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WELCOME TO THIS EXPLORATION  
INTO THE FUTURE OF VIDEO GAMES.  
I’ve DESIGNed THIS REPORT to be  
AS VISUAL-FIRST, OPEN-SOURCE AND  
INTERACTIVE AS POSSIBLE. WHILE  
READING THIS PDF YOU CAN CLICK ON  
ANY UNDERLINED TEXT AND ANY IMAGE  
TO VISIT THE ORIGINAL SOURCE LINK.  
DON’T FORGET TO TRY THESE VIDEO 
GAMES OUT FOR YOURSELF. 

www.amysellers.co.uk

I am a London based design researcher and  
consultant who has over six years experience  
researching the new and the next. My research  
has helped shape the direction of some of the 
word’s most renowned and respected brands  
including: Google, Nike, YouTube, Dazed Media,  
Stella McCartney, Spotify, Adidas, Microsoft,  
the BBC and Airbnb. 

I analyse global insights, research new innovations, 
explore changing human mindsets and consult  
on strategy and design futures projects. Previously 
I’ve worked as a Visual Researcher for The Future 
Laboratory, a Visual Editor for Martin Raymond’s 
The Trend Forecaster’s Handbook and a Futures 
Analyst at the global design agency Pearlfisher. 

Balancing visual communication with qualitative  
and quantitative research methods, I conduct,  
analyse and communicate research, presented 
through engaging and interactive deliverables. 
I help brands, collaborators and organisations  
to better understand and engage with the future  
of their business, enabling long-term innovation, 
rather than short-term trend chasing. 

Reach out to have a chat about project case  
studies, or to work together in a collaboration  
for: research commissions; UX, UI and design  
toolkits; future strategy creation; innovation  
workshops; or to book a presentation version  
of this research to share with your team.

About Author
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INTRODUCTION

“It’s never been more critical  
to ensure people stay safely  
connected to one another. Games 
are the perfect platform because 
they connect people through the 
lens of joy, purpose and meaNing.“”
Bobby Kotick, CEO of Activision Blizzard 

While other industries are crumbling in 2020 as  
a result of a pandemic, the video games market 
is booming and expected to grow to $300 billion 
by 2025. It’s a concerning prospect that the  
recession-proof tech giants are in a position  
of momentous power like never before. So far  
such power has been applied in designing ways  
to hook, retain and profit from users, especially in  
the growing mobile gaming market. It’s now time 
for these companies to refocus their attention   
 – how can they commit to resolving real-world 
issues within the gaming world? 

The practice of rapid prototyping and innovation  
is more important than ever before to help solve 
complex global issues. Video games come with 
light-years of possibility – enabling intricate digital 
cities to be built in minutes, offering humans a 
second third or even fourth life, and expanding 
the imagination of billions of people across the 
world. If we applied the same levels of creativity, 
problem-solving and mass participation from the 
metaverse to the real world, what positive change 
could be achieved? 

Recognising this opportunity, I have created  
this report as an open-source exploration into  
the future of gaming. In this free report, you can 
find key case studies, interviews with gamers,  
insights from experts, and actionable toolkits  
on how video games can truly be used to build  
a better world. 

I’m hoping that this research will reveal how as 
designers, collaborators and makers we can use 
gaming mechanics as a vehicle towards making  
the change we want to see. Let’s reimagine 
video games as a platform that serves a greater 
purpose, ignites meaningful conversation and  
normalises the habit of positive activism.

If the world right now seems frightening,  
uncertain and even unreal, the fictional realms 
of video games can provide solace. After all,  
the concept of gaming universes being used  
as platforms to build a better world is nothing 
new. Two decades ago, games designer Jane 
McGonigal gave a TED talk titled ‘Gaming can 
make a better world’ which has now been 
viewed by 5.9 million people. 

Since McGonigal’s talk in 2010, new games  
have appeared – games that imagine utopian 
worlds, hack cities, delay dementia, improve 
emotional intelligence, help save coral reefs, 
teach breathing techniques and are even  
prescribed to us as medication. The benefits  
of gaming on individual health and collective  
society are being seriously recognised  
in research today, transforming previous  
assumptions that gaming is only for kids.

These virtual worlds can also become a  
blueprint for what we want to build, and  
should be building, outside of our screens.  
The key difference between now and twenty 
years ago is that it’s never been a more urgent 
time to respond to world – and climate – crises.

“As environmental breakdown intensifies, the 
games industry needs to ask itself some tough 
questions” writes Lewis Gordon, a gaming  
journalist for The Verge “Video games might  
not appear inextricably tied to the climate  
crisis, but they are. There’s the electricity use 
of gaming devices themselves, estimated to sit 
at 34 terawatt-hours of energy each year, or 
the equivalent of 5 million cars. Once you start 
unravelling where else the industry intersects 
with environmental issues, it can be difficult to 
stop – from the petroleum-based substances 
the hardware is made of, the workers mining  
raw materials in already sweltering conditions, 
to the millions of air miles underpinning  
business deals.” 
 

https://store.globaldata.com/report/gdtmt-tr-s212--video-games-thematic-research/
https://www.ted.com/talks/jane_mcgonigal_gaming_can_make_a_better_world?language=en
https://aaasoftwa.re/
https://aaasoftwa.re/
https://www.nytimes.com/2020/04/01/arts/pokemon-go-coronavirus.html
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3885259/
https://www.news-medical.net/news/20190715/Video-games-may-help-teens-manage-emotions.aspx
https://www.news-medical.net/news/20190715/Video-games-may-help-teens-manage-emotions.aspx
https://www.youtube.com/watch?v=iFXkUgYMURc
https://www.marshmallowlaserfeast.com/experiences/ocean-of-air/
https://www.theverge.com/2020/6/15/21292267/fda-adhd-video-game-prescription-endeavor-rx-akl-t01-project-evo
https://www.theverge.com/2020/5/5/21243285/video-games-climate-crisis-impact-xbox-playstation-developers


Source: GlobalData (2019)

INDUSTRY REVENUE 2019

Mobile gaming: $64.4 billion
PC gaming: $29.6 billion
Console gaming: $15.4 billion
Game-related videos: $6.5 billion
VR and AR gaming: $6.3 billion

Gaming is not held back by  
geography, or limited to high  
income countries. Of the 15  
countries with the most gamers  
per capita, 5 are lower middle  
income (India, Vietnam, Nigeria 
Indonesia and Philippines). 

Source: World Bank (2019)

Revenues from mobile phone  
games surpassed those of  
console games for the first  
time in 2015, estimated to  
reach $95.4 billion by 2022.
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Source: Newzoo (2019)

Source: Superdata (2019)

In 2019 the Asia Pacific region  
held the biggest amount of gaming  
revenue in the world, with China, 
Japan and the Republic of Korea  
all placed in the top five. China has  
the most gamers at 640 million.

Source: Newzoo (2019)

“I’ve been working in the video  
game sales data for over 15 years 
and April is, by far, the wildest 
month I think I’ve ever seen.” 
Mat Piscatella, NPD Analyst 

2019 set a new record for the amount  
of e-waste generated worldwide: 53.6 million 
metric tons of discarded phones, computers, 
appliances, and other gadgets. That’s more 
than the combined weight of all the adults  
in Europe. It’s also a 21% increase of the 
amount of e-waste since 2014.

11

Gaming has surged over the lockdown 
period of COVID-19. Data published  
by NPD cements April 2020 as one  
of the biggest months ever for the 
gaming industry sales. $1.5 billion  
was spent on video game-related  
hardware, software, and gaming  
accessories, 73% higher when  
compared to a year ago.

Source: NPD  (2020)

The video games market could  
become a $300 billion industry  
by 2025, driven by the growth  
of mobile gaming, cloud gaming 
and mobile e-sports.

Source: Global E-waste Monitor, 2019

In a survey of 53 video game  
industry leaders surveyed, the  
majority agreed that video games  
can successfully raise awareness  
for a cause (96%), assist awareness 
and learning (87%) and drive  
positive behavioural change (74%). 

Source: UN (2019)

THE CURRENT STATE  
OF GAMING TODAY 

THE CURRENT STATE 
  OF GAMING TODAY

https://store.globaldata.com/report/gdtmt-tr-s212--video-games-thematic-research/
https://newzoo.com/insights
https://newzoo.com/insights/articles/the-global-games-market-will-generate-152-1-billion-in-2019-as-the-u-s-overtakes-china-as-the-biggest-market/#:~:text=In%202019%2C%20the%20U.S.%20will,growth%20in%20console%20game%20revenues.
https://www.superdataresearch.com/blog/superdata-reports-games-and-interactive-media-earned-a-record-1201b-in-2019
https://financesonline.com/number-of-gamers-worldwide/
https://venturebeat.com/2020/05/22/april-2020-npd-u-s-game-spending-breaks-records/
https://globalewaste.org/
https://www.unenvironment.org/resources/publication/playing-planet


CHAPTER ONE
Positive directions in video games today



POSITIVE DIRECTIONS

“Optimism is not soft, it is griTty. 
Every day brings dark news,  
and no end of people tell us  
that the world is going to hell.  
To take the low road is to  
succumb. To take the high road  
is to remain constant in the  
face of uncertaintY.“”
Tom Rivett-Carnac and Christiana Figueres, authors of  
‘The Future We Choose: Surviving the Climate Crisis’
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Mass news media has become constant fuel  
for scaremongering, with headlines naming  
and shaming businesses. There is even a  
website ‘Did they help?’ putting spotlight on 
companies that have or haven’t supported  
people during COVID-19, with plus or minus 
scores given according to news sources  
predominantly from Twitter and social media. 

Having the freedom to share information  
is important, in order to communicate the  
significance of moral responsibility and  
the urgency of solving today’s world crises.  
At the same time mass media has become  
so negative that it often leaves readers and  
businesses feeling paralysed into taking action.

Adding to this dilemma, MIT conducted recent 
analysis across the span of Twitter’s existence 
 – some 126,000 stories, tweeted by 3 million 
users, over more than 10 years – to find that 
lies spread on average six times faster than the 
truth on Twitter, with the truth never reaching 
the same penetration. The truth simply cannot 
compete with hoax and rumour. 

As the internet is severely lacking in both truth 
and positivity, this first section of this report 
acts as a showcase of the positive and proactive 
directions already visible in the industry. This is 
not to overlook the urgency of change we are 
in need of, but to put focus on the innovators, 
both large and small organisations, who are 
becoming the powerhouses in defining positive 
progress in the future of gaming. 

Whilst undertaking this research, three main 
themes were uncovered: games that are  
elevating our health and individual wellbeing; 
games that are supporting diverse community 
and societies; and games that are defining the 
future of sustainable power at planetary scale.  

https://didtheyhelp.com/
https://www.theatlantic.com/technology/archive/2018/03/largest-study-ever-fake-news-mit-twitter/555104/


being designed into game play, or as an 
optional ‘zen mode’, which serves as a setting 
free from threat or external pressure.

A similar experience is achieved by the 
award-winning Spanish video game Gris,  
created by indie developer Nomada Studio. 
The game takes players on a quest to find  
the protagonist’s voice, beginning in a barren  
and monochromatic landscape. As the player 
unlocks different levels and progresses 
through the game, new senses, sounds  
and colours are revealed. The story is an  
exploration of grief, resilience and restoration.  
 
Another example of a video game addressing 
mental health is by designer Emily Mitchell. 
The BAFTA award-winning Fractured Minds 
was created to share genuine insight into 
those living with anxiety and depression.  
She says: “It would be amazing to see big  
companies doing more about mental health  
in games. The more it’s talked about, the  
more we can reduce the stigma around it”.

