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ABSTRACT

Serious Games are digital games with an educational, informative, or persuasive goal
beyond mere entertainment (Abt, 2002). They are pingisecause they often contain features
that appear to be useful for learning (Squire, 2004), eliciting behavioral or attitudinal change
(Yee, 2007) or encouraging new perspective taking, empathy, and new ways of thinking
(Thomson, 2006; Gee, 2005). Asyat, not much research yet exists on how to effectively use
this form of technology to support identity development, raise awareness about social issues, or
foster positive social or personal change (Thomson, 2006).

In this DesigrBased Research (DBRlissertation study, | propose and test a specific
Serious Game design that | clalentity Supportive GamdtSGs). Specifically, | design and test
two game prototypesthat allow players to explore Asigkmerican identitiesand issuesn
relation to ethnistereotypesMany misconceptions and myths persigiarding AsiasrAmerican
issues( e. g . , the effects of seemingly positive
that depicts Asia\mericans as intelligent overachievers who rarely fail). Initseathese
stereotypes and sdbkliefs can lead to problems including identity crisis (Erikson, 1968), mental
illnesses and depression (Cohen, 2007), poorestédem and selfnage (Mok, 1998; Sue & Sue,
2004), decreased academic performance (Steeler),19@creased opportunities (Cheng &
Thatchenkery, 1997), and pigeonholing (Sue & Sue, 2006). With this in thiadstudy sought
to investigatehow Serious Games can help people support, understand, and define their self
identities and to expre the iriluenceof ethnic minority stereotypes.

The results indicate that the games (dgre effective in educating players abolé
reality of Asian American issues; (2) changed perceptions of Asian culture; and (3) changed
perceptions of selidentity. Qualiative data also provided evidence of how the gaatlesved

for identity reflection, definition, and supppgromoted more sophisticated understandings (e.qg.

S |
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the subtle implications ofeemingly positive stereotypes)nd promoted the learning of factdan
new perspectives on Asian cultur@&his work alsoinformed design principles for social issue
Serious Games, especialtyterms of strategies to promadétitudinal and learning outcomas
this genre ofligital games.

The issuesxplored run paralledo those okimilar groups in other contexts, such as other
ethnic minorities in schools and the workplace, as well as women in science, technology,
engineering, and math (STEM) fields. This mixadthods dissertation study, largely drawing
upon the the@at i c al frames of Eri k Eriksonbés model 0
Status paradigm and Markus and Nuriusd notion
identity play in digital games (e.g. Turkle, 1995; Yee, 2007)@mnsides timely wok onidentity

and learning within digital games for social impact.
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Chapter 1

What is the need and why is it important to address and study?

Introduction and Overview of the Dissertation

Despite being | ab ahdeidwed as fegutadaehieversiofracademic y 0
success, AsiaAmerican youth often face serious issues and challenges in society that largely go
unnoticed and unaddressed. These include: (1) the effects of widespread stereotypes, some of
which areovertly ngat i ve (e. g. AAsi an men are emascul at
positionso) and other stereotypes that seem po
(e. g. AfAsi ans are smart nerds, gea Ge att h aatt  meast khs  «
problems that need to be addressed, including a large number of Asian groups who tend to
struggle at the bottom of the academic curve (CARE, 2008); (3) parental, cultural, and societal
pressures to succeed and meet sometimes unredlisti;a hi gh expectations
Mi norityo image (Wang & Lin, 2005) ; and (4) t
between Asian and Western values that leads to identity crisis (Erikson, 1968), role confusion,
and in some cases depression, takitinesses, or even suicide (Cohen, 2007). There is a need
for a broader awareness of issues and problems facing-Asiarnicans today, as well as novel
strategies for Asia\merican identity development and selhpowerment. Simultaneously,
there is aneed to understand how technology can play a role in shapirgpsedpt and possible
selves (Markus and Nurius, 1986).

The following roadmap provides a preview of the contents of this dissertation. In this
first chapter, | will describe the backgrouonélthe problem facing the Asiahmerican ethnic

minority group, its significance and why it is important to study. | will then provide a
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representative literature review @hapter Twoincluding a discussion of the existing theoretical
lenses for underahding identity and selfoncept and existing approaches to identity
development. Upon highlighting the gaps within this literature, | will then move onto a
discussion of desighased interventions and identity play within technologies such as Serious
Ganes, and the need for more research in this space. Based on the needs described in the first
two chaptersChapter Threavill present a promising approach that proposes and tests a specific
kind of Serious Game that | cdtlentity Supportive Gamd$SGs). This game design seeks to
address these challenges while advancing theory on learning within digital games for social
impact. The chaptewill provide methodological details including design propositions tested, an
initial design oftwo Identity Suppotitte Gameprototypes, and a description of the participants
sampled Chapter Four will provide the results of the study: a thorough discussion of the design
process (e.g., how the two game prototypes were designed), quantitative results, and the themes
tha emerged from the qualitative data. Chapter Five wmllisit the research questions and
discuss the significance of the findingg-inally, Chapter Six willprovide some concluishg
thoughtsfor this work including remarks on contributions to the fieddd limitations to the
study.

To begin my discussion of the needs facing Agiamericans, | will first make some
distinctions that are important to discuss in order to better grasp the complex problems at hand.
This includes some basic facts about thetefst growing segment of the U.S. population, as well

as the origin and effects of various stereotypes that continue to be perpetuated today.

A paucity of research on a diverse, extremely fast growing segment of the population

AsianAmericans, defined bynhte U. S. Bureau of t he Census

any of the original peoples of the Far East, Southeast Asia, or the Indian subcontinent
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includingéCambodi a, Chi na, I ndi a, Japan, Kor e
Thailand,andVietam, 6 comprise 4.2% (or 11.9 million)
most recent U.S. Census (U.S. Census, 2000). While media often discusseSmeimans as

though they were one homogeneous group with shared values, traditions, and expedaen

closer examination reveals an amazing range of diversity. Agi@ricans represent over 28

ethnic groups, the largest of which are Chinese (2.7M), Filipinos (2.4 million), Asian Indians
(1.9M), Vietnamese (1.5M), Koreans (1.2M), and Japanese J1@Mer groups of significant

size are Cambodians (206,000), Pakistanis (204,000), Laotians (198,000), Hmong (186,000), and
Thais (150,000) (U.S. Census, 2000).

It is critical to recognize that AsisAhmer i cans represent a fAfull
spectra, from the poor and underprivileged to t
15). AsianAmericans also vary in culture as much as the French differ from Italians or the
English from the Norwegians and Germans, though all are Europeamsrsify in terms of
generational and acculturation status is evident, as Asi@ricans such as the Hmong are much
more recent immigrants, while many Japanese are now fifth and sixth generation Americans
(Nguyen & Huang, 2007). Furthermore, the histrizackgrounds and motivations for entering
the United States are diverse: some, like the Vietnamese, entered as political refugees, while
others came as immigrants and stil] ot hers as
of origin (Nguyen& Huang, 2007). These factors, as well as various other cultural differences,
are a major reason why Asi#mericans have a broad variety of beliefs, values, and practices.

Importantly, AsiarAmerican youth have rapidly become the fastest growing segmhent
the population in the United States; they will increase by 74% by 2015 (compared to 19% for
African American and a decrease of 3% for White-misspanic), and will increase to 20 million
by 2020 (Nguyen & Huang, 2007). Asians account for-thirel of all new arrivals since the

1970s (Lee and Zhou, 2004) . Despite the gr ol
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of understanding of the needs of this diverse group and a general paucity of research available
(Nguyen & Huang, 2007).

In addition to a lack of understanding of Asi#@merican issues, in many cases
oversimplifications or altogether inaccurate conceptions of A&iarricans persist. Images of
AsianrAmericans portrayed in the media often reinforce stereotypes held about this grazp, whi
can be degrading and limiting (Kawai, 2005). It is helpful to consider the history of-Asian
American immigration and other key events and how Asiarericans have been represented in
media to better understand how these stereotypes may have comeistéoce. The next
section briefly summarizes a historical overview of the origin of Asian stereotypes and how

popular media has echoed sentiments from society.

The Origin of Stereotypes for Asians

Since early Chinese immigration in the late 1840s, soMftdtes resented Asian
immigrants, viewing them as a foreign culture and an economic threat and competition for scarce
jobs and resources. Political theorist and author Lothrop Stoddard (1920) wrote books arguing
against Asian immigration, claiming immagtts threatened American society, with their presence

a peril . " The view of Asians as fian undesir
1882, whi ch turned Chi nese Ameri cans i nto t h
immigration from30,000 per year to just 105 (CARE, 2008). During this exclusionary era, the

met aphor known as fAYellow Perilo (or nYell ow
Americans had of Asi ans was the AdAwily, myst e
numerous newspapers (e.g., the representation in the editorial cartoon in Fighelod) and in

films (Mok, 1998, p. 188). As a popular theme, Yellow Peril was essentially made incarnate in

the master criminaFu Manchuy created by Sax Rohmer in hisdorhe Mysterious Fu Manchu
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in 1929. Fu Manchu was cruel, sardonic, and mysterious, and reinforced negative stereotypes of

Asian men as alien outsiders, sneaky, or evil (Zhou and Lee, 2004).

Figure X1 The Yellow Terrorm All His Glory, 1899editorial cartoon

In contrast to the cruel and mysterious Vi
archetype, the figood Asiand archetype can be
Charlie Chan. Charlie Chan, featured in over 10 nosal$ 40 films starting in 1925, was
depicted as an emasculated, unassertive, wise yet apologetic Asian detective who solves cases
while politely enduring racist insults from White characters. He often spoke in broken English
with a thick accent, often uginaphorisms and wise sayings. Compared to the other white
fictional detectives of the time period, Charlie Chan was not threatening, daring, nor romantic.

I nstead, he Awal ked with the [|ight dainty ste
meekly responds, "Humbly asking pardon to mention it, | detect in your eyes slight flame of
hostility. Quench it, if you will be so kind. Friendly -aperation are essential between us."

(Bigger, 1925, p. 76). This portrayal of the submissive, docile Assanreinforced stereotypes

of Asian men as wise, yet effeminate or weak.


http://en.wikipedia.org/wiki/Image:YellowTerror.jpg

6

War and politics played a large role in how various Asian groups were depicted in the
media. Around the beginning of World War Il, American films depicted the Chinese in a more
posiive manner (albeit ondimensional) than before. Chinese people (generally played by
White actors) often were depicted as hardworking;saadfificing peasants in movies suchrae
Good Earth(Mok, 1998). Following Japan's attack on Pearl Harbor i11%Hollywood
continued to portray the Chinese as docile peasants while portraying Japanese soldiers as cruel
and | ustful men ( Mok, 1998) . Soon after Wor
People's Republic of China in 1949 caused helped fuelCammunist sentiment, particularly
against China and North Korea, especially as the United States got involved in the Korean War.
Japan, meanwhi l e, was viewed more favorably, i
capitalistic ideals. In the baequent 20 years, new villains were introduced. During the Vietham
War, Vietnamese men were depicted in fidlms suc
often as brutal, anonymous people capable of e

While stereogpes of Asian men perpetuated in writing and film have been negative and
damaging, sadly, the stereotypes of Asian women have been just as harmful or worse. Filmmaker
Renee Tajima has called the representatus on of
Bl ossomd dichotomy (Hagedor n, 1997) . I n ot he
either maliciously deceptive seductresses nicknamed Dragon Ladies, or else Lotus Blossoms (or
helpless China Dolls): delicate, subservient possessions to beegcyinVhite men (Kawai,

2005; Lee & Zhou, 2004; Fung, 1994). They have frequently been portrayed as aggressive or
submissive hypersexual beinggs selfsacrificing, servile war brides, Geishas, Tokyo Roses, or
prostitutes.

In summary, it can be seehat Asians, corresponding to historical events at various
points in time, have traditionally been stereotyped and depicted in mass media as negative or

strange misfits and weirdoes. unassimilable aliens, segregated from other Americans, with
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corrupt or bak war d cul tur es; yell ow peri.l (AFu Manc!l
(ACharlie Chano); whil e Asian women have bee

Geishas, China dolls, or sinister dragon ladies.

Lingering stereotypes continue to be seen drperpetuated today

AsianrAmericans in the TV and film industry today continue to be largely marginalized,
invisible, and given few major roles. Even when films feature predominantly Asian subject
matter, the main character is typically White (ageLast Samura{2003), The Killing Fields
(1984), orSeven Years in TibéL997)). When Asians or Asialamericansare cast in major
roles, they are often depicted in negative, limiting, or-dingensional ways. Unfortunately,
these stereotypes and biases ot limited to movies and TV, although examples of their reach
are most easily seen there. Residual effects of historical events and stereotypes of yesterday
linger on, as the modern day portrayal of Asfanericans reveals evidence of how they are
perceived in society. The following is a brief list of some examples of Asian stereotypes (as

commonly seen in popular culture and media):

9 The Outsider: Asians as perpetual foreigners who cannot be assimilatedisians are
often shown as alien outsiders who speak broken English or use otherwise thick accents
(Mok, 1998; Lee & Zhou, 2004). Isixteen Candle$1984), for instance, a Chinese
foreign exchange student known as Long Duk Dong is depicted as alispeaid using
very strange noises; or more recently, outlandish depictions of Asians are commonplace
on the comedy shoMadTV. For exampl e, a recurring ske
Asi anodo depiAmesi aanAmahpr as an @ésdoficinasgeo ch

part of the mainstream, but all other characters invariably assume that various eccentric
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Asian stereotypes must be true about him (e.g. he knows kung fu, he is bad at driving, he

is abnormally gifted at music, etc.)

The Bad Leader: Asian males as passive and lacking in leadership, verbal, and
management skills Asians are stereotyped as passive, bad leaders and lacking in
leadership/managerial skills including creativity, verbal communication, analytical
thinking, divergent thinking, etqKim & Yeh, 2002). A survey on attitudes towards
ChineseAmericans revealed disturbing findings: 23% of Americans would not want a
ChineseAmerican to be President of the United States, in contrast to 15% compared with
an African American candidate, 14%ompared with a woman candidate and 11%
compared with a Jewish candidate (ADL, 2001). In the same vein, 7% of those surveyed
said they would not want to work for an Asidmerican CEO, in contrast to 4% for an

African-American, 3% for a woman, and 4% fodew.

The Token Dead Villain: Asians as inept, unintelligent and anonymous villainsin
numerous movies includingCill Bill and Rambo Asians are often shown as less
intelligent and less skilled than their White counterparts (Prasso, 2005). Thesualy
nameless, anonymous, inferior, and replaceable. They make numerous blunders and

almost always lose in combat, piling up huge numbers in casualties.

The Cookie Cutter Asian: All Asians look the same Related to the perception of

Asians as unasmgilable outsiders and anonymous, nameless token individuals is the
hackneyed expression that i A lAllLooASameacans | o o k
allows visitors to explore this stereotype by viewing photos and testing their ability to

identify the corect ethnicities of Asians (AllLookSame, 2008).



1 The Gangster: Asians as evil, powerful, and greedyln Hollywood movies, Asians are
frequently depicted as violent, cdidooded gangsters who frequently engage in illegal
activities and corruption in a edy Chinatown setting. Examples of this include the
merciless, criminal Chinese gang members in movies suchhasDeparted Lethal
Weapon 41998),Rush Hour 22001),The Year of the Drago(l985), andRising Sun

(1993).

1 The Reject: Asian males as unelsirable romantic partners. In the movieThe Joy
Luck Club( 199 3) , based upon Amy Tanés novel, th

misogynists, promiscuous, and irresponsible. One husband was depicted as a rapist,

while the other was an irresponsiblayboy. Asian men are rarely depicted as romantic

partners that are desirable and positive (Mok, 1998). In addition, Asian men are

commonly depicted as less physically or sexually attractive (Kee, 1998; Topix, 2008).

