Belonging Game Makers Mosaic

The purpose of the Mosaic is to use practical experience to inspire and guide social innovations as they move forward.  This mosaic illustrates key patterns of play and social innovation.  It also identifies gaps that might be necessary to mobilize the playful nature of our constituencies to end isolation and loneliness.
	Principles (New standards emerging from practical applications that are meant to inspire and guide the innovation process going forward.)
	Main Factors (Characteristics that distinguish video games from Belonging Games):

	
	Singular focus on the interaction between human and machine.


	Goals and outcomes of games are not meaningful for personal or social development


	Social networks with limited or underutilized connections


	Culture of disconnection.  Language and assumptions that separate and isolate people from one another.

	Play-based interactions can be a safe way to form and foster relationships
	Scavenger Hunt/The Amazing Race
	
	
	Cruel 2 be kindWitchhunt/Mafia
Werewolves

	Inclusive teamwork requires respectful relationships and mutual understanding
	Who’s got the envelope?
	
	
	The Go Game

	Players and game-developers are connected to networks of power and resources
	
	Serious Games Initiative
	
	

	Technology can be a useful tool – e.g. peoples’ proclivity for real world action can be engendered through online social networking
	
	UN Hunger Game
Darfur is Dying
Games for Change
Ayit: The Cost of Life
	Second Life
	Peace Maker Game

	Fun, spontaneity, mystery, intrigue, fiction and fantasy draw players to play
	I Love Bees
The Beast
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