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Introduction

ABSTRACT:

The Newsgames gain more space as a new
language of journalism, taking the
information through the playfulness of the
games. In this sense, stimulating the
development of this tool becomes
crucial. This article derives from a doctoral
thesis that used applied research to establish
a methodology for developing newsgames .
Thus, it presents a synthesis of the work,
highlighting the key concept of the Game
Design Document for Newsgames (GDDN),
and the method used in the workshop for the
planning and development of journalistic
games, held at the Universidade Federal de
Santa Catarina (UFSC), which brought
together professionals from the labor market,
undergraduate and graduate students.

KEYWORDS: newsgames, applied research,
journalism

Before being publicized, an article for radio, TV, print or internet is planned,

selected and only then produced. Using games in journalism also follows this logic,

requiring planning before putting your hand in the codes.

In order to clarify the horizons about this process of construction of journalistic

games, this article will present the method used in the workshop “GDD

for newsgames (GDDN)", which was part of the discipline “Special Topics in Journalism

XVIl - Empirical

three newsgames were developed.

and Applied Research Questions in

Journalism”, in which

The subject was taught in 2018 at the Universidade Federal de Santa Catarina

(UFSC), targeting undergraduate and graduate journalism students, as well as

professionals from the labor market.

This is an applied research based on the active learning methodology proposed

by Moran (2013). On that occasion, three methods proposed by the author were

used: “project-based learning”, in which students were involved with tasks and
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challenges to develop a project; “collaborative learning, among peers”, based on the
definition of in-person interest groups that shared knowledge to resolve doubts; and
“personalized learning”, in the sense that the activities were adapted to the rhythm and
needs of each group.

In order to systematize this proposal and make it clearer how the workshop was
planned, this article is organized into four sections: Concepts and definitions
of newsgames, the Game Design Document for Newsgames (GDDN); Methodological
description of the workshop; Newsgames developed.

The first two refer to the central theoretical content presented to the students,
which conceptualizes, defines and structures the planning of newsgames. The following
two expose the characterization and organization of the workshop, as well as the games
developed in it.

Thus, by disclosing the paths followed in the workshop “GDD
for newsgames (GDDN)", it is hoped that this work will be an initial guide in the
development of newsgames, in the sense that other people, journalists or not, can
replicate the steps here exposed and thus plan and produce or guide the production of

new journalistic games.

Newsgame concepts and definitions

In an attempt to propose reflections on politics through his games, the
Uruguayan journalist and designer Gonzalo Frasca (2003) coined the
term newsgaming in mid-2001. Then came a style of game with the proposal to convey
the developer's opinion, with the characteristic of political cartoons and cartoons in
newspapers.

Adapted to newsgame, the term refers to games whose content originates from
news or ongoing events so that, through objectives and mechanics, the player is
transported to the pictured scenario and can thus reflect on that theme.

Like Frasca (2003), Sicart (2008) also considers that public debate is present in the
dynamics of newsgames. In turn, Treanor and Mateas (2009) reinforce the
approximation of journalistic games with political cartoons, but emphasize the need for
the graphic and interactive elements of these games to encourage in the player the same

positioning of the vehicle on the topic addressed.
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Treanor and Mateas (2009) still believe that the relevance of s Newsgames s in
persuasive focus of its content, thereby allowing them to continue drawing attention,
even if it is no longer highlighted in the press.

The authors illustrate this position citing September 12, a game developed
by Gonzalo Frasca and released in 2003, with the aim of causing reflection on the
American strategy of carrying out a “surgical bombing” in retaliation for the terrorist
attack of September 11, 2001.

Figure 1 newsgame September 127 - home screen

This Is a simulation.

It has no ending.
It has already begun.

€ rules are deadly simple.
You can shoot.
Or not.

This is a simple model

Source: http://www.newsgaming.com/games/index12.htm.

For the authors, a newsgame can fit into more than one genre, as long as its
characteristics contemplate the specificities of the different modalities.

When performing a search for newsgames, itis possible to find projects
developed both by journalistic vehicles and by independent producers. In the latter case,
developers are not always trained in journalism, so they produce the game inspired by a
journalistic story, but whose focus is entertainment.

Marciano (2020) argues that newsgames are intended to inform or propose a
reflection on the content portrayed, therefore, such games inspired
by journalistic content, but focused only on entertainment, do not meet this
requirement, being considered by the author as a Game Based on News (JEN).