For example, a common stereotypéhst Asian men have small genitals (Topix, 2008).

1 The Gaysian: Asian males as effeminate and ambiguously gayDetails Magazine in
April 2004 published a feature entitldday or Asian?(see Figurel-2 below) that
compared the physical features dashion style of Asian males to outrageous Asian and
gay stereotypes. The feature reads: AOne
Tsost yl e. Whet her youdre into shrimp balls
i mperi al bl st oe goar Shwpsticks, and study hard, Grasshopper: A sharp
eye wil|l al ways take home the plumpest eel
not hing mor e t han comedi c satire, iGay or

communities, resulting ithousands of signatures in online petitions.
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1 The Yellow Uncle Tom: Asians as passive, wise sag€he Yellow Uncle Tom image,
very much related to its precursor Charlie Chan, is usually depicted as an old, effeminate
Asian man who is very wise and speahildly in broken English. Examples of the
Yellow Uncle Tom include the character Mr. Miyagi, played by Pat MoritaJhie
Karate Kidmovies (19841994). Morita, despite being an American WWII veteran, still

portrayed the character with a foreign accent

9 The China Doll/Lotus Blossom: Asian women as exotic, weak and subservienin
several movies, Asian women are shown as beautiful and delicatspskén, young,
and subservient with little identity (Prasso, 2005; Mok, 1998). In many cases, she is
more like an object or sexual toy, in movies suchRasurn to Paradis€1998) and the
Year of the Dragor{1985). Some have argued that the stereotype of Asian women as
submissive sex objects has impeded women's economic mobility and has fostered

increasedlemand in maibrder brides and ethnic pornography (e.g. Kim, 1984).

1 The Dragon Lady: Asian women as seductive, backstabbing, and evil deceivers.
Another popular image for Asian women is the Dragon Lady (Hagedorn, 1997; Prasso,
2005). In contrast tche China Doll/Lotus Blossom, the Dragon Lady image depicts

Asian women as untrustworthy and evil.

T AYell ow Fever 0:AsidnhFemad/ EombieatioM &/hile Asian men are
rarely depicted as positive romantic partners for White women (Prasso, 2G0&), A
women are commonly portrayed as positive romantic partners for White men (e.g. films

such astomorrow Never Die§l997),The World of Suzie Wor{@960),Live Free or Die
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Hard( 2007) , etc.) This stereotypeYelows expl o

Fever

The Mystic Fighter: Asians as skilled, machindike fighters. TheMystic Fighteris a
skilled Asian fighter who is powerful and usually fights for good. He does not seem
quite human; he is almost machiitee. He generally speaks in broken English. Bruce
Lee and Jet Li have often been featured in this role, in movies suedadsss (2006),

Hero (2002), ancenter the Dragor{1973).

The Model Minority: Asians as model worker, overachiever, or
math/science/computer nerd. The termModel Minority, coined in 1966 at the height

of the Civil Rights Movement, is a stereotype that ilitiaeems positive, but actually is

very harmful, as | will discuss shortly. On television and in film, Asians are often
depicted as quiet, diligent, successful model students or citizens that generally lacking
flaws except perhaps working too hard anthpeout of touch socially (Mok, 1998b).

Asians are also depicted as very intelligent and gifted, especially in areas such as math,
science, and computers (see Figilh2 depictingTime magazine over enti tl ed,
AsianrAmer i can Whi z Ks pitsré is bfterl paimtgd.to the Extréeme, in

which Asians are robbed of humanity and lacking any signs of shortcomings (Kim &

Yeh, 2002).
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Figure 22 Examples of Asian stereotypes in the media toB&yails Magazine (leftand Time

Magazine (right)

repai
and killed all the bad guys.
And now you've saved me.

Come here you
stud-muffin.

Figure 13 Comic strip portraying stereotypes of Asians (Toyoshima, 2008).

Oh SAM, you saved those kids,
found the stolen money,
cured cancer,
built o water fueled cor
and kicked the snot out of about
53 henchmen.

And now you've saved me.

Thanks.
A lot.
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As evidenced in these examples, Asian stereotypes still linger on, disturbingly, in various
forms, including mainstream shows within popular mediauleety permeating American
consciousness. Yee (1992) has argued that the stereotypes and perceptions of Asians-and Asian
Americans are dualistic in nature in that they tend to -flop" from positive to negative
depending on various attitudinal elemeint4J.S. society. Yee describes two harmful effects of
this flip-flopping characteristic of Asian stereotypes. First, this adds to the perceived
homogeneity of Asiamericans (i.e., "all Asians are the same"). Second, Asians are seen as
being of one exeme or another in either a positive (e.g. wise sages, exemplary citizens) or a
negative light (e.g. sadistic executioners, sly villains). Yee has hypothesized that American
attitudes toward Asians carry strong evaluations of Asians as alien competitap$ of two
forms: exemplary and pernicious. He believes that these stereotypes have the power not only to
influence attitudes and behaviors toward Asian Americans, but also to influence the attitudes and
behavior of Asians themselves.

Social psychologial literature confirms the fact that stereotypes are often harmful on
both short term academic performance and-@no identity. Steele (1997) descritséereotype
threat a phenomenon in which academic performance is depressed when negative stereotypes
about stigmatized groups are evoked. This phenomenon, replicated in over 100 studies in the last
decade, demonstrates a direct and immediate effect on a testing situation that evokes it, as well as
a cumulative erosive effect over time that influenceth latellectual performance and a longer
term sense of identity (Steele, 1997). Sétilal (1999) also found that ethnic stereotypes impact
academic performance, even when the stereotypes are not explicitly evoked. They administered
standardized mathges to AsiarAmerican women and found that those reminded of their Asian
heritage did better than those reminded of their gender or those in the control group. However,

the stereotypes increase setiposed pressure upon AstAmericans to fit that sterégpe, and
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when they are unable to do so, this leads to emotional distress (Kim & Yeh, 2002) and self
imposed views that they are a failure to their own race, leading to unflatterirdepedfcating
terms such as a ANot So Smart Asiand (NSSA).
In additionto selfimposed pressure to succeed, stereotypes can very often lead to both
subtle and direct forms of racism or discrimination against A&iaericans. Discrimination,
which affects a person's attitudes and behaviors toward an individual (e.g., aingnesk to
vote for a politician simply because of his or her race) can frequently work against Asian
Americans in various settings, including the workplace. Stereotyping limits opportunities (e.g. the
ability to work certain managerial positions) andesscto resources (Fishetral, 2000; S. Lee,
1996).
In addition to these effects, stereotypes assigned to Asi@rican can create
resentment or conflicts among peers. Figteal (2000) found higher levels of distress from
peer discrimination (e.goeing threatened, called racially insulting names, and excluded from
activities) in Chinese and Korean students than in African Americans, Hispanics, and Whites. In
extreme cases, stereotypes and beliefs related to race and ethnicity can lead to adence
racially motivated haterimes. For example, the case of Vincent Chin, a ChiAeserican who
was misperceived as Japandégeerican and was murdered by two White men who lost their
jobs, was an incident fueled largely by Ad@ipanese sentiment. Acdmg to the FBI Hate
Crime Statistics report for 2006, more than 65% of hate crimes reported were related to race and
ethnicity, and hate crimes against those perce
terrorist attacks of September 11B(F2007; AAJC, 2003). Negative stereotypes can cause
people to assume characteristics about an individual, even if entirely unfair or untrue.
Understanding and coming to appreciate cultural differences may help to reduce negative or

inaccurate stereotgs, which may in turn reduce violence or hate crimes.
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What about the effects of seemingly fAgoodo
prejudice (in the form of preferential treatment or high expectations) can also work in favor of an
AsianrAmerican in certain contexts, but even these seemingly positive attributions often cause
detrimental effects that are not readily apparent. For example, consider the following scenario:

A teacher believes AsiaAmerican students to be intelligent and hardwagkivhich may affect

the grades of the student (perhaps causing the teacher to grade more positively, or possibly, to
grade more strictly). In the long run, however, harmful side effects often develop. A student may
strive to maintain his or her hardwankg image by being obedient and conforming, pigeonholing
himself or herself, or else a student who rebels against these stergivgpeexpectations faces

the wrath of his teachers for violating their notions or expectations of a "good" Asian (Sue & Sue,
2006). AsiarAmericans who do not perform well in mathematics are often denied the assistance
they need to improve (CARE, 2008).

Evidently, damaging consequences are not limited to overtly negative stereotypes. While
some may believe certain stereotypmtributed to AsiarAmericans are harmless or even
complimentary, the research indicates otherwise. For example, the Model Minority image can
increase selfmposed stress and expectations to succeed, while negatively affecting academic
performance (Lee,206; Cheryan & Bodenhausen, 2000). In addition, the stereotype negatively
influences the perception of Asi ansd <capabili
leadership positions, leadingtoaglasei | i ng ef f ect dubbedhicht he @ Ba
AsianrAmerican men with equivalent or superior education and experience levels receive less
income and are excluded from managerial jobs on the basis of subjective factors such as "lack of
leadership potential” or "inferior communication ability” (@ge& Thatchenkery, 1997; Wong
and Nagasawa, 1991). Third, this stereotype has also sometimes led to the exploitation-of Asian
American employees (Choi & Chen, 1996). Furthermore, this image has rendered invisible a

large number of Asians who need finah@ad academic help. While certain Asi@merican
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groups (primarily of Chinese, Korean, and Japanese descent) have achieved much success, the
Model Minority stereotype masks the fact that many Asians (particularly those from Southeast
Asian countries likd.aotian, Hmong, Cambodia) actually fall into the highest poverty rate and
lowest academic success rate levels (CARE, 2008).

As AsianAmericans are regularly confronted with stereotypes and perceptions that are in
part socially constructed by Hollywood ciimass media, they are constantly reminded that they
are anyt hing b wetal IBpKimME7; @yserman\Vid®7gKawai, 2005; Mok,
1998b) . They are frequently homogenized i nt
while derogative} st ereotyped as finerds, 0 figeeks, 0 fApa
from normal teenage Americans. (Lee and Zhou, 2004). Asiaericans may start to believe
these perceptions and internalize stereotypes held about their group as a resuReffettted
Self(or LookingGlass Se)fphenomenon in which people come to see themselves as they believe
others see them (Tice & Wallace, 2003). In addition, Agiarericans must confront and sort
through the cultural clash caused by being immersetlémtiddle of two completely different
worlds in direct conflict: an Asian heritage and its value system colliding with a Western value

system.

The Consequences of Identity Crisis and Being Caught Between Two Worlds

Erikson (1968) coined the termdentity crisis to describe the most important conflict
human beings encounter as they go through eight developmental stages in life. According to
Erikson, an identity crisis is a time of intensive analysis and exploration of different ways of
looking at oneselfstruggling between feelings of identity versus role confusion. Marcia (1968;
1993) extended Er i kdentity éckievemenaskthe mdse secureiideritity g

status, i.e., commitment to a secure identity.
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AsianAmericans face an extra challenge they go through this developmental process,
as the challenge of negotiating between two clashing worldviews further exacerbates identity
crisis (Sue & Sue, 2006) . Mdarn Asiandmedcand find h o u (2
themselves caught betwee t wo vastly different worlds and &
Western and Asian cultures generally have directly contradictory values and standards over
several fundamental issues including risk aversion, individualism/collectivism, power distance
and other civil liberties (Hofstede, 1980). In heavily Confudéidluenced Asian nations, for
example, the primary family unit is very strong and typically exerts hkamaged control over its
members. Parents often play a very central role in guidingp or t ant choi ces i n
lives, including constraints on possible career choices (Leong & Serafica, 1995). Emphasis is
placed on obedience to authority and elders, obtaining a good education, and giving the family a
Afgoodo name toresultin gréater paseivdtysand less autonomy in individuals (Sue &
Sue, 2006). The fear of experiencing guilt or shame is a powerful force that encourages self
control and risk aversion, as is a sense of responsibility and living up to the expscibttiers
(Sue & Sue, 2006). Simultaneously, Western values assail-Asi@nicans on multiple fronts,
including mass media, peer circles, and schools. Emphasis on individual personal freedoms,
assertiveness, spontaneity, and-tedking can be in déct conflict with Asian values of deference
and reserve (Hofstede, 1980).

The consequences of identity crisis and being caught in between two vastly different
worlds are multifaceted. Asialimericans struggle to find their role in society, as they diteh
difficulty aligning their individual interests with acceptable career choices. This is challenging,
as they must wrestle with their sense of -galfth and identity, and how much to listen to (or
reject) various influences pulling in multiple direxts: cultural and parental pressures, peers,
stereotypes and societal expectations of what niches are appropriate or desirable for Asians, etc.

(Wang & Lin, 2005; Leong & Serafica, 1995). Concurrently, Ashanericans must deal with
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pressures to succeedhda high expectations to live up to the smart, hadr ki ng fAmode
minorityo i mage given by society (Cheryan & Bc
and other reasons can often lead to a host efraalje and mental problems, including lower self

esteem and a distorted sense of self worth (Cohen, 2007; Sue & Sue, 2004). In additien, Asian
American have been shown to view their own ethnicity as being less physically attractive than
White counterparts, as well as less desirable romantic partneks (98; Sue and Sue, 2006).

Worse yet, mental illnesses, depression, and even suicide are not uncommaon, -Asn&siean

women have been reported as having the highest suicide rate among women of any race, ethnicity

for that age group (Cohen, 2007).ol@&n (2007) also points out that suicide is also the second

highest cause of death for AstAmerican women between the ages o245

The Need

In the face of damaging, limiting, and inaccurate stereotypes, identity crisis and other
important issuesurrounding AsiarAmerican identity, there are specific needs that need to be

addressed. First, greater awareness of issues surroundingAséitans are needed, as many

misconceptions and myths persist that need to be clarif@arything fromthegrup é6s | ack o
apparent diversity to the real damage done by
minority. o Second, there needs to be a greate

unwanted behavior, such as stereotypes that bmpigeonhole people. Third, Asi#merican
selfempowerment and further support for identity development is needed. These needs run
parallel to the needs found in similar groups in other contexts, such as other ethnic minorities in
the workplace and @men in science, technology, engineering, and math (STEM) fields. The
lessons learned and principles learned from addressing the needs eAdsaoans will benefit

these other groups as well.
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A Note on Researcher Identity

This problem is personallyelevant for me as a Chinefenerican who has seen these
issues firsthand in my life and in many of my Asimerican peers. While | was born in
America and speak English as my primary language, it quickly became apparent since early
schoolingdaysinatuur b of western Pennsylvania that |

faverageo American citizen, often receiving

smart ,-0!'AAhAre you related to Bruce Leel?0 and

have often had to deal with the tensions involved in being a member of two very different worlds
and cultures everything from deciding how much to assert my personal and career goals and
how much to yield to parental pressures, cultural nhorms and texjpes. Like any other
member of an underrepresented group in any context, | have often been confronted with
stereotypes and their unintended effects, and it is not always clear to me how much these
stereotypes have impacted me for better or for wokrdmve a strong desire t@lp bring about
positive change or betterment to people, even if in only in small ways or as a first step towards a
largerpositive outcome.

Now, as a scholar and researcher, many key pieces have fallen into place and | am
uniqudy positioned to address this issue. | have access and entrée to a large community of
AsianrAmerican university students. As a researcher and designer, | value the opportunity to
make a difference within this fast growing community, while seeking to g@airicher
understanding of theory that can advance multiple fields including the learning sciences and game
design. I n terms of past experiences that
degree with honors in computer science, and experiesca software engineer in a large
international software corporation. | also have over four years of graduate training in Information

Sciences and Technology, an interdisciplinary field that connects technology design with other

W

C

r
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areas including cognitivpsychology, education, and sociologyhis background and training is
invaluable for building a gameased intervention intended to promote learning and social

change.



