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ABSTRACT

Serious
theoretical

games

are developed under particular purpose.
background on serious games for social change as a basis for future

This study provides a

experiments and practice. By examining the elements of games and related theories,

narrative immersion and
of games,

critical participation are identified as the two main experiences
which are realized through role play. Based on educational theories for

behavioral and cognitive change, this study suggests to use role play as a strategy on
serious games for social change. Analyzing the cases of serious games in Korea, this
study concludes that participants are able to experience the context of the situation

through role play.
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[Table 1] Educational Theory related to Serious

x
Ak

Games

Aol

=i
LN

roj o A3

=]
gul

gomH

. B £3 i~
=~ | = =
8 gl S so | 25 8 Z 38 ¥
UOTM o 5 .0 .= 0 & = <
s o 8= | .20 55 B 5 5 E >
S =l B > o 5 Lz E £ 3 Z,
5Bl ® s < 2 g0 DU Q
S) = < 2 % q 2 3
=& |& |S°® S
Ly Q = » 2 o© ©
O |95 |38 & n S [ =]
> |9 ¥ o3 O b S = 0
S|, 885 E5EE°glgEEs |Fs
e TSESEIFwS 8822 o E B
Lo 22 ENgEEE QS EEREE T
V= | Q0 T|g = S QAE ®© 2
2 .1nMeuedtﬁc L8l v =
EES FE LS EE TR L
o 22 3353 8cBEERE- 0
SISEEESCEEEFEEEE |3
= £ T|Q & g E © 2
) L o
0 2l o 5 |o - S= S 8
JEEEREL P T
Ao B MWK.N_H.H S c 2w
S FPiM m 2 ~ S g 2 2
R}
O#EﬂﬂNrﬂﬁi%%%mﬁM%%Hw
T oF o~ of B W or 7o A
W PT ww _m owo XM
= ™ —_ _
w "o o = o R B X zm o X
wop W T T ey X
R S SR EE%M%QMWUU .
s T oxe @ g® ywi >
O A= - ool = R B L SC
PR W TE g B -
X e oE o HowR <V wo - o K wm,o W™
T - % o O o S B
X 5 N Sy o w OR° o~ E o NH —n
Aoyt oo BOBS N E oo = WY
e U N o o N S~ e
ﬂﬂdldﬂogel oo o < oLuTio
T8yl TR - e
. PR o = X . X -
Moﬁﬂﬂﬂeﬂr% N R E.Mdlm.m o@]d_.l‘_ -
ol E| 7o < h H ﬂu AT 5 5 o i MAT
L - —_—
S v B~ -l
N ool T xR ool g TPow W W R
ﬂiﬁ.mﬁ%ou?ﬂ.mﬁ W EXTT B E o
ST ye PR PR E AT RS
L IR T T M. . N P
R T oo %o of NT T ® AR
W oM R W o R oo K| @ omy W oM X o

=
=

3
=

=t

At

ESG SIS

h=e]
==

A Al

Ho

el
w

ot
o

e

ar
=
=
0
)AO

T

1o
e]g

N

iy

—_
o

i

E

Al

FR7h HlelFh ofe] 4 &

37 S1%

A7

<

oy

Journal of Korea Game Society JKGS |61



\
>
M
=
ot
]
Ly

o X
0y o
L Lo
\-rﬂgikorﬁ
< o _1)1 _LJ
o rr b oo
Moo
oft = N
:-:‘m;:ﬂno
Mo B>
AT Y
r%ﬁ_@_~
it
o 2 5
W o
= N
rﬂ‘,é‘ %‘
B‘LHQ‘Q’PJ
_E,rlodviﬁ-“
9g&>4_‘
iﬁr‘
2
5 &
EE:l
> o

e
i
i)
=
rﬁ
a
mh
0
it
off
__<’>1:l

o},

o 2> S e o o

jincs o

o og >

o go >

o

r2 u

i _% =
XN N

0 ¥ =

N oo

* 3

e

w Mo

N oo

Ir

)

o

fr

=

T

_O|L

-IN
fe
X
ot
e
Loy
>
xo,
o)
]
2

p‘L
32
o

L el ke A
G7le FoguE BEE orbv AYS
Pl eka A WETelsh 47l
WS oEE wEow AYE B
@5 Wske EPw

S A ARk el I 7

ol A 2ol

=)
X

o,
of
==
ol

o
o
ffr
4

¢

O Al 37
ol

i}
(o)

e 1R Lok
. oo oo o m)
'
L
N
)
2
o
X,
?‘-’4
il'e
o
N
)
>~
>,
ot
=
ot ol

[o
il
ik
oo
e,
)

5 n
o

Ko
i
3
ro,
fo oo
B

i) I ;!
[o S off o2 1 I¥
o orr oox roh om0 o

oo
o =

f o
X

]
N

24
o
ol
ol
o R

fatt
=2
>
Lo
1o
N
X0,
v
o
3
il
I oy

e

@ 7154 Agel A

ol
O
B

< dAskd o 7IE ZIdE

ACKNOWLEDGMENTS

This study was supported by 2022 Sogang

University Research Funds(202110045.01).

REFERENCES

=Toke Tled Alel o1& A —

[1] Han Hye-Won. “Study on
Definition and Types of Serious Games.”
Humanities Contents, no. 19, pp. 219 - 36,
2010.