The influence of gaming interfaces being used  
for prescription health care is also growing 
in evidence. June 2020 marked the first time 
games were legally marketed and prescribed 
as medicine. After 7 years of clinical trials, with 
over 600 children, the game EndeavorRX has 
been approved by the FDA in the US to help 
children with ADHD.

Image note: Alto’s Adventure video game

01  SELF MASTERY

:
Meditative gaming + restorative environments 
+ virtual sanctuaries + biofeedback technology 
emotion regulation + preventative healthcare   
+ resilience building + service-first platforms
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“People would email us privately or 
write about it in various reviews, saying 
things like they have severe anxiety or 
depression and the game helps them 
cope with it, or if they’re having an  
anxiety attack it’s been the only thing 
that’s been able to help pull them away.” 
Ryan Cash, creative director for Alto’s 
Adventure and Alto’s Odyssey

Over the past 30 years our perception  
of how video games influence behaviour  
has been completely transformed. Previously  
considered a threat to ourselves and our peers, 
or even referred to as a ‘carnage of culture’,  
today new research has helped prove that  
video games can host a whole spectrum  
of benefits: improving creativity, enhancing  
memory, building empathy, regulating  
emotions and improving cognitive skills.

There is no denying that the industry is  
ridden with unresolved issues, especially  
regarding the design of addiction loops,  
or the lack of transparency around player  
data usage. But we are starting to see  
new efforts from game creators to design  
platforms that prioritise health benefits.  
This first chapter explores this landscape of 
video games becoming service-first platforms  
and offering routes to preventative health  
care, as well as tools for treatment. 

This becomes increasingly important when 
considering the state of society today. Mental 
health illness cases are increasing globally to 
450 million, with an estimated annual cost of 
£105.2 billion in the UK, or $193.2 billion in  
the US. Health officials forecast a steep rise  
in mental health disorders due to lockdown 
periods and the lasting impact of a global  
pandemic. Meanwhile, gamers themselves 
have shared stories of how video games  
have provided them a platform for support,  
relaxation and positive social connections  
in the tense times of 2020 (read a selection 
of gamer interviews on pages 34 - 45).
 
A new subgenre of games has risen dubbed 
‘meditative gaming’. Games like ABZÛ, Fe, Alto’s 
Adventure, Alto’s Odyssey and Shape of the 
World, are all inspired by the meditative effect 
of sports, or zoning in and out of a state of 
mental focus and calm. These elements are  

https://www.youtube.com/channel/UCnsY3oCvHfEe8NPegqotipQ
https://store.steampowered.com/app/688740/Fractured_Minds/
https://www.endeavorrx.com/
https://www.youtube.com/watch?v=Wk5JupHelAg&feature=emb_title
https://nationalpost.com/entertainment/violent-video-games-dont-cause-violence-just-ask-canadians
https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/215808/dh_123993.pdf
https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/215808/dh_123993.pdf
https://pubmed.ncbi.nlm.nih.gov/18463104/
https://www.nytimes.com/2020/06/21/health/coronavirus-mental-health-anxiety.html
https://www.nytimes.com/2020/06/21/health/coronavirus-mental-health-anxiety.html
https://abzugame.com/
https://www.ea.com/games/fe
http://altosadventure.com/
http://altosadventure.com/
http://altosodyssey.com/
http://www.shapeoftheworldgame.com/game
http://www.shapeoftheworldgame.com/game


“For many game players, games exist 
for entertainment, for passing the time, 
for fun. They are a diversionary activity, 
meant for relaxation or distraction—a 
‘not- work’ space where players are free 
to engage in fantasy narratives, amazing 
feats, and rewarding tasks. But what if 
certain games have become something 
more?” Mary Flanagan, author of 
Critical Play: Radical Game Design
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Image note: Shape of the World by Hollow Tree Games

Treatments and preventative health strategies 
extend across a huge range of different game 
narratives: using biofeedback to improve 
breathing techniques, healing post-traumatic 
experiences, demystifying journeys of cancer 
diagnosis, understanding and managing  
grief, plus many more that are being newly  
developed. Over the next few pages you will 
see a visual overview of what is currently  
being explored in the category. 

Most of the examples illustrated here are  
in early stages of innovations and tend to  
be the result of indie and independent game 
developers. However, it does offer us a glimpse 
into a future in which healing, restoration and 
self-care isn’t a mere second thought within  
our digital environments, instead becoming  
an integral part of our everyday routines.  
 
How else can we design the future of video 
games as a space for healing and care?  
Contribute feedback and your own ideas  
at: www.futureofvideogaming.com/care

These innovations are not limited to health 
care for the youth either. Gabi Gomes created 
a restorative environment for older adults  
with advanced dementia and their caregivers. 
Healing Spaces uses a combination of digital 
and physical components to create a sense  
of place through sight, touch and smell. 

Another aspect of gaming’s impact on health 
is the negative effect digital screens have on 
our energy patterns. It’s assumed that video 
games make us more alert and could lead to  
a shortened amount of sleep. New games, 
however, have launched to counter this  
effect. Sleepio is a game that aims to trigger 
and induce sleep, in the form of a digital  
CBT program. Users have reported a 54%  
reduction in time spent getting to sleep  
and a 58% boost in daytime energy and  
concentration levels while using the game. 

When it comes to physical exercise,  
non-gaming brands have recognised the  
opportunity in health and gamification.  
In Shanghai, Nike created Reactland as a  
virtual gaming environment where players 
could test out their latest trainers in avatar 
form, combining sport, self-expression and 
entertainment in a retail environment. 

There is the need for games to address  
a wider variety of audiences, questioning  
the overexposure of addictive, energy-rushing 
or ‘explosive’ designs in mass games today.  
In a recent study by Accenture across 15  
different countries, 60% of people say they are  
spending more time on self-care and mental 
wellbeing in 2020. So, as health becomes a 
higher priority in our lives, developers should 
be considering how games provide similar 
functional, emotional and societal benefits. 

http://www.shapeoftheworldgame.com/game
https://www.aboutgabi.com/healing-spaces/
https://www.researchgate.net/publication/325894864_Prolonged_Video_gaming_and_Impact_on_Sleep_pattern_in_adults
https://www.sleepio.com/
https://www.wk.com/work/nike-react-reactland/
https://newsroom.accenture.com/news/covid-19-increasing-consumers-focus-on-ethical-consumption-accenture-survey-finds.htm
https://newsroom.accenture.com/news/covid-19-increasing-consumers-focus-on-ethical-consumption-accenture-survey-finds.htm


04.
Shape of the World is a  
calming exploration game 
where players wander 
through colourful biomes, 
plant seeds and explore  
interactions with creatures 

05.
Gris won ‘Best Game for  
Impact’ at the Game Awards 
in 2019 and follows a  
protagonist on a quest to  
find her voice as she faces 
 the fears she lives with

06. 
The BrightHearts app displays 
biofeedback in the form of 
digital geometric artwork to 
help children with relaxation

01. 
In Loving Memory shares a 
young girl’s story of a fantasy 
world where she learns to deal 
with grief, acceptance and loss

02.
The Nestlings game tasks users 
to improve the wellbeing of  
animated creatures by building  
a gradual savings pot, aiming  
to reduce anxiety or worry 
around financial topics

03.
Fractured Minds is a puzzle  
game sharing the experiences  
of those living with anxiety  
and mental health illnesses 01. 02. 

03. 

04. 

05. 06. 

07. 
Super Better is a social game 
played by over 100,000 users 
designed to increase personal 
resilience and promote post 
traumatic growth

08.
ABZÛ includes a meditation 
mode as an integral part of 
the game where players can 
explore, reflect and meditate 
across vast ocean floors

09.
The video game Prism is  
a technological solution to  
help educate neurotypical  
people to empathise with  
those on the autism spectrum

10.
Bump Galaxy, created by  
Bianca Carague, is a virtual  
community for mental health 
and care prototyped online  
in a Minecraft server

11. 
Developers Aconite have created 
Holovista, a mixed reality mobile 
game launched in 2020, exploring 
our relationship with technology  
in a near-future social media world

12.
Clinical psychologists helped 
create the mobile game Pesky 
gNats using elements of CBT in 
aim to democratise healthcare

Click any image to visit source link

07. 08. 

09. 

10. 11. 

12. 

https://www.youtube.com/watch?v=njxVJrDxn3k&feature=emb_title
http://www.shapeoftheworldgame.com/game
https://vimeo.com/104847713
https://nestlings.io/
http://www.gamesforchange.org/game/in-loving-memory/
https://www.youtube.com/watch?v=gvECQlxrhbw
http://peskygnats.com/peskygnats/
https://bianca-carague.com/bump-galaxy
https://abzugame.com/
https://www.etc.cmu.edu/projects/prism/
https://www.superbetter.com/
http://www.enterholovista.com/
http://www.shapeoftheworldgame.com/game
http://www.shapeoftheworldgame.com/game
http://www.shapeoftheworldgame.com/game
http://www.shapeoftheworldgame.com/game
http://www.shapeoftheworldgame.com/game
http://www.shapeoftheworldgame.com/game
https://www.youtube.com/watch?v=gvECQlxrhbw
https://www.youtube.com/watch?v=gvECQlxrhbw
https://www.youtube.com/watch?v=gvECQlxrhbw
https://www.youtube.com/watch?v=gvECQlxrhbw
https://www.youtube.com/watch?v=gvECQlxrhbw
https://www.youtube.com/watch?v=gvECQlxrhbw
https://vimeo.com/104847713
https://vimeo.com/104847713
https://vimeo.com/104847713
https://vimeo.com/104847713
http://www.gamesforchange.org/game/in-loving-memory/
http://www.gamesforchange.org/game/in-loving-memory/
http://www.gamesforchange.org/game/in-loving-memory/
http://www.gamesforchange.org/game/in-loving-memory/
https://nestlings.io/
https://nestlings.io/
https://nestlings.io/
https://nestlings.io/
https://nestlings.io/
https://nestlings.io/
https://www.youtube.com/watch?v=njxVJrDxn3k&feature=emb_title
https://www.youtube.com/watch?v=njxVJrDxn3k&feature=emb_title
https://www.youtube.com/watch?v=njxVJrDxn3k&feature=emb_title
https://www.youtube.com/watch?v=njxVJrDxn3k&feature=emb_title
https://www.superbetter.com/
https://www.superbetter.com/
https://www.superbetter.com/
https://www.superbetter.com/
https://www.superbetter.com/
https://abzugame.com/
https://abzugame.com/
https://abzugame.com/
https://abzugame.com/
https://abzugame.com/
https://www.etc.cmu.edu/projects/prism/
https://www.etc.cmu.edu/projects/prism/
https://www.etc.cmu.edu/projects/prism/
https://www.etc.cmu.edu/projects/prism/
https://www.etc.cmu.edu/projects/prism/
https://bianca-carague.com/bump-galaxy
https://bianca-carague.com/bump-galaxy
https://bianca-carague.com/bump-galaxy
https://bianca-carague.com/bump-galaxy
https://bianca-carague.com/bump-galaxy
https://bianca-carague.com/bump-galaxy
http://www.enterholovista.com/
http://www.enterholovista.com/
http://www.enterholovista.com/
http://www.enterholovista.com/
http://www.enterholovista.com/
http://peskygnats.com/peskygnats/
http://peskygnats.com/peskygnats/
http://peskygnats.com/peskygnats/


Our online worlds are dominated by noisy  
advertisements, hyper-curated communities  
and echo chambers of information. A rare  
advantage of video games is the aspect of  
customisability and how the platform can  
offer an unlimited extension of our identities. 
Gaming has the potential to be completely 
unrestricted by geographical locations or  
demographics, a place where everyone’s  
voice can be heard, no matter someone’s 
background, ethnicity, gender or age. 