Chapter 2

Literature Review and Preliminary Studies

I will now discuss the relevant literature on identity and-seifcept and existing
approaches to understand and support identity development. | will begin with an overview of
perspectives on identity, the gaps within thiterature, and then move to onto a detailed
discussion of identity play within technologies such as Serious Games, and the need for more

research in this space.

Definitions and Theories of Identity

Identity is a concept that draws upon theories from s¢d#fferent disciplines including
psychology, social psychology, sociology, anthropology, cultural studies, and more recently from
interdisciplinary fields such as the learning sciences. The researcher trying to formulate a
singular definition of identjt by studying the vast body of literature will almost certainly find it
to be a daunting task. Many conceptualizations of identity exist, each of which may vary in terms
of level of analysis, emphasis, agency, or the phenomena of interest. Addingonfilgon is
the fact that people of different disciplines sometimes make use of different terminology within
parallel universes to discuss largely the same ideas. For examplegtHalg@¢l995) point out
that in sociology, identity theory is primarilylapted while in social psychology, social identity
theory is often used, with a great deal of overlap in the two theories. In discussing identity,
Baumei ster (1998) ulti mately concludes that

aggregat@é f | oosely related subtopicso (p. 681).
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As the literature on identity is vast, multidisciplinary, somewhat overlapping and lacking
consistent terminology, | do not attempt to exhaustively review the literature here (see Cote &
Levine, 2002 for a review).Instead, | frame the literature on identity into four overlapping
perspectives below. | acknowledge that there are many useful ways to organize the literature, and
that my approach is one of many possible means to make sense of this vast body of(eegearch
see Geebds Four |l dentities (2001) framework for

| propose the following four categories of perspectives on identity:

1. Selfconcept view This view can be described as who a persgor how a person sees
himselfor herselffify ou ar e what ) dhis inclidesretanicyorocultura r e 0
identity (self identification with a group and its shared language, attitudes, values,
knowl edge of group history), gender ident.i
domain like math or science and self f i cacy i n it), and any
personal or ego identity, including possible selves, or the kind of person one wants to
become (or avoid becoming) (Markus & Nuri us
on forces in nature (e.g. being a younger brother or being a member in a particular ethnic
group) or oneds awareness of his or her u

distinguishes oneself from others.

2. Others-concept view. A second view caibe described as how others conceptualize or
describe a person, especially making use
responsibilities, and youraie giiaeothermpeopled say.you | n o
a r eThid typically involves power aiictures within institutions that can be formal (e.g.
to be a Aprofessor in computer scienceo ofr

subtle (e.g. the expectati eAmecofi calmatwoimi n tne
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AfAsi an Amer i c a iyt identifie¢d.duringRliscousse (e.g. lto be known

as an amicable or creative person) also can contribute to the overall conceptualization of

a person (Gee, 2003). The expectations and stereotypes that are often associated with
these roles, labeland terms often this leads to stereotyping, categorization, ayraup

and outgroup comparisons (Tajfel, 1981; Turredral, 1987). Gerth and Mills (1953)

di scuss how oneds behavior i s often enact e
especiallysignificant others such as friends, enemies and individuals who are of value to

a person. In the same vein, Tice & Wallace (2003) also descitudlected Selfor
Looking-Glass Self) phenomenon in which people begin to take on new identities after

othes attribute skills or positive traits to them (e.g. John begins to view himself as a cook

upon developing a reputation among friends

Performative view. A third view can be described as what a pedsmes;that is, routine

behaviors of individuals acting within particular social contefity(ou ar e Wwhat yol
As an example, this view would argue that a person must perform the role of a criminal in

order tobea criminal. In this way, identity can be described as amimproduct that is
achievedrather than simply innate or given by default (Caltabiano, 1984; Hogg, Abrams,

& Patel, 1987; Simic, 1987). Cultural practices and activities that a person engages in

often contribute to who a person is. For example, how@ilfactors affect the way

youth see themselves as actors in math and science practices has been studied by various

researchers (e.g. Nasir & Saxe, 2003) . Na s
l'inked i dent it y-Americannmidlle hschooh studehts initiadlyn see
t hemselves as basketball pl ayers (fiballers

using fantasy basketball statistics and calculations, soon begin to see mathematics as

being more aligned with their identities.
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4. Contextual/Affinity Space view. A fourth view can be described as how people are
ishapeshifterso who present themselves (or
depending on specific contexts orthe goalsathAnd6 u ar e who you pr ese
be i n any ¢.i Reepte wear mulligethats oné could be a female, a younger
sister, an environmentalist, an AsiAmerican, a guitar player, and a professor all at the
same time, and yet it is not always clear which identities are actiatedwhich
identities in the hierarchy govern thought and behavior. Pittieslal (1999) describe
mul tiple, adaptive identities this way: f
prestigious university has at least three different social identities that may be salient at
different times: (1) her gender identity; (2) her ethnic identityd (3) her identity as a
student at an elite university. o Each i dent
with distinct predictions for her behavior (Pittinsktyal. 1999). New identities are also
being negotiated within affinity spaces, @=ople identify with and desire to participate
and belong to a community of practice or a community of interest (Lave and Wenger,

1998; Gee, 2003). People are free to experiment and redefine themselves unlike ever
before. Thi s i s s d99% sbservatiom that technblbgy il tecekt! e 6
years has encouraged people Ato think of |

multiplicitous, flexible, and ever in process." (p. 28534).

In summary, identity has been discussed in the literatuddferent ways; some scholars
treat it as a discrete entity that is innate and fixed, resilient to change, while others view identity

as much more malleable, fluid, and dynamic.
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Identity in the Social Sciences

For decades, identity has been widdlgcussed in the social sciences, and as can be
expected, people of various disciplines approach it from different angles. | will briefly highlight
some of the influential themes that emerge in psychology, social psychology, and sociology in

order to highkight the gaps and need for further research.

Identity in Psychology: Identity Crisis and Ethnic Considerations

In psychol ogy, identity can be broadly desc

including the self knoswEalgvwpekinthé 19608 ley &rik Eriksom g u e
(1968), a German psychoanalyst heavily influenced by Sigmund Freud, considered three aspects
of identity: the ego identity (the self), personal identity(the personal idiosyncrasies that
distinguish a person froranother), and theocial or cultural identity (the collection of social

roles a person might play). Erikson (1968) also theorized a very influential theory of
development known as tiigght Stages of Developmenthich considered the impact of external
factors, parents, and society on personality development from childhood to adulthood (see Table
2-1 below). According to this theory, each stage has its own psychosocial task and a conflict that
needs resolution. The adolescent stage, for instance, ig @mg to resolve the conflict
between identity and role confusion. Adolescents refine and attempt to solidify a sense of self by
testing roles and integrating them to form a single identity, or else they become confused or

remain apathetic about whioely are.

Table2l Eri ksonds Eight Stages of Psychosoci al

Stage (Conflict) Age Task (Challenge)

Trust vs. Mistrust Infancy (61) Develop trust towards self, others,

a

De
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and environment if basic needs are

reliably met

Autonomy vs. Shame and | Toddler (22) Learn to do things for self and

Doubt maintain selfesteem, or else doubt
2ySQa 26y oAt Al

Initiative vs. Guilt Preschool (%) Initiate tasks and execute plans, or
else feel guilty about attempts towarf
independence

Competence vs. Infarity Elementary School {uberty) Develop a sense of seiforth by
refining skills, or else feel inferior

Identity vs. Role Confusion | Adolescence (teer20s) Refine seHconcept by exploring roles|

and identities, or else experience
confusion abouselfconcept

Intimacy vs. Isolation Young Adulthood (20s to 40s) | Form close relationships and find
intimacy, or else feel socially isolateg

Generativity vs. Stagnation | Middle Adulthood (40s to 60s) | Contribution to the world (usually
through work and fanty), or else
purposelessness

Integrity vs. Despair Late Adulthood (60s and up) Experience satisfaction or regret whe
NBFt SOGAY3T daRy 7

Erikson (1968) coined the teridentity crisis as a state of distress, disorientation, and
role confusion gometimes referred to astarning poin) that occurs as a result of conflicting
internal and external experiences, pressures, and expectations, often leading to rebellious
behavior or the inability to accept an role they believe is expected of themditgar society
(Eri kson, 1968) . This idea has become increse
information age, as many students today have been simultaneously blessed and cursed with the
freedom (and burden) to choose a vocation (Cote & Le#0€2). It can be challenging to
commit to a vocation in the face of seemingly unlimited options and uncertainty. Further
exacerbating the occurrence of identity crisis is globalization, online technology, and other factors
that have opened up accessiche pockets of society.

In general, less individualistic cultures (including the vast majority of Asian cultures) tell
adolescents who they are rather than letting them decide on their own (Myers, 1998). In contrast,
western cultures tend to value imdiualism and autonomy. This cultural clash of values adds to

the complexities of negotiating oneds identit
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This is one reason why | believe it is important to explore how technology can support identity
development in the face of messy and complex cultural influences.

James Marcia extended Eri ksonds wdentty on i d
statuspar adi g m, positing that an adol escentbs i de
commitments made regarding certain personal and social traits (Marcia, 1966). He argued that
the adolescent stage consists neither of identity resolution nor identity confusion, but rather the
degree to which one has explored and committed to an idantitg domains such as religion,
career, rel ati onal choi ces, gender rol es, et c.
two distinct parts formulate an adol escentods
choices are being reevaligd) and commitment. He defined a crisis (or awakening) as a time of
upheaval where old values or choices are being reexamined. The end outcome of a crisis leads to
a commitment made to a certain role or value.

Marcia (1966) identified four possible egentity statuses, depending on the presence or
absence of exploration of identity issues and commitment to a personal identitidertily
diffusion in which adolescents who have neither experienced a crisis nor made a commitment
demonstrate a lack dbcus; (2)identity foreclosurgin which a person has made a premature
commitment based on the options and attitudes of others but has not fully explored for himself or
herself; (3)moratorium in which adolescents are currently in the process of expladientity
options but have not yet made a commitment; andlétjtity achievemenin which a person has
explored identities in depth and arrived at a secure, committed sense of self.

Mar ci a0 s-idehtibyustatusesgace not necessarily represerdirgevelopmental
continuum; that is, it is possible for individuals to remain idestitfuse or foreclosed
throughout much of their life, or to move in various patterns among the statuses (Waterman,
1982). Identity diffusion and foreclosure are gengradlen as less mature forms of identity, and

an achieved identity is considered the optimum outcome of the identity process (Waterman,
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1984). The moratorium (or exploration) period is necessary for identity achievement. One can
therefore think in termsfaan ideal sequence from the lower stages (diffusion and foreclosure),
through moratorium, to an achieved identity.

Whil e Eriksondés early work on identity cri
been extremely influential, Phinney (1993) obsetthas relatively little attention has been given
to ethnic identity development . She remar ks,
the contentof ethnic identity, that is, the actual ethnic behaviors that individuals practice, along
with their attitudes towar d prochsedf ethnie iddntity ¢ gr o
formation, that is, the way in which individuals come to understandntipécations of their
ethnicity and make decisions about its role i
1990, p. 64).

Phinney (1993) studied 196 Asidmerican, black, Hispanic, and white students and
found that moratorium subjects were ye&s identify by involvement in ethnic identity search,
while the other two stages, diffusion and foreclosure, could not be reliably distinguished from
each other by coders. Phinney believed that minority subjects initially accept the values and
attitudesof the majority culture, including internalizing negative views of their own group held
by the majority.  Various factors including tensions in conflicting cultural values, parental
pressures, or societal expectations may also blur the distinctionsntitydstatuses. As a result
of the studies, Phinney developed a tkste model for ethnic identity development: (1)
Unexamined Ethnic Identity whi ch essentially combines Marc
identity statuses; (2Ethnic Identity Moratdum/Search usually triggered by events that were
emotionally disruptive; and (3thnic Identity Achievementhe ideal outcome of the identity
process, characterized by a clear, confident

this work pravides an important early foundation for capturing snapshots of trajectories towards

C
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identity achievement, there is a need for a greater understanding of how to support this kind of
positive identity development.

Another important identity paradigm with ifigations for seHconcept, motivation, and
cognition is Hazel Mar kus and Paula Nuriusds
2006 for a thorough review of the literature on adolescent possible selves). Possible selves
represent individuals' ceeptions of themselves in future states: what they might become (e.g. a
successful writer), what they would like to become (e.g. a famous athlete), and what they are
afraid of becoming (e.g. an unemployed person), and thus provide a conceptual linknbetwee
cognition and motivation.

Possible selves are important for several reasons. First, they provide a clear goal to strive
for (if positive) and to avoid (if negative). In this way they function as incentives for future
behavior (i.e., selves to be appobed or avoided). Second, they can inspire or energize an
individual to pursue whatever actions are necessary to pursue that goal. Ruvolo & Markus (1992)
believe that simulating a desired estdte causes the person to create plans and strategiestreleva
to achieving this state, as well as positive affect and selective information processing for anything
that promotes the desired esidite. Some studies suggest that imagining successful possible
selves improve welbeing (King, 2001) and performance (®io & Markus, 1992). Finally,
possible selves provide an evaluative and interpretive context for the current view of self, which
can | ead to greater awareness of oneds plans a

It seems that possible selves theory has much potential asitfal fapproach to
supporting ethnic identity development (Oyserman, 2006). By allowing ethnic minorities to
envision new possible selves, including atypical selves and those that challenge limiting
stereotypes about their group, new identity trajectar&s result, and motivation and behavior

can be impacted for the better.
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While numerous studies have investigated possible selves in many ways, the literature on
AsianrAmer i can possible selves is nearly nonexi st
of the literature on adolescent possible selve
American Indian youth, considerably less research attention has focused on the possible selves of
Asi an American youtho (p. 1 8f)possible kalves tofhAsianr revi
Americans was found: a smaitale qualitative study (Kao, 2000) that suggests academic
possible selves are likely to be common among Asian Americans, and that Asian Americans form
these possible selves largely due to sterestgpeibuted to their group and pressures to excel to
avoid failure.  Additional work needs to be done to investigate strategies involving ethnic
minority possible selves, especially as it holds a great deal of potential fengmdfiverment and

growth.

Identity in Sociology: Roles, Behavior, and Society

In contrast to the psychological literature where identity research emphasizesnseipt
or mental model, the emphasis in the sociological literature on identity is on roles and role
behavior. WilliamJames (1890) believed that for each person, there are as many different selves
as there are different positions that one holds in society and therefore several different groups
who respond to the self. Stryker (1980) argued that the self reflects sochetythe self is
negotiated and constructed in social interaction within the context of a complex, organized,
differentiated society, many believe that the self must be complex and organized and
differentiated as well (Stets & Burke, 2003). The overalf & organized into multiple parts
(identities), each of which is tied to aspects of the social structure. One has an identity, an
Aiinternalized positional designationo (Stryker

role relationships thperson holds in society. Thus, self as a daughter is an identity, as is self as
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coworker, self as friend, and self as any of the other myriad of possibilities corresponding to the
various roles one may play. The identities are the meanings one ha®ap engmber, as a rele
holder, or as a person.

