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Games are already solving problems, 

but can we also solve real-world 

problems through the game itself? 
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These games have been called 

Human Computation Games, 

Crowdsourcing Games, Citizen 

Science Games and Games with a 

Purpose (GWAP). 



I call these games Knowledge Games, 

because they help build knowledge. 



Humans	
  +	
  Computers	
  =	
  Problem	
  Solving	
  Gold	
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So,	
  Knowledge	
  Games—it	
  seems	
  like	
  a	
  no-­‐

brainer,	
  right?	
  



	
  

	
  

But	
  what	
  about	
  ethics?	
  

	
  

	
  

	
  

	
  

	
  

	
  

*	
  



1.	
  What	
  about	
  privacy	
  and	
  security?	
  How	
  can	
  

we	
  ensure	
  that	
  players’	
  ac%ons,	
  behavior	
  or	
  

ajtudes	
  in	
  a	
  game	
  not	
  get	
  used	
  against	
  them?	
  	
  







2.	
  What	
  about	
  authen%city?	
  How	
  can	
  we	
  

ensure	
  that	
  people’s	
  stories	
  and	
  ideas	
  are	
  told	
  

and	
  played	
  appropriately?	
  	
  



 

 



3.	
  What	
  about	
  data	
  validity	
  and	
  accuracy?	
  How	
  

can	
  we	
  ensure	
  that	
  players	
  are	
  providing	
  

accurate	
  results	
  in	
  a	
  game?	
  Does	
  the	
  game	
  

have	
  to	
  be	
  accurate	
  to	
  be	
  meaningful?	
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4.	
  What	
  are	
  the	
  design	
  values?	
  How	
  do	
  the	
  

biases	
  inherent	
  in	
  any	
  design	
  shape	
  the	
  

experience?	
  Are	
  these	
  communicated	
  and	
  is	
  

the	
  design	
  transparent?	
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5.	
  Are	
  players	
  having	
  fun?	
  Is	
  it	
  unethical	
  if	
  the	
  

game	
  makes	
  a	
  difference	
  but	
  the	
  experience	
  is	
  

tedious	
  or	
  even	
  exploita%ve?	
  At	
  what	
  point	
  are	
  

games	
  too	
  harmful	
  if	
  they	
  aren’t	
  pleasurable.	
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6.	
  Are	
  players	
  using	
  higher-­‐order	
  skills?	
  Are	
  we	
  

making	
  players	
  act	
  like	
  laborers	
  who	
  are	
  

contribu%ng	
  data	
  collec%on	
  or	
  basic	
  analysis,	
  

but	
  with	
  no	
  actual	
  interpreta%on	
  or	
  knowledge	
  

produc%on?	
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7.	
  How	
  do	
  social	
  interac%ons	
  and	
  community	
  

shape	
  the	
  game?	
  How	
  might	
  real-­‐world	
  and	
  

virtual	
  social	
  values	
  and	
  norms	
  affect	
  a	
  game	
  

and	
  one’s	
  experience	
  of	
  it?	
  	
  





8.	
  How	
  are	
  games	
  for	
  good	
  received	
  

differently?	
  Will	
  using	
  games	
  for	
  social	
  

scien%fic	
  or	
  humanis%c	
  purposes	
  be	
  as	
  well	
  

received	
  as	
  those	
  for	
  STEM	
  or	
  health?	
  	
  





9.	
  What	
  happens	
  next?	
  What	
  are	
  the	
  contexts	
  

and	
  communi%es	
  that	
  emerge	
  from	
  and	
  

around	
  a	
  game	
  and	
  how	
  does	
  it	
  shape	
  our	
  

future?	
  



Let’s	
  find	
  ways	
  to	
  use,	
  make,	
  and	
  research	
  

games	
  together!	
  



Thank you. 

 

Find out more at: 

 

 www.facebook.com/knowledgegames 

 

kschrier@gmail.com 

 

@drgamermom 

 

www.knowledgegamesbook.com 

 

Knowledge Games:  

How Playing Games Can Help Solve Problems, Create Insight, and Make Change 

(May 2016, Johns Hopkins University Press) 

 

Learning, Education & Games (Volumes 1 and 2) 

(ETC Press- FREE ONLINE) 

 