Many games already allow users to actively 
contribute to impressive and ever-changing  
digital societies. Minecraft, for example, has 
over 126 million players a month, making its 
player count bigger than most countries in  
the world today. Developers for Minecraft 
have added game features over the years  
that have helped create collaborative groups 
that decipher real-world problems. 

As an example, Block by Block enabled users 
to hack city architecture with AR, at the same 
time raise funds for the improvement of  
public spaces in developing countries.  
The Uncensored Library also launched in  
January 2020, in which anyone in the world 
could share their stories, free from media  
censorship or press restrictions. The online 
safe space, created by Reporters Without  
Borders, comprises a huge digital library  
with over 200 censored books and articles.

An example of how users can be digitally  
unbound from identity can be found in the  
hit indie game Journey, released in 2012.  
It’s timeless popularity and demand has led  
to new editions of the game being re-released 
in 2020 for Nintendo Switch and Steam. In the 
game, players navigate an unidentifiable and  
genderless character through an open-world 
narrative. What is interesting about this game 
is that as you progress, other players join  

02   MYRIAD Society

:
Diversified frameworks + bridging empathy 
gaps + the paradox of charity + collective  
urban planners + neighbourhood systems  
+ the coded gaze + democratising education

Image note: Journey by Thatgamecompany and Santa Monica Studio
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“Automated systems are not  
inherently neutral. They reflect the  
priorities, preferences, and prejudices  
- the coded gaze - of those who have  
the power to mold artificial intelligence.  
We risk losing the gains made with  
the civil rights movement and women’s  
movement under the false assumption 
of machine neutrality. We must  
demand increased transparency  
and accountability.” Gender Shades  
project by MIT Media Lab

to solve problems, creating a team connection 
without dialogue. Players never see their  
accomplice in ‘human’ form, diminishing  
any kind of judgement of that person. 

What is clear, however, is that bias and  
discrimination needs improvement across 
the whole industry. In terms of diversity,  
the gaming industry is overwhelmingly white  
male dominated. According to a survey by the  
International Game Developers Association in 
2018, 68% of people working in the industry 
are white and 74% are cis male. Paradoxically, 
several studies indicate that African Americans, 
Latinx and Asians are more active than their 
white peers in the gaming space.  
 
Newzoo also found that women account for 
46% of all video game enthusiasts – a trend 
particularly noticeable in Asia, where the female 
gaming community grew by 19% last year alone. 
These statistics represent a huge disparity in 
the reflection of who makes the games vs. who 
plays them. For progress to happen we need  
to see real diversity in the ideation, creation  
and making of video games. The good news  
is we are already beginning to see companies  
and organisations acknowledge this important  
issue and challenge the status quo.

https://www.pcgamesn.com/minecraft/minecraft-player-count
https://www.blockbyblock.org/
https://uncensoredlibrary.com/en
https://www.epicgames.com/store/en-US/product/journey/home
https://www.epicgames.com/store/en-US/product/journey/home
http://gendershades.org/
https://igda.org/
https://igda.org/
https://igda.org/
https://igda.org/
https://newzoo.com/insights/articles/male-and-female-gamers-how-their-similarities-and-differences-shape-the-games-market/


“Diversity isn’t a nicety; it’s a necessity  
if the industry is going to grow, thrive 
and truly reflect the tens of millions  
of people who play games every day  
in this country.” Jo Twist, CEO of Ukie
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Image note: The Uncensored Library by Minecraft

video game Neveralone. Built alongside an 
Indigenous community, the game features an 
Iñupiaq girl ‘Nuna’ and her Arctic fox companion 
facing experiences and challenges in the Arctic 
ecosystem. Traditional Indigenous knowledge  
is shared within the game to educate players.

Games designer Brie Code, former AI lead on 
Assassin’s Creed, created her own company  
Tru Luv with a goal to diversify the gaming  
market. In an interview with the BBC, she says  
“The multitudes of white masculine gamers  
who dominate the games industry have made  
experiences that are relevant to them but  
not to most people”. Tru Luv have designed 
games like #selfcare, which is a mobile app  
following a character through various rituals  
of self-care in order to relax and de-stress.

Another interesting perspective is from  
IF Design Studio, who in 2020 created  
the manifesto Society Centered Design.  
Recognising how the tech space is built on  
societal norms from white, capitalistic and  
patriarchal foundations, the manifesto  
aims to shift ‘human-centered design’,  
or an user-centric approach to tech design,  
to a ‘society-centered design’ framework.

Over the next few pages you will see a visual 
overview of gaming initiatives that are building 
platforms that listen to a myriad of cultures  
and voices. It is a call to arms for video game 
companies and makers to include a multitude  
of viewpoints in conversation, rather than only 
listening to a select privileged few. 

What other ways can we create more  
diverse frameworks in video games and within  
the companies that create them? Contribute  
your own ideas and feedback online at: 
www.futureofvideogaming.com/community

EA, the world’s second largest gaming  
company, shows commitment into addressing  
this disparity. For five consecutive years the 
company have been awarded ‘Best Place to 
Work’ for LGBTQ Equality by Human Rights 
Campaign. They have also launched initiatives 
contributing $1 million dedicated to the fight  
for racial justice and are actively donating the 
equivalent of 75,000 hours of paid voluntary 
work. Other platforms like Itch.io have had  
huge success in raising $8 million for Bundle 
For Racial Justice and Equality, a charity stream 
organised by various video game publications.

A key differentiator in making impact today  
will be for companies to not just contribute  
to charities, but to actively embed the values 
they are fighting for, within the games they 
make, share and publish. Economist and author  
Dambisa Moyo, who grew up in Zambia, shares 
her view that charity aid does not necessarily 
solve the heart of a problem. She talks about 
how over $1 trillion in development-related  
aid has been given from rich countries to Africa,  
but this hasn’t improved the lives of most  
Africans, and it can actually lead to corruption 
and harm. She believes that with access to  
capital and the right policies, even the poorest 
nations can turn themselves around, but first, 
we must acknowledge that financial aid isn’t 
necessarily a proactive response.

To strengthen our understanding of diversity,  
it is becoming increasingly important for people 
to burst their personal content bubbles with  
different perspectives. An example of this  
working in the gaming world is the Canadian  

https://uncensoredlibrary.com/en
http://neveralonegame.com/
https://truluv.ai/
https://www.bbc.com/culture/article/20200409-how-gaming-became-a-form-of-meditation
https://www.projectsbyif.com/
https://societycentered.design/
http://www.futureofvideogaming.com/community
https://www.inverse.com/gaming/ea-statement-against-racial-injustice
https://itch.io/b/520/bundle-for-racial-justice-and-equality
https://itch.io/b/520/bundle-for-racial-justice-and-equality
https://itch.io/b/520/bundle-for-racial-justice-and-equality
https://dambisamoyo.com/book/edge-of-chaos/


06.. 

05. 
Anita Sarkeesian is the  
creator of Tropes vs Women  
in Video Games, a critically  
acclaimed Youtube series,  
exploring the history of  
women’s representation  

06. 
Pathways is a story game by 
W!CKED SAiNTS where you 
practice being a hero and  
deal with issues like conflict, 
racism and bullying 

01. 
The Society Centered Design  
manifesto by IF design studio, 
advocates the shift from ‘user’ 
research to a more collective 
and societal approach

02.
Block’hood is neighbourhood 
building simulator that  
celebrates the diversity and  
experimentation of cities  
and the unique co-existing  
ecosystems within them

03.
Breaking Boundaries in Science 
is an interactive VR celebration 
of history’s most influential  
women scientists

04.
Giving, Giving, Gone is a video 
game built on the concept of 
sharing and being altruistic 
towards peers. As you skate 
across a map of the world the 
goal is to touch the lives of as 
many people as possible

01. 

02.. 

05. 04. 

03.. 

07. 

07. 
When Rivers Were Trails is  
an award-winning adventure 
game about the impact of  
colonisation on Indigenous 
communities in the 1890s, 
made in collaboration with  
30 Indigenous contributors

08. 
Sky: Children of Light created 
by Thatgamecompany is about 
compassion and gratitude, 
where players must work  
together as a community to 
share and spread light back 
into the world

09.
Nintendo’s Animal Crossing 
hosted interactive virtual  
pride parades in 2020 

10.
Bury Me, My Love seeks to  
build knowledge around 
themes of migration, refugees
and global citizenship

11.
Dreams is an ever-expanding 
game universe where you can 
discover community-made games 
from all around the world

12. 
If Found is an interactive visual 
novel and game exploring  
relationships through the lens  
of a young transgender woman 

Click any image to visit source link08. 
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https://www.breakingboundariesvr.com/#:~:text=Introducing%20Breaking%20Boundaries%2C%20an%20interactive,passions%2C%20and%20breaking%20the%20mold.
https://www.wickedsaints.studio/
https://societycentered.design/
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https://hypebeast.com/2020/6/global-pride-event-animal-crossing-new-horizons
https://www.youtube.com/playlist?list=PLn4ob_5_ttEaA_vc8F3fjzE62esf9yP61
https://www.youtube.com/playlist?list=PLn4ob_5_ttEaA_vc8F3fjzE62esf9yP61
https://www.youtube.com/playlist?list=PLn4ob_5_ttEaA_vc8F3fjzE62esf9yP61
https://www.youtube.com/playlist?list=PLn4ob_5_ttEaA_vc8F3fjzE62esf9yP61
https://www.youtube.com/playlist?list=PLn4ob_5_ttEaA_vc8F3fjzE62esf9yP61
https://www.youtube.com/playlist?list=PLn4ob_5_ttEaA_vc8F3fjzE62esf9yP61
https://www.wickedsaints.studio/
https://www.wickedsaints.studio/
https://www.wickedsaints.studio/
https://www.wickedsaints.studio/
https://www.wickedsaints.studio/
https://societycentered.design/
https://societycentered.design/
https://societycentered.design/
https://societycentered.design/
https://societycentered.design/
https://www.plethora-project.com/blockhood
https://www.plethora-project.com/blockhood
https://www.plethora-project.com/blockhood
https://www.plethora-project.com/blockhood
https://www.plethora-project.com/blockhood
https://www.plethora-project.com/blockhood
https://www.breakingboundariesvr.com/#:~:text=Introducing%20Breaking%20Boundaries%2C%20an%20interactive,passions%2C%20and%20breaking%20the%20mold.
https://www.breakingboundariesvr.com/#:~:text=Introducing%20Breaking%20Boundaries%2C%20an%20interactive,passions%2C%20and%20breaking%20the%20mold.
https://www.breakingboundariesvr.com/#:~:text=Introducing%20Breaking%20Boundaries%2C%20an%20interactive,passions%2C%20and%20breaking%20the%20mold.
https://www.breakingboundariesvr.com/#:~:text=Introducing%20Breaking%20Boundaries%2C%20an%20interactive,passions%2C%20and%20breaking%20the%20mold.
http://www.gamesforchange.org/game/giving-giving-gone/
http://www.gamesforchange.org/game/giving-giving-gone/
http://www.gamesforchange.org/game/giving-giving-gone/
http://www.gamesforchange.org/game/giving-giving-gone/
http://www.gamesforchange.org/game/giving-giving-gone/
http://www.gamesforchange.org/game/giving-giving-gone/
http://www.gamesforchange.org/game/giving-giving-gone/
https://indianlandtenure.itch.io/when-rivers-were-trails
https://indianlandtenure.itch.io/when-rivers-were-trails
https://indianlandtenure.itch.io/when-rivers-were-trails
https://indianlandtenure.itch.io/when-rivers-were-trails
https://indianlandtenure.itch.io/when-rivers-were-trails
https://indianlandtenure.itch.io/when-rivers-were-trails
https://indianlandtenure.itch.io/when-rivers-were-trails
https://thatskygame.com/
https://thatskygame.com/
https://thatskygame.com/
https://thatskygame.com/
https://thatskygame.com/
https://thatskygame.com/
https://thatskygame.com/
https://hypebeast.com/2020/6/global-pride-event-animal-crossing-new-horizons
https://hypebeast.com/2020/6/global-pride-event-animal-crossing-new-horizons
http://burymemylove.arte.tv/
http://burymemylove.arte.tv/
http://burymemylove.arte.tv/
https://www.washingtonpost.com/video-games/reviews/if-found-sets-new-standard-visual-novel/
https://www.washingtonpost.com/video-games/reviews/if-found-sets-new-standard-visual-novel/
https://www.washingtonpost.com/video-games/reviews/if-found-sets-new-standard-visual-novel/
http://dreams.mediamolecule.com/
http://dreams.mediamolecule.com/
http://dreams.mediamolecule.com/
http://dreams.mediamolecule.com/
https://store.steampowered.com/app/1041920/If_Found/
https://store.steampowered.com/app/1041920/If_Found/
https://store.steampowered.com/app/1041920/If_Found/
https://store.steampowered.com/app/1041920/If_Found/