Views of identity in sociology tend to be rooted in the structural approach to the symbolic
interactionist perspective (Stryker, 1980). Stets & Burke (2003) describe society as stable and
durable as reflectedn t he fApatterned regularities that
1980, p. 65). A frequently used perspective, growing out of the work of Burke (1980), McCall &
Simmons (1978), and Stryker (1968)jdentity theory a micresociological theor that sets out

to explain individua lreladed bebaviers (Hogdt alt109b)n Stisi p s

view emphasizes that the core of an identity

role and incorporating into the self all tfie meanings and expectations associated with
performing that roleo (Stets & Burke, 2003,
context of social structure, in which each person employs labels and recognizes others as
possessing positions asles within society (Stryker, 1980). Thus, identity theory explains social
behavior in terms of the reciprocal relations between self and society; it is strongly associated
with the symbolic interactionist view that society affects social behavior thritsigifluence on

the self (Mead, 1934; Blumer, 1969)

an

p

Individuals have multipleole identities defined as Athe charact €

i ndividual devises for hi mself as an occupan

Simmons, 1978, p.65)Role identities are ranked and organized in a hierarchy of prominence,

reflecting oneds ideal sel f. Mul tiple role

behavior (Stets & Bur ke, 2003) . The nor e
surfaces in a given context or situation. Identity negotiation, a process in which a person
negotiates with society at large regarding the meaning of his or her identity, may arise from the

learning of social roles through personal experience.

pro
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Peopék act to verify their conceptions of who they are. A college professor, for example,
may act in ways that make it clear to himself or herself and to peers, that she is knowledgeable,
smart, analytical, thoughtful, and logical. She may engage in a vafiattions and interactions
to convey these images. To identity theorists, these are both individual patterns of behavior and
help us understand the individual professor, as well as the same patterns of behavior that are part
of a larger social structure.

Another relevant theory Reflected Selfheory (also known as the Lookh@jass Self).
According to this theory, people begin to take on new identities based upon their perceptions and
beliefs of how others see them (Tice & Wallace, 2003). For examglerson may encounter
skills or traits attributed to himself or herself, leading to a refined identity (e.g. Sarah begins to
view herself as musically talented upon heari:!
the guitar. o) fl @beeddeal fod ar ifigrienal |y st ems |
considered the first symbolic interactionist. Cooley argued that the idea of the self cannot be
separated from social forces and proposed that the self is built by observing how others view
himself or herself, and then incorporating those views into thecsei€ept (Tice & Wallace,
2003).

Since the early conceptions of symbolic interactionists, many scholars now hold a refined
view of Reflected Self theory; the basic idea remains, except psople At hr ough t he
darklyodo (Shrauger & Schoener man, 1979) . Peopl
these views can sometimes bias or cloud their perceptions of how others view them. Various
studies (e.g. Harteet al 1998; Beamaret al. 1979) have found that people do not just view
themselves as otheastually see them but rather view themselves as thak others see them,
through somewhat biased processing (Tice & Wallace, 2003). Close, intimate relationships with
important others(such as parents and friends) seem to be particularly influential and are

especially likely to create a lookirgjass self (McNulty & Swann, 1994; Cook & Douglas,
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1998). To the extent that people hold idealized beliefs about a person, the person mayvehen
towards an ideal self (Tice & Wallace, 2003).

In order to understand how to impact sahcepts towards ideal selves, more work is
needed to consi der et hnthatis, howmdolescents eew thenRadvesl e c t e
based upon perceivestereotypes and how they believe others see them. In addition, multiple

role identities and the negotiation of roles in society need to be better understood.

Identity in Social Psychology: The Impact of Beliefs About Others

A popular identity perspectivie social psychology isocial identity theonfe.g. Tajfel,
1981; Turneret al 1987), def i ned-comapt darived framdperceivedu a | 6 s
membership in social groups (Hogg & Vaughan, 2002). Social identity theory consists of three
components(1) categorizationjn which people place themselves and others into categories that
have valugudgments associated with them (e.g. labeling someone as a Westerner, a Catholic, or
football player is a way of suggesting some qualities about these pg@pleentification,in
which people associate witin-groups that serve to increase their seHfteem; and (3)
comparison in which people constantly compare thegioup in which they belong with other
groups, typically seeing a favorable bias towards 6nsgroupn(at the expense of the @uoup).
The theory was originally developed as an attempt to understand the psychological basis of
intergroup discrimination.

Tajfel & Turner (1986) showed that when people merely categorize themselves as
members ofa group, this was enough to lead them to displagraup favoritism. After being
categorized of a group membership, individuals seek to achieve positrestesin by positively

differentiating their ingroup from a comparison egtoup on some valuedndension. Social
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identity theory provides an important foundation for understanding how stereotypes and
subsequent discrimination can be formed.

Anot her important identity paradigm in the
on selftheories(1999. Dweck and others (1999) have investigated how students develop beliefs
about their intelligence and abilities, and how thesetielfries shape thoughts, feelings and
behaviors. The theories reveal why some students are motivated to work haradeny atters
fall into patterns of helplessness and are-deféating. Students carry two types of views on
ability/intelligence:Entity theoristsandIncremental theorists

Students who are Entity theorists view intelligence as fixed and stable, whienkatal
theorists see intelligence as malleable, fluid, and changeable. Entity theorists have a high desire
to prove themselves to others; that is, to be seen as smart and avoid looking unintelligent. Entity
theorists are susceptible to learned helplessrbecause they may feel that circumstances are
outside their control (i.e. there's nothing that could have been done to make things better), thus
they may give up easily. As a result, they may simply avoid situations or activities that they
perceive tobe challenging (perhaps through procrastination, absenteeism, etc.). Alternatively,
they may purposely choose extremely difficult tasks so that they have an excuse for failure.
Ultimately, they may stop trying altogether. Because success (or failw#grslinked to what
is perceived as a fixed amount of intelligence rather than effort (e.g., the belief that "I did poorly
because I'm not a smart person®), students may think that failure implies a natural lack of
intelligence. Dweck (1999) found thsiiudents with a long history of success may be the most
vulnerable for developing learned helplessness because they may buy into the entity view of
intelligence more readily than those with less frequent success.

In contrast, those with an incremental vi¢ilncremental theorists”) when faced with
failure, react differently: these students desire to master challenges, and therefore adopt a

masteryoriented pattern. They immediately began to consider various ways that they could
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approach the task differeptland they increase their efforts. Unlike Entity theorists, Incremental
theorists believe that effort, through increased learning and strategy development, will actually
increase their intelligence. These students see satisfaction coming from the pfdeessing

and often see opportunities to get better. They do not focus on what the outcome will say about
them, but what they can attain from taking part in the venture. Dweck demonstrated empirically
that students who hold an entity theory of intelige are less likely to attempt challenging tasks
and are at risk for academic underachievement.

Another relevant theory found in the social psychological literature is the work on
stereotype threat (e.g. Steele & Aronson, 1995; Steele, 1997). Sterdbtgpe is the
phenomenon in which a studentodés performance ¢
that he or she will confirm negative stereotypes about aidsifified group that he or she
belongs to. For example, Steele & Aronson (1995) shawexbveral experiments that Black
underclassmen performed worse on standardized math tests than White students when their race
was emphasized before taking the test. When race was not emphasized, however, Black students
performed better (equivalent to Whistudents). Gender stereotypes also contribute to stereotype
threat. Spencest al (1999) , for exampl e, showed that wc
math tests decreased when primed beforehand of the negative stereotype that females are not as
goodas their male counterparts.

These studies show that stereotypes clearly have a direct and immediate effect on short
term performance and also a cumulative erosive effect over time that influences both intellectual
performance and a longerm sense of ideity (Steele, 1997). In other studies, researchers
found that consistent exposure to stereotype threat can reduce the degree that individuals value
certain academic domains (Aronsa.al 2002; Osborne, 1995; Steele, 1997). Some members

ofagroupmg be more vulnerable to stereotype thre
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factors such as the strength of onebs group
shown to be related to ones®6 subsH®Wuent vulner

Stereotype threat studies have been applied beyond stigmatized groups in academic
settings to many other groups and contexts, including white men in sports (e.g.eStine
1999), women in negotiation (Krat al, 2002), homosexual men in prding childcare (Bosson
et al, 2004), and women as skilled drivers (Yeung and von Hippel, 2008). These studies
demonstrate that no one is completely immune to stereotype threat, and that it is a problem that is
far reaching.

To date, very few technologyased interventions for addressing stereotype threat exist.

In fact, in media such as digital games, stereotypical images and roles are pervasive, including
women portrayed as damsels in distress or hypersexualized objectst (Ake2006). Digital

games often embody values that reinforce stereotypes and stereotypical behavior (e.g. ethnic
minorities engaging in violence and delinquent behavior in a gamRlike k s t a pop@aa me s 6
yet controversial titleGrand Theft Auto @ We need to understamdw game designs and other
technologybased strategies can mitigate and alleviate the effects of stereotype threat, and to go a
step beyond that: to determine how technology can support the development of positive, secure
identities.

To summarize, the litature in psychology, sociology, and social psychology has posed
many challenges related to identity. As evidenced in the preceding discussion, ethnic groups are
often especially susceptible to identity crisis, internalization of negative stereotypéisnitaatl
roles and possible selves. In the following section, | will discuss ways identity has been

understood or manipulated in designed interventions, including technology.
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Identity in Digital Games

Identity has been explored within digital games for decades, whether it be early forms of
gender swapping in textased MultiUser Dungeons (MUDs) and Mud Object Oriented (MOOs),
role-playing in immersive virtual environments likitima Onlineor World of Warcraft or off-
the-shelf computer games that allow players to try out novel experiences of all kinds. In the
influential bookLife on the Screen: Identity in the Age of the Interfatkle (1995) describes the

flexibility and fluidity of taking on newidentities in game spaces. Turkle observes that

technology in recent years has encouraged pec
decentralized, multiplicitous, flexible, and ever in process." (p-2634 ) . Adopting Er
(1968) frameworks he di scusses gamesd valwue in provid

moratorium, i.e. constant experimentation and reflection that allows individuals to explore new
identities and learn about themselves.

How is it that digital games naturally afford pafue identity play, seexploration, and
opportunities for empathy (Bers, 2001; Gee, 2C
el sebs body changes the way you see the worl d.
different person, andtsee the world from a new perspective (Gee, 2005). For a few minutes or
several hours, games can transform a player into a-ithebetall cleaning robot attempting to
save a coupleds marriage ( s uChibi-Rabd a soldierinthee Ni nt e
military relying on t e abmedgakeld &SI Aa)paychildr mye cr u
l'iving in poverty in Haitd.i t Ayity. iThe @Costt ob Lifg ae t an e
diplomat trying to navigate the conflict in Middle Eaflebcemker); or simply an Italian
pl umber trying to gat her c cSupersMaro Brdtherpatloomnue a pr

game) . These Kkinds of experiences, dependin
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effectively, can lead to a vast array of pgbagies, including increased empathy, recruiting new
skills and behavior, and increased transfer back into the real world (offline).

Still, despite rapidly growing interest from researchers,-prafit organizations, and
practitioners alike in this ratively nascent technology, not much research yet exists on how to
effectively use this form of technology to support identity development or raise awareness about
social issues. Digital games for education or persuasion are still generally at thepprisogy
without many studies documenting the effectiveness of the games, especially in terms of fostering

positive social or personal change (Thomson, 2006).

GameBased Studies Related to Identity Support or Attitudinal/Behavioral Change

Various studieshave considered how to support identity or positive attitudinal and
behavioral changes. Rather than provide a comprehensive review, | will focus on specific studies
that are particularly relevant for garhased approaches to supporting identity developmen

Nasir (2002) describes how alignment with identity can make the difference between an
activity students willingly undertake and learn for (such as learning mathematics in order to play
dominoes or in order to keep complex basketball statistics) anctigityastudents may reject or
"fail* at (such as learning mathematics in order to pass tests in school). In studies that explore
what Nasir termgracticelinked identity AfricanrAmerican middle school students initially see
themselves as basketball y#as with little connection to mathematics, but after using fantasy
basketball statistics and calculations, soon begin to willingly learn math and see math as being a
more relevant part of their lives.

Bers (2001) explored how virtual environments can euppoung people in the
exploration of personal and moral values in environments that she tdelatity Construction

Environments She describes a group of teenager sbo

-

C
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Zora. Students populated the virtual citith objects and characters representing aspects of
themselves and their values. This work was an attempt to consider how technology can have an
impact on character and moral education, and in turn, identity development as adolescents reflect
and expresthemselves by producing digital artifacts.

Baylor & Plant (2005) investigated how allowing students to receive positive messages
from avatath ased pedagogi cal agents could increase
found that women reported more fiive math and science related beliefs compared to their
attitudes at the beginning of the semester, and compared to a group of women who did not
interact with an agent. Some researchers (e.g. Atkinson, 2002; Mairaha?001) suggest that
avatars suport the transfer of learning, but not many studies have considered how attitudinal
beliefs related to fields such as science or math can be influenced by interactions and experiences
in virtual worlds.

Shaffer (2005) describe@pistemic Gamesin which students are given a set of
experiences that simulate aspects of a professional practice (e.g. using simplified tools for urban
planning). Data collected in prand posinterviews show that in playing these galike
experiences, students began to dawelvays of thinking and doing characteristic of urban
planners. While the work remains in pilot stages, this work suggests identity play using game
mechanics can help young people think in terms of new possible selves (Lee & Hoadley, 2007;
Lee & Hoadley2006).

Game designers hold a lot of power over the kinds of possible identity presentations
available in a game or virtual environment. Many virtual worlds, for example, do not allow for
the possibility to play an AfricaAmerican or AsiaPAmerican charder, or else the choices are
very i mited. Ga me designer séo deci sions af

(McDonough, 1999).

f
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Yee (2007), in a set of studies called tReoteus Effectstudies, explored how
characteristics of an avatar in atual environment (e.g. perceived attractiveness of the avatar)
affects behavior, both within the virtual environment and offline afterwards. Specifically, he set
out to determine if users tend to conform to expected behaviors of their avatar. Int stediys
Yee found that participants in attractive avatars walked closer to and disclosed more information
to a stranger than participants in unattractive avatars. In a second study, he found that those who
controlled taller avatars negotiated more aggvelsin a bargaining task than participants in
shorter avatars. In a third, he demonstrated that the Proteus Effect occurs in an actual online
community. And in a fourth study, he found that the Proteus Effect persists outside of the virtual
environmentplacing a participant in a taller avatar changes how they consequently negotiate in a

faceto-face setting.

Pilot Studies and Relevant Prior Work

Over the last four years, | have explored identity play and empowerment within various
pilot studies and alsas part of four classes that | have taught. The insights | gained from these
studies were very important in that they have helped shape my understanding of the potential of
identity play in serious games to address real world issues. | will briefly glighihat happened
and the takeaways that can be drawn from each study.

In 2005, | taught a fiveveek, 45 hour residential summer enrichment course for 14 high
school students in which | provided fitsand learning experiences using avdased identity
play intwo multtu s er vi r t ual environment Seddid\liEegnd pl at f o
Ma k e na T e cThereo $turlgnts ersated and enacted various avatars to explore issues of
identity construction, discrimination, stereotype formation, and allsensitivity (Figure2-1).

The students reported using the tool to explore and to equalize cultural and demographic
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differences. They showed significant improvement on a measure of sensitivity towards an
understanding of diversity, and evidence suggésig were able to develop a more sophisticated,

less essentialist model of diversity (Lee & Hoadley, 2006). One major takeaway from this study,
therefore, was that using avatars to adopt the perspective of another ethnicity or gender can be a
powerful leaning experience that impacts the perceptions of people in relation to cultural

stereotypes.

Figure 21 Identity play and learning about diversity within a virtual world platform.

| taught a twentyhour course consisting of a crezgdtural collaboration with eight high
school girls in the United States and ten girls in Jamshedpur, India in summegs@@@igure 2
2 below). Each student in both parts of the world was given a digital camera and personal weblog
space for reflection,andeasha s asked to capture her vVviews on

daily life and in society at large. Each student shared thoughts and reflections on her own career
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trajectory, and role of technology in relation to her own culture, and so on. Studémiica
and India enjoyed interacting togethsharing career trajectories, and differences in cultufes
takeaway | drew from this study is thiatallowed students to compare and contrast different
societal expectations, and therefore more fullyl@eptheir own possible selvés.g. the role of

technology and its relevance to oneods future <c

Figure2-2 A crosscultural course that investigated possible selves and how gender relates to IT

careers.

