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famous quote “We don’t stop Google are bering that ic's only

.
playing because we grow old; the beginning.
we grow old because we stop a I l | I I I The former director of Micro
playing” has hecome the manrra sofi’s Xbox LIVE, Michael Kim,
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help each other lose weight. [n ’ sibile when [ife is but a game.
fact, this seems o be whar Tawir- . Joshua Fours, executive

ter cofounders Bix Stone and v director of the Mew York—based
Science Houge Foundation,
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Evan Williams have in mind for
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ous Corporation, which they

describe as an effort o “make
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systems that help people work
together to improve the world,”
Online games are growing multiplayer online role-playing
games,” or MMORPGs, such
as World of Warcraft, “Life-

ar a phenomenal rate, They

generated $15.7 billion in 2010,
and-style pames” are less
violent and mare altruistic

and thar figure is expecred

o double in the next five

years, according to market bur until recently were

research and consulting firm designed only to entertain.

DEC Intelligence. (Though CiryVille is one of the

perhaps not always through best-known examples:
Players run a small city
and advance through lev-

legal means, as an investiga-

tion into a popular poker site

recently revealed—it allegedly els by helping neighbors,

wirned out to be a giant Ponzi constructing buildings and

scheme.) In January, research collecring rent. A free game

firm eMarkever projected thae played over Facebook, itar-

the number of Internet users in rracred 61 million players atrer

the States who play games an just 50 days online. CigyVille's
dm|npcr. Zynga, the warld's
largest social-gaming company,

a social nevwork ar least once a
month will reach 27 percent this
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is beginning ro rransform irs
popular games into Fourss third
category: “games for change.”

or 4Cs, which rise above mere
entertainment to breach dhe wall
of social activism,

G4Cs intreduce an dement
af play to the higher purpose of
edusating the world and «ffec-
ing larpe-scale paradigm shifes.
With the nght game mechanics,
i.T SIS, any r.ha"q,ngl:, Icn:m
natural disasters to disease o fi-
nancial meltdowns, cin be salved
through crowdsourcing and 2
combination of incentive and
reward. France is using Cyber-
Budget, an online game thar asks
players o manage France’s budger
isues, in an effore o find real
solutions to the country's financial
problems. In PeaceMaker, by
Impact Games, the user assumes
the role of either the Lraeli or
Palestinian beader and works w0
resolve the conflicrs in the region.
MTV's Darfur Is Dying, which
teaches players about the dangers
of living in a refugee camp in a
genocidal environmenr, garnered
700,000 players its first month in
2006. Though a game of this sort
may seem o trivialine the atroci-
ties commitred in Diarfur, it did
have a real-world impact: Tens of
thousands of plavers, through one
area of the game, signed petitions
and e-railed politicians urging
their intervention.

FarmVille, another wildly pop-
ular Zynga game (this one has
people managing virwal farms),
firsr crossed ower inm GAC rerri-
tory when it incorporared fund-
raising for earthquake-devastared
Haitian families into the price of
virtual sweet potato seeds, Last
March, after an carthquake and
tenami micked northeas ]':pu.n_
the game offered a special an vir-
mual daikon, the Japanese radish,
and donared 100 percent of the
procesds o charig, Over dhe

With the right game mechanics,
it seems, any dmﬂenﬁe, Jfrom

natural disasters to

nancial

meltdowns, can be solved.

last owo years, Eynga, which
boasts a total of 275 million
unique monthly users, has

rased more l‘]'IiI.TI sfl mi”iun rncr
charitable canses, giving entre-
preneurs and humanirarians alike
hope thar the collective digiral
culture is on the verge of a mind
shifi. Recent history has demon-
strated thar when something
goes viral on Facebook. anything
can happen—including revalu-
tion. {Though, to be sure. the
events of the Arab Spring came
from something deeper than

a Twirter meme.)

ith the private beta
release this summer
of Livair, 2 gaming

network ﬂ'|:1‘ ENCOUTAEES the
development of sustainable,
positive habits, Michael Kim's
Kairos Labs is helping to develop

a fourth category of online play
called *behavior-change games.”
Kim helped develop rechniol-
ogy that was used in the Xbox
Kinecx, the gaming system that
uses 4 motion-detecrion device
o track users’ movemenes. “In
our research, we found people
were open i the idea of body
sensors,” he says. The explosive
popularity of the Kinecr—it
sold 3 record eight million units
in 60 days after its release lase
Movember—coincides with

the Aourishing bioferdback-
rechnology industry, imvolving
body monitors, like the Nike+,
Fitbit Tracker, BodyMedia

FIT, Basis awhone's
new UE thar rack and analyze
all kinds of stars steps aken,
miles run, calories burned,
sleep patterns, heart rates, body
remperarure, stress levels and

sy om. The devices then auo-
matically relay this data back

to proprictary sites and mohile
apps. Free sites like Earndlr.com
allow participants w compare
stars and compete with oth-
ers. Runkeeper.com, which has
six million users, is position-
ing itself as the place all of chis
information can be stored and
shared—the Facebook of fitness-
crazed bio-techies.

These devices amplify the
element of play in exercise by
making it casy and rranspar-
ent. They rurn daily activities
into social games; achleres or
dieters can know immediately
how far they've come and whar
they need to do to continue.
Ir's the compurer as ultmare
caretaker. “The facr is humans
are lazy,” says Andres Moran,
cofounder of Earndlt.com.
com, which launched in 2010,
“People don't want to have to
keep a journal of how many
hours they spenr ar the gym
or how many miles I.|1.q- ran.”
Caonsumers across the g]:ll.\:
have welenmed digital body-
monitoring devices to the de-
gree that investors see a market
in their surgical implantarion.

(rther sives in the behavior-
change category, such as
MeYouHealth.com, use a cam-
bination of games and daily
reminders for healthier living
o help users drink more warer,
ear berrer and stay connected
to fricnds. Earndlt.com offers
points for good behavior, earn-
ing users gilt cards for dodhing,
jewelry and snacks.

But Kim's conclusion is that
the real reward is the process,
the feeling of being a part of a
team, the recognition of your
peers. And, as Fouts nores,
“whether ics killing aliens or
improving your health, the key
is the element of play.” W

m Players of eight Zynga games raised $2.5 million in just two weeks for the Japan earthquake relief effort.