03  ABUNDANT EnERGY

:
Simulations for nature + biodiversity awareness 
+ innovation power sources + carbon emission 
tracking  +  AI energy systems + global rewilding  
+ e-waste innovation + transparency in action

Image note: Utopias - Navigating Without Coordinates video game
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“One of the clichés of modern  
business and marketing is that brands 
will too often say all the right things - 
whether it’s about racial and gender 
equality, pride month, climate change, 
international Women’s Day, and on  
and on - but all too often it remains  
far more advertising bluster than  
measurable action.” Jeff Beer,  
Staff Editor for Fast Company

What is certain is the future of energy is a  
multifaceted problem that will need to be  
resolved with different multifaceted ideas. 
Non-gaming organisations like Nike, The  
Ellen MacArthur Foundation and IDEO have 
launched various interactive digital tools  
to share different methods of transparency 
around product life cycles. 

Within the gaming world, the UN launched 
‘Playing for the Planet’ in 2018 with goals and 
recommendations to achieve sustainable 
development. Since then brands like Google 
Stadia have announced they are creating  
a Sustainable Development Guide and  
funding research into how ‘green nudges’  
can impact real-world behaviour. These 
emerging initiatives show promise, but  
the big question is: are the billion-pound  
profit-turning tech companies doing enough? 

That complex issue is exactly what Ben  
Abraham, a lecturer at the University of  
Technology Sydney, has been exploring in  
his own research and upcoming book   
‘Digital Games After Climate Change’. 
He says “One of the goals is to be able to  
produce a guide or best practice around  
carbon neutral game development. What  
does that look like? How do you do that?
 
 

The age of energy is heading towards major 
renovation. As renewable energy becomes 
cheaper and more abundant, we’re seeing  
powerful influencers in the tech world shift  
their resources. Elon Musk, billionaire and 
founder of Tesla, has revealed plans to  
develop virtual power plants and predicts  
that the renewable energy side of his  
business could overtake the automotive side. 
Other tech brands like Microsoft, Google and 
Sony have shared plans to utilise energy  
efficient technology and are on track to avoid 
29 million tonnes of CO2 emissions by 2030.

Even with these innovations, the industry still 
has much work to do. Looking at statistics  
for product afterlife, globally less than 20%  
of e-waste is recycled. Some estimates show  
that this e-waste could increase from 50 million  
tons a year to 120 million tons by 2050. 

An example of private and public sectors  
joining together to tackle this can be found  
in Japan, where the government runs a  
thorough and rigorous electrical appliance 
recycling scheme. E-waste is collected from 
homes and turned into material resources  
for manufacturers. Other businesses, like  
Amsterdam-based Fairphone, are creating  
systems that offer recyclable and repairable 
phone schemes to limit our over-consumption. 

The biggest signifier of change will be  
companies becoming more transparent with 
the tracking, monitoring and reduction of 
carbon emissions, across whole system chains. 
This means calculations being made at both 
brand and manufacturing stages, as well as  
the end consumer stage, analysing whole  
product journeys and life cycles. Complex game  
ecosystem maps show just how many action 
points should be considered in these cycles. 
 
 

http://www.artconnect.com/projects/utopias-navigating-without-coordinates
https://www.fastcompany.com/90520077/why-outdoor-brands-like-patagonia-north-face-and-rei-will-save-us
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https://www.nikecirculardesign.com/
https://www.ellenmacarthurfoundation.org/explore
https://www.circulardesignguide.com/methods
https://playing4theplanet.org/
https://playing4theplanet.org/google-stadia/
https://www.theverge.com/2020/5/5/21243285/video-games-climate-crisis-impact-xbox-playstation-developers
https://cleantechnica.com/2020/06/19/tesla-given-green-light-to-generate-electricity-in-the-uk/
https://techcrunch.com/2019/10/23/elon-musk-predicts-tesla-energy-could-be-bigger-than-its-ev-business/?guccounter=1&guce_referrer=aHR0cHM6Ly93d3cuZ29vZ2xlLmNvbS8&guce_referrer_sig=AQAAABKbGbGI0PW6cUy76A5zf9xMuI3i_4djNFZS4DpS4VC60pyf2_S59a-qD_uTx9vzc00Qwk2E1xsmITZutrBfbLyqLsQKLZG3yGStADDplCudvSA_0BgJzsS8sWfpF-2eKmlgt2DRhjD3zpf_N6vYzgao7d9s_MGMebIulQPmV3_e
https://www.unenvironment.org/news-and-stories/press-release/video-games-industry-levels-fight-against-climate-change
https://www.unenvironment.org/news-and-stories/press-release/un-report-time-seize-opportunity-tackle-challenge-e-waste
https://www.unenvironment.org/news-and-stories/press-release/un-report-time-seize-opportunity-tackle-challenge-e-waste
https://www.weforum.org/agenda/2019/01/how-a-circular-approach-can-turn-e-waste-into-a-golden-opportunity/
https://www.statista.com/statistics/619788/average-smartphone-life/#:~:text=This%20graph%20shows%20the%20average,the%20age%20of%202.87%20years.
https://www.bloomberg.com/news/articles/2015-12-09/let-the-japanese-town-kamikatsu-show-you-how-zero-waste-is-done
https://www.fairphone.com/en/
https://hackernoon.com/the-gaming-ecosystem-explained-nk1d32ts
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In a UN survey of 53 video game  
industry leaders, the majority agreed 
that video games can successfully raise 
awareness for a cause (96%), assist 
awareness and learning (87%) and drive 
positive behavioural change (74%).
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Image note: Everything by David OReilly

What kind of changes do you need to make 
to your development structures?” His work  
focuses on understanding different attitudes 
towards the climate crisis, environmental 
workplace initiatives and the actual  
electricity usage of organisations.

However fast we do innovate, these issues  
are seemingly likely to fall towards younger  
generations to solve, meaning that education 
and open source sharing of information will 
be of vital importance. Topics like the future of 
citizenship, co-existing with systems of nature 
and helping protect biodiversity are becoming 
more commonplace in game play narratives 
today, educating both adults and children. 

As an example, a new expansion pack was 
launched in June 2020 by The Sims 4, titled 
Eco Lifestyle. The game features renewable 
energy sources, vertical gardens, dumpster 
diving, repurposed materials, and ‘go-green’ 
plans, in which players can vote for incentives  
to influence the state of the Sim world’s  
climate and pollution.

The video game Everything, meanwhile, lets  
users be everything in a simulated ecosystem. 
It educates people around working with and 
supporting the forces of nature. From insects, 
to animals, to trees, to planets, to galaxies 
and beyond, the players can interact with the 
AI-driven system, exploring the different roles 
the Universe can offer and the symbiotic  
connection between everything. 

Zooniverse is a platform that focuses on the 
power of ‘citizen science’. Now 10 years old, 
the game is built from a network of volunteers 
collecting data and analysis around topics like: 
the weather, moon crater categorisation  
and text analysis. What is interesting about 
this collective of  ‘non-traditional’ scientists  
is that this crowd-sourced approach has  

proven to be successful in contributing to  
real scientific research. The website has  
attracted millions of players, supporting  
over 229 citizen science projects. In a similar 
vein, the game Reverse the Odds has helped  
Oxford scientists analyse tumour samples  
and Sea Hero Quest studies spatial navigation 
to help scientists diagnose and recognise  
dementia earlier. 

Another example that shows the merge  
of fiction and non-fiction is The Climate  
Fortnite Squad. This group of scientists  
stream and play Fortnite together, whilst  
discussing climate issues and interviewing  
key topical figures like the director of NASA’s 
Carbon Cycle and Ecosystems Office. 

Video games deeply immerse people in  
education that empowers choices and action. 
On the following pages you will see video 
games exploring alternative energy sources, 
reviving native plant species and protecting 
biodiversity in a whole-system approach. 
 
With not one country sharing the same  
processes, the biggest challenge we face will 
be to connect the dots across global systems. 
We will need to stand together in global  
solidarity to find global solutions, at the same 
time be mindful of the hyper-local solutions 
needed for every community. What other  
ways can we design games and technology  
to help reduce carbon emissions and educate 
others across the world? Contribute your own 
ideas: www.futureofvideogaming.com/planet

https://www.origin.com/gbr/en-us/store/the-sims/the-sims-4/expansion/the-sims-4-eco-lifestyle
http://www.everything-game.com/
https://www.zooniverse.org/
https://www.youtube.com/watch?v=SeYPCPyWdCs&feature=emb_title
https://www.alzheimersresearchuk.org/research/for-researchers/resources-and-information/sea-hero-quest/
https://www.theverge.com/2018/10/10/17914098/fortnite-climate-change-fight-scientists-global-warming-video-games
https://www.theverge.com/2018/10/10/17914098/fortnite-climate-change-fight-scientists-global-warming-video-games
http://www.futureofvideogaming.com/planet


04.
In 2019, London-based Space 
Ape Games achieved carbon 
neutrality and have released 
on their website an interactive 
tool illustrating methods to 
reduce carbon footprint 

05.
In 2020 Sims 4 launched the 
Eco Lifestyle expansion pack  

06.
Coral Crafters by Minecraft  
is a project whereby gamers  
create digital design ideas  
and renders to help save  
coral reefs, with the designs 
applied to help preserve 
real-world oceans

01. 
Equilinox lets gamers  
transform barren landscapes 
into flourishing wildlife and  
ecosystems with over 120 
species of plants and animals

02.
The Amsterdam-based  
company Fairphone designs  
smartphones that produce 
minimal environmental impact

03.
Lumino City is a puzzle  
adventure game designed  
to raise awareness about 
renewable energy and  
sustainable technologies 

06. 

01. 

05.

04.

02. 

03.. 11. 
BBC Earth: Life in VR is a  
meticulously researched game  
that immerses users into the  
wildlife of the Californian coast

12.
The Beyond Skyrim Project is  
an open-source platform that  
analyses the geographical accuracy 
of terrain and landscapes featured 
in the video game Skyrim 

Click any image to visit source link

07. 
Eco is an online multiplayer 
game simulating ecosystems  
to help players think about  
the consequences of their 
resource consumption

08.
Your Plan, Your Power is an 
interactive tool created by 
Google, the Ellen MacArthur 
Foundation and the California 
Academy of Sciences, offering 
simple tips to help people  
and the planet thrive together

09.
Utopias: Navigating Without 
Coordinates is a video game 
network of nine worlds - each 
world created by a member of 
the software art collective AAA 

10.
NeMO-NET has been created 
by NASA where users can  
virtually travel into oceans  
and recognise and classify  
the corals encountered

11. 

12. 

10. 

09. 

