But somehow, at this time, 
movies, books, music are accepted as 
being able to do this, and games far too 
often are not. But they can be.

Can we REALLY make 
a difference?

We know that we can find ways to create 
commercial games that contain positive mes-
sages without damaging the core products. 
Many of us have done this, and continue 
to do it. We have proven we can do this via 
clever design and presentation, in ways open 
or indirect. Simply accepting this as an addi-
tional goal for developers would yield a subtle 
yet powerful shift in the overall game culture 
which would grow over time.

so why should I join PIG?
Many of us have come together ac-

cidentally at conventions or IGDA 
meetings, where our conversations 
naturally turn to this shared goal. Over 
the past few years the presentations at 
GDC have been standing room only. 
This is not just a few idealistic people; 
this is a movement within the games 
industry. The immediate goal of the 
PIG SIG is provide a central organizing 
entity that makes it as easy as pos-
sible for interested developers to share 
ideas, encourage each other with success 
stories and provide a library of helpful 
information—and perhaps even find 
new teammates to help turn individual 
dreams into real games. This is the 
age of social networking (I know that 
sounds trite, but it ’s true). The PIG core 
team is comprised of veteran game de-
velopers who are volunteering the time 
to set this up. Please be patient, this is a 
project under construction. But it ’s hap-
pening, and any of you can be part of it. 
Do you want to live in a better world? 
Do you dare to believe you can help that 
happen? Even a little, tiny bit? Come 
on, give it a shot.  

sIG spotlight:

POSITIvE IMPaCT 

By Dmitri Salcedo

Flickr/pfly
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the FIFA franchise see massive success 
in the Middle East even without being 
localized to Arabic. The universal popu-
larity of soccer in and across the Middle 
East, coupled with the universality of the 
mechanics, makes localization irrelevant. 
Traditionally speaking, this has been the 
main reason for the success of sports, 
racing and FPS titles in the Middle East. 
With more and more titles going social 
and relying on online connectivity, the 
barriers are coming down even faster 

as gamers compete directly and forge 
in-game friendships with other play-
ers around the world. When gameplay 
mechanics are universal, video games 
truly create a world without borders or 
geographical prejudice.

Universality of gameplay mechanics 
has been a main focus of our team, the 
company I co-founded in Jordan, Quir-
kat. At Quirkat, we’ve made it a mis-
sion to ensure that the influx of games 
published for our region are correspond-
ingly matched with an output of titles 
that likewise bring the best of our culture 
to the rest of the world. Case in point 
is our Arabian Lords PC strategy game. 
Familiarity with widespread titles such as 
the Civilization franchise or Age of Em-
pires make picking up the game largely 
intuitive, yet the game’s story takes the 
player through the first seven centuries 
of the rise of Islam. Cultural stereotypes 

I
t’s an exciting time to be living in 
the Middle East. The start of 2011 
has seen the rising tide of change 
sweep across Tunisia, Egypt, Bah-

rain, Libya and Yemen, with more and 
more young people determined to take 
charge of their fate in a peaceful manner. 
We have seen social media put to its ulti-
mate use in organizing rallies, spreading 
awareness messages and generally acting 
as a platform for open public debate, in 
a climate where offline channels are lim-
ited if existent at all. In a region where 
over half the population of 400 million 
is under the age of 30, those online tools 
are very powerful indeed. Social media, 
including Twitter, Facebook and Google 
have defied borders and enabled com-
munication to flow from and into the 
Middle East. These mediums have uni-
fied people on a global scale, a function 
that’s also been filled—outside of the 
political sphere—by video games.

Even with these new channels of 
communication, a sense of mystery still 
surrounds the Middle East and the facts 
about its modern day culture. For exam-
ple, many people don’t realize that there’s 
a booming games industry in this region. 
In fact, figures show that the retail games 
market is estimated at $800-900 million, 
with a 10% year-on-year revenue growth 
for both hardware and software. In 2009, 
almost 5 million gaming consoles were 
sold in the United Arab Emirates alone.

Games are inherently universal, and 
video games are no exception. More and 
more we see developers and publishers 
pushing for wider global appeal, driven 
predominantly by commercial interest 
but ultimately serving as yet another tool 
for global dialogue. Where gameplay 
mechanics are universally uniform, fun 
and entertaining games have the abil-
ity to break even the language barrier. 
Games such as Pro Evolution Soccer and 

are difficult to dispel, but games such as 
Arabian Lords show a more informed 
perspective of life in ancient Middle 
Eastern times. The importance of trade 
and architecture, two significant Islamic 
concepts, act as the core focal points in 
the gameplay. By highlighting leader-
ship and trade negotiation rather than 
violence, the game is informative and 
intriguing to Western audiences, as well 
as engaging on a pure mechanical level.
Cultural and linguistic issues aside, the 
love of games and entertainment are 
ultimately the unifying elements that 
bring people together. The Middle East 
is very green—an untapped market with 
plenty of opportunities across the entire 
spectrum of the games industry. We are 
witnessing exponential growth in the in-
dustry in terms of online spending. More 
people play online games, and console 
sales have increased. Game development 
provides a great opportunity to bridge 
cultures and introduce greater cultural 
exchanges through their inherently interac-
tive medium. Particularly at this point in 
time, where change is happening on the 
ground and global understanding is the 
key to moving forward peacefully, video 
games—like social media—will prove to be 
a pillar of this cross cultural interaction. 

Prior to co-founding Quirkat, Candide 
Kirk played an instrumental part as a 
technology consultant in shaping the CIO 
Off ice at the Ministry of ICT in Jordan. 
Candide has a proven record of leading 
development teams in the production of 
regionally relevant game products. Being 
half-Jordanian, her in-depth knowledge of 
the region’s culture, language and demo-
graphic have enabled her to tap into game 
storylines catered for the region. Her game 
credits include Arabian Lords, Mythic Pal-
ace, Tariq’s Treasure, Al-Moosiqar and the 
unreleased Relic Hunters game.

By Candide Kirk

BRIdGING CuLtuREs tHRouGH GAMING

“fun & 
entertaining games 
have the ability 
to break even the 
language barrier.” 
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FEaTuRED GaMES 

FrOM tHe GlOBAl GAMe JAM

MEtEoR CRAsH

location: Game Jam cordoba, Argentina
credits: ezequiel soler, German A. Martin and carla 
soledad corcoba
Description: You’re a superhero who must defend the 
earth from extinction by destroying the meteors with 
your special powers.
Platforms: Flash

Url: http://globalgamejam.org/2011/meteorcrash

ALIEN sLIME

location: Munich Indie Game Jam, Germany
credits: robert Noll, thomas wagner, Markus vill, rich 
winterstetter and Filippo Beck Peccoz 
Description: the spacenoobs have conquered your slimy 
little asteroid. Go on and bubble and slime them out of 
the place you’ve called your sticky, sweet home for so 
long. Feed on their fleshy, unslimy, yet extremely tasty 
bodies and show them who’s boss! Make them extinct!
Platforms: Mac, windows, linux

Url: http://globalgamejam.org/2011/alienslime

LIFE IN sHAdoWs

location: tokyo University of technology, Japan
credits:  Hiroki Omae , cwong, tomo watanabe, tatsuru 
Ishida, Hodaka Naito, wenjie wu and Yang Yue
Description: walk with the spirit of shadows, lead the way 
to the peace of night (avoid the light, walk in the shadows)
Platforms: Mac & windows

Url: http://globalgamejam.org/2011/life-shadows

BLINK

location: University of Advancing technology, Phoenix, 
Arizona, UsA
credits: Nick Pfisterer, Jessica lang, russell sakolsky and 
Doc Preuss
Description: A minimal puzzle platformer based on 
concepts inspired by the neurological disorder known 
as visual extinction. switch which eye you’re looking 
through to see different parts of the level. If you can’t see 
an object, you can’t touch it anymore... player beware!
Platforms: Unity

Url: http://globalgamejam.org/2011/blink
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ing, reloading and the media of digital games. 
And there is no better conflict than A vs. B, 
where you gain your resources and achieve-
ments at the expense of the other side, an 
enemy. After all, the first ever video game 
created in 1962 was named Space-war!.

