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Video Games for Social Change
Games for Change (G4C), founded in 2004, is a central organization and new movement of non-profits, academics, developers, students and activists of all stripes building the field of positive social change through and around digital games media.  This groups acts as the new movement’s international nexus for visibility, community and best practices; like documentary film before us, we are building a new field: using game technology to address real world issues. We’ve been covered this past year in the New York Times, NPR, and CNN, and in many other national and international media outlets and have a community of more than 600 members. 
G4C the non-profit is in partnership with the New School in creating an innovation lab for games in the public interest with some of the brightest young game-makers in the field -- PETLab is already underway with partners such as the EPA, Microsoft and the Woodrow Wilson International Center for Scholars. We are also creating a multi-million dollar games’ portal with MTV to launch in the spring of 2007.  Some of our funders include The MacArthur, Surdna and Robert Wood Johnson Foundations, Microsoft, as well as local and state agencies. Dubbed an early “Sundance Institute of videogames” we have been featured at the IFP, Margaret Mead and Sundance Film Festivals and have consulted on a panel for the World Economic Forum at Davos.  Our fourth annual festival set for June 11 - 12 will draw more than 300 activists, non-profits, academics, artists, and of course, innovative game designers.
G4C the movement is a community of activists creating some of the most exciting new games – about poverty, global climate change, the Middle East conflict.  Peacemaker, a game immersing the player in the role of the Palestinian President or the Israeli Prime Minister was a finalist for the Ashoka-Changemakers "Entrepreneuring Peace" competition; Darfur is Dying was characterized by Nicholas Kristoff in his op-ed in the New York Times: “one of the best presentations of life in Darfur is in an extraordinary video game developed with help from MTV”; and A Force More Powerful, created by the International Center on Non-violent Conflict spent $3M to train activists in countries otherwise off-limits to international NGOs in non-violent resistance techniques to overthrow oppressive regimes.
Organizational Premise: Many of today’s social issues--from poverty to racism to rainforest destruction--are increasingly pressing.  The role of social change organizations is crucial, but most are heavily burdened and need support in considering new media solutions.  Yet the world’s problems mean we can’t afford to pass up the opportunities behind digital games.  Already, games deeply and broadly connect our youth.  Perhaps the most powerful engagement technology available today, games offer an unsurpassable environment for rich learning and engaged participation for all age groups.  We need to bring together the best game designers, the social-issue content experts, and the power and visibility of large-scale community participation to address the world’s most pressing issues. 
Programming: As the sector leader, G4C serves both immediate and longer term needs through a wide range of programming by: 
· opening up new avenues of distribution through our high-profile and well-trafficked media partnerships such as MTV; 

· shaping a new and more informed public dialogue about games through sharing research, highlighting speakers and making headlines with the games in our community
· spurring what many are calling the “most promising area of innovation in games” by creating an incubation lab for games with “real-world” content.

· enlisting the expertise, credibility and resources for these new games from “serious” institutions such as the World Bank, the International Center on Non-violent Conflict, the UN, and of course, some of the most established foundations in the world: MacArthur, Ford, and Gates, to name a few.  And finally,
· providing a high-visibility, state-of-the-field festival for the most innovative game designers, forward-thinking non-profits, well-informed academics, and students and activists of all stripes, showcasing cutting-edge programming, high-profile key notes such as Raph Koster and Bob Kerrey, and providing many opportunities for visibility through our extensive media relationships and expertise.
Press Highlights:

Chronicle of Philanthropy
http://www.philanthropy.com/
Game Plan: Video games and virtual communities offer new ways for nonprofit groups to educate people about social needs
By Sue Hoye
January 29, 2007
As video-game sales reach $7-billion a year - providing growing competition for Hollywood's $9-billion box-office take last year - nonprofit organizations are increasingly looking for ways to capitalize on the popularity of gaming... At least 50 games with social agendas, most created over the last two years, are available, and nearly 100 more are in development, according to Suzanne Seggerman, the co-founder and president of Games for Change, a New York group that helps foundations and other charities develop digital games about issues like poverty, racial discrimination, and the environment.  "Games have hit a tipping point," Ms. Seggerman wrote in an e-mail message. "More than half of all Americans play games now, and that's across the board, from middle-age soccer moms to teenagers on their cellphones. With the pervasiveness of the Internet and the ease of distribution, games have become an excellent new vehicle for serious content."