To establish this differentiation, Marciano (2020) analyzes whether the
informative content is present or not within the graphic elements of the game, thus
defining three parameters: Direct Audiovisual Presence of the Informative Content
(PADCI); Production and Verification Team (EPA); Direct Audiovisual Presence of Sources
(PADF).
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The Direct Audiovisual Presence of Information Content (PADCI) aims to identify
whether the game focuses on entertainment or presents elements that add something
to the original content or theme.

In the case of newsgames, PADCI acts through journalistic information that is
“presented in some way within the game (text, videos, photos, illustrations), thus
proposing a reflection, extra content or counterpoint on the theme/ information
portrayed” (MARCIANO, 2020, p.66).

As the focus of the Game Based on News (JEN) is entertainment, PADCI is
not manifest, so that the graphic elements are only references to the journalistic content
of inspiration, that is, there is no information in them that add or propose reflection on
the thematic addressed.

The Production and Verification Team (EPA) seeks to identify if among the game
developers there is someone responsible for the journalistic verification of the content.

In the newsgame development team there is at least one person, usually a
journalist, responsible for checking the content, checking the veracity of the facts and
defining what will be portrayed and inserted in the game. Developers' names and their
respective roles are usually visible in some part of the newsgame intended for credits.

In the production of Games Based on News (JEN), thereis no concern to
check/verify the content, only a journalistic theme is necessary for reference. Often these
games don't have a field with the developers' names on them.

Finally, the Direct Audiovisual Presence of Sources (PADF) is intended to identify
whether the game presents the original sources that served as a reference for the topic
addressed.

In a newsgame, presenting the informative sources reinforces the journalistic
aspect and character, so that the sources are usually presented directly, in some game
menu, or through links in the gameplay objects.

In the Game Based on News (JEN), the absence of the source of information
signals the priority of entertainment and, eventually, the source that supported the topic
is presented. In this sense, even though the graphic and sound elements refer to
journalistic material, the player will only understand this reference if he has a previous
contact with the content that inspired the game production, unlike newsgames that

provide easy access to the original source.
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To ensure that a game is in fact a newsgame, Marciano (2020) recommends that
it present the three parameters, but reinforces that the Direct Audiovisual Presence of

Information Content (PAD Cl) is the differentiating requirement:

It is not enough just to say on the credits layout that a journalist
participated in the development, nor to place the link to the source
story in isolation. What distinguishes the newsgame from the Game
Based on News (JEN) is the fact that the former presents
information that aggregates or proposes some reflection on the
reference content, whether they are present in the gameplay or in the
internal layouts (MARCIANO, 2020, p. 71).

In addition to understanding these definitions, to develop a newsgame itis
necessary to plan and structure the ideas before putting your hands dirty.
That's where the Game Design Document for newsgame s (GDDN) proposed by

Marciano (2020), a kind of road map for the construction of journalistic games.

The Game Design Document para Newsgames (GDDN)

Just like the telejournalism page, the Game Design Document for
Newsgame (GDDN) helps the team work, structuring what will be present in the game
and making it clear at which points the journalistic content will appear.

Associating the definitions of journalistic lead established by Lage (2001) and the
ten-page GDD, placed by Rogers (2014), in his proposition, Marciano (2020) structures
the Game Design Document for Newsgames (GDD) into 13 topics, briefly described to

follow:

1- History (What?): answering the journalist 's first question (What?), this topic
details the game's history with a beginning, middle and end, presenting the
theme or matter that serves as the basis for the newsgame.

2- Objectives (Why?): as well as the sixth question of the leader (Why?) describes
the cause of the fact reported, this topic describes the purpose of the game
(educational, commercial, etc.), to which audience it intended and what the
player needs to do to complete it.

3- Team and deadline: this item define how many members will participate in
the project and their functions, as well as the time available for
development. To better divide the tasks, the author recommends that the

minimum team be composed of a journalist (responsible for investigating the
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journalistic content and verifying how it is being inserted in the newsgame),
a programmer (whose function is to bring the game to life, whether encoding
the digital game or making the board, cards and analog game pieces) and an
artist (who will develop the game's graphic elements, such as scenarios,
characters and sounds).

Gameplay and platform (How?): this is one of the most important topics in
GDDN, as it will detail the game mechanics, such as movement and actions
of characters and enemies, victory and defeat conditions, game style
(platform, cards, board, etc), rewards and challenges, as well as where it will
be available (PC, browsers, consoles, android ,
|OS, etc ). The leader's question five (How?) presents the way in which the
event occurred. The same way this topic describes all the technical aspects of
the game, that is, how it should be developed and played, and where the
journalistic information will appear on newsgame.