08. 07. 

https://www.fairphone.com/en/
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https://www.play.eco/
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https://vimeo.com/284032004
https://www.reddit.com/r/beyondskyrim/comments/dyzj3b/skyrim_geological_survey/
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CHAPTER TWO
Interviewing the next billion gamers



“The video games industry has  
the ability to engage, inspire  
and captivate the imaginations  
of billions of people across  
the world. This makes them  
a hugeLy important partner  
in addressing the climate  
emergency.“”
Inger Andersen, Executive Director, UN Environment  
Programme (UNEP)

USERNAME  
C.INZIA
 
An Italian graphic designer 
who would like to see more 
positive and aspirational role 
models in future video games 

USERNAME 
TOKYOBOYO

An artist-in-resident living in 
Japan who specialises in film 
and sees games as a platform 
for relaxation and beauty

USERNAME  
BLUEFRIEDRICE

A student based in Berlin  
who thinks games can  
help create stronger social 
connections in times of  
isolation and separation

USERNAME 
SMALL&FIERCE

A kindergarten teacher based 
in Connecticut US who views 
gaming as a platform that can 
help expand her students’ 
imagination and expression

USERNAME
THICKASCHEESE

Office manager from London 
who plays games as a social 
community tool and wants  
games to solve online toxicity

USERNAME 
SOMETHING.SAYS

A Taiwanese casual gamer  
who works internationally and 
wants sustainable regulations 
to be implemented globally

01 02 03 04

05 06 07 08

USERNAME
LOSTINNATURE

A sustainability professional 
who plays games to relax and 
connect with virtual systems 
of nature and wildlife

USERNAME
IRIDESCENT_SOUP

A Reiki practitioner who wants 
to bridge the gap between 
care giver and care receiver  
in serene virtual game spaces
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us in the sense that more sick people means 
more money. I think video games really give 
us the opportunity to rethink and modify the 
code so the speak. If we’re able to design at 
least in-game world systems and incentive 
structures that actually serve us, that’s what  
I want to do.

I think from a practical sense video games 
can make a huge difference, like with mental 
health, charity, gift giving, but also as a way 
to change our mindset and how we see the 
world. For me digital culture is so self-efficient 
and rapidly changing that anyone can hack  
the code and make anything possible.

I don’t feel worthy of being called a gamer. I’m 
so ashamed sometimes when people ask me 
‘Have you been playing Minecraft for years?’ 
and I’m like actually I only started in November 
because I wanted to do energy healing online.  
 
I started out as I was doing energy healing  
as a Reiki practitioner, mostly on myself, but 
in November people were coming to me with 
anxiety and depression and I couldn’t say no 
when they have asked for my help. I live in  
a 20 sqm studio, and I wasn’t comfortable 
inviting people in, so instead I decided to  
build a floating template in the sky in a  
private server on Minecraft. 

It started out in a small private server where  
I could only host up to ten people and would 
usually do one-on-one sessions or a maximum 
of four people. But since the pandemic I was 
lucky to speak to different care practitioners at 
home, like psychotherapists, hypnotherapists, 
haptotherapists, sound healers even, so now 
it’s not just a temple anymore. It’s a multiverse 
with seven different care commons designed 
for seven different types of care, such as a 
meditation forest, some sand dunes for dream 
reflection, or an underwater temple or snow 
fields for uncovering trauma and deep  
hypnotic visualisations. 

I started this project thinking I would provide 
therapy to other people, but actually working 
on it has been therapeutic in itself.  The whole 
project is really about deinstitutionalising care 
and blurring the lines between a care giver 
and a care receiver. I’m very interested in the 
healthcare industry as I think it doesn’t serve 
  

Q1 

GUEST: IRIDESCENT_SOUP
Occupation: DESIGNER
GAME OF CHOICE: MINECRAFT
FORMAT OF CHOICE: PC + VR
Location: ROTTERDAM, NETHERLANDS
AgE: 25
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I’m a big fan of streaming services like Twitch  
as a community building tool. I remember a 
guy I met because we were trying to save an 
arcade in London, a year later he became a 
streamer and for the Australian fires he raised 
£50k by sitting there and playing video games.
 
I also remember seeing a woman create a 
homage for her husband after he passed away 
as an 8 year-long project on Minecraft. It had 
millions of views. It reminds me that video 
games are for us to do what we want to do  
on them, as opposed to just finishing them,  
or winning. Minecraft couldn’t have invented 
that kind of incentive or controlled that, but 
giving people the freedom and the right tools, 
then they will achieve that. I do think people 
make better worlds and video games are 
made by people for people, so it’ll be  
interesting to see what next is possible.

Q2 

My favourite video game from back in the day 
would be Halo 3. It was all about playing games 
with friends and a reason we always played  
that game again and again was because of  
the multiple player parts, which were further 
advanced than other games of the time.

A big thing video games taught me as a kid  
was the patience necessary to get good at 
something and be proud of it. The skill levels 
were so quick to grow. After a while I think that 
became unhealthy with the Call of Duty games, 
even maybe the GTA games, because the  
competitiveness kind of overtook it. Anything 
toxic gets magnified in these worlds, whether  
it’s beta behaviour or the toxic masculinity guys.  
I think COD is the perfect example of a game 
that encourages and pushes people to  
become more toxic rather than less. 

I wonder how a game could work around  
that toxicity. I don’t think you can go down the  
censorship route. Encouraging people to do the 
right thing is much easier than forcing someone 
to do the right thing. When kids are watching 
streams and the players say the right things,  
I can guarantee these kids are getting the right 
messages. And when you get really good at  
video games, trust me, there’s no sexism, no 
racism, there’s nothing because you are a  
celebrity. Some of the nicest people I’ve met 
online are video game streamers.  
 
 

GUEST: THICKASCHEESE
Occupation: OFFICE MANAGER 
GAME CHOICE: SUPER SMASH BROS. MELEE
FORMAT OF CHOICE: GAMECUBE
Location: LONDON, U.K.
AgE: 28



GUEST: SOMETHING.SAYS
Occupation: BRANDING SPECIALIST 
GAME of choice: DOODLE JUMP 
FORMAT of choice: MOBILE
Location: LONDON, U.K.
AgE: 27

Q3
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Here, if we go to the pub we would say ‘no 
straw, we don’t want a straw’, or ‘no plastic 
bag’, we try and do all that, but in Taiwan it is 
not on the same level. I believe it is getting 
there, but it’s not the same as in Europe.

I think anything that motivates people, no 
matter if it’s in a superficial way, if it makes  
it better for everyone else and for this world,  
I think that is definitely positive. If these  
massive tech companies can get people to 
plant more trees or be more respectful of  
environments or do good further down the 
road, for me it doesn’t matter what the real 
motive is if it makes a real difference. I think  
in this age video games can build a better 
world and I think they should help contribute 
to helping others and our surroundings.

I’m the kind of person that is bored one day and 
thinks to check out what’s happening on the app 
store. I’ll download whatever looks interesting. 
When I do it’s always those old school arcade 
games, like Mario or Packman, or games where 
you have to think with your brain. When I was 
younger Mario Kart was always my favourite.  
I think the logical side of playing a game, where 
I feel like I’m in control, is why I like playing. 
 
I remember when I went back to Taiwan earlier 
this year everyone has their iPhone 11 Pro and 
rarely do you see people have an iPhone 8 or 7. 
People get really shocked that I’m still using an  
iPhone 7, but not in a condensing way, just like 
curiosity. Comparing the two different cultures  
of the West and the East, one thing I find is in  
Europe it’s all about meditation, eating healthy, 
doing yoga, leaving your phone at home –  
all slowing down your life – it’s the complete  
opposite in Asia, or in Taiwan at least; everything 
has to be quick and instant and that also goes  
for technology and iPhones. When it’s new you 
have to have it. It took me like 3 years to adjust  
to the culture moving to London from Taiwan. 

In Taiwan I think the government tries to enforce  
sustainability, like giving out fines for not recycling. 
But that is top down and in day-to-day life these 
type of conversations around ‘sustainability’ are  
not as ingrained in conversation like in the UK. 

Gaming can definitely be used for positive and 
sustainable initiatives, but I also think people are 
entitled to experience pleasure and escapism.  
I don’t play a huge amount of realistic games,  
and I guess that’s the thing, when you’re battling 
something in a completely manifested world you 
feel like you’re not ‘damaging’ anything. 

I do think what we probably need to have more 
understanding of are the gaming systems that  
become addictive. I think it will be treated the 
same way as drug addiction would. But, on the  
positive flip side, I think between the escapism,  
the more meditative games that are relaxing  
and games being used for education, I think  
a combination of all these things can create  
a positive future vision of this industry. 
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The Wind Waker is my favourite game. It’s part 
of the Legend of Zelda series, and with those 
games they are in development for like 6-10 
years. Usually when they launch there’s some 
really clever game mechanics; they don’t set 
trends, but set directions for other games to 
operate. I used to find after a stressful day at 
work if you play a game for like half an hour 
you totally disconnect in a way that I wouldn’t 
by reading or watching a film. I find the games  
I play have very beautiful visuals and sounds. 

It struck me how in Japan arcades are much 
more socially acceptable. Anywhere you go 
there are lots of people there and they’d be 
really into it and specialise in a particular game. 
There is so much stimuli and colour in arcades 
and people go and play what that love.

In terms of sustainability I would say Japan  
is 10-15 years behind Europe. The amount  
of plastic in Japan seems to be triple the 
amount in Europe. There is an appreciation  
for tradition, like with old house and titami 
mats, but then typically in Japan people want 
to build new houses too. They don’t have  
charity shops either. There is this duality with  
a respect for nature, like protecting forests,  
but with waste and second-hand clothing 
there is very little lifespan. 

Activism in general is seen as disrespecting  
the state and disrespecting others in Japan; 
it is afterall a conservative society. Like even 
when I speak to gay men and ask what it’s  
like for them, some just won’t speak about it.  
You don’t really ask those questions in Japan. 

Q4

GUEST: TOKYOBOYO
Occupation: ARTIST & EDUCATOR 
GAME of choice: LEGEND OF ZELDA 
FORMAT of choice: NINTENDO SWITCH
Location: SHIBUYA, JAPAN
AgE: 33



Q5
GUEST: LITTLE&FIERCE
Occupation: TEACHER
GAME OF CHOICE: CANDY CRUSH 
FORMAT OF CHOICE: PC
Location:  CONNECTICUT, US
AgE: 26

I’ve never been a huge gamer, but it’s still a big 
part of my life because I use a lot of educational 
games in my job and I check if it is appropriate 
and makes sense for the kids. The most I play is 
little phone games like Candy Crush, but I play 
those just to clear my mind from other things. 
 
I’ve noticed that these game companies are very 
strategic in how they earn their money. You don’t 
spend $40 and get this whole beautiful world  
anymore, it’s like $40 and then another $20 for 
this thing. Even a simple game like Candy Crush 
drives me nuts with those in-app purchases  
when I just want to play to calm down and not 
stress out about things. 

It’s so much easier nowadays for people to say 
things over a computer screen that I don’t think 
they would say to each other in person. I think 
games companies should be more responsible. 
Not censoring someone, but giving feedback like 
‘we understand that this platform is spewing  
hatred right now, here are things you can do 
or say to react’. I think that’s what we’re lacking. 
Everyone knows how to brush off a hateful  
comment but it’s a lot harder to process it, and 
that is where I would like to see some progress. 

I feel like my generation are the ones speaking 
and bringing new ideas to the table, but I think 
the greatest thing about the younger kids is  
that they then take that and then act upon it.  
 

All these different protests, like on climate  
change and BLM, wouldn’t have started  
without support from this younger generation. 
If anyone can fix a lot of the problems of the 
world it is this next generation. They are the 
generation of not taking your bullshit. 

