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Purpose

To contribute to the
European project MiCREATE:
Migrant Children and
Communities in a
Transforming Europe

To review existing digital
tools aimed at fostering the
integration of migrant
children and preventing
racism and xenophobia.

Focus

To analyze existing serious
games (Abt 1970),
understood as games which
primary  purpose  moves
beyond entertainment

(Sawyer 2007) to approach
social issues.

1)

2)

3)

Research questions

What are the narrative
strategies used by serious
games to approach the
migration phenomenon?

From what perspectives
do they consider them?

What kind of discourses
around migration do they
reproduce or construct?



Standpoint

Digital tools embody specific
epistemological and political qualities in

their design solutions and form of usage.

Specific design choices may carry certain
arrangements of power and authority
(Winner 1980), underlying ideological
discourses (Chun 2005) and particular
conceptions about human beings (Turkle
2012).

Potential ethical conequences:

a)

The impact of persuasive technologies (Fogg 2003;
2009; Peirano 2019).

Visual displays and its power to promote or question
stereotypes (Haake and Gulz 2008).

The proliferation of technological solutionism
(Morozov 2013).

The growing datification of children and youth and
its contribution to ‘high-tech behaviourism’.

The collateral effects of digital capitalism (Zuboff
2019; Sancho et al. 2019).



Step 1

Initial research based
on searching the
keywords:

#refugees
#integration
#children
#multicultural
#serious games
#Happs

#migant integration

Step 2

Four main keywords:

(1) Migrant Integration
(2) Migration

(3) Refugees

(4) Integration

In the following

platforms:
e AppleStore
e PlayStore
e ltch.io

Step 3

Selection criteria:

e Address
migratory
phenomena.

e For children,
and teenagers.

o Free and
available for
download.

e English.

Step 4

20 serious games and
apps. _

Five serious games
for an in-depth
analysis.

Multimodal analysis
of digital
technologies (Kress,
2010) - political and
media discourse
about migration.
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they re controlling

everyone!
02:26 PM

And they're shouting and
they look quite angry...

02:26 PM

You should be able to
walk right through thanks

to your plane ticket.
& 02:26 PM

Maybe, but it's gonna take
HOURS!

02:26 PM

Put the phone down next to you
tonight, it will be like I'm there.



https://www.youtube.com/watch?v=zl9GyQuUltA

Finding Home-A refugees Journey
_ Rrirtomesh
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1:04PM 1:05 pm

V' Back Rizal

Offline

Of course Kathijah
11:04 AM

True, it's not exactly a place for a
young girl all alone to stay at

11:04 AM

I'll ask around for a place for you
11:04 AM

Tq uncle rizal!

Oh and one more thing... ch
oose a repl
11:04 AM

Yes, who r u?

Who am i speaking to?

What is it Kathijah?
11:04 AM

U can call me kat
11:04 AM

Alright Kat

Gallery Chats



https://www.youtube.com/watch?v=2J4Sqn2Q8R8

INSPIRATION

Some of the photos presented in the story were inspired by real-life photos taken
previously.
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My life as a refugee

il CARRIER 3G

A FEW HOURS LATER... A

The smuggler gets aggressive
and beats passengers.

Do you...
=» Submit?

=» Plot with others to throw
the smuggler overboard?

N
=.£  The UN Refugee Agency

(f\) UNHCR

My Life as a Refugee

Every day you make thousands of decisions.

Now imagine you're a refugee, forced to flee your
home to escape war or persecution. Suddenly,
each choice can be a matter of life or death.

Have you got what it takes to survive?

Continue ==

re reunited with your
ter, who now has
en of her own.

out what happens next



https://www.youtube.com/watch?v=E3YmRKQ19Ts

1. Tensions on
representation

1.1. To reproduce the critical
elements of a humanitarian script
(Aradau 2004 in Walters 2011).

1.2. To create paternalistic
discourses on migration from a

colonialist gaze (Fajardo 2019).

2. Possibilities on new
imaginaries

2.1. To construct story-telling
around well-defined and highly
specified characters, hence
moving away from the narrative
of the impersonal myth (Spivak,
2010).

2.2. To create new spatial
imaginaries of migrants'
subjectivities, practices and
experiences (Casas-Cortes and
Cobarrubias 2007).

3. Ethical risks and
intricacies

3.1. The reproduction and
construction of discourses on

migration and refugees.

3.2. Focusing on the anecdote
rather than getting new

perspectives on migration.

3.3. Sustaining the hegemony of
technological solutionism
(Morozov 2013) in digital
capitalism (Zuboff 2019).
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