Characters (Who?): in the journalistic role, the second question (Who?)
indicates those involved in the matter. Likewise, this GDDN topic should
describe who the characters in the game are, including their physical
characteristics, personality, actions, and their role in
the newsgame storytelling.

Enemies: if the newsgame has enemies such as monsters or items that
cause damage, they must be detailed in this topic, indicating, among other
things, how they are, at what times in the game they appear and how they
affect the player's progress (takes lives, subtracts points, etc). It is important
to note that in this topic everything that poses difficulty for the player's
advancement should be described, that is, a game that does not have enemies
in the form of avatars, but has timed phases, has time as an obstacle,
being necessary  describe here how running the «clock can
affect newsgame advancement.

Game Universe (When?, Where?): this topic should detail the game
environment, that is, how the scenarios will be, how many phases the game
will have, what their connection, etc. will be. In the journalistic lead, question
3 (When?) is about the moment when the event occurred, while question 4

(Where?) presents the place of the fact. The same logic is described here for
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the newsgame, so that the game's universe will place the player in the time
and place where the story takes place.

8- Controls: this topic details the input and output characteristics
of the newsgame, that is, which commands the player must execute
to interact (press buttons, click, scroll the screen) and what they will
correspond to in the game (move the character, move from setting, etc). It is
important to emphasize that if a newsgameis developed for more than one
platform, it is essential that this topic describes the form of interaction in each
of them (for example, use of joystick to play on PC and touch screen
commands for mobile devices).

9- Camera: this topic refers to the player's view of newsgame objects, such as a
first or third person view of the game.If there are different views in
the newsgame, it is necessary to define here where these changes will occur,
for example, in the transition between scenarios.

10- Interface: in this topic it should be described how the visual elements will be
arranged on the game screens, such as button order, inventory, position of
enemies and items, in addition to the game indication elements, known as
HUD! (Heads-Up Display).

11- Cutscenes: this topic deals with videos, texts or animations inserted in the
middle of the game to explain or illustrate something in the story. If
developers choose to insert them in the newsgame, it should be detailed here
in which moments the cutscenes will appear, describe their script, as well as
define the tools used for their production and capture.

12- Schedule: with the deadline defined, it is important that developers plan the
activities, describing in this topic how the tasks will be divided between the
team and the deadline for execution. Good schedule management facilitates
the work and guarantees the quality of the newsgame: thus, a weekly follow-
up meeting is recommended, in order to verify that the work is on schedule
and solve any unforeseen issues.

13- Budget: having control of expenses in any project is fundamental and in the

development of journalistic games it would be no different. If the team

1 Heads- Up Display (HUD) are on-screen markings, known in games as attributes. They serve
to place the player inside the game, so that he can follow his progress (amount of life, powers,
collected items, timer indicating how much time is left until the game ends, etc.).
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receives funding for the production of the newsgame, it is in this topic that
the costs must be detailed, entering in a spreadsheet all expenses, such as

labor, equipment, software, space maintenance, publishing and marketing.

Analyzing the Game Design Document for newsgame s (GDDN) proposed by
Marciano (2020), it is clear that 13 items can be organized into three groups: Required
Topics, Optional topics and Administrative Topics.

Mandatory Topics refer to those items that must be included in the planning of
any newsgame, and are directly related to the technical details of the game.

Thus, this group is composed of eight topics: History (What?), Objectives (Why?),
Game Universe (Where? When?), Team and Deadline, Controls, Gameplay and Platform
(How?), Camera and Interface.

Formed by the items Characters (Who?), Enemies and Cutscenes, the Optional
Topics group refers to elements that may or may not integrate the newsgame,
depending on the gameplay mechanic chosen by the development team.

For example, a team that wants to develop a newsgamein which journalistic
content is presented using card game mechanics does not need to fill in these three
items from the Game Design Document for Newsgame s (GDDN), as the game will have
none player-controlled character, cutscenes or a minimum time to be played.

Finally, the Administrative Topics group includes the Schedule and Budget
items. Even if a newsgame has a big deadline and has no recipe for its development, it is
important that the team think about these two items when writing the Game
Design Document for Newsgame (GDDN).

They were separated from the others not because they are expendable, but
because they refer to administrative aspects of the project, unlike the others that are
directly linked to the technical part of the games.

In this sense, doing the exercise of defining a schedule and budget in the GDDN
helps to better organize the work, and these two topics will be required if the teams
submit the project to a funding notice.

