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“Representation Matters.”

…okay, now 
what?





Let’s talk about how to
represent…

…not why we represent.



1.
Acknowledge and 

accept that players 

have implicit bias.



Flanagan, M., & Kaufman, G. (2016). Shifting Implicit Biases 
with Games Using Psychology. Diversifying Barbie and Mortal 
Kombat, 219-233.

1. Acknowledge and accept 
players have implicit bias.



Having implicit bias 

doesn’t make you a 

bad person. It just 

makes you human.

1. Acknowledge and accept 
players have implicit bias.



Hall, S., Evans, J., & Nixon, S. (2013). Representation: 
Cultural representations and signifying practices, second 
edition. Sage Publications.

Representation is a process.

We can also think of representations as 

1.To look like or resemble

2.To stand in for something or someone

Meanings aren’t real or fixed – continuously 

produced, defined, and redefined

Stuart Hall

1. Acknowledge and accept 
players have implicit bias.



Close your eyes 

and picture a tree.

1. Acknowledge and accept 
players have implicit bias.



1. Acknowledge and accept 
players have implicit bias.

Sign



“well-ingrained by powerful forces 

of socialization and inequitable 

media representations, but they 

are by no means impermeable to 

change.”

1. Acknowledge and accept 
players have implicit bias.

Flanagan, M., & Kaufman, G. (2016). Shifting Implicit Biases 
with Games Using Psychology. Diversifying Barbie and Mortal 
Kombat, 219-233.



2.
Create 

multidimensional 

characters.



2. Create multidimensional 
characters.



2. Create multidimensional 
characters.



2. Create multidimensional 
characters.



Empathy reduces 

prejudice.

2. Create multidimensional 
characters.
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Experience-taking 

increases empathy.

2. Create multidimensional 
characters.
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2. Create multidimensional 
characters.

Multidimensional 
characters

Increase 
chances of 

identification

Identification 
leads to empathy

Empathy encourages 
experience-taking

Experience-taking 
reduces prejudice & 
shifts implicit bias



3.
Depth AND Breadth.



3. Depth AND breadth.

Tomahawk, Oglala, Lakota, Sioux (Native American), late 
19th-early 20th century,



3. Depth AND breadth.



Breadth is the 

answer!

3. Depth AND breadth.



3. Depth AND breadth.



3. Depth AND breadth.



4 & 5
Design for Repetition,

and Find Balance.



“Reactance”

5. Find balance. Steindl, C., Jonas, E., Sittenthaler, S., Traut-Mattausch, E., & 
Greenberg, J. (2015). Understanding psychological
reactance. Zeitschrift für Psychologie.

I’m not going to believe it, 
because you told me to



4. Design for repetition.

Select driver, 
vehicle, and 

track

Race to beat 
opponents

Fix vehicle if 
damaged

Upgrade & 
unlock new 

drivers, vehicles, 
and tracks



6.
Empower players.



6. Empower players



6. Empower players



6. Empower players



7.
Acknowledge and 

accept that you have 

implicit bias.



7. Acknowledge and accept 
you have implicit bias.

DONTNOD Entertainment. (2024). FAQ. Tell Me Why Game. 
https://www.tellmewhygame.com/faq/



Conclusion



1. Acknowledge and accept that players 

have implicit bias.

2. Create multidimensional characters.

3. Depth AND breadth.

4. Design for repetition.

5. Find balance.

6. Empower players.

7. Acknowledge and accept that you 

have implicit bias.



Questions?

Ash Rezvani
Game Designer & Assistant Professor

University of Montana

@themagiccircle

@krucial_a

ashley.rezvani@umt.edu
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