If we do bring these new types of ideas to  
video games or other forms of entertainment,  
it will be this generation who support it and 
allow it to impact the real world. Recently  
people have been really into the new Sims  
game Eco Lifestyle, and it’s realistic, so if you  
recycle instead of creating rubbish, you make 
the world a better place. I think it can attract 
more people to gaming by having that real  
world connection and that positivity.

Knowing that there are so many different  
types of games out there with these good  
messages, lessons, themes and morals, even 
in the classroom, I think we’ll be able to make 
those type of games more popular. Once they 
become mass, I think it could make a big impact. 
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GUEST: LOSTINNATURE
Occupation: SUSTAINABILITY MANAGER
GAME OF CHOICE: ANIMAL CROSSING
FORMAT OF CHOICE: NINTENDO SWITCH
Location: LEICESTER, U.K.
AgE: 24

I consider myself to be a casual gamer, because 
I don’t keep up with all the latest games. For the 
games I do play, I’m really not big on enemies, 
because I don’t want the stress. Like, I wouldn’t 
ever play a zombie game. I like playing games 
that have similarity to real life, that’s what I love. 

Thinking about sustainability, people have  
complained recently about Animal Crossing, 
where you have to cut down all the trees and 
flowers to catch animals. The commentary is 
that it’s bad to encourage this, because animals  
matter. At the end of the day though it is a  
game. It’s hard to get the balance right between  
positive behaviour and fictional narratives.  
I do like the thought of an on and off switch 
within the settings of the game, a way you  
could switch modes, from real life to fiction. 

What would also be really interesting is if  
games rewarded good behaviour. Like imagine 
if your actions in-game naturally impacted the 
variety of wildlife, or changed the beauty of the 
aqua blue water of that world. As you build your  
island you would then learn the consequences 
of your decisions. But I do think gaming  
companies shouldn’t just release games that  
encourage good behaviour. If they’re profiting 
from that, they should also give something  
back to real world environments. 

A lot of the burden of sustainability gets put 
onto individual consumers with different  
messages: “you need to act right, you need to 
diet, you need to walk places, don’t drive etc.” 
These messages do help, but in reality it’s the  
bigger industries and governments who have  
to take responsibility to make a vast difference.  

The thing with climate change is you can talk 
to someone as much as you want, but people 
have to find things out for themselves. You do 
that through experiences. I do think games are 
a great platform to be able to have these sort 
of experiences. If you live in a city and you’re 
not able to access outdoor space, games  
allow the imagination to grow. 

Some would argue this is counteractive as 
video games keep you inside, but gaming is 
already so popular right now there’s no point 
fighting it - you might as well join in, influence  
it and create impact with it. I think video games 
can be a very powerful platform in future.
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Q7
GUEST: BLUEFRIEDRICE
Occupation: STUDENT
GAME OF CHOICE: RAINBOW SIX SIEGE
FORMAT OF CHOICE: PS4
Location: BERLIN, GERMANY
AgE: 23

buy, at a random chance, all run by algorithms. 
And it’s justified because it’s a ‘game’, but kids 
are their most vulnerable targets as they have 
less rational thoughts and are less financially 
stable. I’m glad some countries are banning 
those models, because they’re taking advantage 
of people who have less rational thinking  
because they’re young. I think these companies 
should be helping the world more and people 
more because nowadays there’s a darker side  
to companies now. 

It took us 200 years to ruin this Earth. I feel 
bad, people are trying to change it and I can get 
behind that, but these technologies are run by 
such big companies - they can sort of decide 
how our lives are going to be. Obviously, we  
can change it ourselves, like buying less plastic, 
but there is still going to be a demand for that. 
We need to change the whole system and not 
just our lifestyles.

Games have really helped me through this  
time. I’ve been living in Germany for 4 years  
and sometimes I find it hard to live here.  
Because people are less sociable, I stay home 
and play games all the time and I have made  
a lot of friends online. They are sort of my good 
friends in real life right now, where I actually 
look forward to talking to them every day when 
I get online. I feel there’s a deeper connection 
for me playing video games because it sort  
of helps me be sociable with people. 

You can’t win without working it out with your 
team players and that’s what I really like about 
the game Rainbow Six Siege. There’s interaction 
in the game between players, it’s not like sitting 
at home alone. It’s so much more rewarding 
actually where you win something with others. 

With upcoming games, I think the hype around 
Cyberpunk for me is because of the realism  
and details of the game. You can just tell it’s a 
futuristic feel. You get a vibe like Bladerunner, 
but it’s so well built that you think it’s more real. 
You feel like that’s what our world could look 
like in 50 years. I really like games like that. 

I feel like 15 years ago, when I was a kid,  
gaming companies back then made games  
to make people happy, to make sure people  
enjoy them. I feel like companies today push 
out games that are unpolished, unfinished  
and even broken. With FIFA there’s all these  
different packs, loot boxes that you have to  

Q8

GUEST: C.NZIA
Occupation: GRAPHIC DESIGNER
GAME of choice: SLY COOPER 3
FORMAT of choice: CONSOLE
Location: TURIN, ITALY
AgE: 26

When you design a game, you have the license 
to create fictional narratives, and you know it 
can be played from different people with  
different ages and different backgrounds etc.  
so I do think that video games can help the 
world. It is like subjects at school, maybe you 
don’t like all the subjects, but you can find  
some more interesting than others, and you  
can learn from those. Maybe video games  
won’t save everyone, but it will save some  
people. And those people can then help save 
the world by creating technology and design  
that serves a greater purpose.

My favourite game is on PlayStation 2 about  
a raccoon. The animal jumps around rooftops 
and complete missions. For me it was a new 
balance between action, storytelling, visuals  
and I was so engaged with this character.  
 
Video games can give you a visual narration not 
comparable to any other type of entertainment. 
And it’s not just entertainment. Like books, you 
can read more for logic, for focus, for creativity, 
for lots of different reasons. Games can also 
have a more relaxing atmosphere, like playing 
with animals or nature. You can transfer this 
sense of calm for kids in safe environments 
and they are also moments of education.

Right now, I don’t have an example of positive 
role models in video games. I think it could be 
a nice idea to make more role models within 
games. We need more characters that have  
importance. There are so many games where 
you build cities and environments then you  
are the God, or if you build the city you are the  
mayor or the narrator. But I think to learn from 
role models there needs to be more of a story.   
 
Maybe it could be in small chapters, like a  
series-based approach. Maybe it could be a  
video game around politics and how to give 
power back to the people. It could be a video 
game about professions like a lawyer, something 
that can be made more tangible and accessible. 
I would love to play a video game that involves 
me as much as a series does. I imagine that 
implementing the toolkits of video games to 
contemporary and current issues like climate 
change, injustice and ethics could be impactful.
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“I THINK FROM A PRACTICAL  
SENSE VIDEO GAMES CAN MAKE  
A HUGE DIFFERENCE, LIKE WITH  
MENTAL HEALTH, CHARITY,  
GIFT GIVING, BUT ALSO AS A  
WAY TO CHANGE OUR MINDSET  
AND HOW WE SEE THE WORLD.  
FOR ME DIGITAL CULTURE IS SO 
SELF-EFFICIENT AND RAPIDLY  
CHANGING THAT ANYONE CAN  
HACK THE CODE AND MAKE  
ANYTHING POSSIBLE“.
IRIDESCENT_SOUP

→ 

→

→

→

→

→

→

gamer interviews summary
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THE DEFINITION OF ‘GAMER‘  
IS EXPANDING IN DEMOGRAPHIC,        

GLOBAL REACH AND STRETCH

GAMERS THINK POSITIVE 

ENCOURAGEMENT IS MORE  

IMPORTANT THAN CENSORSHIP

GAMES CREATE A STRONGER  

SOCIAL IDENTITY IN MOMENTS  

OF ISOLATON AND LONELINESS

GAMERS WANT TECH BRANDS  

TO TAKE A STAND AND SPEAK  

UP AGAINST INEQUALITY

GAMERS THINK VIDEO GAMES 

SHOULD HAVE MORE IMPACTFUL 

AND POSITIVE ROLE MODELS

GAMES FOSTER A SENSE OF  

CAMARADERIE AND ACHIEVEMENT 

IN SOCIAL GROUPS

GAMERS BELIEVE VIDEO GAMES  

CAN PLAY A CRITICAL ROLE  

IN ENABLING REAL-WORLD 

PROBLEM SOLVING

In terms of sustainability, a recent survey  
conducted by the World Economic Forum  
(of 30,000 people under the age of 30 from  
186 countries) found that climate change and 
destruction of nature were voted as the world’s 
most critical issues. This triggered the question: 
do the next generation of gamers themselves 
think it’s possible to bridge these imagined 
 and fictional worlds with real-world impact? 

As explored in Myriad Society, the global reach 
and demographics associated with gaming are 
rapidly changing who we expect and consider  
to be gamers today. This piece of qualitative  
research aimed to listen to a variety of opinions 
as a global set of viewpoints. The interviewees 
represent over eight different countries, but  
it is worth noting that the bulk of interviews  
did have a more European-centric mindset.  
When conducting future projects like this a 
focus on further afield locations and particularly 
non-Western markets should be considered  
for data to be truly ‘global’.

The importance of successfully understanding 
audience’s needs, behaviours and ambitions, 
and how these change according to society, 
technology and environment, cannot be  
underestimated for the power of design.  
Having a better engagement with your audience 
enables a better understanding of the gaps  
and space in the market. As more people are 
influenced by the cultural cues from gaming,  
it has never been so important to authentically 
listen to these communities. 

For specific audience insights and bespoke  
research methodologies for your team  
and project, get in touch to work together:  
futureofvideogaming@gmail.com

https://www.weforum.org/agenda/2019/04/its-not-just-the-protests-heres-how-young-people-are-fighting-for-the-planet/


CHAPTER THREE
Insights from experts and visionaries



“We want to  
use futures as  
something to be  
invented rather  
than predicted.“”
Andrés Colmenares, co-founder and  
strategist at Internet Age Media
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Jenova Chen, Thatgamecompany

Leo Olebe, Facebook

Manjul Rathee, BfB Labs

Trip Hawkins, Electronic Arts

Dr. Isabela Granic, MindLight

Stanley Pierre-Louis, The Entertainment  
Software Assocation

Trey Williamson, Niantic, Inc

Laura Teclemariam, Warner Bros.  
Entertainment

Jess Murrey, W!CKED SAiNTS Studios

Nidhi Gulati, Project for Public Spaces

Brie Code, TRU LUV 

Yennie Solheim, Niantic, Inc

Rob Lowe, LEGO Ventures

Benjamin Stokes, Games For Change

Nichol Bradford, Transformative Tech Lab 

Holly Friend, The Future Laboratory

Colleen Macklin, The New School 

In the process of mapping what the new  
and the next has in store for us, this section  
is a curation of thoughts from industry leaders 
and visionaries. These people are active  
changemakers in thinking about how we  
can build better futures in video games,  
technologies and online communities.

The Games for Change Festival 2020 ran  
consecutively alongside the curation of this  
research, and online talks, recordings and  
a directory of collaborators can be found  
logged on its website. Founded in 2004,  
the nonprofit empowers game creators  
and social innovators to drive sustainable  
agendas to the masses through games and  
immersive media. The event is an annual  
incubator for idea generation for building  
games with positive impact. 

Read on to see interview commentary with  
a range of experts, some who specialise in  
the mass distribution of video games, as well  
as the creatives and decision-makers for  
niche and up-and-coming indie games. 

 

INSIGHTS FROM EXPERTS

https://www.gamesforchange.org/
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“Two key strengths of digital games are their 
interactive nature and capacity for simulation. 
Our potential is to use games to engage,  
educate and involve the public in areas of  
social need. Most game developers don’t  
realise they have the power to do this and  
the leverage to heal the world.”