It is important to point out that “a newsgame does not necessarily need to cover
all GDDN topics presented here; however, it is necessary that its informative and
gameplay structure are well defined” (MARCIANO, 2020, p.86).



e-ISSN n° 2447-4266
rQVISEQ v Palmas, v. 7, n. 3, p. 1-23, jul.-set., 2021
O bservatorlo http://dx.doi.org/10.2087 3/uft.2447-4266.2021v7n3a3en

In other words, to be considered a newsgame, itis essential that the journalistic
content is clearly present in the game (phases, characters, menus, etc.), in order to
propose to the player a reflection, counterpoint or complement to the topic addressed.

The concept of the Game Design Document for Newsgame (GDDN) served as
the basis for the Applied Research developed in the workshop format, in the journalism
course at the Universidade Federal de Santa Catarina (UFSC).

The description of the activity as well as some of the results will be presented

below.

Methodological description of the workshop

In order to apply the Game Design Document for newsgame s (GDDN) shown
above and make the students were planning and produce journalistic games, the
development workshop had the audience undergraduate and graduate degrees in
journalism, plus of professionals in the labor market.

She was part of the discipline "Special Topics in Journalism XVII — Empirical and
Applied Issues in Journalism Research”, taught in 2018 at the Federal University of Santa
Catarina (UFSQ).

The workshop was divided into six meetings, lasting 4 hours each, being taught
to 20 students and developed in the computer lab equipped with desktops, overhead
projector, blackboard, stable internet connection via network cable and work tables.

In addition to the desktop connected to the overhead projector, which was used
in the presentation of students and for teachers' explanation, the following materials

were made available to students:

1- form for consultation and identification of newsgame concepts;

2- form for completing the GDDN, containing an explanation of each of the
13 topics;

3- lined sheets, unlined sheets, pencils, erasers, rulers and pens;

4- 8 computers in the lab, all equipped with the Construct 2 software

available for the team s could research and develop newsgame.

For the workshop, two objectives were established:



e-ISSN n° 2447-4266
rQVISEQ v Palmas, v. 7, n. 3, p. 1-23, jul.-set., 2021
O bgzrVQEO{'IO http://dx.doi.org/10.2087 3/uft.2447-4266.2021v7n3a3en

1- To introduce Game Design Document for Newsgames (GDDN) to
determine whether its topics exposed were clear as to the participants
get a game plan following them;

2- Assist teams in programming the Construct 2 software so that they could

develop at least one of the phases planned in GDDN.
The working method was structured in five parts:

a) presentation of general concepts about the study of games;

b) conceptual presentation of Serious Games and newsgames, the
categories proposed by Bogost, Ferrart and Schwaizer (2010) and the
stages of development;

c) presentation of the 13 topics of the Game Design Document for
newsgame s (GDDN) and differentiation between Newsgames and Game
Based on News (JEN);

d) creation of groups so that they could analyze GDDN topics, plan
a newsgame from it and use the form as a query and record of what was
defined in each topic during planning;

e) assist teams in developing games with Construct 2 software.

At the first meeting of the workshop the students were introduced to the
concepts of game studies, definitions Serious Games, besides the concept, categories

and process development the newsgames.

Figure 2: cover of the presentation of class 1

JOR: Topicos Especiais em Jornalismo XVII - Metodologia de Estudos em
Newsgames

PPGJOR: Questdes Empiricas e Aplicadas da Pesquisa em Jornalismo -
Metodologia de Estudos em Newsgames

Source: https://prezi.com/view1rYtth'lBIw3u HH9bEf7/
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In order to introduce the students to the theme of the next class, at the end of
the first class, they were given an exercise in analyzing newsgames.

Figure 3: exercise proposed in the first meeting

Atividade:

Escolha um nex

se enquadra

Source: https://prezi.com/view/1rYthrYiBlw3uHH9bEf7/

The Game Design Document for Newsgames (GDDN) was presented to students
at the second meeting, as well as the differentiation between Newsgamesand Game
Based on News (JEN).

Figure 4: cover of the presentation of class 2

DD PARA NEWSGAMES (GDDN)

Especiais em Jornalismo XVII - Questdes Empiricas e Aplicadas da Pesquisa em Jornalismo
Carlos Marciano - Rita Paulino

Orgamento

u«.ﬁgw Inimigos Newsgames

X
Jogos Embasados :
em Noticias

Cronograma
omo?)
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Source: https://prezi.com/view/1rYthrYiBlw3uHH9bEf7/

After being introduced to the concepts, the following four meetings were made
available so that students could develop the newsgames.