What we really need are different war 
games. And more sophisticated ones. 
A useful perspective to take is that of 
comparative media. It gives video games 
a serious consideration—arguing that 
it will one day be a viable media like 
books, movies or theatre. Not in terms 
of sale figures or active online users—in 
that front we’re already massive (and the 
ESA would love to provide you with the 
stats)—but rather in our media’s ability to 
speak to all tastes and ages. Its ability to 
create meaning, convey high-level mes-
sages and provocative concepts.

Diversity and maturity of a medium 
means that you would need to go beyond 
the “blockbuster” and the lowest com-
mon denominator. When Clint Eastwood 
created Flags of our Fathers and Letters from 
Iwo Jima, he wanted to represent war in all 
its complexity, beyond the myth, icons and 
conventions. To play on that level, game 
makers would need to keep on pushing 
the envelope and create experiences that 
address a wide range of emotions, not only 
the thrill of action.

Veterans would tell you that war is not 
anything like what’s depicted in Call of 
Duty. The action in a real battle could 
take only a couple of minutes. The rest is 

The following article first appeared on the com-
munity blog, Game Design Aspect of the Month 
(http://gamedesignaspect.blogspot.com), also 
known as GDAM, under the topic of No More 
War Games? Each month, game designers and 
other industry professionals offer their views on a 
particular game design issue. GDAM is currently 
edited by Sande Chen and Altug Isigan, founding 
members of the IGDA Game Design SIG.

In this article, Asi Burak, Co-President of 
Games for Change, argues that we don’t need to 
be rid of war games, but that we should strive for 
more sophisticated and realistic war games: ones 
that address the complexity of war and the moral 
dilemmas that modern soldiers face every day.

R epresenting Games for Change in 
interviews and conversations with 
the media, I am often asked to 

comment on the subject of “War Games.” It 
usually goes like this—an indifferent report-
er on the other end of the phone line, who 
is expecting to wrap up her story with the 
obvious angle. She’s almost starting to type 
the answer for me and expecting me to say: 
That we should not make war games, that 
they corrupt our youth, that they represent 
the worst in human nature and that when 
this content is packaged in a video game, it 
is even more dangerous. But no matter how 
hard she tries, I never give her that quote. 
I catch her off guard. I am not against war 
games, or any type of game, I would say.

War games and first person shooters are 
here to stay. There is an unbreakable link 
between the mechanics of targeting, shoot-

anxious waiting, fear, missing your family 
at home, seeing your friends injured or die 
in front of your eyes. Some of my favorite 
war game scenes are those in which you 
temporarily lose your weapon. Or before 
you gain one like in the beginning of Half 
Life 2. These moments, in which you don’t 
have total control, seem very realistic. And 
they are more authentic than constantly 
shooting and killing hordes of AI targets.

Modern warfare is grayer and blurrier 
than ever. Patrolling through the streets of 
Gaza or Fallujah confronts you with civil-
ians. Searching through reported targets of 
militants confronts you with scared women 
and children huddled in the corner of a 
room. Moral dilemmas are common and 
often they involve quick life-and-death 
decisions. These are tense and powerful 
moments that involve both inner and ex-
ternal conflicts. They are moments of truth 
that test soldiers’ nerves and their most 
fundamental assumptions about the world 
we live in. The reality of war is full of those 
moments. So far our video games are not.  

Asi Burak is a veteran game-maker, technol-
ogy executive and social entrepreneur. As 
Co-President of Games for Change, he leads 
on the curation, development, and execu-
tion of programs to raise the quality and 
reach of social impact games. He is also the 
co-founder of Impact Games, the creators of 
the internationally acclaimed “PeaceMaker” 
and “Play the News” gaming platforms.  

By Asi Burak

tHE CLINt EAstWood oF vIdEo GAMEs

CaLL FOR aRTICLES
the IGdA Perspectives Newsletter is looking for content for its April issue 

Have a great story about IGDA at GDc, PAX east, or sXsw? whether about a session, buzz topics, or parties, we want 
to hear. Get your articles in for our special April issue on IGDA Out and About.

Please send articles between 500 (minimum) and 3,000 (maximum) words along with a short third person bio and 
any photos to editor-in-chief Beth Aileen lameman (beth@bethaileen.com) by wednesday, March 30th.

©Vectorportal.com
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Video games are just another channel of communication and
expression. In that they can be a platform for influencing change.

-Glen Swan

Video games merge every previous art form in human history.
Damn right they are going to change to world for the better :D

-Daniel Rosser

I think we're at the tip of this iceberg, but there are games that are already 
making a positive impact on the world.

As audiences become more aware of and interested in games that 
support deeper life values, and talented game developers bec...ome 
interested in creating high quality positive impact experiences, I believe 
we'll see a lot more "positive impact games" being developed.

I do believe a tipping point will occur in the next few years... :)
-Mark Baxter

Did you know that the UN thinks that games can be very useful? Exercise 
and Gaming is not only a new invention it is also very important for the 
fight against obesity. Games are also becoming more and more 
important for education. The UN has an own group for ICT. And of 
course games should be accessible as possible! (UN Convention CRPD)
-Sandra Uhling

Do you think positive impact 
games can/will change the 
world for the better? How?

Do you think positive impact 
games can/will change the 
world for the better? How?

OvERHEaRD @ THE IGDa ON FaCEBOOk & TWITTER



What extended unemployment 
can do to a person’s self-esteem 
is heart-breaking and sad. 

Last week, an out-of-work nursing home 
housekeeper sat in front of her television, 
watching Oprah. The show illustrated the 
good works of those who, even struggling 
themselves, managed to touch the lives 
of others. After breaking down in tears, 
the housekeeper made a phone call to the 
local senior center and asked if she could 
volunteer. The head of the senior center’s 
Home-Delivered Meals program shared 
that they had just lost one of their delivery 
volunteers and were in desperate need 
of someone who could deliver meals on 
Fridays. The housekeeper signed up the 
next day.

No matter your opinion of the bil-
lionaire talk show host, her shows have a 
track record for motivating people to take 
positive action, making the point that mass 
media is a powerful tool in developing 
human beings. By nature, games are an 
outlet for relieving stress, building achieve-
ment and self-confidence, and actually 
developing skills. You can’t accomplish that 
without tapping several senses and hitting 
an emotional level with players. Games are 
a perfect vehicle for developing us as hu-
mans…and, yes…changing the world. But, 
are these “good games” really working as a 
business choice and are they really creating 
the intended shift?

Sims games published by EA, are great 
early examples of developing us as humans; 

offering us choices that play out in our 
own lives, but also extend into how we 
interact with those around us. Sims 3 had 
a simple, but profound impact on Jeff 
Ferzoco. “After managing a household for 
a while,” says Ferzoco, “you start get-

ting messages challenging you to make 
your bed, incentivized with life points or 
something. What’s important about this is 
the phrase that comes next. Paraphrased: 
‘An unmade bed is the gateway to a messy 
house.’ I don’t know if this affected others 
like it affected me, but I cannot EVER 
walk past my bed unmade anymore with-
out that going through my brain. It’s been 
nothing short of magical, and I’ve shown 
others to the same effect. Beyond the rest 

of the lessons from the Sims—like realiz-
ing your Sims have better social lives than 
you do after a weekend of playing—it also 
makes you stop and call a friend. That one 
has had the most day-to-day impact in my 
own experience.”

