
-

-

Published by :

----------

Vol 1 - Issue No. 1International Journal 

of Games 
and Social 
Impact 



Vol. 1. Issue no.1 
Publication: Jan 2023 

The International Journal of Games and Social Impact is a semiannual open-access publication for games research and critique 
on social change, inclusion, education and Human Rights. IJGSI aims to research, discover, and foster links between games 
studies in academia and civil society through educational and knowledge exchanges.

Editorial correspondence to be addressed to:

International Journal of Games and Social Impact — Hei-Lab, CICANT, Universidade Lusófona, Av. Campo Grande, 388,  
Ed. U, Gab. U.1.10, 1749-024 Lisboa, Portugal

Editors:
Pedro Neves 
Carla Sousa
Filipe Luz
Micaela Fonseca

Editorial Board:

Conceição Costa 
Lusófona University

Christos Gatzidis 
Bournemouth University

Henrique Galvan Debarba  
ITU Copenhagen

Jorge Oliveira 
Lusófona University

José Neves 
Lusófona University

Kursat Cagiltay  
Middle East Technical University

Leonel Morgado 
Universidade Aberta

Marco Scirea  
University of Southern Denmark

Nelson Zagalo  
University of Aveiro

Nuno Fachada 
Lusófona University

Pedro Gamito  
Lusófona University

Phil Lopes  
Lusófona University

Rui Prada 
INESC-ID

Acknowledgments
This journal was funded by Fundação para a Ciência e Tecnologia (FCT), under HEI-Lab R&D Unit (UIDB/05380/2020), CICANT 
R&D Unit (UIDB/05260/2020) and Project PlayersAll: media agency and empowerment (EXPL/COM-OUT/0882/2021).

Online version at: https://revistas.ulusofona.pt/index.php/ijgsi 
ISSN: 2975-8386
Authorial copyright © 2023
Licensed under the Creative Commons Attribution Non-commercial Share Alike (by-nc-sa)

Cover Image:  
Game: Capture. Authors: André Santos, João Silva, Roberto Júnior; Year: 2018; Produtor: Universidade Lusófona

Design by Rute Muchacho

https://revistas.ulusofona.pt/index.php/ijgsi


CONTENTS

4 EDITORIAL
 Pedro Neves, Carla Sousa, Filipe Luz, Micaela Fonseca

8 SEE ME PLAY!
 SELF-PORTRAITURE IN PSEUDO-MUSEUMS AS IMMERSIVE PLAYSCAPES FOR ADULTS
 Katriina Heljakka 

34 MORAL COMPLEXITY IN VIDEOGAMES: A PRAGMATIST APPROACH
 Benjamin Hanussek 

54 SCHOOL AS PLAYGROUND: DISCUSSING A PLAY STRUCTURE FOR HIGHER DESIGN EDUCATION
 Marta Guerra Belo

68 MASTERING MODERN BOARD GAME DESIGN TO BUILD NEW LEARNING EXPERIENCES:
 THE MBGTOTEACH FRAMEWORK
 Micael Sousa

94 PLAYING WITH FAKE NEWS: STATE OF FAKE NEWS VIDEO GAMES 
 Scott DeJong


	_Hlk80095189
	_Hlk80283922
	_Hlk81402237
	_Hlk94711664
	_Hlk73480099
	_Hlk73443241
	_GoBack
	_okg7w58568de
	_lrzizn7vbo34
	_42137gjt1c1s
	_gyni1m5vzs9m
	_5c0a4tza2sv3
	_a2z0457nc3rp
	EDITORIAL
	See Me Play!
	Self-portraiture in pseudo-museums as immersive playscapes for adults

	Katriina Heljakka 
	MORAL COMPLEXITY IN VIDEOGAMES: A PRAGMATIST APPROACH
	Benjamin Hanussek 
	SCHOOL 
AS PLAYGROUND
	DISCUSSING A PLAY STRUCTURE FOR HIGHER DESIGN EDUCATION

	MARTA BELO
	Mastering modern board game design to build new learning experiences:
	the MBGTOTEACH framework

	Micael Sousa
	Playing with Fake News: State of Fake News Video Games 
	Scott DeJong