Thus, the students were divided into groups, so that each team would need to:

1- choose a theme and develop new journalistic material that would serve
as the basis for the project;
2- plan the game, structuring it by filling in the GDDN topics;

3- produce a digital newsgame using Construct 2 software.

In order to standardize and ensure that the products developed were

considered newsgames, games should meet six requirements:

a) Menu screen: with the name of the game and at least one button that led
to the gameplay screen.

b) Information with game credits: that is, present a screen with the name of
the developers and their respective roles.

¢) Information about the game: presenting the theme addressed and the
context in which the newsgame was developed.

d) Gameplay screen: with at least one complete playable phase and at least
one element that referred to the theme covered in the article produced
by the team.

e) Win and lose screens: accessed, respectively, when the player won and
lost the game.

f) Link to present the report in a new browser tab: this can be through a

button or interactive element in the gameplay.

Aware these requirements, the teams gathered for structuring of GDDN and
encoding of newsgames and presented the following three projects developed: SOS

Hercilio, Fact-checking O Jogo — Fato ou Fake, and Mete a Colher.

Developed newsgames
After knowing the concepts and structuring the newsgame on GDDN, each team

started the development of the idealized game using the Construct 2 software for coding.
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In practice, the lecturers presented Construct 2 to the students, explained how it
worked and only then did each team dedicate itself to the respective project, closely
following the professors to resolve doubts related to conceptual and coding aspects.

It is important to emphasize here that any game development software could be
used in this stage of the methodology, so Construct 2 was chosen by the workshop's
teachers because it was, at the time, a free tool, with a friendly and easy-to-use interface,
as it does not require prior knowledge of any programming language.

In this sense, the presentation of the games below aims to illustrate the results
and focuses on the content and form of each newsgame, thus allowing to present the
methodology developed in the workshop without restricting its application to a specific

tool.

SOS Hercilio?

Developed by students Leticia Beilfuss, Luciana Ledo, Luiz Claudio, Ricardo Aoki
and Thiago Malkowski, the newsgame had as its theme the Hercilio Luz bridge, a
postcard of the city of Florianopolis.

Both the article and the newsgame tell the story of the construction of the bridge,
inaugurated in 1926, highlighting the imbroglio behind its restoration.

The menu screen corresponds to requirement “a”, as it presents the name of the

game centered and the buttons “Play”, “Read News" and "About”.

Figure 5: SOS Hercilio newsgame — Menu screen

S0S

HERCGILIO

ravaVAVAVAVAVAVAVAVAVAV . VAWV ViVAVAVAVAVAVAVAV AW va:
AT ~— T

‘@e

f)0oAR NI U RINGTICIAY

Source: https://aokittos.itch.io/sos-hercilio

Although the material that served as the basis for the newsgame was not
presented in an external link, the “f" requirement was also met, as it is fully presented

within the game, being accessed when the player clicks the “read news” button.

2 Available at https://acokittos.itch.io/sos-hercilio
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Figura 6: SOS Hercilio newsgame — The story is inserted in the game

Ponte Hercilio Luz: 96 anos de histéria e muitas incertezas

Um dos principais monumentos historicos de Santa Catarina segue com a obra de restauragéo inacabada. Em junho deste ano, a Ponte
Hercilio Luz recebeu um aditivo de R$ 37 milhdes do Governo do Estado, para atender alteragées no projeto original e possibilitar a abertura de
novas frentes de trabalho. Com isso, ja foram investidos, até o momento, quase R$ 192 milhGes, mas a restauragao ainda parece longe de
terminar.

A ponte foi interditada em 1991 por ma conservagao e, nos anos seguintes, passou por manutengao. O primeiro contrato de recuperagao foi
assinado em 2006 e, desde entao, outras emp assumiram e ab aobra. Em abril de 2015, a reforma foi retomada com previsao
para.a entrega da restauragéo para outubro de 2018, no entanto, o prazo foi prorrogado e a nova previsdo aponta que os trabalhos s6 devem
ser concluidos nosegundo semestre de 2019, segundo informagdes da Secretaria de Estado da Infraestrutura.

a avel pela obra, Teixeira Duarte, iniciou a retirada do bloco de concreto que sustenta as barras de olhal, mas
um imével impede a demoligéo total do bloco, na area continental da estrutura. O valor da desapropriagéo ja foi depositado em juizo e aguarda
a decisao judicial. A colocagao do piso final da pista sobre o viaduto, na parte insular, estd em andamento E por l4 que os veiculos passarao
apos a entrega da obra, que segundo o DEINFRA, vai conseguir receber a mesma carga de veiculos que a BR 101. A definicao do trafego so
sera realizada apos o plano de mobilidade que sera desenvolvido pela Prefeitura da capital.