Heather Logas, a California developer, 
believed so strongly that games are the 
right vehicle for helping us to become 
better people; she jumped on kickstarter.
com to help her locate initial funding to 
begin her first iPad game. After receiv-
ing support from colleagues and friends, 
Before You Close Your Eyes started taking 
shape. Her pre-alpha demo is at http://
grou.ps/bycye/83911. Logas explains, “the 
game allows you to create a character with 
custom personality traits. As you interact 
with the story, the actions made available 
to you are based on your character’s per-
sonality. Your personality also has a chance 
to gradually change through the course 
of play, which in turn changes the actions 
you can take. The story the character has 
been thrust into is one where people have 
had to make hard choices in order to 
survive. The player uncovers what is really 
going on and must decide whether they 
want to participate in the system, turn 
their backs on the situation, or actively 
overthrow it.”

Motivation to develop a game that 
goes that deep comes from a serious goal, 
backed by an unshakable confidence. Even 
though she hasn’t given a lot of thought to 
marketing, she feels the best promotional 

By Mary Kurek
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By PLayING “GOOD GaMES?”
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“Motivation 

to develop a game 

that goes that deep 

comes from a 

serious goal, 

backed by an 

unshakable 

confidence.” 
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team she could ask for is already in place—
her Kickstarter investors. Forget that she’s 
a female developer in a male-dominated 
industry, she’s also a returning grad student 
and mother of a toddler.  There aren’t many 
hurdles that Logas hasn’t already overcome, 
but her drive to make a “good game” comes 
from a very personal place. Says Logas, 
“I believe that you can’t solve the world’s 
problems without addressing the underly-
ing issues. What we need most is to raise 
the global compassion level, understanding 
level, courage level, and generosity level, 
and that all starts with individual people.”

Developing personal growth as a game 
theme means you have to create a highly 
customizable journey—one that helps the 
player internalize experiences. Mind-Hab-
its (mindhabits.com) is a Montreal devel-
oper of science-based videogames designed 
to help players reduce stress and build self-
confidence. Founded on social intelligence 
research by Dr. Mark Baldwin at McGill 
University, Mind-Habits won first place in 
the 2007 competition for Great Canadian 
Videogames. While the game is fun, this is 
a serious game with anticipated outcomes 
for both the developer and player. One of 
their players, a 36-year old woman, shares 
how the game has impacted her life: “As a 
person with social anxiety issues, I was able 
to customize the gender and age of the 
faces to help me practice creating positive 
social interaction experiences. I’ve been 
using it for more than a year, and it’s been 
a wonderful experience.”

MeTycoon (metycoon.org) and Choices 
& Voices (http://playgen.com/choices-
and-voices) are both games developed and 
published by PlayGen in London. MeTy-
coon is a social game-based approach to 
encouraging youth to explore and develop 
their future careers. The player’s decisions 
directly affect their prosperity, achieve-
ments, and happiness as they live cradle to 
retirement. The game was shortlisted in last 
year’s Serious Games Challenge at I/IT-
SEC 2010, along with games from NASA, 
Disney and NATO.

Choices & Voices is a serious game that 
encourages young people to explore and 
discuss the underlying issues and adverse 
influences which can lead to divisions and 
tensions in communities. This game won 
the 2010 Engage Quality Award Best 
Game Inclusion for fostering motivation to 
learn and participation in society.

If you’re getting the feeling this isn’t 
PlayGen’s “first rodeo”—you’re right. In 
2009, they won Applied Serious Games 
Most Engaging game award for FloodSim. 
Founder and CEO, Kam Star explains 
how the company got into creating “games 
for the greater good”: 

“It all started in late 2001 with the aim 
of creating browser-based 3D games (a 
little ahead of our time!). One of our first 
commissions was for the US Airforce 
Europe, creating a gaming experience for 
familiarization. In 2004, we developed 
Time Commanders for the BBC using the 
Total War engine. That was a lot of fun, 
and it brought history to life through 
cutting-edge gaming. That really changed 
our direction towards serious games and 
using gaming technology to engage on a 
serious topic. By 2008, we were develop-
ing games to influence behaviour, including 
a decisive project funded by the Depart-
ment of Defence that led us down the track 
of creating our own authoring tool for 
developing games for affecting behaviour.”

“In the last three years, we’ve worked 
with a whole cross section of industries, 
including police, health, defence, corpo-
rate and education/schools, none of which 
are the domain of entertainment games.” 

Star’s comments draw a parallel between 
serious games for corporate use and “good 
games” that promote worldly impact that 
inspires individuals.”

Ayogo Games, Inc., (ayogo.com) head-
quartered in Vancouver, has been named 
Hottest Canadian Digital Company by 
digital media conference nextMedia. 
Founder and CEO, Michael Fergus-
son, is a developer with a conviction that 
games that exercise the human potential 
for a healthier social consciousness lead 
to a better life for all. While Ayogo has 
a diverse portfolio of “good games,” they 
are right now just months from launching 
GoodLife. The game is designed to help 
you reach your personal goals, but takes a 

different approach than the typical “points 
and achievements” system common in 
most games of this type. Players can create 
their own goals, or adopt individual or 
group goals created by thought leaders 
they respect. As players accumulate positive 
actions in Goodlife, progressing towards 
these goals, the game aggregates them all 
together into a navigable expression of 
these collective achievements. “Imagine 
a work of art,” describes Fergusson; “and 
each pixel represents a positive act taken by 
someone, somewhere in the world.”

Fergusson says, “we decided to work on 
GoodLife because we believe in the conflu-
ence of books, applications, and games. We 
believe (based on both analysis and anec-
dotal evidence from our existing business) 
that new technologies and distribution 
platforms present more opportunities to 
build useful, meaningful applications, and 
build interesting businesses around them.”

Healthseeker, a game the company built 
in partnership with Diabetes Hands 
Foundation and Joslin Diabetes Center, 
was designed to help people with diabetes 
habituate healthier behaviour around diet 
and exercise. “Players who receive encour-
agement from their friends in the game 
have, on average, 2.5x as many healthy 
actions as Players who don’t,” says Fergus-
son. “That’s the power of the social graph 
to make our lives better.”

Impact is a key factor for these socially 
conscious and heart-driven developers. 
But, in order to really know the impact of 
a “good game,” developers need to build in 
ways to measure success. I’m not just talk-
ing about soliciting marketing feedback 
and cold statistics—you need to know 
specifically how your game is inspiring 
action and the results the player receives 
from that action. Knowing you are help-
ing your players become better people is 
good—knowing how they are helping or 
influencing others as a result of your game 
is the brass ring.

Mary Kurek is a Professional Networker 
who makes business introductions for clients 
in the games industry. She’s a former Cham-
ber of Commerce Executive and author of a 
nationally endorsed networking book. Kurek 
writes for IGDA and Casual Connect Maga-
zine. She is @gamemarketing on Twitter and 
invites LinkedIn members to connect. http://
www.marykurek.com.

“you need to know 

specifically how 

your game 

is inspiring action” 
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allow players to become easily immersed 
in the Bielany District. They can visit its 
many highlights, ranging from forests 
and parks to areas inaccessible to the 
public, such as the ArcelorMittal Warsaw 
steel plant.

To create a full and rich experience for 
players, a compelling storyline and a se-
ries of puzzles were woven into the proj-
ect. Players assume the role of an Agent 
of the Mayor’s Office Protection Squad, 
tasked with tracking down a mysterious 
and dangerous Dark Character. To do so 
they must solve inventory-based puzzles, 
which are simple, yet challenging in their 
design. Completing the puzzles consis-
tently rewards players with access to new 
areas and locations, thus keeping the 
experience fresh and interesting through-
out the whole game. 

