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WHAT IS OUR JOB AS GAMES 
EDUCATORS TODAY?
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GENERATE HIREABILITY
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“TO FINISH THE GAME I HAD TO BREAK UP 
WITH MY SIGNIFICANT OTHER” 

- games student 2019
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HOW DO YOU HAVE A STABLE LIFE IN AN INDUSTRY 
WHICH DOESN’T SEEM TO OFFER ONE? 

- Katie Chironis, Polygon March 2019
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HOW DOES MY COURSE EQUIP YOU 
TO DEFINE YOUR SPACE IN GAMES 

CULTURE?
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DISCLAIMER
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PARTICIPATORY GAME DESIGN
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enibolas.itch.io/jocoi @enibolas



TEACHING JOCOI

1. Course Context 
2. Preparing Course Materials 
3. Guiding Ideation 
4. Running User Tests 
5. Why Care?
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1. COURSE CONTEXT
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game development 
project course (Denmark)

Bereavement self-help 
group Regenbogen (Austria)
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MUSE-BASED 
GAME DESIGN

Rilla Khaled
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[M]use- based game design [is] an experimental empathic design 
approach foregrounding a dialogic artist – muse relationship between 
a game designer and player. Following a user research stage focused 
on learning about the player, the designer forms idiosyncratic design 
constraints inspired by and relating to the player, which are then used 
to inspire ideation. 

- Rilla Khaled, Muse-Based Game Design, 2012  
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2. PREPARING COURSE MATERIALS
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3. GUIDING IDEATION
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[R]epresentation is not outside the event, not 
after the event, but within the event itself; it is 
constitutive of it. 

- Stuart Hall, Representation & the Media  
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SYMBOLIC  
MODELLING
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BEING VULNERABLE IS A  
GAME DEVELOPMENT SKILL
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4. RUNNING USER TESTS
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MEASURING EMOTION?
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In affective computing, affect is often taken to be another kind of 
information—discrete units or states internal to an individual that can 
be transmitted in a loss-free manner from people to computational 
systems and back.  

- Kirsten Boehner et al, How Emotion is Made and Measured, 2007   
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CULTURAL PROBES Bill Gaver et al @enibolas
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WHY CARE?
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EPILOG
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THANK YOU 
Ida Toft &  

Simon Nielsen
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