VAMOS JOGAR CONTINUAR LENDO

Source: https://aokittos.itch.io/sos-hercilio

On the gameplay screen, before the phase starts, the player is presented with an
instruction screen, indicating the controls and the objective of the game: open access to

Floriandpolis by turning on all the lamps on the bridge.

Figure 7: SOS Hercilio newsgame — Instructions screen

2X SALTO
DUPLO

1X SALTAR

sown @) comn

. UTILIZE AS TEGLAS DIRECIONAIS N
OBJETIVO E COLETAR TODAS NOTICIAS REPRESENTADAS POR LAMPADAS
VOCE PRECISA ACENDER TODAS AS LAMPADAS QUE
PORTA DE ACESSO A FLORIANOPOLIS SEJA ABERTA .
DESVIE DAS PARTES DA PONTE QUE CAEM SOBRE VOCE

’

APERTE A TECLA ESPAGO PARA INICIAR

Source: https://aokittos.itch.io/sos-hercilio

As seen in Figure 8, in the control of a character representing a tourist walking
across the bridge, the player needs to avoid being hit by the gears (1) and at each lighted
light (2) the game pauses and complementary information to the matter appears in the
upper part of the screen (3), thus meeting requirement “d". It is noteworthy that, contrary
to what appears in the lower left corner (4), to continue the game it is necessary to press

the space key, not the "b" key.
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Figure 8: SOS Hercilio newsgame — Gameplay screen: items and information

Source: https://aokittos.itch.io/sos-hercilio

Each gear that hits the player takes some of the character's life and if it reaches
zero the game ends and the defeat screen appear. If he manages to light all 14 lights the

victory condition is reached and the player is directed to the victory screen. Thus, the “e

requirement is also met.

Figure 9: SOS Hercilio newsgame — Defeat screen

Source: https://aokittos.itch.io/sos-hercilio
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Figure 10: SOS Hercilio newsgame — Victory screen
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Folo: Felipe Cameiro (Secom Governo de SC)

|

Source: https://aokittos.itch.io/sos-hercilio

It is also on this screen that the developers' information and the context in which

the game was produced are present, thus meeting requirements “b” and “c”.

Fact-checking O Jogo — Fato ou Fake®

Inspired by information checking agencies, the newsgame developed by
students Ana Carla Pimenta, César Rosati, Manoela Bonaldo, Thuane de Oliveira
and Yanne Roberto, puts the player in the shoes of a journalism intern, with the objective
of verifying the information passed on by boss Mary.

The men screen u newsgame both meets the requirement "a" as the
requirement "f" because it shows the name of the game, the button that takes you to the
gameplay screen and also a symbolized button for a magnifying glass, which opens a
new browser window in which you can read the multimedia content that supports the

game.

3 Available at https://marciano.itch.io/fact-checking
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Figurall: Fact-checking newsgame — Menu screen

Source: https://marciano.itch.io/fact-checking

Still in the menu, it is possible to access the instructions screen that places the
player in the story. In turn, by clicking "on" it is directed to the screen where you can
check the name of the team members, their functions and the context in which

the newsgame f hi developed, thus meeting the requirements "b" and "c".

Figure 12: Fact-checking newsgame — About screen (left) and instructions (right)

® INSTRUCSES

Fact-checking O Jogo - Fato ou Fake

AFIO

¢ dizer se a pauta &

Paulino ¢ Carlos

rcia)

0 jogo se conscguir
ou fake.

Source: https://marciano.itch.io/fact-checking

Developed using guiz mechanics, the game consists of receiving the agenda from

editor-in-chief Maria and verifying the content before the deadline (1) runs out. For this,
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the player can check in six (2) different places, each of which reduces the counting time. It
is possible to read the agenda again whenever necessary (3), but the button to send the

answer (4) will only be active when there are two hours before the deadline.

Figure 13: Fact-checking newsgame — Screening screen (left) and source speech (right)

Deadline: 3 horas «. a

Onde vocé quer checar?

@ VYOLTAR cHECACEM

Source: https://marciano.itch.io/fact-checking

If the player misses the deadline or considers false information to be true, and
vice versa, he then reaches the defeat condition. If he makes the correct count, the

victory condition is reached. Thus, the “e” requirement was also met.