“What I find, and what we have done at 
BfB labs for the last few years, is very  
early on we got a reality check that if we 
were going to build a game that was going 
to deliver health benefits we can’t think 
about it as a game. We have to think about 
it as a service and then it being within  
an ecosystem of services”.

Manjul Rathee, an award-winning social entrepreneur 

and service designer, CEO at BfB Labs 

Trip Hawkins, founder of Electronic Arts

“I wonder if most of the internet’s interfaces 
are built from feelings of conflict, which are  
completely necessary and valid, but it’s only 
one part of the human experience and one 
that we maybe are overrepresenting. Does 
that at scale influence us to be conflictual  
with each other? I think it’s something we 
should be thinking about.”

Brie Code, founder and CEO of TRU LUV 

video games company
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“Ultimately, it’s that science-design 
integration that will motivate people 
to take control of their own emotional 
resilience, building self-care practices 
that prevent the development of  
anxiety and depression while also  
promoting general well-being.”

THOUGHTS ON VIDEO GAMES BEING  
USED FOR HEALTHCARE AND HEALING

Dr. Isabela Granic, creator of MindLight and Director  

of the Games for Emotional and Mental Health Lab  

at Radboud University in the Netherlands

“One of the design principles I really adored from school is ‘think  
about things with reduction’. Reality as we live in it is so complex,  
it has all shades of colour. Humanity is the same – people can be  
nice the same day, then the next day they are brutal – as we’ve seen  
in recent events. That is all part of humanity, so this is where we are  
thinking about creating an online game where people could be  
compassionate and generous with each other and being genuine  
in human interaction. What we need to do as designers is not force  
people to be generous, or give them a bonus if you’re generous,  
what we do is remove the noise that is the opposite of genuine”.

Jenova Chen, co-founder at Thatgamecompany and  

Creative Director for award-winning games Cloud,  

Flow, Journey and Sky: Children of the Light  

“Games are bringing together people  
and building and sustaining meaningful  
connections. Creating connections to  
people is just one part of healing the world.  
An extremely important one, but just one  
part. From bringing people together, to  
teaching new things, from healing the  
mind to nourishing the soul, games are 
uniquely positioned to be spaces where  
healing can begin.”

Leo Olebe, Global Director of Games  

Partnerships at Facebook



“What does diversity look like function by function, discipline  
by discipline? If you’re funnelling all of your diversity hires  
into one space is that really diversity? If your decision makers,  
your influencers, your writers, your people who are telling the  
stories don’t have that seat at the table is that really diversity?  
I think that’s the question we really need to ask ourselves.”
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“77% of the black youth say they play video games, so 
why wouldn’t you want your games to represent that  
demographic so you can tap into that consumerism? 
That’s what I say to the industry which is: regardless of 
what side you’re on of the BLM movement, it still makes 
good business sense if you have a product that you want 
to sell. It should be representative of all walks of life, and 
definitely the black walk of life, because we’re in numbers  
 - like the data is there - and that’s my stance and that’s 
what I communicate at the executive level.”

Laura Teclemariam, Director of Product Management  

at Warner Bros. Entertainment

“Some of the ways we’re trying to be inclusive  
is we’re using young people as advisors and  
really bringing them in because it’s their  
stories that we’ll be telling. It’s important that  
they have input into this process. There is a lot  
of different ways we should be building pipelines 
for inclusivity. It’s thinking about the people  
who can’t get into the room and how we’re able 
to create a pipeline so they can.”

Jessica Murrey, award winning Common Ground Activist, 

CEO and co-founder of W!CKED SAiNTS Studios

“More often than not I’ve found in  
architecture school it was a European  
white man or an American white man  
telling me what good architecture or good 
design is and it becomes a part of who  
you are. And that’s where it starts. Every  
time you follow a manual for games, cities, 
anything - question where that manual 
comes from - whose voice is it and how  
equitable is that voice? How do you  
challenge that? And then not just challenge  
it, but topple it and make it different.”

Nidhi Gulati, Senior Director of Programs and Projects  

at Project for Public Spaces
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“We spend a lot of time ensuring that the listening is 
happening across lots of different groups versus just 
the most vocal folks for example. You really want to 
spend time asking questions of who represent  
all different kinds of groups.”

Trey Williamson, Technical Program Manager at Niantic Labs

Yennie Solheim, Head of Social Impact at Niantic, Inc 

THOUGHTS ON DIVERSIFYING THE 
GAMES INDUSTRY FROM GROUND UP

Colleen Macklin, Associate Professor at Parsons The New 

School for Design and founder of PETLab

“I can’t bear to send my students into a work  
environment that is abusive, toxic and doesn’t  
value underrepresented voices and unfortunately 
that is much how the industry works. The majority 
of the industry really needs to change. But I think 
we can take on a larger mission and really help 
push things into a better and more inclusive place 
for makers, players and appreciators of games.”



“I think both at the indie level and the AAA  
level, you’re seeing game companies think 
about environmental concerns much more 
deeply, because that’s what audiences want. 
But also, if those are the employees they’re 
trying to hire, and the developers they want  
to retain to create the games, they also want  
to be excited about the themes. The more 
people demand it, the more we’re going  
to see it in gameplay.”
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Stanley Pierre-Louis, CEO of Entertainment Software  

Association

Nichol Bradford. Executive Director and co-founder of 

Transformative Tech Lab, lecturer at Stanford University

“This is a case for taking games into not just 
change, but also transformation. We need to 
look at how we can use technology to really 
unlock these other elements of human nature, 
like our altruism, compassion, collaboration 
and all of these things that are very much a 
part of our composition as human beings.”

“We know that people don’t  
change their behaviour based  
on giving them information,  
it changes through experiences.  
So storytelling is a powerful  
way to do that and I believe  
even more powerful through  
storytelling and gameplay.”

Jessica Murrey, award-winning Common 

Ground Activist, CEO and co-founder of 

W!CKED SAiNTS Studios
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“As a designer if you want a player to  
follow certain moral values you have  
to set it up and introduce them to these 
values, we can’t assume they will come  
to this world with those values carried. 
When it comes to the virtual world it’s  
our job to create those values.”

Jenova Chen, co-founder at Thatgamecompany and  

Creative Director for award-winning games Cloud,  

Flow, Journey and Sky: Children of the Light 

“Games can challenge people’s perceptions and preconceptions 
around any topic, whether that topic is social, economic or political.  
This creates a sense of transformative learning, because it puts a  
player directly into the protagonist’s shoes. We really believe that  
this style of narrative gaming is an underfunded and underdeveloped  
part of the industry. I would love to see real-world topics more  
seamlessly integrated into games. That to me is how we build  
a better world through games, by creating digital experiences  
that broaden audience mindsets and share deeper connections  
between people across the world.”

Rob Lowe, Head of Value Creation at LEGO Ventures

Yennie Solheim, Head of Social Impact at Niantic, Inc

THOUGHTS ON positive incentives, MEASURABLE 
ACTION AND green nudges IN VIDEO GAMES

“Our hope is that community driven learning 
and listening happens beyond just games.  
AR technology is hugely powerful and there  
are so many more applications that exist  
beyond games. Pokemon Go, Harry Potter  
and Ingress are all wonderful and we love 
them, but there are a lot of interesting ways 
that we can think about using the technology 
to engage everyone in these communities.”
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“A really interesting challenge for a lot of games with GPS, where  
there’s one game engine serving the entire world, is how do we be  
responsive to different communities? That means your engine might 
need to optimise differently for different places. I think this is the  
most fundamental critique of global platforms, where there is one 
game that is the same code everywhere. And a crazy idea is we may 
have an advocacy movement within games for change, and I predict 
within 5 years we’ll have an advocacy movement that says companies 
like Niantic need to run different regional versions of their game  
and maybe even city specific.”

Benjamin Stokes, Assistant Professor at American University 

Game Lab, co-founder of Games For Change festival

“I hope that the game industry looks  
a lot different than it does now in ten 
years time. I think that we need more  
international representation in games.  
But we also definitely need more BIPOC,  
LGBTQ, differently abled and all kinds  
of neurodiverse game makers to be part  
of the field. They are already part of the 
field, but they need to have their voices 
heard. And a big part of that is going  
to take actual money, donating to a  
good cause”.

Colleen Macklin, Associate Professor at Parsons The New 

School for Design and founder of PETLab
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“No two places are designed the same way.  
I think we’re far from designing cities in  
human centered ways still. Which is why  
we get cities that are ableist, cities that are  
still great for men, cities that are so great  
for wealthy people, and not their most  
vulnerable populations – because we’re not 
great at asking people. COVID has shown  
us the fractures of who is dying in this  
pandemic and this just shows us the big gap  
for us to fill to be truly human centered.”

Nidhi Gulati, Senior Director of Programs and Projects at 

Project for Public Spaces

“I’m optimistic that video games will be harnessed 
as a utopian medium for people to express their 
social, ethical and political values. Many people 
feel powerless in today’s society, and they are 
hyper-aware of being complicit in contemporary 
issues such as mass consumption, capitalism and 
racism. In order to offset this, gaming offers the 
opportunity for people to build their own reality 
that is not only free from oppression, but enables 
them to break down antiquated systems, create 
decentralised spaces and trial their activism  
before it is translated into real-world changes.”

Holly Friend, Senior Foresight Writer  

at The Future Laboratory

“The future of work and the future of society, with  
the rise and level of automation and the disruption  
of current jobs, what’s really going to be left is humans  
being creative together, humans building things together  
and humans working together and connecting deeply.  
So we need all of these experiences and all of this  
technology in support us in doing that.”

Nichol Bradford, Executive Director and co-founder of 

Transformative Tech Lab, lecturer at Stanford University

THOUGHTS and hopes on THE  
NEXT 10 YEARS OF VIDEO GAMES



CHAPTER FOUR
Jobs and responsibilities of the future



JOBS OF THE FUTURE

would create this many jobs. We now have 
technologies that are transformative, meaning 
you can now roughly have the same size and 
shape car, but electric. You can have the same 
size and shape house, but it will be run with 
electric heat pumps instead of the natural gas 
furnace. And if we have the sort of that spirit 
of can-do that America had mid-20th century, 
there’s every reason to believe that our lives 
improve when we do this, and we can have 
and live something like the American dream. 
It’ll just be electrified, not fossil-fuelled.” 

Looking at this at a bigger scale, the next few 
pages feature future speculative jobs in the 
gaming world. The selection focuses on skills 
that can simultaneously build a better world 
through games, while creating more enjoyable 
and desirable experiences for gamers. 

This list includes specific job titles, but it can 
also be interpreted as a checklist of roles and 
responsibilities that we can each refer to  
in expanding our awareness, values and  
attention over this next decade. 
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“THE FUTURE IS COLLABORATIVE. 
IT IS CLOUD-BASED AND, MORE 
THAN ANYTHING ELSE, IT IS 
INCREASINGLY ABOUT BRANDS, 
BUSINESSES OR CORPORATIONS 
BEING MORE CULTURAL, ARTISANAL 
AND USING THE SEAMLESSNESS 
OF TECHNOLOGY TO FACILITATE 
WHAT WE BELIEVED TECHNOLOGY 
WOULD PREVENT US FROM DOING -  
BECOMING MORE INTIMATE, LOCAL 
AND SOCIAL.“”
Chris Sanderson, co-founder of The Future Laboratory

This next section of the report involves  
discussion around the different jobs, roles  
and responsibilities which could arise in  
a future gaming design world by 2030. 

Julian Togelius, author of the book Playing 
Smart, writes: “For the foreseeable future,  
we will not have AI systems that can design  
a complete game from scratch with anything 
like the quality, or at least consistency of  
quality, that a team of human game  
developers can”. 