During fall 2007, | ran a study using tBecond Lifgplatform involving math stereotypes,
avatar construction, and seéflection (Lee, Gaydos, & Hoadley, 2008). 38 students were asked
to complete short math exams and create two aviatrgalistic avatar of themselves and also an
avatarofehypot heti c al mat h expert. The study inve
math identities and probed student seéntification with the math domain (e.g., how closely
students aligned their own sebncept with those good at math). Thisdst also yielded
interesting findings. For instance, while most participants created hypothetical math avatars that
were consistent to perceived stereotypes of mathematicians, some participants (e.g2-Figure

below) created math identities that werbnét and gender congruous identities of themselves



43

(e.g. a female Africamerican information sciences and technology student who created an
avatar that resembled an older version of hergedfyidently linking to possible selves (Markus

& Nurius, 1986). In addition, some participants expressed frustration when mismatches between
ethnic stereotypes and selfincept existed. For instance, one male Asimrerican student
expressed annoyance and shame that édndthavles a f
was bad at it, but most of his friends believed he was good at it simply because he was Asian. To
summarize the key takeaway from this study, this demonstrated that creating and enacting various
identities in virtual environments has the pai@nto reveal both (1) possible selves and (2)

specific realizations about oneself related to stereotypes and subjects like math.

2.

Figure2-3 Example of a student creating ethnic and gender congruous identisiescefss.

More recently, in summer0®8, | taught a two week computer game design course for 16
high school students. After covering various topics including values in games, designer meta
goals, Serious Games movement, narrative, and basic game design skills, the students designed
and deved ped A Ga me si eksentiallyGeriou$ @ames for change or social impact
computer games. They chose to design and create games that incorporated themes including peer
pressure, cigarette smoking, teen pregnancy, obesity, and making wise choicedesigoimg
and playing these games, the students showed

change society for the better. o The takeaway
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benefited from social impadtased digital games, anldat they also felt empowered to benefit

others through this kind of technology.

Towards the Right Kind of Game Design for Identity Support

Based upon the above, it seems like a natural fit to leverage the identityting
properties of digital games taddress the needs highlighted in both the first chapter and the
review of literature. Digital gamegre engaging, interactive and fun, an important factor when
trying to reach a young audience that is increasingly growing accustomed to being both
consumes and producers of digital culture. AsiAmericans, compared to other ethnic groups,
are one of the most connected groups in the country; that is, they use the Internet and online
technologies more often and for a longer duration than all other ettmipgg{Pew Internet,
2001), and so they will likely be relatively comfortable with these kinds of games. In order to
understand the significance and potential constructive uses of digital games for shaping identity, |
will now provide an overview of SerisuGames, a category of digital games that have been of
keen interest to educators and academics in recent years. | will then lay down the groundwork for

a specific kind of game design to address identity support.

An Overview of Serious Games

The definition of a game (in general) is subject to much debate, and is outside the scope
of this paper. For the purposes of this pape
t hat games are fda particular way ocbnsiderm@ ki ng &

games in general, | will focus d®erious Gamesa particular form of digital game with distinct

characteristics and goals beyond mere entertainment. The following will provide a brief
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overview of Serious Games. | will describe a basic déimiand then proceed to highlight a

simple taxonomy.

Serious Games

Serious Games, in recent years, have gained critical mass as a movement. In 2002, the
Woodrow Wilson International Center for Scholars in Washington [ached a "Serious
Games Initiative" to encourage the development of games that address policy and management
issues. Shortly thereafter, more focused-gudups emerged, including Games for Change which
focuses on social issues and social change, anm&#or Health which addresses applications in
health care. Outside of the government, there is substantial interest in games for education,
professional training, healthcare, advertising and public policy.

There is no one universally accepted definition Serious Games, as they have been
defined in many different ways. Clark Abt (2002) offers one definition for games that have goals
beyond mere entertainment: Ga me-aut educdtibtnal ian e
purpose and are not intendedloe pl ayed primarily for amus eme
referring to nordigital games such as board games andpialg for use in contexts like industry,
science, and education, his definition still holds up well for digital garfBesious Gameis now
most commonly used as an umbrella term for a wide variety of techrbdmpd games and
simulations used for training, advertising, simulatiocpnflict-resolution, or education.
Commonly used and related terms to describe Serious Games include:

Digital GameBased Learning, Educational Games, Edutainment, Games for
Change, Immersive Learning Simulations, Persuasive Games, Simulation,
Synthetic Learning Environments, Social Impact Games, Virtual Reality.

These terms are often used interchangeably, althowgny would argue that each of

these terms have varying foci and distinctive features. Regardless of the term or working
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definition one prefers to use, one point is clear: many stakeholder groups are excited about the
potential of Serious Games to deliymwerful educational or social benefits to those who play.

Serious Games often contain features that are useful for experiential learning, persuasion,
and conveying important messages that can elicit behavioral or attitudinal change (Bogost, 2007).
Seriais Games proponents argue that games can be more than just mindless fun; they can be an
engaging medium that can encouraging new ways of thinking and understanding (Thomson,
2006; Gee, 2005). Indeed, games are often very good at helping people thinkaathout
understand complex solutions and problems. Serious Games also feature intrinsic mechanisms
allowing for feedback, reflection, active learning, and agehdayey forceone to evaluate
evidence, make choices, and see what happens as a result (Gge, RO@bermore, Serious
Games contain a persuasive element that is typically missing from movies, books, and ather non
interactive printed material: they present a persuasive argument or message to challenge
assumptions and one6 2007 and allewnthe playbribecame ma giffefe@ o g 0 s t
person, and experience the world from this new perspective viplegleand identity play (Gee,

2005).

Game Designs and Patterns

What kinds of game design and engineering patterns are promising to h&anteinded
outcomes for identity support and development? To generate an effective design that takes
advantage of what we know about the features of existing Serious Games, one needs to begin by
looking at general game design and engineering patteresouS Games are very frequently
based on these patterns, which | will summarize below. It should be noted that the boundaries
between game genres are becoming increasingly fuzzy (e.g., many games cannot be easily

classified as action or adventure, asytla®e more of an actieadventure hybrid), and that
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i nnovative new games often invent new genres.

taxonomy, the following is a working taxonomy in alphabetical order:

1 Action Games Action games can take a widvariety of forms, ranging from
dance/rhythm type games (e.g. DDR, Rock Band, Wii Music, the Guitar Hero series,
etc. ), first person shooter (FPS) -games
Life 2, etc.), sidescrolling platformers (e.g. Super Maiwos., Sonic the Hedgehog),
fighting games, shoamups, or fast paced, party or migimes (e.g. Mario Party 8
on the Nintendo Wii). They generally require players to make use of quick reflexes

and good timing to overcome obstacles or defeat challenges.

1 Adventure Games Adventure Games, starting with the tbased Colossal Cave
Adventure in 1972, are generally games involving strong narratives, exploration,
searching for clues, and collecting inventory items in order to solve puzzles or
advance thelot in a storyline. They are sometimes painticlick graphical games,
suchak i n g 6 s(198B) a lghly influential game by Sierra. Other games in this

genre includeMyst(1993),Zork (1977), andPhoenix Wright: Ace Attorng2005).

1 Alternate Redity Games (ARGS) ARGs ar e (¢ a nliedreasuteat bl e
hunti ng, interactive storytelling, vi deo
typically consist of a blending of rewlorld activities and clues (e.g. newspaper
advertisements), dramatstorylines, and a series of codes and puzzles on Web sites.

These games, which are usually free, often have a specific goal of not only involving

the player with the story and/or fictional characters but of connecting them to the real
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world and to eaclther. Many game puzzles can be solved only by the collaborative
efforts of multiple players, sometimes requiring one or more players to get up from
their computers to go outside to find clues or other planted assets in the real world.

Examples of ARG inade The Beastandl Love Bees

Augmented Reality Games(also uses the acrony®RGs). Augmented Reality
Games are generally defined as games that combine real world experiences with
additional information supplied to them by technology such as handbseiduters,

cell phones, and PDAs. Some scholars have used this technology to promote
scientific inquiry skills using locaticaware mobile devices and rgdaying
strategies ( e . g .Envilerdnertah Dedteotije @therc farthe 6f s
Augmented Rality Games exist. Augmented Card Games, for instance, are a blend
of board games and interactive video games (e.g. the Eye of Judgment on the

Playstation 3 console)

Competitive Fandom Users can join |leagtiifes that
athletescelebrities, or other kinds of people and compete to earn points based upon

their reallife performance. Competitive Fandom Games are available in a wide
variety of genres, including more traditionally common sports such as football or
baseball, as wellamore niche areas (elantasy Congresdased upon the actions

of reallife Republicans and Democrats, aRdntasy Survivgrbased on a popular

TV show).

Crowdsourcing Games Crowdsourcing can be defined as the act of taking a

typically expensive job traditionally done by an agent and outsourcing iatolarge
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group of people. Developers have packaged tasks in the form of an online game,

such as Googl e 6 sar dna@ESPaandoe thgging thé Webe

Geolocation Games Geaolocation Games (including the act of going on hidden
treasure hunts commonly known as Geocaching) typically involve a GPS device and
finding clues, information, and artifacts based on fiedd coordinates. Examples
include Backseat Playground, a game that tracks the location of a car and challenges

the user to solve various puzzles and mysteries.

Interactive Fiction Systems. Interactive Fiction takes on various forms, but its
defining dharacteristic is that it is stogentric. Dating and anirfieased adventure

games fall into this category.

MUDs/MOOs. Multi-User Dungeons (MUDs) or Mud Object Oriented (MOO) are
traditionally textbased virtual reality spaces based off an adventure ogéans and
Dragons theme. Players create avatars, collect items, and interact wiptayen
characters (NPCs) and each other. MUDs and MOOs paved the way for much more
graphically intensive persistent worlds such as Massively Multiplayer Online

Roleplgying Games (MMORPGS).

Passively Multiplayer Online Games (PMOGs). Passively Multiplayer Online

Games aresocial metegames that create new game layers in ordinary spaces of
Internet use. For example, Justin Hall created a game that gathers inforahatitn

pl ayersd web browsing habits and the web

automatically develops a profile, and the player earns "experience" points and can
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il evel upo their character simply by su
accomplihusercr eat ed fAquestso by visiting sites
players can even leave behind unigue PMOG items (e.g. mines or treasures) that

other players can discover during their web surfing.

Play-by-Mail Games (PBM games) Playby-Mail (PBM) games are turbased
games conducted over postal or electronic mail. These games are especially suited to
those in isolated areas, those with uncommon gaming tastes, or geographically
separated participants. Games played incRigéomacy, Chess, Axand Allies and

several others.

Simulation Games Simulation Games are games that imitate some aspects-of real
life situations or processes. Simulation Games come in many forms, including flight
sims, construction and management simulations, busiimsgaion games, urban
planning simulations (e.gSimCity, Godgames (e.gSimEarth, Black & White,
SimEarth, Sporeetc.), urban planning games, government simulation games, life
simulation games, life simulation games, pet simulation games Nitendogs,

Dogz etc.), and social simulations (eIthe Simp

Social MMO Environments. These systems typically house thousands of players

in a persistent, immersive 3D world. Avatars (digital representations of users) are
usually customizable and ers can collect, earn, or exchange virtual currency and
goods. The objectives are often open ended (i.e. there may not be required tasks to
accomplish), as community and social interaction are the focus. As a result,

multiplayer minigames and communityvents are common. These environments
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often target specific demographics, such as te€heré, Teen Second Ljfer kids

(e.g.Barbie Girls World, Club Penguin, Neopets, Whyyille

1 Strategy/Puzzle Games These games often involve solving puzzles odasigned

to improve cognitive skills (e.@rain Age 2on Nintendo DS).

Each of the above game design patterns have unique strengths and weaknesses and are
good at accomplishing distinct out comes, depel
elements of an opeended action/adventure game pattern combined with the avatar
customization features (such as those found in MMO environments) may be the best choice for a
game design that intends to provide opportunities for identity exploration, rsugpd learning
about the self. In addition, some aspects of simulation games (especially social simulations) can
be adopted to help increase the relevance of t
allow the player to construct simple avatarand narratives based on on:¢
allow the player to reflect upon and explore possible selves while learning content. | will now
discuss three basic categories of Serious Games that will inform my design: advergaming,

edutainment, athsocial impact games.

Examples of Serious Games for Persuasion

Serious Games tend to inform, persuade, or educate players about various subject matter
or social issues. Alvarez & Rampnoux (2007) attempted to classify Serious Games in five main
categoriesAdvergaming, Edutainment, Edumarket, Diverted game and Simulation game. Smith

& Saywer (2008) also presented a taxonomy of Serious Games, though this was limited in scope.
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For the purposes of this paper, | will highlight three categories of Seriouss@anthélustrate the

unique characteristics and strategies of each category by highlighting examples of each:

1. Advergaming

An advergame can be described as a downloadable oibdselll game created mainly
for the purpose of enabling product placements.vefiisers use entertainment (in the form of
games) as a means but not as an end; they wi
because of this, see games as a tool for persu
pop-up minigames suchsSink the Putby Orbitz.com, a simple miniature golf game designed to

help promote Orbitzdé travel service products.

=]

) hitp:fhwww . con com - Advertisement - Microsoll interne! Explorer
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Figure2-4 An example of an advergame: A mgolf game for Orbitz flight services.

Other variations includanti-advergamesa gamec r eat ed t o fAcensure ¢
company rather than suppor Mc Do D all Baxmaed bdyne 200 7
Italian social critic Molleindustria, the player manages multiple aspects of the McDonalds

enterprise, including the restauranheve food products are sold, the corporate pasture where
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cattle are raised with profit in mind, and the corporate offices, where business decisions are made.
The game requires that players weigh tradeoffs and make both difficult business and moral
choices(Bogost, 2007). Players can resort to questionable business practices such as the use of
growth hormones, destroying indigenous villages, bribery, and covering up health risks in order

to maximize profits.

THE Y DOWNLOAD COVERAGE 3 PRESS

GAME  WHY .. AREA  SHOWS i coutaers

IHERSHTTE

Making money in a corgoration
like McDonald's 15 net simple at
& Behind every sancwich there
is a complex process you must
learn e manage. lram Lthe

» & cregtion of pastures to the

. slaughter, from the restaurant

ot management to the branding
Youl discover all tha dity
sacrats that made us ons of the
. . keggest company of the world

W ==
e

Figure2-5T he Mc Do n al d 6-adve@aanmbased anrfoodapolitics.

2. Edutainment: Serious Games for Education and Training

Serious Games for Education (sometimes called Edutainment, for digital games that are a
combination of education and entertainment) can be traced back to the 1970s or earlier.
Edutainment comes in many different forms and various game genres. Early rcaahme
successes includeregon Trail(1971), designed to teach children about pioneer life in the 1840s,
and Br oder bun dCarBienfSandiagsearies I(1983998)s games in which users
must find clues and research historical information to successfully solve a series of dstgletive

missions.



54

More recent examples of edutainment include the coordinate and vectobasath
gameDimenxian simgde arithmetic minigames in the party game Big Brain Academy for the
Nintendo Wii console, andmerican History: Revolutiodesigned by MIT Education Arcade. In
American History: Revolution, the player is immersed in a setting that takes place in the year
surrounding the American Revolution War period. The player learns history as he or she takes on
roles within the game (e.g. farmer, slave, politician or merchant). Other examples include
simulation games such dsdustryPlayer a business simulationabed on real world data, or
Peacemakera simulation of the IsraeRalestinian conflict designed to promote "dialog and
understanding among Israelis, Palestinians and interested people around the world" (PeaceMaker,
2008).