Figure 14: Fact-checking newsgame — Wrong answer screen (left) and promotion (right)

@ CLIQUE E SAIPA MAIS CLIQUE E SAIBA MAIS
SOBRE FACT-CHECKING SOBRE FACT-CHECKING

J‘ IO!VOAG‘N!.I"I aux IOIVOAC‘NERNTI

Source: https://marciano.itch.io/fact-checking
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Requirement "d” was achieved insofar as the theme chosen by the team is
represented in the newsgame graphics, as well as in the texts of the guidelines and

information given by the sources.

Mete a Colher*

Developed by students Ana Paula Bourscheid , Anderson Silva, Frederico de
Carvalho, Mariane Pires Ventura and Paulo José Mueller, this newsgame addresses
violence against women as a theme.

In a scenario that refers to the edge of Floriandpolis, the player controls a
character who witnesses situations of violence against women, and it is then necessary
to decide whether he ignores it and goes ahead or “takes the spoon”, interfering in the
case.

In addition to meeting requirement "a", presenting the title of the game and the
button to play it, the menu also includes the requirement "f", by presenting the button
“"read the article" which, if clicked, opens in a new browser tab the story that supports

the newsgame.

Figure 15: Mete a Colher newsgame — Menu Screen

Mete/a. n‘]
~

. Em briga de marido e mulher | =
ninguém mete a colher?

i

Esse jogo apresenta uma série de situagdes de
- violéncia contra a mulher e cabe a vocé decidir se - &
mete a sua colher, ou ndo. O objetivo do jogo é
chegar no final com a maior quantidade de colheres
possiveis. E ai, vai meter a colher?
(“JOGAR M [ER A MATERIA S “SOBRE

Source: https://marciano.itch.io/ng-meteacolher

u

On the over screen, it is possible to observe the fulfillment of requirement “c”, as
the text signals the context in which the newsgame was developed. Also on this screen, it
is observed that requirement “b” was partially fulfilled, as the names of the developers

are described, but their functions are not specified.

4 Available at https://marciano.itch.io/ng-meteacolher
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Figure 16: Mete a Colher newsgame — About screen

(15155
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ACADEMICOS: Ana Paula Bourscheid, Anderson Silva, Frederico S. M.
de Carvalho, Mariane Pires Ventura, Paulo José Mueller

ORIENTAGAO: Dra. Rita Paulino, Me. Carlos Marciano

NN
SR "JOGAR W (ER A MATERIA
| - i 0 g =

Source: https://marciano.itch.io/ng-meteacolher

By clicking play it is possible to select a male or female character, but both interact
in the same way in gameplay. In a game style that mixes platform and guiz mechanics,
the player walks through the scene until he comes across a situation in which a woman
is suffering violence.

At this point a screen shows the situation and asks if the player wants to ignore
or interfere. Choosing the first option, he continues the game as usual, but before it

appears a text with statistics on violence against women.

Figure 17: Mete a Colher newsgame — Choice screen

o X
c@lherl

Vocé esta caminhando e alguns metros na sua frente vé um
homem puxando uma mulher pelo brago e tentando leva-la
em uma dire¢ao oposta a que ela tenta ir. O que vocé faz?




e-ISSN n°® 2447-4266
rQVISEQ , Palmas, v. 7, n. 3, p. 1-23, jul.-set., 2021
O bservotorlo http://dx.doi.org/10.20873/uft.2447-4266.2021v7n3a3en

Source: https://marciano.itch.io/ng-meteacolher

Figure 18: Mete a Colher newsgame - Stats appear when skipping

Metela ®

¢ @lherl
@ Ignora

Vocé sabia que uma mulher é estuprada em st
\ 1 ~ . |
h&\v’ ' média a cada trés horas em Santa Catarina? '?;—_»J_
Talvez vocé pudesse ter evitado o crescimento

desse indice. Sem colher para
- <
A ‘

vocé. Quando ver novamente uma

_ situacdo dessa, denuncie! N

) //\\|

Source: https://marciano.itch.io/ng-meteacolher

However, if the player chooses to interfere, he is presented with four possible
actions. If you choose the wrong option, the next screen will indicate the error and

show the correct alternative.