It must be emphasized that one of the 
main goals of the project was to educate 
players about the district. A map of the 
district is placed inside the game as a 
“travel interface” between locations. Ad-
ditionally, all of the showcased locations 
are augmented with their names visible 
on the screen at all times and an optional 
way to read location descriptions. The 
players can choose to read the additional 
information, but—and it turned out to 
be a very important factor in the game’s 
success—they were never forced to do 
so! This simple trick allowed the creators 
to encourage players to learn more and 
more about the Bielany District in a very 
natural way while simply progressing 
through the game’s story.

Mission: Bielany was intended for ev-
eryone: children, students and adults—all 
who had access to the Internet could play 
the game using just their browsers. At 

W
arsaw, the capital of 
Poland, is a diverse city 
divided into 18 different 
districts. Among them 

is a seemingly inconspicuous element, 
unknown even to most citizens of 
Warsaw, the Bielany District. Recently, 
it decided to make itself widely known 
not only to its inhabitants, but also to 
the whole country and soon after that... 
to the whole world. How? The answer 
is simple: by creating an easy-to-access 
promotional adventure game, the goal 
of which was to increase the awareness 
of the district’s historical, cultural and 
landscape diversity. The game was named 
Mission: Bielany.

The whole idea originated in the 
minds of two game industry profes-
sionals, Daniel Sadowski and Andrzej 
Mędrycki, who have previously worked 
on the high-profile AAA title The Witch-
er. After parting ways with their former 
employer, they formed their own studio 
called Nitreal and were looking for inter-
esting ways to expand their new venture. 
When the opportunity to work with the 
Bielany District Office appeared on the 
horizon, they didn’t think twice—they 
jumped at the chance to create a unique 
experience for all gamers alike.

After getting the green light, produc-
tion began during the summer of 2009. 
The adventure game was to be com-
pletely based on photographic material 
taken at the sites of twenty-six different 
locations all around Bielany. In the end, 
the Nitreal team took more than ten 
thousand photographs, all of which were 
then used to create a virtual tour of the 
district. The tour consists of almost one 
hundred spherical panoramas, which 

first, only a Polish version was released, 
and it was met with a very positive 
response from both the players and the 
media. During the first week, several 
thousand players visited the game’s 
website and played the game—a very 
good result considering the game focused 
on but a single district in Warsaw. After 
the game was translated into English 
(released at the end of March 2010) 
and Chinese (to be shown at Shanghai’s 
Expo 2010), those numbers went even 
higher. Based on collected statistics, it is 
estimated that since the game’s premiere 
more than one hundred thousand players 
from literally all over the world have 
played Mission: Bielany! Moreover, the 
game won the second prize at the 2010 
edition of the prestigious contest “Zlote 
Formaty”, which awards the best promo-
tional projects of cities and voivodeships 
(provinces) of Poland.

The success of Mission: Bielany proves 
just how powerful a tool computer games 
are. With the right idea, good execution 
and a little bit of luck, even the most 
exotic of topics can be communicated 
to wider audiences. Encouraged by the 
game’s reception, the teams at Nitreal 
and Warsaw’s Bielany District Office are 
now working on the game’s sequel Mis-
sion: Bielany II—this time as a down-
loadable title with a much larger scope, 
as two more Polish cities, Cracow and 
Torun (both of which also have Bielany 
districts), have expressed an interest in 
taking part in the project.

The Polish version of Mission: Bielany 
II will have its premiere in March 2011, 
with the English version planned for 
Q2 2011. 

By Daniel Sadowski

mission: Bielany 
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How did your Chapter  
get started?

Just over ten years ago, I bumped into 
the chapter’s co-founder/co-chair, Isabelle 
Marazzani, on the way to the bathroom dur-
ing a multimedia conference here in Mon-
treal. We started chatting about the need for 
there to be something more focused on game 
development/developers. That was the seed 
that started the chapter, and we had our first 
chapter event, a social gathering with lots of 
beer, a couple months after that—January 
2001 to be exact.

Who are your Chapter leaders?
Isabelle and myself are the co-leaders, with 

the support of many other volunteers. We 
have an advisory board with reps from all the 
major studios around Montreal, who give 
us critical feedback and input for events, etc. 
We have a whole team of “media” volunteers 
taking pictures at meetings, writing summary 
reports, editing videos of the presentations, 
using Twitter, Facebook, LinkedIn, etc, to 
spread updates and keep members engaged. 
Then we also have a squad of onsite vol-
unteers who handle the welcome desk and 
other needed tasks at the events.

How do you recruit new 
members into your Chapter?

Our approach has always been to focus on 
having fun and valuable meetings. We aver-
age 200+ participants per event, sometimes 
reaching past the 350 range! The member-

ship piece takes care of itself when you are 
delivering value. That said, all of the various 
volunteers help to get the word out, resend 
event announcements via internal studio 
mailing lists, pin up event posters in the 
cafeteria, etc.

How often does the  
Chapter meet?

IGDA-Montreal meets 9 times a year. We 
call it our “season”, from September to June. 
We always start each season with a big pre-
sentation night in September, take December 
off due to holidays and competition with 
work parties, then close the season with a 
“summer social” in June. July and August are 
off, as most Montrealers want to take in all 
the great weather and fun activities in town 
during the summer.

does the Chapter have a  
favorite place to meet, or 
does that change?

Our home base for several years has been 
the Society for Arts & Technology (www.
sat.qc.ca). It is an ideal space that has a big 
common/presentation area, a fully stocked 
bar and AV gear up the yin yang. They also 
host the local SIGGRAPH chapter, as well 
as many cool digital media shows, art instal-
lations, parties, etc. They did go through 
some renovation recently (to put a 360-de-
gree projection sphere on the roof !), so for 
a few months we were hosted by the kind 
folks at Autodesk.

What was your most recent 
event as a Chapter?

Last night! We had Heather Alekson, the 
producer on Dead Space 2, at EA’s Visceral 
studio in Montreal presenting a postmortem 
with a focus on the collaborative develop-
ment between Montreal and the Redwood 
Shores studio. It was a very production-/
process-oriented talk. There were about 250 
participants, with great audience Q&A (fun-
nily enough, most of which came from the 
Funcom folks, who are also dealing with the 
challenges of distributed development).

How does your Chapter  
support Positive Impact 
Games development?

Sadly, we haven’t done anything to directly 
support the efforts of the Positive Impact 
SIG. Indirectly, we believe that bringing to-
gether the community and giving them a safe 
space to share ideas and explore issues will 
lead to positive things. That said, earlier in 
the season, we had a roundtable night where 
one of the topics was debating the cultural 
value of games. 

chapter spotlight:

MONTREaL

By Jason Della Rocca

Flickr/hbarrison
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colorblind and deaf friendliness, and attempts 
at being high contrast. The team members 
are Tovar Shoaf Bruce Riggs, Paul Greaney, 
Shawn Paris, Troy Turriate, Brian Reilly, Jason 
Chambers, Luis Retana, Fengfeng Ke, Gus 
Gil, and Shawn Paris. Congratulations on a 
nice piece of work!

The winner of the IGDA GA SIG Global 
Game Jam Merit competition is Gaiya: The 
Origins of Deeproot by team Epic Wedgie. 
When it was time for scoring, this group did 
an amazing job of incorporating a number of 
key features in their game. Gaiya provided a 
tutorial mode, which allows players to ensure 
that their controllers or custom equipment 
are compatible with the game, in addition to 
letting players practice. In game, there are no 
important sound effects or voiceovers to be 
missed, making the game deaf gamer friendly. 
There were never any points where the 
player would be required to tell the difference 
between something red and green, or blue 
and yellow. This made the title color-blind 
friendly. Finally, the game was a one switch, or 
a one-button-mode game, which can be very 
helpful to gamers with several types of mobil-
ity issues. Not only were all of these features 
incorporated into their game, but the game 
was fun. I really enjoyed playing it.

