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... through game design - .



IVIPLICTT AT T TUDES:

Implicit attitudes are automatic

judgments through which a subject evaluates of

an object or a situation.

They can be positive or negative.




A positive automatic association with sugary and

unhealthy foods can have a number of causes




b.S.1. HYPOTHESIS:

A positive implicit attitude towards sugary and fatty

food is a key factor in the development of

in the Western world.




Take a group of overweight teenagers and

Then observe if that transformation corresponds with

a change in their eating behaviors (and weight).

TRANSFORMATIVE VIDEO GAMES *




Game Design
Which method: ?

1) EVALUATIVE CONDITIONING
2) ATTENTIONAL BIAS
3) GO /NO-GO PARADIGM



INCREASE THE PLAYERS' IAT SCORES (more positive

towards healthy food, less towards fatty, sugary food)
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are
activities that are deliberately
designed to provoke or facilitate
specific psychological, cognitive,

behavioral, or convinctional effects.
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TRANSFORMAITIVE PRACITICES




TRANSFORMATIVE PRACITICES
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McDonald's Videogame by Molleindustria -



In my latest work, | do not address the
transformational qualities that

(video)games have on their players...

BUT ON THE GAME DESIGNERS THEMSELVES!

What happens to the designers, when they
are engaged in the processes of designing a

game thatis forthe players?



Game design is explored as a ‘technology of

the self’, as a

Virfwal Worlds as
Philosophical Tools

How to Philosophize with 3 Digital Hammer




during the process
of structuring transformative experiences

for somebody, we inherently develop and

refine




SELF-TRANSFORMATIVE VIDEO GAMES




in the process of designing a
(video)game with transformational goals for
its audience — the designers inevitably self-
fashion themselves in ways and in directions
that are analogous to those that they intended

to elicitin the recipients of their work.



Squinky @TheSquink - 8 lug
cises will one day be as

boring game design exer

In classrooms,
writing, drawing,

omnipresent as boring
exercises.

painting, and crafting




in the process of designing a
(video)game with transformational goals for
its audience — the designers inevitably self-
fashion themselves in ways and in directions
that are analogous to those that they intended

to elicitin the recipients of their work.







BRIEF / RELATIONSHIP WITH THE CLIENT
RESEARCH (bibliographic, experimental...)
CONCEPTUALIZATION (and feedback)
ITERATION (testing, redesign, feedback)
QUALITY ASSURANCE / TUNING
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A1: Our answer is a tentative ‘yes’, which

encourages more research.

- RESEARCH QUESTIONS -
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Albeit not conclusively, our hypothesis seems to

be confirmed

- CONCLUSIONS -

Future research will hopefully clarify for which

transformative and edr
TEANK YOU!

design of games and vid¢ ,
@Gua _Le_N1

effectively functionasas



