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Thoughtful consideration to systemic 
constraints, unintended consequences, and 
terms such as identity and need.

Investigate phenomena rooted in an understanding 
of the intersectionality of multiple vulnerabilities.

C O M P L E X  S O C I A L  I S S U E S

HYPERVULNERABLES 



G A M E S  F O R  S O C I A L  C H A N G E

Serious games

CREATE:

that in turn 

MAKE: 

which

LEADS:

spaces of mitigated risk for social interactions, or the 
intentional communication between two or more 
individuals…

the unfamiliar and uncertain plausible, believable 
and tangible… 

to an embodied understanding of complex 
domains that would otherwise be 
inaccessible.



 Present individuals with multiple dilemmas; 
 Stimulate reaction and elaboration;
 Deconstruct social norms audience members; 
 Provide alternate ways of being (e.g., attitude, behaviors). 

G A M E S  F O R  S O C I A L  C H A N G E

TRANSPORTATION
IDENTIFICATION
PERCEIVED SIMILARITY



An estimated 1.8 MILLION CHILDREN are victims 
of sexual violence (e.g., forced prostitution) yearly

and 3 MILLION coerced and/or trafficked
contributing to an industry that generates over US$20 billion.

C O M M E R C I A L  S E X U A L  E X P L O I T A T I O N  O F  C H I L D R E N
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 Facilitated board game
 Constructed through CBPR//PAR framework
 Aimed at reducing stigma and increasing reporting 

of CSEC



TA R G E T  P O P U L AT I O N

Por Nuestras Calles seeks to reduce anxiety of CSEC  – that tends 
to increase reactance – thereby, diffusing and transforming the 
experience.











Modes for data collection





F I E L D  W O R K :  R U T A  M E L G A R



F I E L D  W O R K :  E J E  C A F E T E R O



F I E L D  W O R K :  M E D E L L I N



F I E L D  W O R K :  C O S T A  C A R I B E











F I E L D  W O R K :  C O M M U N I T Y  P A R T N E R S



TRANSPORTATION

SOCIAL 

HOUSEHOLD

COMMERCE

PUBLIC SPACES

REPORTING

G A M E  C O M P O N E N T S



G A M E  C O M P O N E N T S



G A M E  C O M P O N E N T S



DESTINATION DECK RISK DECK

G A M E  C O M P O N E N T S



REPORTING DECK NO REPORTING DECK

G A M E  C O M P O N E N T S



N E X T  S T E P S

0: Establishing relationships and project concept (Fall 2013 – Spring 2014)

1: Formative research, funding secured * (March 2014 – October 2014)

2: Community partner[s] buy-in, in-country (November 2014)

3: In-country interviews (January 2015)

4: Prototyping (February 2015)

5: Playtesting, in-country  (March 2015)

6: Game iteration (April 2015)

7: Playtesting, in-country (May 2015 - June 2015)

8: Randomized Controlled Trial (January 2016 – May 2016) 

9: Continued dissemination (May 2016- November 2017)

10: Training Program (January 2018 – December 2018)
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