Acknowledging that more work could 
be done on this title, team Epic Wedgie has 
taken further steps post Global Game Jam 
to make their title even more attractive to the 
hearing and visually impaired. If one took 
a look at the game posted at the end of the 
GGJ, one would notice that the voice over on 
the main menu, which provides the game’s 
background story, was lacking subtitles. Ad-
ditionally, in game one would notice there 

Since our elections last November, the 
Game Accessibility SIG has been filled 
with renewed energy and a drive to be-

come a more active portion of IGDA and the 
game development community. We’ve made 
a Facebook, new website and forums, but it’s 
our work with the Central Florida Chapter 
of the Global Game Jam that has produced 
some of our most exciting results.

The idea was simple: get accessibility into 
the minds of Global Game Jammers and 
show that game accessibility is not only easy 
to do, but, when considered in preproduc-
tion, can be done quickly without slowing a 
title’s development schedule down. Of course, 
we also wanted to show Jammers that a 
game can be accessible and still fun. The real 
challenge was trying to figure out how we 
could try to fit more into GGJ’s already tight 
schedule. The teams only had one weekend 
to build their game.

In the end, we decided a merit competition 
would be the most appropriate fit. It would 
be a way to award those who participated 
with high accessibility goals without punish-
ing those who did not, all while still letting 
everyone learn something about accessibility. 
Games would be given a point score based on 
features incorporated into their game. More 
important features were given points, and the 
scoring took into consideration features that 
didn’t apply to titles. For example, if a game did 
not have speech it would not be penalized for 
not having subtitles. A few teams stepped up to 
the challenge and the Game Accessibility SIG 
could not be more pleased with the results.

The first game I would like briefly to 
mention is Dream ’scape, a game receiving 
honorable mention by the SIG because of its 

were several moments where brown objects 
were on a brown background or perhaps grey 
objects on a grey background and so on. This 
could make this title hard for some gam-
ers with low vision. Since the end of Global 
Game Jam, team Epic Wedgie has continued 
work on their title and added subtitles to the 
main menu and adjusted the color in game to 
make them more high contrast.

As winners of the merit competition, Epic 
Wedgie all received certificates

and recognition at the February meeting 
of the IGDA Orlando Chapter. A game play 
video of Gaiya: The Origins of Deeproot can be 
seen at the IGDA Game Accessibility SIG 
website, where the updated version of the 
game is also available for download. I highly 
recommend doing so. It’s a simple game that’s 
great fun. Additional information on the game 
and team members can also be seen on the 
IGDA Game Accessibility SIG website.

Again, congratulations to all the members 
of Team Epic Wedgie; Ben Bair, Michael 
Burroughs, Krystal Churchwell, Kawon Da-
vis, Joe France, Adam Harte, Chad Hoover, 
James Lewis, Tim Mayo, Bryan Solero, Ryan 
Turner and David Weiss.

Tara Tefertiller was recently elected the 
Chairperson of the IGDA Game Accessibility 
SIG after showing herself to be an active and 
passionate member of the SIG. She is also the 
VP of Industry Relations for the Pursuit of 
Happiness Foundation, a non-profit that spe-
cializes in accessibility, a mentor for students at 
IADT Detroit and the QA Lead for Firebrand 
Games. Tara has also been a writer for the 
AbleGamers Foundation. 

By Tara Tefertiller

GAMe AccessIBIlItY 

GLOBaL GaME JaM MERIT COMPETITION
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fact of the industry. Instead we embed the 
knowledge inside and primarily provide the 
fun factor. When players enjoy the game, 
they will get our message indirectly. That’s 
the way we designed our game, Junk Master: 
The Journey to Junk Lord.

The core message that we wanted to 
deliver to the audience was “solving Global 
Warming.” This would seem like too much 
for a small set of people to do alone. Yet 
by creating this game, we can let others 
play and get the core message in the hope 
they will help us as well. Global warm-
ing is the most terrifying problem we are 
facing today, threatening rise in sea-level, 
drought, and other things depicted only 
in movies. Truly, there are many factors 
and initiators that bring global warming 
to life. So we scoped down and focused 
on one thing, one really small thing that 
lot of people in the Asia avoid thinking 
about: Garbage Classification.

If we don’t enforce garbage classifica-
tion, garbage will get dumped together 
and get contaminated. Then the killer gas, 
Methane, will be produced and cause the 
greenhouse effect, making the world hotter 

When the time comes to be inno-
vative and creative, you abso-
lutely won’t miss it. That kind of 

thing happened to me. In July 2010, that 
chance came, and my three friends and I 
grabbed it and stayed with it.

I heard the news about the 
software competition, Imagine 
Cup. It’s held and supported 
by Microsoft every year. Many 
talented students all around the 
world participate in this great 
event. The same goes for that 
year as creativity and innova-
tion are still blended together 
and leveraged the way software 
should be. Why did I talk about 
this competition? It’s because 
it’s where it all began.

The theme defined by the 
competition was “Imagine the 
world where technology helps 
solve the world’s toughest 
problem.” With that plain text 
statement, I was ready to go. I 
gathered another three friends to help fin-
ish the game and make it happen. I acted 
as the team leader and a main programmer 
working along with another programmer, 
one main artist, and one sound engineer/
support person. When we talked about the 
theme, we really wanted to go for mass. 
That was the way we needed to go in order 
to spread the core message we really wanted 
to deliver. One that matched the competi-
tion, that is, “to help the world!”

We could do this by creating a game that 
delivered both fun factor and the crucial 
knowledge that players would gain indirect-
ly while playing the game. I strongly believe 
that a game that is too explicitly designed 
to be an educational game, with both its 
logic and gameplay, would not survive in 
the real market. Most players will not pick 
up a game marked “Educational” and then 
go back and play in their home. It’s just a 

and hotter. Thus, if we properly communi-
cate that people must pay attention to this, 
we could even save our own lives and the 
world itself.

Junk Master is a puzzle/arcade game 
which relies on effective mouse control 

and fast thinking to classify 
garbage. The game mainly fo-
cuses on garbage classification, 
which is the core game play, 
but also incorporates the 3R 
concept (Reduce, Reuse, and 
Recycle) and explicit informa-
tion about garbage knowledge 
via a Quiz minigame.

It’s designed so that players 
learn by doing. The more they 
play the game, the more knowl-
edge (and of course fun) players 
will gain. It’s similar to the trial 
and error approach. People gen-
erally don’t realize their mistakes 
until they have already made 
them. This was adopted in the 
core game play, and what we got 

is drag-and-drop style game (drag the right 
garbage and drop it to the right trash). 
As garbage sitting still on screen isn’t very 
exciting, we put more obstacles (enemies) 
into the game. Those enemies are uniquely 
different in each mission. Players must 
adapt themselves to each challenge, and of 
course they must do it fast!

This game targets children around the 
age of 10 and above. We chose to target 
the next generation so that they might 
understand how important garbage clas-
sification is, and in the hope that they 
will help us in the future to spread this 
message and at the same time help solve 
Global Warming.

Wasin Thonkaew is a senior at Mahidol 
University in Thailand and aspires to be an 
indie game developer. 

By Wasin Thonkaew
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game thinking and dynamics to engage 
audiences and solve problems.” Although 
gamification as a conceptual “movement” 
has recently picked up momentum, innova-
tive uses of game mechanics and game in-
spired technologies have flourished across 
platforms throughout the last decade.