AI and automation have been met with heavy 
criticism and editorial myths of bots ‘stealing’ 
our jobs of the future. In reality, the time that 
these tools and resources can help save us, 
can then be refocused into ensuring games 
and technology capture more emotion,  
empathy, compassion and other human  
qualities technology cannot yet replace.

Before we reach 2030 there is also the  
need for new technological revolutions to be  
combined with sustainable practices. This can 
open up new opportunities that cross sectors 
of entertainment, technology and science. 

A new report released in June 2020 finds  
that decarbonising the US economy could 
quickly create 25 million jobs. The report,  
‘Mobilising for a Zero Carbon America’,  
starts with detailed analysis of how energy 
is currently used in the US and how this could 
be mapped out in future. It analyses sectors 
including everything from transportation to 
energy power over the next 15 years. 

The author of the report and a MacArthur  
Genius Award winner Saul Griffith says:  
“For a world looking to bounce back from  
a pandemic, there is no other project that 

https://mitpress.mit.edu/books/playing-smart
https://mitpress.mit.edu/books/playing-smart
https://www.rewiringamerica.org/jobs-report
https://www.saulgriffith.com/


GIVING USERS BESPOKE AND SPECIFIC FEEDBACK IN ORDER TO HARNESS THEIR 
PHYSICAL AND MENTAL WELLBEING WITH DIGITAL TECHNOLOGICAL TRACKING.

TRANSFORMING VIRTUAL AND PHYSICAL CONCRETE CITY ENVIRONMENTS, OPENING 
UP ACCESS TO SPACES OF NATURE, COMMUNAL GARDENS AND EDIBLE FORESTS.

USING A BLEND OF HUMAN ANALYSIS AND AI INTERACTIONS TO HELP MODERATE  
AND REDUCE ONLINE TOXICITY ON TWITCH, CLOUDS AND SOCIAL MEDIA ACCOUNTS.

INNOVATING ACROSS A SPECTRUM OF SUSTAINABLE ENERGY FIELDS LIKE SOLAR, 
WIND AND HYDROPOWER TO REDUCE CARBON EMISSIONS OF TECH COMPANIES.

COMMUNICATING THE USAGE OF PERSONAL DATA AND RESPONSIBLE FOR  
PRODUCING AND RELEASING ANNUAL BRAND TRANSPARENCY REPORTS.

DEVELOPING STRATEGIES TO EXPAND AUDIENCE REACH TO UNDERREPRESENTED  
AUDIENCES AND OPENING UP THE GAMING WORLD TO A MIX OF ABILITIES AND NEEDS. 

BIOFEEDBACK CONSULTANT

REWILDING PLANNER

4

PERSONAL AI MODERATOR

3

DECARBONISING TECHNOLOGIST

2

DIGITAL TRANSPARENCY OFFICER

1

5
ACCESSIBILITY DESIGN STRATEGIST

6

RESEARCHING EMERGING INTERNATIONAL MARKETS LIKE INDIA, AFRICA, INDONESIA  
AND SOUTH AMERICA TO HELP FUND GLOBAL ACCESS TO EDUCATION IN TECHNOLOGY.

USING VIDEO GAMES AS A BLUEPRINT FOR NATIVE PLANTS AND WILDLIFE ANALYSIS TO 
HELP PROMOTE HYPER-LOCAL BIODIVERSITY AND DEVELOP DE-EXCTINCTION STRATEGIES.

RUNNING REGULAR COMPANY INTERNAL TRAINING AND RECRUITMENT PROGRAMMES 
CENTRED AROUND VALUES OF DIVERSITY, INCLUSION AND BELONGING IN BUSINESSES.

USING SIMULATIONS TO PROTOTYPE CIRCULAR SYSTEMS OF NATURE, DESIGN ZERO-WASTE 
PRODUCTS AND MAKE SYSTEMS THAT CAN RETURN AND REPLENISH NUTRIENTS TO EARTH.

A BRAND EDUCATOR SHARING INTERNAL METHODOLOGIES TO EDUCATION INSTITUTIONS 
ACROSS THE WORLD TO DEMOCRATISE VARIOUS INNOVATION AND DESIGN PROCESSES.

INNOVATING MATERIAL CYCLES AND ZERO WASTE PRACTICES IN BUSINESSES FOR  
MORE EFFICIENT, CONSCIOUS AND PROFITABLE PRODUCT AFTERLIFE JOURNEYS.

10

11

12

Gaming jobs & responsibilities of the future

NEXT BILLION USERS RESEARCHER

NATIVE SPECIES ENGINEER

HUMAN ETHICS MANAGER

9

SYMBIOTIC NATURE ARCHITECT

8

OPEN-SOURCE AMBASSADOR

MATERIALS AFTERLIFE DESIGNER

7



CONCLUSIONS
Manifesto for building future of video games



MANIFESTO  
FOR  

BUILDING  
VIDEO  
GAMES

1. PUT SOCIETY CENTERED  
DESIGN FIRST\
Our current ‘user-centered’ design approach in the technology space needs to 
shift to a wider understanding of society and the collective landspace. As outlined 
in IF Studio’s Society Centered Design framework, designing for society means 
designing for the broader systems in which we live in. To impact and shape these 
systems, we must merge care, civic commons, citizen empowerment and public 
health into the future of technology and gaming.

4. DIVERSIFY TEAMS,  
NOT JUST YOUR CONTENT
Video game companies need to be more open-minded around the  
discussion of what true diversity looks like in a company. Funnelling  
all diversity hires, or marketing statements, into one space is not a  
real solution. The decision makers, influencers and storytellers of the  
company need to reflect diversities of culture too, so games can be  
truly diverse and built from the ground up together.

2. SHARE CONTAGIOUS  
OPTIMISM AND POSITIVITY 
As highlighted in Positive Directions, video games can be used as a successful 
platform to empower and educate others in both creativity and resilience.  
It’s time for a new language in sustainability. Let’s switch the lexicon of guilt, 
negativity and obligation to imagination, optimism and opportunity. 

6. DON’T JUST SHARE  
INFORMATION, IMMERSE 
PEOPLE IN IT\ 
  
Sharing information is no longer enough. Brands, businesses and  
designers need to immerse people in order to see lasting impressions 
and influence impactful action. Storytelling through video games is  
the perfect platform as each player feels the reverburations of every 
decision made. The unique qualities of video games help players build 
real-world connections, feel genuine emotion and expand awareness  
in a way that is so fun that it doesn’t feel like learning or education.

3. DESIGN DECENTRALISED  
GAMING SYSTEMS 
Open-source and democratised gaming systems can distribute the  
power of technology to enable people to work together to solve  
complexity. There is no silver bullet for sustainability and to improve  
this understanding we need to get better at listening to real-life  
communities. We should support the rise of cooperative ownership  
so profits and value creation can be directed straight back to the  
communities served.

5. AVOID HAVING A NEUTRAL 
STANCE ON MORAL ETHICS\
In an age of information, ignorance is a choice. Future video game builders 
need to actively participate in navigating complex ethical challenges within their  
company walls as a daily habit. The 2030 jobs of the future list puts spotlight on  
the different responsibilities we can start to undertake. As choice in our infinite  
online world expands, gamers will demand higher value in the content they  
choose to participate in. It’s time for businesses to stop being ambivalent  
and prioritise thoroughly understanding and resolving important topics.
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https://societycentered.design/


• Start to map out and plan 10 year + strategy timelines 

• Work with existing sustainability innovators, in and outside of your field,  
to help research the different ways carbon emissions can be reduced

• Switch a ‘user-centered’ design language to ‘society-centered’ design 

• Make real-life conversations with your audience, not for just end  
UX design testing, but to listen to authentic audience needs 

• Ban intrusive monetisation models that cause gamer frustration

• Contribute to courses, funding and education in an open-source, 
democratised and collaborative pathway for future generations

• Switch the lexicon and language of sustainability from guilt, negativity 
and obligation to imagination, optimism and opportunity 

• Collaborate with diverse pools of talent, not just for the sake of it,  
or to fill a quota, but to create stronger, agile and better teams 

• Provide regular internal engagement and staff training to  
normalise navigating and solving complex ethical challenges 

• On each project make it a habit to ask: how can we reduce carbon  
emissions and leave the most positive impact on people’s lives? 

NOW

• Plan and execute  carbon emission reduction plans 

• Create pledges that give back profits to the people  
and communities that you serve 

• Set up 100% data transparency schemes to give back  
control to the end user   

• Create new online safe spaces for spirituality, healing  
and care support systems in virtual realms 

• Create gaming narratives that coexist with nature, 
wildlife and living things using AI simulations  

• Design positive role model characters within games  
to inspire the next generation of gamers and makers 

• Swap and ban black energy suppliers and investors,  
to renewable and green energy sources  

• Donate funds to schemes that help revive the planet 
and protect biodiversity in nature 
 

2030

• Create zero waste packaging and recycling systems  
to leave minimal environmental impact from products  

• Use AI systems in offices and tech centres to harvest solar,  
rainwater and renewable energy for conscious energy use 

• Use video games as a canvas to test, make and render 
new plants, species and terrain to rewild our world 

• Design decentralised technology, gaming and internet,  
so that billions of users and gamers around the world 
have access, including underdeveloped countries  

• Use video games as a platform to prototype, crowdsource 
and design new systems for our cities of the future

2050



I am hoping that the detailed layers of  
content, data, case studies and viewpoints in 
this report can become a useful set of tools  
for you to take away. The toolkits can be  
applied as a benchmark for yourself,   
a company initiative, or something that can  
be shared, adapted and built on with others.

The main thing I have learnt through doing  
this research is how stories of perseverance, 
patience and resilience can contribute to an 
undefeated and optimistic way of living.  
By using video games, we can learn and  
practice how to fail, and bound back, which 
will help us build better worlds for us, and  
for our future generations.

Get in touch for more information around  
this research, or if you would like to work  
together in making this future happen.

 
 

-

conclusion
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“PEOPLE WHO KNOW HOW 
TO MAKE GAMES NEED TO  
START FOCUSING ON THE  
TASK OF MAKING REAL  
LIFE BETTER FOR AS MANY  
PEOPLE AS POSSIBLE.“”
Jane McGonigal, author or Reality is Broken:  
Why Games Make Us Better and How  
They Can Change the World

As whole generations begin to formulate their 
identities, styles, personalities and culture 
around games, we are only just scratching the 
surface of what is possible within the video  
gaming space. 

This research has made it clear that new  
allegiances are needed to progress the industry 
forward. We must stop seeing the landscape as 
only profitable competition and instead speak 
to what gamers themselves want, bridging the 
mass exposure of huge gaming corporations 
with the ingenuity, nuanced and experimental 
thinking of indie games. 

We are beginning to see game designers  
collaborate with scientists, architects, sports 
specialists, mental health specialists, care givers, 
even spiritual healers, in a truly diverse alliance. 
The gaming industry shouldn’t be considered  
an independent silo. 

If we put care first at the centre of our efforts 
- for ourselves and the planet - we can move 
away from delivering solely for individual and 
singular ‘user’ needs. The myriad of cultures 
we have in society is complex and vast, so the 
worlds we create online should reflect this  
variety in audiences.

Above all, we need to stop framing sustainability 
as a moral obligation and instead use games as 
a platform to inspire and influence contagious 
optimism. The web is the single greatest  
distribution platform ever created, but sharing 
information is no longer enough. Video games 
have the ability to immerse people in deeper 
storytelling, onboarding people in a way that 
doesn’t feel like learning or practicing a skill. 
These virtual portals can become a key place  
in triggering actions of altruism, compassion  
and meaningful value creation.

futureofvideogaming@gmail.com
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