Many scholars (e.g. Gee, 200%ensky, 2005, Squire, 2004) have touted the potential of
games for learning both educational content (e.g. facts related to historical events) and process
(e.g. scientific inquiry). Importantly, games are also powerful as elicitors of emotional reactions
and influencing the affective dimension which can promote future learning (Squire, 2004) or new

identities for learning (Gee, 2005).

3. Social Impact/ Social Issue Games

Games as Political or Social Commentargome games are designed as intentionally

unwinnable in order to make a persuasive or political statement. These games raise issues using
the distinct properties of games to engage people from a fresh perspective. As an example,
consi der Ne ws gSeptembeg . d2 nSarse (playable online at:
http://www.newsgaming.com/games/index12.htm). September 12 igessfibed as a simple

Aitoy worl do consisting of a village of civili

reads as follows:
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A~

AThis is not a game.oOt Ylowmse.andThiws ni ana gio
The rules are deadly simple. You can shoot. Or not. This is simple model you
can use to explore somEepemherl2Gance)of t he war

Clicking the mouse on a target launches a missile. As a tenkdled, a number of
citizens grief over the deceased terrorist, and then several grievers become new terrorists as a
result. As the player continues to launch missiles, this process continues indefinitely, presumably

making a political statement onlmies related to the war on terror.

INSTRUCTIONS

This 15 not 3 game

You can’t win
and you can't lose

This in & simuation

n has oo endiog
It has airsedy begun

Tha rules are deadly sinple
You can shoot.
Or not

This Is » simpie model
You can use
to expiore

some aspects of
the war on terror,

AR L USSR

Continue

Figure26 News Gami ng. comds poSeptembec®] commentary ga
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Games to spread awareness about domestic and global proldamikarly, some games

have the goal of spreading awareness about
assumptions on particular issues like poverty.A¥iti: the Cost of Life, a gaméeveloped by
Gamelaband the nonprofit organizationdNICEF and Global Kids players manage a Haitian
family of five, facing challenges related to poverty, education, and health (game playable at:
http://ayiti.newzcrew.org/ayitiunicef/). Players must weigh tradeoffs and choose to go to work or
try to get an educatiowhile overcoming disease, unpredictable events, and financial debt. The
object of the game is to try to get the family as healthy, happy, and educated as possible. While a

very difficult game, the game does offer a hint of optimism.

Figure2-7 Ayiti: The Cost of Liféleft) andDarfur is Dying(right).

A somewhat less optimistic game with the goal of spreading awareness of humanitarian
challenges and recruiting involvement Barfur is Dying, by mtvU (playable free at
http://www.darfurisdying.om). This Flastbased game simulates life in a Darfurian refugee
camp, faced with the dire challenges of avoiding disease and attack from Janjaweed militants.
The game was intended to provide pl aofferings wi t h

af aint glimpse of what itédés |ike for the more
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by the crisis in Sudandé (Darfur is Dying, 200

games as a way to encourage players to think about thesg @ssieeget people to take action
(e.g. to contribute financially toward a cause).

Ot her exampl es i ncl udleoodtFbores a game abeutl huidger ini on s 6
My anmar . The UNO6s World Food Program desi ghne
including food airdrops over crisis zones and trucks delivering emergency food supplies

struggling up difficult roads.

Persuasive GamesThese games are intended to convince players of a point or influence

players to take action through gameplay. Persaa§ames are specifically designed as
Airhetorical tool sd to Anot only deliver me s s ¢
Games, 2008). Examples of these games inclugsworld (downloadable at

http:/www .fatworld.org/) which allows players to mrre the relationships between obesity,
nutrition, and socioeconomics in the United St
and exercise habits and balance these actions with other kinds of decisions (e.g. how to run a

restaurant businegsofitably), all of which lead to varying consequences.

-
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Figure2-8 Fatworld (http://www.fatworld.org), a Persuasive Game on obesity in America.

Another example is theosOrNot Gaméhttp://www.posornot.coi Inthis simple web

based game that poses the question AThink yol
biographical profile of a person and chooses whether or not they think the person has HIV/AIDS.
The purpose of t he g ame adsanptibne abouh thdsé who dpave one d

HIV/AIDS.

| SEMD 10 APIEEND | CETITCIRRD | QET TESTED | WAL SR | NOTASLE PLAYENS | WRET US | 02T ApA0LVED

THINKYOU CAN TELL IF T HAVE HIV?

Jesse, 20

NNHWURKS- v

Figure2-9 PosOrNot: A game that challenges assumptions about those with HIV/AIDS.

Based upon these examples and Serious Game design patterns that | highlighted in the
preceding section, | believe that a hybrid of social issue/persuasive game and edutainment can
yield positive outcomes for increasing awareness of the issues highligh@uhapter One and

also for supporting identity. The following chapter will introduce Identity Supportive Games as


http://www.posornot.com/
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vehicle for theoretical advancement and a specific form of Serious Game that my dissertation

study will test.



Chapter 3

Methodology

Identity Supportive Games: Towards a Design for Positive
Identity Support and Social Change

Based on my review of the literature coupled with my pilot studies and recent work in
this area, | have found usindentity play in games and virtual environments to be a promising
approach for exploring studentsd conceptions
descriptive and desigoriented work to understand how Serious Games can potentially support
new posible selves and overcome stereotypes. | believe that if | certain form of identity play in
Serious Games is done right, several positive outcomes could happen, which | will highlight
below.

| define Identity Supportive Gamef@SGs) as a new class of Smrs Games that
specifically address setfoncept, identity formation and development. I1SGs have the following
defining characteristics:

An |1 SG is a game that is specifically desig

9 Provide support for identity formation and development towardstitgdeachievement
(past a moratorium or exploration peridgowards wholeness and a secure identity
(Phinney, 1993; Marcia, 1966, 1980)

1 Allow people to reflect upon (and express) their own-cetfcept and goals

1 Allow people to try on new identities/refin@dir existing identity via fluid, malleable

identity play (Turkle, 1995)
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1 Allow people to challenge assumptions and confront forces and pressures that cause
unwanted behavior (e.g. limiting, damaging stereotypes)

1 Help people be more secure in their smlfcept and goals (e.g., increase positive
perception of their selfoncept and goals)

1 Broaden possibilities of a person can potentially do or accomplish in the future

If an ISG is done well, | hypothesize that the following will happen: (1)- self

empowermenand growth, and (2) new understandings and new ways of thinking.

1. Sel-Empowerment and Growth

T I'ncreased understanding, refinEwegayarwill and ac
reflect upon and refine his or her own identity and the important aoemts of his or her
ego identity (Erikson, 1950; 1968), as these games stimulate thought and reflection.
Understanding oneé6s identity is important
gifts and talents and the unique skills that he or she mEssddltimately, the person has
a positive selconcept and feels good about who he or she is. Gee (2005) observes that
the real power of games fAis in the ways 1in
own identities, fantasies, and hopes inwlogld. Such reflection is absolutely crucial in a
world where identity work and identity transformation is crucial for success, even for
survivalo (p. 114).

1 Increased sense of personal agency and contfbhe player will reflect upon and
renegotiate hi®r her own hopes, fears, and goals in the real world. = Games naturally
all ow players to fAexplore, think | aterally,

all ow for open ended goals and dAthe marri s
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(Gee,p. 19). They provide players with a space to develop a greater sense of control,
meaningfulness, expertise, and agency (Gee, 2005). This affeceffisalfy beliefs
(Bandura, 1977) and is then brought from the game and back into the world. Games
alow users to feel a sense of fcontrol, me an
ri sk and uncertaintyéthey can empower the
aspects of life (Gee, 2005, p . 4) . re Games
connected to control, agency, and meaningf u
1 Rejection of limiting forces that constrain selvesThe player, by considering alternate
possible selves, will resist being forced into behavior or patterns of thinking that are
damagng, limiting, or constraining.
1 New, positive possible selvesin turn, players may broaden what is possible and

achievable, including some new career paths.

2. New Understandings and New Ways of Thinking

1 Empathy and Affective outcomesThe experientiahature of digital games combined
with the emotional investment of identity play offer an opportunity to impact the
empathetic and affective dimensions powerfully. Identity Supportive Games can provide
alternate perspectives, which can in turn increasé ecne e mpat hy towar d a
example, those who are not Asi@merican can walk a mile in an Asigkmerican
personds shoes by experiencing the consequ:
kinds of games can raise awareness about important issyessuade them to take a
particular stance on various issues.

1 New perspective taking and changed ways of seeing the wd8ldnilarly, the roleplay

inherent to games is useful for allowing players to take on new perspectives. This is a



63

natural opportaity for people to change their values and ways of thinking, and open up
new learning trajectories for the future (Shaffer, 2005).

1 Fewer misconceptionand naive understandings Misunderstandings and naive views
can be clarified. Players may developeaghtened sense of cultural sensitivity as a result
of these experiences.

1 Good learning will take place (knowledgeased outcomes) As games feature active
learning, they are a useful context for firsthand experiential learning (Prensky, 2003; Gee,
2003). People will learn about important issues related to the rhetoric or subject matter
within the game (Bogost, 2007). Takes advantage of features of games that are good for
learning: immediate feedback, safe environment for experimentation, propentaof
scaffolding, active learning (constructivist approach), high emotional investment,
fembodi ed empat hy for a c o mshdgoatdirecteds t € mo

simulations of embodied experience (Gee, 2003)

| designed and implemented two gametptypes to provide an experience to challenge
assumptions and increase awareness of the Agigrican experience, including the effects of,
and facts related to, various stereotypes. At the same time, the game allows for identity play and

reflection. The research questions for my dissertation study are as follows:

Overarching research question: In what ways do ldentity Supportive Games shift and

support identity (conceptions of self)?

RQ2. How do ISGs influence learning of facts related to Asidareuhnd stereotypes?
RQ3. What are participantsd stereotypes of

RQ4. How do these games change opinions/perceptions of Asian culture and stereotypes?
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RQ5. How is seHidentity defined by the participants, especiglgrceptions in relation to
stereotypes?
RQ6. Do ISGs impact Asians, Asian Americans, and-Nsians in different ways?

RQ7. What are design principles for Identity Supportive Games?

Design Based Research (DBR) Methodology

| adopt a DesigiBased Research BR) approach to answering the aforementioned
research questions. DBR offers a set of analytical techniques that balances the positivist and
interpretivist paradigms, and in so doing, attempts to bridge theory and practice in education
(DBRC, 2003; Barab& qui re, 2004) . DBR is someti mes des
by trying to change ito (C. Hoadl ey, personal
educational research with the thealyven design of learning environments, DBR is intaot
for Aunderstanding how, when, and why educatio
p.5) DBR methods aim to uncover the relationships between theory, designed artefact, and
practice, with the intertwined goals of (1) designing learning enments and (2) developing
theories of learning. It accomplishes research and development through continuous cycles of
design, enactment, analysis, and redesign (DBRC, 2003).

Using DBR methodology, researchers are to systemically adjust various asptws of
designed context so that each adjustment serves as a type of experimentation that allows the
researchers to test and generate theory in naturalistic contexts, leading to more robust theory,

practices, and designs (Barab, 2004).
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Characteristics of aDBR approach

DBR features a combination of characteristics that make it unique: it is pragmatic,
contextual, flexible, theordriven, generative, interventionist, iterative, and pro¢esssed
(DBRC, 2003). It ispragmaticin that it follows a line of nquiry in which theories are more
judged by usefulness and their ability to do work in the world, rather than to their claims to truth
(Barab & Squire, 2004). It isontextualin that the researcher does not attempt to minimize the
role of context and alpotentially confounding variables; instead, context is embraced and the
goal is to generate Aflexibly adaptive theori e
contexts. o0 (Barab & Stpaolydrieeni n2 0tOMagt p8 emtodgr.v e nD B
specific theoretical c |l ai mgenemtlvainuhat tHe gaalrisntd n g 0 (
produce more robust theories of learning (Barab, 2004). DBR is necegsiiiyentionistin
that the researcher plays a haodsrole in shaping thatervention as he or she observes and
determines what is working and what is not. Finally, DBReisative andprocessfocusedas it

involves multiple cycles of ongoing design, redesign, and evaluation.

Why DBR? Scientific Contribution of this Work Using DBR

In this situation, a DBR approach makes the most sense for several reasons. As Squire
(2005) expl ains, many scholars turn to DBR bec
not yet existo (p. 9) . | @& new ffodreof technology stichass t i g a 't
Identity Supportive Games, we need to understand the pedagogical potentials of the medium, the
specific factors that make them effective among different populations, and what processes are
taking place. Even if desired tdts are not attained, the process of iteratively casting a wide net

and flexibly employing relevant methodologies at different stages of research will yield
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theoretical and practical insights for others attempting similar research, as well aslasigéd
artifact that in itself is a contribution. D
process of iteratively designing, testing, understanding is especially important for providing

valuable nuggets of truth, lessons learned, and desigciples for new innovations that have not

been attempted before. DBR is the most flexilt
useful model s for taking innovations from init
10).

DBR is valwable in that it addresses some of the most severe criticisms of educational
technology research: poor connections to existing research or theory, findings that fail to inform
practice, etc. (Squire, 2005). As Squire (2005) points out, learning is messgleg, and
inherently contextual as it takes place in the real world, with an enormous set of interacting
variables present in any typical situation: race, gender, class,-esmmiomic status, prior
knowledge, selefficacy toward a technology, sedfficacy in a subject area, leaning styles, etc.

A DBR approach is wunique in that it attempts t
rather than minimizing, account for how and w
Squire (2005) expins how allowing these factors to exist actually allows researchers and
practitioners to capture the most important parts of the story that is afforded by a DBR approach:

Ailn this case, simply measuring for a few \
variables would miss some of the most important parts of the story, from the

perspective of generating better instructional programs and theory.  What

designbased researchers try to do is enter an instructional situation, with all of its

complexity, andexperiment until they have "working" prototypes and more

robust theory (Cobb et al., 2001). From this perspective, we can think of every

little researcher action as an experimeminging the environment and observing

the consequences. The good researomes these changes in a way that is
informed by theory and will hopefully yielodo
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DBR is only one of many approaches to research, and like all methods it has its share of
limitations. However, for the purposes of thissertation study, it is especially useful in

unpacking the impact and utility of ISGs.

Study Design

The overall purpose of this dissertation study is to obtain a broad, generative picture of
the role ISGs can play in terms of identity support, reflactiand learning. As such, it is
exploratory in nature, and also includes much descriptive work of what participants believe about
ethnic stereotypes, how they view themselves in relation to ethnic stereotypes, and how they
define their own selidentities As a desigibased study, it contributes an important first step of
investigating how games can help participants learn (about cultures and about selves) and also
offer a window into how technology may help participants move closer towards identity
achievzement, a complex multistep process.

| adopted a mixednethods approach in order to triangulate my findings and to be able to
capture and share a richer story of what occurred during the design and evaluation process of the
Identity Supportive Games. This study was broken into two phagesrétjuirementgathering
phase to help with the brainstorming and initial design of the games, and (2)tagplagd data
gathering phase. For the first phase, | used a survey, focus group session, paper prototyping
techniques, and a campwsde sticler poster activity to determine the ideal requirements and
features of my game design. For the second phase, | employed three main data collection
strategies: (1) a P+eost design; (2) thinkalouds, réahe feedback, and servside game logs

during ganeplay, and (3) focused sestructured interviews.
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Phase One: Requirement&athering, Feedback andBrainstorming

In order to design the first set of Identity Supportive Games, | wanted to ensure that the
games would capture the most important aspecis@n issues and stereotypes. As can be
found in Chapter 2, | previously reviewed much empirical research and other literature on Asian
stereotypes and their consequences, but | wanted to work with real people to capture what they
perceived to be the mibsmportant aspects of their ethnic and social identity and the most
important ideas to be presented in a game format.