Over the years, the gamification concept 
has proved to be extremely powerful. Even 
before the term came along, game develop-
ment and technologies resulted in projects 
that improve quality of life, enrich the 
human experience, inspire positive social 
change, and benefit the world at large. 
The exemplary work done by Firsthand 
Technology illustrates individual and col-
lective empowerment through innovative 
gameplay and game-inspired technologies 
throughout the last 16 years.

Firsthand technology: “Making 
technology work for people.”

In 1994, Ari Hollander, Kimberley 
Osberg Lippman, and Howard Rose 

Games are Everywhere
At this moment in time, games are every-

where. Companies are incorporating gaming 
mechanics into their marketing strategies as 
a way to engage and interact with custom-
ers, while driving loyalty. Governments 
and non-profit organizations are running 
game-inspired public health campaigns to 
motivate positive behaviors and inspire so-
cial change. Medical institutions are relying 
upon 3D simulations and Virtual Reality 
(VR) for clinical research and non-invasive 
training. Schools are using gameplay, new 
technologies, and interactive tools to teach 
students invaluable life lessons.

Recently, the term “gamification” has 
been coined to describe the adoption of 
game mechanics and gameplay principles 
that extend beyond the “gaming” indus-
try into various facets of society. At the 
Gamification Summit 2011 held in San 
Francisco, the conference host, Gabe Zi-
chermann, opened the day with this defini-
tion: “Gamification is the process of using 

worked together at the Human Interface 
Technology Lab at the University of 
Washington, Seattle. The three collabo-
rated on a groundbreaking VR Roving 
Vehicle Project led by Dr. William Winn, 
which exposed 120 schools, elementary 
through high school grades, to Virtual 
Reality technology—20 of these did ac-
tual world-building exercises. “We wrote 
simple software so kids could specify the 
behaviors of objects” recalls Hollander 
in an interview. The code generated by 
the students would then be put back into 
the VR world, with interactive, real-time 
computing technologies.

Until that point, interactive, VR and 
real-time computing technologies had 
historically been reserved for “military or 
exotic research” (Hollander). The team saw 
potential in utilizing gaming mechanics 
to revolutionize the process of learning, 
working and playing, and in 1995, with a 
prophetic vision and desire to help people, 
Hollander, Lippman (who left the team 

By Chelsea Larson-Andrews

IMPROvING THE REaL WORLD 

tHrOUGH IMMersIve vr AND 3D sIMUlAtION 
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“Call Me Al”, an upbeat, energetic tune.
Not only have patients reported that 

SnowWorld helps block the pain, but Dr. 
Hoffman’s MRI brain scan research shows 
a reduction in the brain’s pain signals with 
the application of SnowWorld during treat-
ment (firsthand.com/creations/pain-control.
html). Christopher Maani, MD, U.S. Army 
Inst. of Surgical Research, reports that 
patients using SnowWorld show “marketed 
improvement in range and motion and 
level of comfort” during painful treatments 
(Gramza and Eagan). About 15 burn center 
sites from around the world utilize the 
SnowWorld game, with interest from many 
more (Hollander). 
 

vR therapy for Phobias and Ptsd
SnowWorld was Firsthand’s introduc-

tion to VR immersion for physical 
health, with many variations of the same 
concept to follow suit. Along with Dr. 
Hoffman, Firsthand pioneered VR uses 
for phobias and PTSD. SpiderWorld is a 
VR exposure game designed to treat ex-
treme cases of arachnophobia by putting 
the player in a safe, controlled environ-
ment, then introducing spiders at con-
trolled increments. The player must en-
counter, acclimate, and interact with the 
spiders in everyday environments, such 
as a kitchen (firsthand.com/creations/
exposure-therapy.html).  Over time, the 
anxiety and phobia will dissipate.

In series of projects with Dr. Hoffman, 
Dr. Sarah Miyahira, and Dr. Ray Folen 
(Pacific Telehealth & Technology Hui, 
Hawaii), Firsthand explored VR therapy 
for Post-Traumatic Stress Disorders 

in 2001), and Rose founded Firsthand 
Technology in Seattle, Washington. With 
a mission to “make technology work for 
people,” the group founded Firsthand, a 
company that would take VR, real-time 
computing, research and game develop-
ment out of the lab and into the real world.

snowWorld: virtual Reality  
distraction Game for Burn Patients

In 1998, Dr. Hunter Hoffman of the 
University of Washington, Seattle, con-
ceptualized and designed SnowWorld, an 
immersive VR distraction game to help 
burn victims endure painful treatments 
(firsthand.com/creations/pain-control.
html). In 2002, Firsthand was asked to 
collaborate on addi-
tional iterations of 
the game including 
a complete rebuild 
for the Design Life 
Now Exhibit in 
2006. SnowWorld 
is an interactive 
journey that takes 
the patient through 
a chilly ice canyon, 
an environment 
filled with snow-
men, penguins, and 
woolly mammoths, 
all of which are 
playfully hucking 
snowballs at the player. The player joins in 
on the fun by returning the playful jester of 
throwing snowballs back at the goofy winter 
wonderland characters.

The game is designed to enhance VR 
immersion to create distraction from pain 
during surgery, skin graphs and painful skin 
stretching. Rose says, “the degree to alleviate 
pain is the degree to which the patient is 
immersed.” In other words, the more the 
patient feels like they’re in the game, the 
more effective the VR therapy is. The VR 
immersion design is layered so that patients 
constantly feel their presence in the game. 
There’s the motion of traveling down the 
canyons. The innately chilly environment 
meant to distract from thoughts of the 
original injury. The arctic creatures turn 
to face the player, wherever they are in the 
game, to heighten the players’ presence. The 
player throws snowballs for an element of 
activity, and the soundtrack is Paul Simon’s 

(PTSD). Patients suffering from “domes-
tic violence, civilian survivors of terrorist 
attacks and intense battlefield stress in 
war veterans” have had success with the 
treatment (firsthand.com/creations/post-
traumatic-stress-disorder.html). VR-
graded exposure technology allows the 
therapist to adjust the settings on the fly, 
customizing the patient experience.

The PTSD Therapy has been expand-
ed to help soldiers returning from Iraq 
in a game called IraqWorld, developed by 
Firsthand, Dr. Hoffman, Dr. Miyahira, 
and Dr. Folen. In this VR game, pa-
tients wear a VR helmet and are guided 
through their experiences in a safe, 

controlled environ-
ment (firsthand.
com/creations/
post-traumatic-
stress-disorder.
html). BusBomb, a 
game created by 
Firsthand in con-
junction with Dr. 
Tamar Weiss of 
the University of 
Haifa, was created 
specifically for sur-
vivors of terrorist 
attacks (firsthand.
com/creations/
post-traumatic-
stress-disorder.

html). The utilization of VR therapies 
is endless, with many new treatment 
concepts emerging.

Attack of the s. mutans!: 3d simu-
lation Games that Encourage Kids 
to Brush their teeth

Attack of the S. mutans! is a VR Health 
game and exhibit developed by Firsthand 
that weaves the message of oral health 
into a 3D multi-level action game, and 
1500 to 2000+ sq. ft. traveling exhibit. 
The game and exhibit are funded by the 
National Institute of Dental and Cranio-
facial Research and the National Center 
on Minority Health and Health Dispari-
ties, and were launched in tandem at the 
Pacific Science Museum in Seattle in 
April 2010 (attackofthemutans.com).