[2] Eui Jun Jeong, Hye Rim Lee. “A Study on
the Concepts and Categorization of Serious

Conceptual

Games Based on Strategic Purposes and
Applied Theories.” Korean Society For
Computer Game, vol. 26, no. 3, pp. 61 - 69,
2013.

[3] Jong-hyuk Lee, Eun-a Kim. “The
Exploratory Study on the Concept of
National Wicked Problems and the Emerging
Issues.” Korea Technology Innovation Society
Conference, pp. 471 - 505, 2019.

[4] Tan Bogost. Persuasive  Games: The
Expressive Power of Videogames. Mit Press,
2010.

[5] Jane McGonigal . Reality Is Broken: Why
Games Make Us Better and How They Can
Change the World. Penguin, 2011.

[6] Dong-Min Lee, Seoung-Ho Ryu, Eui Jun
Jeong. “An Overview of Serious Game
Mechanism for Social Changes.” Journal of
Korea Game Society, vol. 13, no. 2, pp. 81 -
98, 2013.

[7] Katie Salen, Eric Zimmerman. Rules of Play:

Game Design Fundamentals. MIT press,
2004.
[8] Jesper Juul. “Half-Real.” Video Games

between Real Rules and Fictional Worlds.
Cambridge (Massachusetts) Und London.
OLDENBURG, 2005.

[9] Janet H. Murray, Hamlet on the Holodeck:
The Future of Narrative in Cyberspace. Mit
Press, 2017.

[10] Marie-Laure Ryan.
Reality  2: Revisiting
Interactivity in Literature and Electronic
Media. JHU Press, 2015.

[11] Nonny De la Pefia, Peggy Weil, Joan
Llobera, Bernhard Spanlang, Doron Friedman,
Maria V. Sanchez-Vives, and Mel Slater.
“Immersive Journalism:

Virtual
Immersion  and

Narrative as

Immersive Virtual
Reality for the First-Person Experience of
News.” Presence, vol. 19, no. 4, MIT Press,
2010, pp. 291 - 301.

[12] Gonzalo Frasca. “Simulation versus Narrative:

62| Journal of Korea Game Society 2022 Feb; 22(1): 55-64



— Theoretical Background of Games for Social Change —

Introduction to Ludology.” The Video Game
Theory Reader, Routledge, 2013, pp. 243 - 58.

[13] Kyoum Sup Kim. “Der Computerspiel als
Drama furdie soziale Kritik und Erkenntnis”
Deutsche Sprach— und Literaturwissenschaft,
vol. 18, no. 4, pp. 1-25, 2010.

[14] Jung Yeop Lee. “A Study on Persuasive
Games by Ian Bogost.” Journal of Popular
Narrative, vol. 23, no. 3, pp. 489 - 520, 2017.

[15] Walter Coutu. “Role-Playing vs.
Role-Taking: An Appeal for Clarification.”
American Sociological Review, vol. 16, no. 2,
JSTOR, 1951, pp. 180 - 87.

[16] Peggy A. Ertmer, and Timothy J. Newby.
“Behaviorism, Cognitivism, Constructivism:

Critical ~ Features from an
Design Perspective.”
Performance Improvement Quarterly, vol. 6,
no. 4, Wiley Online Library, 1993, pp. 50 - 72.

[17] Pauline Rooney. “A Theoretical Framework

Comparing
Instructional

for Serious Game Design:  Exploring
Pedagogy, Play and Fidelity and Their
Implications for the Design Process.”

International Journal of Game-Based
Learning (IJGBL), vol. 2, no. 4, IGI Global,
2012, pp. 41 - 60.

[18] Enas Abdulrahman Alrehaili, and Hussein Al
Osman. “A Virtual Reality Role-Playing
Serious Game for Experiential Learning.”
Interactive Learning Environments, Taylor &
Francis, 2019, pp. 1 - 14.

[19] Korea Creative Content Agency, Eco Friends,
2010. https://www.kocca.kr/cop/gamedetail.do?
gameTp=05&gameNo=1&menuNo=200875

[20] Na-Young Kim. “A Research of an RPG
Adventure Game-Type Interactive Exhibition:
A Case Study on IZ HERO Exhibition at
National Science Museum in Korea.” Korean
Society For Computer Game, vol. 25, no. 4,
pp. 107 - 17, 2012.

[21] Young-Su Kim, Na-Young Kim, Sung
Hyun Cho. “A Study on the Positive Impact
of a Persuasive Game and Its Potential for
Social Change Literacy.” Journal of Korea
Game Society, vol. 14, no. 1, pp. 39 -48,
2014.

[22] Seongheon Kang, Sungjin Park, Sangkyun Kim.

“Gloomy Jean Game for Simulating Unfair
Trade : Role Playing for Entrepreneurship
Education.” Journal of Digital Contents Society,
vol. 20, no. 4, pp. 697 - 705, Apr. 2019.

[23] Jooyoung Oh, Hope for the Rats, 2020
https://jojooh.com/

Z Xl S (Chu, Jean Ho)

oF & : 2008 AMeulstm Aoksly} (W] skAl)
2011d LY ~E|EE UR|EolE (1]484IA})
20184 ZA|olgatatal TiA Y mtje] (E3hakp
20191 -84 A7kl olE&H AT A} ug

#A ok 1 E R rjo] o}E, FaTux

Journal of Korea Game Society JKGS | 63



\
>
fohy
E
oty
it
Iy

=Toke Tled Alel o1& A —

64| Journal of Korea Game Society 2022 Feb; 22(1): 55-64



