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Purpose While digital games can hold a strong appeal* and positive outcomes? for older
adults, it is remarkable how few are designed for older adults. A recent survey of the game
industry found that only 1% of game developers is over 50° This project aims to improve
game design for older adults by enlisting them as game designers, and to collaborate with
undergraduate game design students in game design workshop. The project investigated the
following research questions: (i) What differences and communalities exist between the older
adult and college participants with regards to games? (ii) How do the students and older
adults collaborate and learn from each other during the workshop? (iii) What kind of themes
and game designs emerge from the workshop, and how do they appeal to both groups?
Method The workshop used a 4-step process that was spread across 5 sessions of 90
minutes. The workshop had a custom design, yet similar to what Howard et al.* described as
an analysis, generation, evaluation and implementation phase. First, the instructor introduced
the research team and explained the workshop to the participants. The participants (i.e., a
focus group of 5 retired older men with no experience playing modern video games and 4
male college students that were enrolled in a game design program) were given the opportuni-
ty to play a few independently published games. Next, they performed a free association exer-
cise and started the workshop generating ideas by writing them on blank playing cards. The
‘idea cards’ were collected and shuffled. In the next phase, they gathered in intergenerational
groups and received a deck of random idea cards per group. They were asked to order the
cards in clusters and make personal notes. Next, the participants summarized each cluster
onto a blank card. They moved to another table with clusters that were organized by a differ-
ent group and rearranged them and integrated them with their ‘'summary cards’. After this, the
teams were asked to design two or more game concepts and to illustrate them on flipcharts.
These visualizations were used to present the games to the others. Finally, everyone created
a paper prototype of their concept. These were shown and discussed, after which a focus
group session was held. Data was collected by means of observation® and was subsequently
analyzed using open, selective and finally theoretical coding®. Results & Discussion The
study revealed that (i) both groups came in with different expectations, (ii) both groups had
different creative interests, and (iii) both groups different in their perception of the medium (i.e.,
for the students it was a medium for self-expression, while for the older adults games are a
tool towards self-improvement). We found that the creative process was dependent on a bal-
ance of power between the student and older adults, and this balance was different for each
team. If the balance of power shifted too far to either side, the other team member discon-
nected and this stopped the creative process. The workshop resulted in 6 design concepts
(i.e., ‘escape the room’, ‘facing fears’, ‘dreamtime’, ‘dating an assassin’, ‘battlefield sim’, ‘game
of life’). Interestingly, the older adults seemed to steer towards games that were closely tied to
professional skills and accomplishments.
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