The name of the project comes from 
Streptococcus mutans (or S. mutans), 
which are the most offensive acid-
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sticks to assess the effectiveness of the 
game. One method of measuring was 
testing players’ knowledge after playing 
the games by asking questions about the 
content—to make sure kids retain the 
information. Secondly, they looked at 
children’s propensity to change through 
evaluating their sense of self-efficacy. Fi-
nally, they surveyed parents to conclude 
if the children discussed the game after 
they played and understood the concepts. 
For objective measures, kids were inter-
viewed, many of which described feeling 
motivated to brush their teeth twice a 
day (attackofthemutans.com).

the Future of Firsthand
In addition to the games previously 

explored over the last 16 years, First-
hand has utilized VR and 3D simulation 
across industries for a variety of uses. 
One of their early projects, GroupMind 
used complex adaptive systems theory 
for cooperative gameplay to dismantle 
Boeing’s hierarchical corporate structure 
and prove cooperation can take place 
without an explicit power structure 
through a massively multiplayer game 
(firsthand.com/creations/complex-
adaptive-systems.html). They’ve worked 
in clinical environments to create 3D 
medical simulations for oral anesthesia 
training (firsthand.com/creations/educa-
tion-training.html). Firsthand has even 
used game mechanics to create games for 
learning languages such as “Zengo Sayu”, 
a Japanese language learning game (first-
hand.com/creations/zengo-sayu).

Sticking to their original mission 
statement, “making technology work 
for the people,” Firsthand is looking 
at expanding game accessibility in the 
future. “The greater challenge is finding 
effective uses,” states Rose. He continues 
saying, “there is an innate problem with 
game application which is that it isn’t 
accessible [to everyone].” In order for 
the games to reach people of all ages and 
socioeconomic backgrounds, Firsthand 
games need to be more accessible.

In the coming years, Firsthand will be 
tackling this challenge by reducing the 
dependency of large, complex technolog-
ical integrations (the 1500 to 2000+ sq. ft 
exhibit booth for S. mutans for example), 
and working with mobile platforms for 
massive distribution. Right now the team 

producing bacteria in human saliva. 
Pete Moss, Senior Software Engineer 
at Firsthand explains in an interview 
that Attack of the S. mutans! is a public 
health campaign—the “idea is that the 
game gives an engaging experience with 
a context.” The game is designed to 
teach players that the human mouth is 
a living bio system. The intention is to 
provide children with a positive outlook 
on self-care, help them understand the 
importance of oral hygiene, and encour-
age them to take an active roll in keeping 
their teeth clean by brushing twice a day. 
Firsthand’s website states that: “The goal 
is to have kids visualize wiping out our 
oozing plaque biofilms the next time they 
brush their teeth” (firsthand.com/creations/
health-games.html).

In S. mutans the game, the player is 
tasked with blasting the evil biofilm 
(plaque) with fluoride ammo and deadly 
bristle-bombs. The goal is to save the 
tooth enamel of the games character, 
Dentisha, which is under attack from 
lactic acid. The majority of the game 
takes place in micron-scale magnified 
surface of Dentisha mouth. S. mutans 
the game, is an interactive journey that 
lasts about 15 minutes, and takes place 
between 5 players stationed at pods. The 
players are ages 8-12. They interact with 
the game by playing on an immersive 
3D screen, wearing 3D glasses, using wii 
remote controllers (attackofthemutans.
com). While playing, objects from the 
simulation are hands distance, encapsu-
lating the player into the 3D environ-
ment of Dentisha’s mouth.

Similar to the VR immersion games 
created by Firsthand, every aspect of S. 
mutans is calculated and developed with 
extensive research. The vibrant colors, 
elaborate 3D levels, and humorous script 
turn oral health into an action-packed 
adventure. The character Dentisha is a 
quirky “inventor, adventurer, and oral 
health enthusiast” who guides the player 
throughout the multi-layered game. She 
was designed to optimize the impact of 
the game on the players. Dentisha is a 
physically developed young lady, 20 years 
of age, old enough to be a role model and 
young enough to still be cool (Rose).

In developing S. mutans, the First-
hand team referred to behavioral change 
models and had a series of measuring 

is working on iPad versions of S. mutan 
exhibit games like “Keep Your Teeth.” 
“There are a lot of directions we can go 
with this immersive software,” says Rose, 
particularly referring to mobile health. 
Consumer expectations of engagement 
and distribution are continuing chal-
lenges that Firsthand will take on in the 
coming years.

Conclusion
Since its inception, Firsthand Technol-

ogy has utilized game mechanics and in-
novative technologies to improve people’s 
lives and enrich the human experience. 
Compared to the work accomplished by 
this team, gamification as a movement 
seems insignificant, more of a flash in 
the pan concept to describe the transfor-
mative game-inspired innovations over 
the last decade.

Hollander describes gamification as 
a reductive term that lacks real “power 
and longevity.” I would agree that the 
idea of using game mechanics to improve 
human lives requires the deepest level of 
engagement, immersion transformations 
that are unequivocally rooted in daily 
experiences. As technology becomes 
more humanized, devices get sleeker and 
VR environments more immersive, the 
impact will be more significant. Through 
the use of positive impact game mechan-
ics, the relationship between virtual and 
real worlds is becoming blurred.

For Firsthand, using new software 
platforms, like Unity, will help them 
build their immersive public health cam-
paigns. As corporations, governments, 
educational systems and medical institu-
tions normalize gaming metaphors, the 
use of game mechanics in improving 
people’s lives will flourish. Companies 
like design3.com, a game development-
training portal, are popping up with tools 
necessary to teach people how to make 
and distribute positive impact games to 
the masses. The future of game technolo-
gies across industries is bright, support-
ing Firsthand Technology’s mission to 
“make technology work for people.”

1. http://www.cdrinfo.com/Sections/
News/Details.aspx?NewsId=26708

 
2. http://www.theesa.com/facts/index.asp 
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March 24, 2011

IGdA detroit March Meeting
thursday, March 24, 7:30pm
detroit, MI, usA

http://www.igdadetroit.
org/?p=295

Agenda - GDc wrap up: High-
lights from GDc 2011 presented by 
people who were there!

Demo Night: Have a project 
“Made in Michigan”? Here’s your 
chance for publicity, fame, and 
feedback. Interested in showing off? 
Please fill out the sign-up sheet.

Note – due to the great response 
we’ve received, we are inviting 
everyone to spend 10 minutes for 
demo and questions. there will be 
time after everyone has presented 
for more Q&A.

March 25, 2011

IGdA-Austin Microtalks
Friday, March 25, 8:00pm
Austin, tX, usA

http://www.austingamedevs.org/
events/march-2011-microtalks

IGDA-Austin Microtalks is coming 
to the original home of the Austin 
city limits music show on PBs, 
KlrU-tv studio 6A. we’ll have room 
for more than 300 in the audience.

speakers include:
Zach vowell - archivist of the 

Ut video Game Archive (www.
utvideogamearchive.org)

Ian Bullard - senior engineer, to-
tal Immersion studios

tess snider - programmer/de-
signer, ex- of trion worlds, now 
Pixelsea

Jason Hughes - programmer/
studio head, steel Penny Games

rodney Gibbs - studio head, 
ricochet labs (the QrANK people)

ed stark - senior designer vigil 
Games/tHQ, ex- of tsr from the 
D&D v3 and v3.5 era

Aaron romo - artist/animator, 
Powerhouse Animation

sloan spaeth - real estate agent 
at Aquila commercial.

March 30, 2011

IGdA Calgary Chapter Meetup
Wednesday, March 30, 7:00pm
Calgary, AB, Canada

http://www.meetup.com/IGDA-
Calgary-Chapter/events/16908279/

Join us on the last wednesday 
of every month. come with your 
ideas, questions, and be ready to 
meet new people who want to 
work on game development. we 
will spend time learning about 
members, talk about game ideas, 
share ideas on what calgary needs 
to help independent teams work 
on games, and have fun! we may 
will combine meetups with events 
and jams. the idea is to get people 
out and to see what we can do 
together.