With this in mind, | used:(1) a survey with open response and Lisrdle items
administered to 30 Asians and 30 Nasians to explorexisting assumptions, conceptions, and
stereotypes related to Asian issues and culture; (2) a focus group centered eArAaiaan
themes and issues, (3) camyide sticker poster booth activity to determine the ideal
requirements and features of myngadesign. More details about the results and lessons learned

from this stage of this design process can be found in the following chapter.

Phase Two: Playtest and DataGathering

Upon designing and developing two simple game prototypes based upon Pleade O
was ready to bring in participants to play the games and to determine their impact. | wanted to
gather enough data and to triangulate from different sources in order to more objectively
determine what was gained from such an experience. As a, rBbalse Two consisted of
multiple data sources: prand post tests; (2) thinkalouds, retime feedback, and servside
game logs during gameplay, and (3) focused stractured interviews. This section will

highlight the details of the data sourcé$base Two.
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Using an online survey tool, a prest was administered to each participant, consisting of
several questions organized into three basic categoriescoselépt, factual knowledge, and
perceptions of attitudes. Thegelfconcept questions ingstigated their identities, what is
perceived to be important, selffst eem and pride in onebs ethnic
(e.g. how much they perceive specific stereotypes as applicable to their lives)faciiued
knowledgejuestions are comebased and explored how accurate participants score are in terms
of facts pertaining to AsiaAmerican issues and stereotypes. Finally, dttéudesquestions
explored affect and participantséo perception:¢
empathy towards recipients of stereotypes.

The pretest questions were broken down into the following sections: (1) eight open
response items that explored current thinking
to mind when you think of peopef Asi an descent ?0 or fADo Asi an
members of ot her racial/ethnic groups? Why o
di fferenti al i t ems t hat explored participant s
pertainingt o Asi an Ameri can men; ( 3) thirty stereot
self-concept in relation to stereotypes ; and (4) tkig 7-point Likert scale type items that
explored attitudes towards As iygoodat eompdutatioral ( e. g .
fields Il i ke mat h, science, or computers. o or
Completion of the préest took approximately 280 minutes per person.

Typically within one to two weeks of completing the fest, indivdual participants
were invited to play each game prototype. Participants were instructed to think aloud their
thoughts, feelings, reactions, and reasoning process as they played both game prototypes. Using
code written in PHP script and ActionScript 3s@rverside game logs also captured game play

behavior. On average, participants spent about forty minutes playing both game prototypes.
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Upon playing each game, participants were asked various questions regarding the games

and the content withinthg a mes (e. g. AfWas anything surprisi
AiDid you |l earn anything from this game?d). A
gener al interview questions, i ncludingesguestic

thoughts on seltoncept and Asian culture, design feedback, and thoughts on usability issues
with the games.

Finally, participants were given a pdsst (using an online survey tool) that very closely
matches almost all of the same items on thetgse This postest took approximately 280

minutes per persorSee Appendix C for a sample copy of the gest.

Participants

Several undergraduate students participated in this dissertation study during each of the
two stages. During Phase One, itiéal survey was administered (in an online format) to sixty
one students: thirtpne NonrAsian undergraduate students who were enrolled in a junior level
Information Sciences and Technology course, and thirty A&raarican students, members of
an Asia-American undergraduate organization. All survey participants were given a gift
certificate for ice cream and were entered in a prize drawing to win a gift certificate for an online
retailer.  The focus group session of Phase One was in conjunctionfveih AsiarAmerican
undergraduate student orApiamTeazHouse: tdenbes opemote | a | e\
all members of the student population. Participants of the focus grongisted ofll
undergraduate students (eigAsianAmericans andthree NontAsiany. They were not
compensated for their participation. Finally, a campite sticker poster booth activity was set

up as part of a multiple student organization Aglamerican cultural awareness event entitled
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Asian Night Market Overone hundred participants took a set of five colored stickers to mark on
a large poster which Asian stereotypes were true of them and which stereotypes were not true.
During phase two of the study, a purposive sample was recruited consisting of twenty
eight college undergraduates of varied levels of Asian acculturation. The three categories
consisted of: (1) high acculturation AsiAmericans (based on their score on BinnLew
Asian SeHdentity Acculturation(SL-ASIA) instrument), (2) low accultur@n AsianrAmericans
(based upon SIASIA), and (3) NorAsians who are part of the majority culture with minimal
level of Asian acculturation. The purpose of the three participant choices is due to a difference in
values, preferences, and seffiliation between the three categories, likely affecting the goals of
the participants in playing the games. Of thenty-eight participants, durteen Asians and
fourtean NontAsians were recruited. All participants were entered into a prize drawing for a gift
cerificate to an online retailer. About one third of the participants received extra credit for a
junior level Information Sciences and Technology course, while the other participants were
volunteers who otherwise received no compensation. The next chélptiiscuss the results of
this study, including the development and evaluation of the initial design based upon Phases One

and Two.



Chapter 4

Design Process, Findings, and Results

As described irthe previous chapter, this study involved two phases: (1) a requirements
gathering phase to help with the brainstorming and initial design of the games, and (2) a first
iteration playtest and datgathering phase. This chapter will describe the resfilistb of these
phases, including the design process and lessons learned throughout both Aalysss of the

pre- and postests will be provided, followed by themes that emerged from qualitative data.

Phase One

For the first phase, | used a survimgus group session, and a campiide sticker poster

activity to determine the ideal requirementsl deatures of my game design.

Survey to Explore Assumptions and Stereotypes of Asian Culture

The initial survey sought to investigate current assumptmrs;eptions, and stereotypes
of Asian culture. 31 Notsian participants were asked several epEsponse questions and
Likert-scale items on their beliefs and thoughts regarding Asian cuer Appendix A for a
breakdown of responses by participant.

The first guestion tested survey responden
countries in the world, by asking: Aln your es

wor |l d?0 The corr ect -tvorNenvigan survg respondents, thReomeant h e t

number of Asian countries was determined to be 250%12.86).
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When asked, i What words come to mind when
Non-Asian survey respondents listed their conceptions about Asian culture. Sup@ydessts
described several words that were consistent with existing literature on Asian stereotypes (e.g.
Mok, 1998; Kim & Yeh, 2002). Various themes emerged from the open response items,
including Asians as a group that is considered smart, a Model ibfintmaving abnormal physical
characteristics, good at math, science, or technology, foreign, and so on. Sed-T &blea

breakdown of various themes from the survey respondents.

Table4-1 Non-Asian survey response to words and beliefs related toAsiaple

Findings/Themes Participants supporting this Examples
finding
smart P2, P7, P8, P9, P15, P17,P19, a Ay G St £ A ISy
P20, P21, P25, P31 aYl NI Xé
lack of awareness of unique | P2, P4, P17, P18, PE®3,P24, ([a L (U KAYy |1 27
Asian countries beyond China| P30 WE LI yzé al KJ
Japan, and Korea Y2NBI ¢
Model Minority P3, P6, P7, P12, P15, P21,P23 4 2 3S NI OKA S &
P32 GKI NRS2N] AY]
GAYRdza G NR 2 dz
G¢KSe addzRe
Y2al LIS2LX S
abnormal physical features P3, P7P8, P12, P16, P22, P26,/ G aljdzAy G & S@é
P27, P31 A1AYYesS &aK2l|
SeSazé adzy R
LISy AaSacs
good at math, science, or P1, P3, P4, P10, P11,P12,P13 4322 R | 4 Y {
technology P29 GaO0OASYyOSzé ¢
G322R G YI
02 Y LJdzitr & MAI X ¢
gAT I NR&E
da0NY yaSké2iKSNP2 P7,P16,P22,P26,P27, P24 OOSy (G >é &3
P31 GAYYAINT yia?
willing to assimilate into
' YSNR Ol y Od
S GSNE ¢S]
Parental pressure/respect of | P3, P4, P9, P1B26, P32 GadNROG LI NX
authority/elders 2T St RSNRE
martial arts P4, P5, P9, P27, P30 GYFNIAFT | NI
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GyAyerl é

Eastern religion P4, P8, P16, P18, P27 G. dzZRRKI X ¢
GNBAYOF NI I (7
02y FdzOA L YA &

ancient culture, tradion P7, P13, P26, P27, P28 G yOASY(zZé ¢

(NI RAGAZYZé
(NI RAGAZ2YL ¢
quietness/antisocial P3, P15, P27, P31 GlidzA SGZ NBAS
GSNE &a20ALk f 3
driving inferiority P7, P16, P19, P23 G6l R RNA DS NE
OF NBE = NIN®XOY 31 {P3, P11, P14, P22 GO NE RNAFaJ
NSX and other awesome
Ol N& ¢
stereotypical jobs P3, P9, P11, GGSOK &dzLLi2 |
0Slkdzie oyl Af
references to war P14, P27, G+xASGYFYZIE
¢ Ga22NIR 21|
overpopulated P22, P28 G2 @SNLIR Lidzt |
Like video games P1, P30 Gt 20S G2 LI I

O2dzy G SNJ a i NJ
GARS2 3l YSad

Communism P5, P14 a/ 2YYdzyAayvYe
Riskaverse P21 GO2y aSNIDI (A ¢
Diverse P14 Gadzald Fa RA(

other ethnicity so some
are christianpuddhist,
LatlFYAOS | yH

Humble P32 G Kdzyof Sé

The next step was to engage in and@pth focus group session with both Asian
Americans and No#sians to explore life experiences related to Aglamerican culture and to
investigate how these kindsf st er eotypes play a ra@dneeptin oneobds
As part of an Asiathemed social event (entitledsian Tea House: Ideniieg
sponsored by an Asian American Christian undergraduate student organization, | Ieldoarone
discussiontime involving a focus group of 11 undergraduate students (8 male, 3 female). Of
these students, 7 sétfentified as Asian American (having mostly grown up in the Eastern cities
and suburbs of the United States), 2 as African American, and 2 Caucamadigpanic male

from Guatemala and one nsétispanic female from Pennsylvania). The focus group participants
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were shown a short video of various Asian American depictions in the media (e.g. actor John
Chodés depicti on dfaroldHaad KemardGo toMMbita Castlered the charawter

of Hideki pl ayed by aAvdrage Asidisieich).y Afterngaeds they weika d T V 6 S
prompted to discuss their personal experiences growing up as their race/ethnicity and also their
perceptions of any issuégcing those of Asian ethnicity.

I n response to the question, fdoes anyone |
affected by any stereotypes associated with A
feelings of fot h articipanta feli as thodigh they.were not censidered narimal p
(or equal) by others. Examples of this included remarks about physical characteristics received

while growing up. Alyss@Asian American female, juniodescribed the following memory:

il r eembaak bvhen | was in first grade, and this one girl goes like this
[pushes eyes upwardha nd says, 6Do all Asians |l ook | ik
really know any better then, and | was sort
why. | guess physical septypes are sort of the first thing that | see as

portrayals of being Asian. o
Derrick (Asian American male, seniagreed with the idea that Asian Americans are not

perceived to be normal:

Aln the American communityycwepnrnednawsverofruédd
Americand because they associate us with t
l' i ke wedre kind of stuck in between. We doc

Bobby (Asian American male, seniorjlescribed personal experiences regarding
expetations based upon external appearances and favorability toward acculturated people of

Asian ethnicity:

~

il t hi nk f oirmaye meappeagaace ornthe way | dressy
professors think | am very foreign and that | have bad English, and so whenever
start talking and using perfect English, they show this very obvious sense of
relief. But there is this sense that Asians are foreign and that this is a burden or
not good. O
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When asked, AWhen do stereotypes <crloss th

(Caucasian male, sophomom&sponded:

ilt varies from person to person. A | ot (
presenting it in a way that they think is
ridiculous or over tthei ft oipt, 6 st hsemmeitthd sn g h ypna
credi bl e when others can see it an potenti a

Focus group participants described how fair or unfair common stereotypes held about
Asians were. Wilfemarked Caucasian male, sophomore)

i T h e yrétty unfair. To say someone likes math because they are Asian is
unreasonable since itdés clearly not an i nna

Jeff (junior, Asian American maleshared how failure to attain or meet the expectations
of positive stereotypes can leadiegative effects including a sense of failure or inadequacy. He

describes this from personal experience:

i Al most al | stereotypes come from somet hin
matter what race you are, Yyou egbodays enjoy
at this, or youbre good at that, |l i ke youbd

for Asian Amer i cansnoigo oidf athemnatfhi,nd i ket fyo
an advertising major, | hate crunching numbers, | hate science. If | could Kill

Dar wi n, | woul d. But [ canot . But Il 6m b
Photoshop, photography, things like that. A lot of people see me as a failure as
an Asian because | d6m not good at mat h. So
t hink idrmese utnfey rput stereotypes on you an
gualifies you as an Asian American. 0

Lauren (sophomore, Caucasian femaleghoed this sentiment, describing a sense of

frustration due to expectations placed upon her due to her height:

Alink itds complicated, because | feel i k
comments placed on me, like people assume | can play basketball just because
I dm really tall. Whi ch | guess is like te&
cause like, like yowould think it would be a compliment when people assume
you have a strengt h, but | donot , no | don
mean itodés not bad, but 1 06m sure itoés tiring

Participants remarAkeidamdwo futsen olfadcdkhe dmabadc

of Asian diversity. Alice (junior, Asian American female) remarked:
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AfEvery single time the word OAsiand pops i
think of Chinese, Korean, Japanese, but everyone tends to foagehere are

Mal aysi ans, Vi et names e, l ndi ans, t oo. I t 6.
that.

Participants also described how they observed others deliberately changing their behavior

to counteract stereotypes. For example:

il feel tomésdo swereotypes and races, | feel like Asian Americans
actually have it pretty good to tell you the truth. | grew up in Queens, NY and
|l 6ve seen a | arge variety of people and hov

| donot und et fsomaviat | understahdy it degms likd u don 6t

want to offend anybody but it seems like a lot of people see white people as the

racist ones, like, they have all the power, and for Asian Americans, it seems like

a lot of the stereotypes are actualiyspoei t hey 6 re good at math, we
you know, good with our money. But for some reason, Asian Americans have a

weird way of taking those kind of complements into negatives to the point where

a lot of my friends, for some reason, they found it éocbol to pretend to be

dumb in high school, and to not try and be
Jeff (Asian American male, junior)

Al think thatodéds partly because therebs a |
setting theutOe%dstberebhe a sense that ohh
overachiever s, theyédre ruining the curve,

feels that he has to pretend to be dumb so
havi ng t hoJdkAsipo Anieican nadessendor)

Some participants described the consequences of pressure and the high expectations of

parents or peers. In some cases, this led to depression, mental iliness, or suicide:

I went through something sittmday.aMy and | &6 m
parents are not Asian parents in they 1| et
that that caused me to go into depression. It was the fact that everyone sort of

viewed me as this role model . dad 6s true,
role model to society. And every single time they ask to compare your grade vs.

t heirs. And 1 ke, it just pressures you t
you down if you donét do wel . That was t
in. It was actually my peers that ended up to, you know, depression. It was only

after | got to college that | started to re
ti me. It doesndt just go wi t hAlicdAsi ans, it

(Asian Amécan female, junior)
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AUsually Asian parents are really hard to
please. They never really fully approve of what you do. | mean | usually joke

around, if I get a 100% on a dkeimy, I 61 1 s a
mom wi | | say, fi Oh! Congr at Gteva Asiaon s ! Do I

American male, freshman)

AYeah, seriously, itds | i keAlyssa¢psidn a 99. oV
American female, junior)

AThat kind of t hintgpleasegaurepargns.uYoavam oy s wa
make them proud and the fact they arendt e
on o ur Steve(AsrsAmerican male, freshman)

il dve heard from my friends how | would he
howt he suicide rate is high beShawmse of hig
(Caucasian male, junior)

ARecentl!l vy, the Virginia Tech tragedy happ
reacti on. I think it reminded me that Asi
depression. And people knew he had problems but no one did anything about it.