The Globe and Mail 
http://www.theglobeandmail.com/servlet/story/LAC.20060715.GAMES15/TPStory/Education
Activism Has Evolved Beyond Sit-ins
By Tim McKeough
July 15, 2006
The game is part of a growing breed of digital play that aims to educate users about pressing global issues even as they entertain them. In fact, at a recent conference in New York hosted by the organization Games for Change and Parsons The New School for Design, representatives from MTV mingled with those from the World Bank, the International Center on Non-Violent Conflict and UNICEF. Their shared vision: video games as tools for positive social change... "We see a lot of black and white about games being bad for you, about games destroying our culture and polluting the minds of our children," Games for Change co-director, Suzanne Seggerman says. "But that's coming from people who don't play games -- and who haven't seen these new kinds of games yet."

The New York Times
http://www.nytimes.com/2006/07/23/arts/23thom.html
Saving the World, One Video at a Time
July 23, 2006
Video games have long entertained users by immersing them in fantasy worlds full of dragons or spaceships. But Peacemaker is part of a new generation: games that immerse people in the real world, full of real-time political crises. And the games designers aren’t just selling a voyeuristic thrill. Games, they argue, can be more than just mindless fun, they can be a medium for change. “What everyone is realizing is that games are really good at illustrating complex situations”, said Suzanne Seggerman, one of the organizers of the [Games for Change] conference. “And we have so many world conflicts that are at a standstill. Why not try something new? Especially where it concerns young people, you have to reach them on their own turf. You think you’ll get their attention reading a newspaper or watching a newscast? No way.”

The Daily Telegraph
http://www.tmcnet.com/usubmit/2006/06/29/1699929.htm
'Ethical' computer games take on shoot-'em-up classics
By Jack Fairweather in New York
June 29, 2006
Help is at hand for parents worried about the violent computer games their children play. "Ethical" computer games are finding a toe-hold in a market dominated by shooting and fighting. The games are part of a new breed from software designers, weary of violence, who want to create "real life'' content. "There's nothing intrinsically violent or moronic about computer games,'' said Suzanne Seggerman, who organized the "Games For Change'' conference in New York, where many of the games are being shown for the first time.
 
NPR
http://www.npr.org/templates/story/story.php?storyId=5517415 
Video-Game Designers Target World Peace
by Robert Smith 
Morning Edition, June 28, 2006 
A group of game designers says that video-game technology can help save the world by raising humanitarian awareness. The creators of free educational games such as Darfur is Dying and PeaceMaker met with humanitarian activists during the third-annual Games for Change conference in New York. “If our youth are turning to games, we who are looking to do social change must meet youth with games”, says Benjamin Stokes, co-director of Games for Change.

Newsweek
http://msnbc.msn.com/id/13818063/site/newsweek/
Gaming the Poor
By Allen Madrid
July 11, 2006
“Games are growing up”, says Suzanne Seggerman, co-director of Games For Change, a nonprofit organization that promotes developers of socially conscious games. “They’re mature enough now to finally sustain real world content.” This years third annual Games for Change conference, held last month at The New School in New York, included 240 participants, up from 40 in 2004, when the first conference was held.

Voice of America
http://www.voanews.com/english/AmericanLife/2006-07-05-voa32.cfm
Video Game Designers Tackle Real World Problems
By Adam Phillips 
Many parents and teachers have often wished that young people would find something more useful to do with their spare time and abundant energies than to play video games, especially those that make sport of violence, death and destruction. Soon, there may be less to complain about, as game developers and social activists collaborate on a new generation of games that are as compelling as virtual worlds, but which also encourage players to learn about, and solve, real world problems "Video games are a part of life and they are not going away," said co-organizer Benjamin Stokes, as he looked out with evident satisfaction at the 300 or so video game designers, academicians, and social activists excitedly talking together, peering at each other's laptop screens, while waiting for the next panel discussion.

CNN.com/ Reuters
Videogame Designers Try to Help Save the World
June 26, 2006
http://www.cnn.com/2006/TECH/fun.games/06/28/games.for.change.reut/index.html
Parents may worry that violent video games are bad for their children, but the technology can help save the world by raising awareness of the world's downtrodden, a group of socially conscious game designers say. The idea is to use video games to educate youth about real-world issues -- fighting poverty, surviving in war-torn Sudan and negotiating Middle East peace. The idea appears to be gaining popularity.  Just 40 developers and activists attended the first Games for Change conference in 2004. About 250 people participated this year.

NY Sun
http://www.nysun.com/article/35275
Games Get Serious
BY GARY SHAPIRO
June 29, 2006
Asteroids, Pac Man, and Tetris have come a long way. Video games - generally thought by many to be only about fun - have grown up and become serious. At least that was the message at the Games for Change conference, co-sponsored by Parsons The New School for Design. These games have "real-world content," the conference co-director Suzanne Seggerman said in describing the games displayed and discussed over the two-day parley. "We'd like to make a difference in the world."  With gaming revenues robust, serious gamers hope to reach wide audiences. "We have a great opportunity to harness this new medium to address the most pressing issues of our day," she noted.