April 4, 2011

WIGI Women and Men
Monday, April 4, 
7:00pm – 10:00pm
Los Angeles, CA

http://www.womeningamesin-
ternational.org/work-learn-play.
html#WAM

On the first Monday of every 
month, please join local video game 
and related industry folks at our 
monthly networking event. the party 
runs from 7:00 to 9:00 pm with ex-
tended Happy Hour pricing! eat, drink 
and socialize with old friends and 
new. Bring your business cards! wIGI 
promotes networking and career 
building for everyone in the video 
game industry, women and men.

April 9-10, 2011

Armageddon Expo 2011
Wellington, New Zealand
saturday, April 9 - sunday, April 10

http://www.armageddon-
expo.com/nz/ticketing-info-after-
hours-events/

NZ’s entertainment expo, Ar-
mageddon, returns to wellington. 

Meet international tv and Movie 
stars from Doctor who, stargate At-
lantis, transformers and Battlestar 
Galactica, get signed cards from 
the voices from Ben 10, Bleach, 
teenage Mutant Ninja turtles, the 
venture Brothers and more!

IPw live wrestling, free laser-
tag arena, animation and Movie 
screenings, comics, sci-fi, gaming, 
collectibles, music performances, 
Autographs, computer and console 
gaming and specials and much 
more. check out the event main 
stage for celebrity panels, spe-
cial eating contests, Dragonball Z 
Kamehameha challenge, Pillow 
fight, cosplay costume contest and 
many other events.

April 12, 2011

Athens Chapter Meeting of the 
GGdA/IGdA
tuesday, April 12, 
7:00pm
Athens, Greece

http://www.facebook.com/event.
php?eid=131533133587219

(Global) Game Jam redux!
Its been more than three years 

since Athens hosted a site for the 
first ever Global Game Jam. since 
that time we’ve had a second 
Global Game Jam, one “summer 
Jam,” and a Health Game Jam. this 
summer will be no different...

this chapter meeting is your 
meeting. Have something to say 
about jamming? come and say it. 
we’ll be talking about logistics for 
the summer. Furthermore, many 
of you have also developed other 
games. Please bring those to the 
meeting. let us know your reflec-
tions on the development process

April 9-10, 2011 
WIGI Women and Men
tuesday, April 26, 
7:00pm – 10:00pm
san Francisco, CA, usA

http://www.womeningamesin-
ternational.org/work-learn-play.
html#WAM

EvENTcAleNDAr
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On the fourth tuesday of every 
month please join local video 
game and related industry folks at 
a monthly networking event. eat, 
drink and socialize with old friends 
and new. Bring your business 
cards! wIGI promotes network-
ing and career building for every-
one in the video game industry, 
women and men.

May 2, 2011
WIGI Women and Men
Monday, May 2, 
7:00pm – 10:00pm
Los Angeles, CA, usA
http://www.womeningamesin-
ternational.org/work-learn-play.
html#wAM

On the first Monday of every 
month, please join local video 
game and related industry folks 
at our monthly networking event. 
the party runs from 7:00 to 9:00 
pm with extended Happy Hour 
pricing! eat, drink and socialize 
with old friends and new. Bring 
your business cards! wIGI pro-
motes networking and career 
building for everyone in the video 
game industry, women and men.

May 6, 2011
too Many Games
Friday, May 6, 10:00am - sunday, 
May 8, 6:00pm
oaks, PA, usA
http://www.toomanygames.com/
index.php?option=com_content&vi
ew=article&id=171&Itemid=107

too Many Games is one of the 
biggest independent game con-
ventions on the east coast. taking 

place in Oaks, PA (just outside 
Philadelphia) this year is going to 
be bigger and better then ever. 
Featuring bands, tournaments, 
panels, new releases, a huge lAN 
center, and one of the biggest 
game marketplaces around! take 
a look at the website for all the 
up to date information! You don’t 
want to miss this one!

May 10-13, 2011 
Nordic Games Conference
tuesday, May 10 - Friday, May 13
Malmö, sweden
http://nordicgame.com/

the Nordic Game 2011 confer-
ence, 10-12 May 2011 in Malmö, 
sweden, will continue its focus on 
bridging gaps within the industry, 
and this year’s edition will use cre-
ativity and entrepreneurship as the 
point of departure. what is creativ-
ity in game industry terminology? 
How can the industry be better at 
utilizing its creative force?

with the belief that insights drive 
innovation, the main mission of 
the Nordic Game 2011 conference 
is to give attendees the oppor-
tunity to think outside the box, 
by listening and talking to people 
who do exactly that. reGIster 
NOw AND sAve MONeY!

May 19-20, 2011
Canadian Games Conference
thursday, May 19 - Friday, May 20
vancouver, BC, Canada
http://www.canadiangamescon-
ference.com/

the canadian Games confer-
ence (formerly GDc-canada) is a 
two-day conference/exhibition that 

brings together some of the indus-
try’s top innovators, businesses and 
talent responsible for the explosive 
growth of the gaming industry, 
providing a platform to share 
knowledge and develop industry 
partnerships while showcasing the 
beautiful city of vancouver.

the cGc focuses on providing 
education, networking and insight 
for the gaming community. It was 
developed in conjunction with 
the canadian Games community 
by reboot communications, a Bc 
based company that organizes 
international conferences world-
wide. the inaugural conference 
(vIGs) was held in 2007. this year’s 
event is expected to attract over 
1000 attendees, representing gam-
ing companies and trade associa-
tions from around the globe. 
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CaLL FOR PROPOSaLS
the IGdA Leadership Forum is october 27-28, 2011 in Los Angeles, California, usA 

the IGDA is seeking session proposals for speakers with solid industry experience to offer insightful leadership and 

production-related sessions for its 5th annual IGDA leadership Forum. the leadership Forum focuses on advancing 

the state of the art of game production and management. the 2011 IGDA leadership Forum will take place October 

27-28, 2011 in los Angeles, california at the sheraton Gateway los Angeles Hotel. submit your proposal HERE.
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Why join the IGdA? 
The International Game Developers Association works to enhance and advance the lives and careers of game 
developers around the world. We are a volunteer-driven organization of game developers helping game develop-
ers. By joining the IGDA you help support the leading industry group representing game developers and help to 
shape policies and best practices for the game industry as a whole.

The IGDA also offers numerous benefits including:

COMMuNITy
 Local chapters 
      - From South Africa to Finland to Shanghai, over 80 chapters worldwide!
 Special interest groups (SIGs)
      - Focusing on topics as diverse as Sex in Games to Artificial Intelligence to Quality of Life
 Game industry events
      - Gain access and discounts to industry events, roundtables, workshops and receptions
 Voting rights and leadership
      - Shape the organization, or run for leadership and affect change even more!

KNOWLEDGE
 Online webinar series - member only webinars featuring industry experts that cater to a wide range of interests
 Leadership Form - our annual event that brings the best of our global speakers together to share their  
                                             challenges, solutions and ideas for the future
 White papers & publications - publications on a variety of topics and core industry positions

RESOuRCES
 Healthcare program (available to most uS residents)
 Members-only discounts on books, airfare, conferences, classes and more
 Online profile - create a professional profile on IGDA.org to showcase your work and connect with other    
                                        industry professionals

Learn, connect, share, and represent the video game industry: join the IGDA. 

Get involved! | Stay current! | Expand your network! | Be heard!

Learn more here: http://www.igda.org/join

| JOIN

http://www.igda.org/join