One of friends Koreamand he went to school at Virginia Tech. And his mom

actually told him not to go to school the next day because she was afraid of what

he might f ace, AllyssalAsianmmimeritan femalepjpno . o

Participants wer e as khesd issugs @b kept dnoer the rugtor s e e m
hidden or invisible?0 Some believed that the

positive. For example, Shawn (Caucasian, male) answered:

Al think itds because aibltesto Asiafs. s r eot ypes
born in Guatemala and most of the stereotypes are negative and so they stand out
a | ot, because the stereotypes are |ike, Hi

An important question was centered on identity and how participamisthiédr source of
significance. Participants were asked: AfWher e
and their significance?0 Parent s, family exp
COMMON responses:

AiParent s, arnstebehkingpagent s. When youbor
your parent s, t hey Stewe $Asi@naAnlencan enaleyt r o | you
freshman)
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AMy dad i s what youdd call a traditional
growing up, | either had to be a doctor oreargineer or a lawyer. He actually
wanted me to be a medical doctor really badly. You gotta be a doctor, you gotta

be a doctor, you gotta be a doctor. Heo6d
me to apply to medical ,sclhoousst. coBultdn6tj ulsit
t hat . I j ust didnot want to do that. My

ended up a medical doctor. | told him | wanted to do computers, but that was
considered a step down. He was like, no. There was a little bisehse of

failure because | wasnot a doctor. I wo ul
job, 8 but itds not a doctor. There was a
enough, & but I think for me , there can be
sign fi cance. For me, itdos my faith as a Chr

significance, and all the pressures to be somebody for my parents or to be
somebody based upon what TV says is successful, that became less relevant. But
it 6s di ffffeerreemtt Jedgdgdiapdineerican male, senior)

Based upon the results of this focus group, | identified a number of issues that seemed to
be of particular significance for Asian Americans regarding their identity in relation to
stereotypes. These dmided: (1) the challenge and effects of attempting to meet high
expectations or demands of parents and-peer s;
concept does not align with societal or individual stereotypes that explicitly or implicidittzd
per son, including seemingly positive | abels s
possible selves as a result of stereotypes; and (4) the negative view held towards Asians in terms
of acculturation and otherization.

Finally, the steregpes gathered from the initial survey and focus groups were tested on a
broader scale as part of a public, campide event atitled Asian Night Market The event was
held in the student union of the campus. Fifteen of the most commonly cited stesemtygpe
issues were arranged on a large poster (see FigRrbefow). @er one hundred participants
were givena set often colored stickergfive green and five red) and were instructednark on
the poster which stereotypdbey strongly agreed with as accurate in descrilbivegn (green

sticker) and whichthey strongly disagreed with (red sticker)he resultant poster showed the
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stereotypes that yielded the most positive and negative responses, which were kept inlthe initia

game designs.

Figure4-1 Campuswide stereotype poster activity.

First Design lteration

Based upon the insights gleaned from the suresponsesfocus group sessionand
campuswide poster activity] was prepared to brainstorm and create low figgditototypes of
mini-games that aim to address the issues identified. Two game concepts were brainstormed that
were specifically intended to allow players to reflect upon their assumptions regarding Asian
American culture, to allow for identity reflecti@nd play, and to explore the subtle consequences
of Asian stereotypes.

Each game concept was given a-tine title in order to summarize the overall point of
the game. MiniGame One was tentatively entitledsthand Asian Experience: Possible Selves
of Asian Identity Construction and Learning Surprising Facts and That Stereotypes Have

Unintended Consequences Mini-Game Two was tentatively entitleBlow Asian Am 1?
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Consequences of Otherization and Learnomng That
Not Based on Physical Appearanc&hese titles were eventually replaced with the actual game
names later in the design process.

In order to demonstrate and get initial feedback about the game concepts, low fidelity
prototypes were created using MiapfisPowerpoint, Ulead Photolmpact, Ulead GIF Animator,
and colored prints. Figur-2 below depicts a screen capture that moekgdepresentation of

Mini-Game One.

Figure4-2 Mockup of MinrGame One.

Four AsianAmerican undergraduate student volunseerere recruited to give brief
feedback about the two game concepts and low fidelity prototypes. Two of the students were

male, while two were female. These feedback sessions, which involved presenting-omcked



82

images,brainstorming and discussitmsicgameplayideas and asking questions to ensure that
the main idea of these games were understood, took approximately thirty minutes. Participants
were also encouraged to give suggestions for improvement and any additional ideas for the
games. Participas remarked that the two game concepts were promising as an experience to
educate both Asians and Négians, and that the ideas seemed fun to play. Some suggestions
for improvement were proposed. For example, the original layout ofGnie One was ade-
scrolling platform game. One participant suggested altoyn 2D layout to allow for greater
possibilities for exploration (e.g., being able to explore the environment in eight directions, rather
than just left and right).

Based upon the feedback bietfour volunteers, | proceeded to more fully flesh out the
game designs and developed them ugiationScript 3.0programming language in th&dobe
Flash Creative Suite Blatform. The following section describes the original design of each

game prototyp.

Initial Game Design 1 of 2:Flying Asian Stereotypes!

The original title of the first game was tentatively nank@sthand Asian Experience:
Possible Selves of Asian Identity Construction and Learning Surprising Facts and That
Stereotypes Have Unintended ConsequenceéBhis title was modified toFlying Asian
StereotypesA Digital Experience of the Reality of Asiamérican Issues and IdentityBased
upon comments given during the brainstorming and design feedback session, | chose to adopt a

colorful, cartoonlike art style and a more humorous, lighthearted feel to the game.
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Overview of Concept

The initial game desig for Game One was anopemmded fAsandboxo pl at
entitled Flying Asian StereotypesFlying Asian Stereotype$$ intended to promote reflection
and consideration of the implications of being labeled by stereotypes. Based upon Markus and
Nu r i 19860Hnotipn of possible selves, the participant, playing as an-Asigmican character
in the game, must frequently make decisions throughout the game to determine what kind of
identities he or she perceives to be realistic, desirable, or undesirabiient®if or herself.
These choices, whi ch represent vari ous strate

appearance and abilities within the game.

Design Propositions foFlying Asian StereotypesGame

Based upon my pilot studies, four spexiflesign propositions were tested in order to

gener at ein-d@id thiemmrd e(sSandoval FligingBstah Stereot@pePBame: about

1. Letting people construct and enact identities relevant to ethnic stereotypes in an ISG can
i mpact -camcepd @ositivetyl f

2. Making stereotypes explicit is good for letting people take ownership of these
stereotypes.

3. Awareness of possible selves via avatar play is good for identity support.

4. Challenging assumptions is good for learning.
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Basic Rules

The basic gan@ay is relatively simple. Specific stereotypes related to A&raerican
identity are reified within the game as projectiles thrown at the character that are to be avoided or
internalized (i.e., the player can allow the stereotypes to hit the chamdberor she can dodge
them). As stereotypes collide with the character, the character adopts those characteristics
associated with the stereotypes (e.g. appearance and physical attributes change accordingly), and
gameplay (e.g. how others view, speak dod treat the character and the set of possible
outcomes) are affected. The player can see the effects of these stereotypes and the choices made.
For exampl e, if the player is hit with fAParent
slower asa result of less freedom and control, and he or she is constantly told to study harder or
that their academic performance is not good e
character is viewed as nerdy (e.g. avatar takes on thick glasseis) @rbtantly told remarks
about Asian intelligence. Other stereotypes/forces within the game (chosen based on literature
review and from survey and focus group results
soci al skill s, or fiktnwaMs fkairnege gftnue,edm o piadi ewi Isedgdng
romantic partner, o0 etc. (Lee, 1996; Mok, 1998;
tradeoffs and choose how the identity will be constructed.

As a fisandboxd envdisopemeladtin thetsénge thgtahere arevo r |
many ways to play. There is no predefined win or lose condition; the player can choose to create
any identity as he or she wishes. Because there is no one solution that is clearly better than the
other outcomg, the game is designed intentionally to allow players to reflect upon his or Rer self
concept, to explore different kinds of identities, and to decide how stereotypes may or may not

play a role in their lives.
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Continue

Figure4-3 Intro screa toFlying Asian Stereotype8&ame.

This first game design had three specific objectives: (1) allow for identity reflection and
exploration; (2) educate players of all backgrounds about Asian and Asian American issues by
addressing common misconceptiarsd presenting facts; and (3) to give a firsthand experience
of what it is like to be labeled Asian stereotypes and assumptions that may not necessarily be true

for the player.

Design ofFlying Asian StereotypesExperience

Participants played the first g prototype three times, and were instructed to play the
game differently each time. Each time corresponded to each of the three aspects of Markus and
Nuriusdé (1986) original notion of possible sel

s andar ds, goal s, and threatso of what a per s
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afraid of becoming (p.954). For the first time, the student played the game as though the avatar
was himself or herself; i.e., while constructing an identity withien game, choices were made
within the game based upon how he or she honestly saw himself or herself in real life. The
second time, he or she constructed an identity of who he or she is afraid of becoming. Finally,
during the third time, the participaocdnstructed an ideal sélfan identity that they would like to
create, even if not necessarily who they actually are in reality.

Figures 44 through 48 below show sample images from the game prototype. Figdre
depicts a simple set of instructiofis how to play. Once the player begins the game, he or she is
given a set of choices in the f4&)rthatgentralyo!l ue 0
represent opposing traits that correspond to stereotypes of Asian and American culture.
Throughaut the game, the player is presented with messages associated with the Asian stereotype
that the player has been labeled with. In the screenshot below (Bigur¢éhe player is asked
fido you know kung fu?bd D e p e n dtivated, the playermay st er ¢

see messages such as AYoudre Asian? You must b

ot

Youdre a bad romantic partner, 0 or sever al ot



87

This is not a game. There is no way to win or lose.
This is a digital sandbox experience about Asian culture.

Smart

Use the arrow keys to dodge or touch the
stereotypes that people throw upon you!

Collect smiley faces to earn happiness points!

Construct your identity by choosing
between blue Identity Choice stars!

© * € B

Read facts by touching the green Fact circles!

Continue

Figure 44 Instructions for how to plailying Asian StereotypeS8ame

Do you know kung fu?

Social Skills

Shyness

€

[

Figure 45P1 ayer chooses between fAildentity Choiceod ¢
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Because there is no right or wrong way to play, players are free to explore the
environment and to reflect upon their own identity goals as they create various hypothetical
identities. Pl ayers can al so earn fAhappiness
with low selffe st eem or parent al p iness scorg. d-iveclesser khowvwe r o1
facts about Asian culture, specifically chosen to debunk common stereotypes regarding Asian
cul tur e, were distributed throughout the envir
five facts address the followingl) the innate diversity of Asian countries, comprising 47
countries each with its own unique traditions, customs, history, and values; (2) the perpetual
foreigner phenomenon; (3) the unanticipated consequences of the model minority, increasing
pressure anthasking the problems and needs of underperforming Asian students (including some
members of Southeast Asian groups); (4) the nAl
of suicide and depression for AsiAmerican women (see Figure8dbelow for an eample of an

in-game fact).

Initiative Passive
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Figure4d-6Pl ayer may avoid or touch the ANerdod ster e

Figure 47 A Ner do stereotype hits pl ayer, al t
and the way playesiaddressed and perceived.

The game is meant to be beneficial for both Asian andAgian players. For Asians, it
is meant to promote reflection tiieir identitiesand the role stereotypes have played in their
lives, with the goal of helping them cone terms with the stereotypes. For Nasians, the
game offers a new experience of seeing what it may be like to be labeled various Asian

stereotypes that may or may not be true for an individual.
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The "Dark Side" of Asian American Culture

Asian American women had the most suicides
among 15-24 year olds.

It's the second-leading cause of death for that age range.

As young as 5th grade, Asian-Americans have the highest
rate of depression so severe they've contemplated suicide.

Experts cite high "model minority"
expectations, family pressures as factors.

Source: US Dept of Health and Human Services, 2007

Figure4-8 Five facts about Asiaculture are presged within the gamencluding this one on
Asian American depression and suicides.
I will now describe the design of the second game and then present the results of how

participants played each game.

Initial Game Design 2 of 2: TheFob Or Not? Game

The second game prototype was based on the themes from the focus group session and
survey responses of fAotherizationdo and Asi ans
perceived as mainstream or normal. The original title watsitigely namedHow Asian Am 1?
Consequences of Otherization and Learning That

Not Based on Physical Appearanc&his was subsequently renamed #ab Or Nof? Game
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Similar to the first game prototypearticipants felt that this game should be kept lighthearted and
fun in order to make the issues of race and stereotyping more approachable while still being

effective.

Overview of Concept

The initial game design for Game Two was a guessing game fornatubles real life
Asian Americans who have been assigned acculturation scores based upomitew Asian
Selfldentity Acculturation(SL-ASIA) Scale. The game is intended to help players recognize
their biases and stereotypes related to accukkurati f i r st hand by |l etting t
acculturation level and their personality traits, and then revealing what the person is truly like

(i.e., their true acculturation score and a biography written by the person himself or herself).

Design Propodgions for theFob Or Not? Game

Based upon my pilot studies, specific design propositions were tested in order to generate

At heimacéesond (Sandoval FebhOBNWPGame: 2004) about the

1. Desirable difficulties (Bjork, 1994) and allowing peoplenbake mistakes can be good
for learning. As Bjork (1994) defined it, desirable difficulties includes reduced feedback
to the learner and using a téstmat (rather than presentations) as a learning event.
Desirable difficulties are considered desiratéeause responding to them (successfully)
engages processes that support learning, comprehension, and remembering, and ideally,

long-term retention and transfer (Bjork, 1994).
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2. Immediate feedback allows players to realize their assumptions may be wwitheg,
delayed feedback is good for learning.

3. Making assumptions explicit and then challenging them is good for learning.

The game embodied these design propositions in order to determine the best way for people

to realize how their own assumptions may retbcurate.

Basic Rules

The gameplay for thEob Or NotGame can be described as a simple guessing game with
two levels of feedback (immediate but simple feedback, followed by detailed feedback at the
end). The photographs of ten people of Asian desrerpresented to the player. The game asks
the player to guess on a scale of 1 to 5 how acculturated each person looks, and the player also
writes a brief description (e.g. adjectives, personality traits, etc.) of what he or she thinks each

person is likan real life.

Design of theFob Or NotExperience

The gameplay begins with an intro screen (Figdt@ with bright colors, bouncy
animations and upbeat music. Based upon feedback from the brainstorming and paper
prototyping session, the look and feéllis game was intentionally designed to be more positive
and lighthearted, rather than dark and serious. This style seemed more appropriate given the

subject matter of the game and to encourage players to not worry about political correctness.
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Figure4-9 Intro/splash screen fétob Or NotGame.

Upon starting the game, the player is presented with a set of instructions for how to play

(Figure4-10).
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Instructions:

Can you tell how Americanized (acculturated) a person
is just by how they look? See if you can tell!

For each person, write a few words or phrases
in the yellow box to describe them.

Also use the mouse to judge how Americanized
you think they are (on a scale from 1 to 5).

Continue

Figure4-10 Instructionsfor Fob Or NotGame.

The game asks the player to ghis or her assessment of whether it is easy or difficult to
determine how acculturated someone is just based upon physical appearance. Players enter a

number from 1 to 5, where 1 is very easy and 5 is very hard.
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Figure4ll1Recor di ng o nhasts abilityntd judgesbhsedtupon exigrnal appearance.

Figure 412 Basic gameplay dfob Or NotGame.










































































































































































































































































































