Figure 19: Mete a Colher newsgame — Options screen ( left ) and error alert ( right )

Mete)a of ‘ Metel o
¢@herl C@her! —
Como vocé usa sua colher? , Vocé ndo usou bem sua colher
A ) R g it I Vocé ndo usou bem sua colher! O correto
[ Comegoa andar mais devagar para ver como a situagdo se desenrola U =

o+ (ARt 2 s & Aoty
| | s seriaacionar as autoridades policiais

Ando mais rapido para alcangar os dois. Finjo ser um amigo da mulher e
afasto o caro que esta sequrando ela.

s Al . e S b S ‘:\,
Dou meia volta. Caminho na diregao oposta e chamo policia.

-

Y S~

Chamo a policia e me aproximo para ajudar a mulher.

Source: https://marciano.itch.io/ng-meteacolher

If he gets the question right, the next screen indicates the right one and a spoon
is highlighted at the top of the screen (1). There are five scoops in all, so he starts with

one, and he can earn the other four if he succeeds in his answers.
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Figure 20: Mete a Colher newsgame — When the player gets it right, he gets a spoon

PARABENS! -1
Iy T—— - é i ¢ ﬂ“fij :'J
> | Vocé ganhou mais oy
uma colher!

TNp——, A

Source: https://marciano.itch.io/ng-meteacolher

After witnessing the four situations, the player is directed to the final screen of
the newsgame, regardless of whether he got it right, wrong, or ignored the
guestions. The amount of hits is indicated by the number of scoops highlighted at the
top.

Through the text just below the spoons, it is possible to see which of the four

categories the player fits into, according to the result obtained.

Figure 21: Mete a Colher newsgame — Final screen

Mete)o. &0 "
C@her! //
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meter a colher! Ajude outras pessoas a refletir sobre a
violéncia contra a mulher. Compartilhe esse jogo!

COLHER DE PRATA: 4 colheres - Quase la! Vocé usa bem sua
colher, mas ainda pode melhorar! Fique mais atento.

COLHER DE BRONZE: 2 a 3 colheres - Vocé ainda tem vergonha
de usar sua colher. Nao se acanhe, ajude quem precisa!

COLHER DE PLASTICO: 1 colher - Nao tenha medo de meter
A a colher! Esperamos que esse jogo te encoraja a nao fica
alheio a praticas criminosas de violéncia contra a mulher.

Tente jogar novamente e veja como vocé se sai agora!

JOGAR ER A MATERIA SOBRE

Source: https://marciano.itch.io/ng-meteacolher

Requirement “d" is achieved in the newsgame, as the chosen theme is represented in the

texts and graphics. Although the game does not have win or lose screens, it can be said
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that the “e” requirement was also met, as it is up to the player to analyze his result and
see if he won or lost the game.

If we compare two pain players, the one who got the most scoops came out
victorious, however in this newsgame the developers chose not to put victory or defeat
conditions precisely for the player to reflect on their performance.

Those who managed to get a few scoops can review their actions to improve the
result, while those who managed to collect all five of them can pass on learning about

the topic.

Final considerations

The technological advancement allows the journalistic information gets further
and further away, however, also brings new challenges such as the fight to
combat the fakes news and the search for transmitting the contents of increasingly
dynamic and attractive way.

In this scenario, it is evident that it is no longer just a matter of transcribing
subjects from traditional media to digital, it is necessary to understand this ecosystem,
unveil new tools, and integrate journalism with other areas.

Using newsgames in this context is promising, but it is necessary to keep in mind
that "a newsgame that only entertains, that does not present information or proposes
reflection on the topic addressed is just a game” (MARCIANO, 2020, p.39).

Before putting your hand in the codes too much, it is necessary to reflect on how
to do it, following a consistent logic so that the journalistic content is not succumbed to
the fun.

As previously reported, the workshop presented here had the following
objectives:

a) present the Game Design Document for newsgames (G DDN) to
determine whether its topics exposed were clear as to the participants
get a game plan following them;

b) assist the teams with programming in the Construct 2 software so that
they could develop at least one of the phases planned in GDDN.

The basis of the results it was found that both were achieved, since the students
understand the differences between Newsgamesand Game Based on News (JEN),

developed and managed GDDN schedule at least one stage newsgame proposed.
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The applied research portrayed in this work aims to break the stereotype that the
idea of inserting games in journalism is interesting, but the practice seems distant and
complex: the expressed theory and the games developed from it show that it is possible
to produce quality newsgames, independently if you are an academic or a professional
in the market.

It is also worth noting that the development of newsgames in the workshop took

place in two stages:

1 - game planning through filling GDDN topics;

2 - game development using Construct 2 software.

If the workshop method is replicated, it is recommended that those involved
follow this step and the first structure the game from the GDDN.

Thus, even if there is no member in the working group with knowledge of
software for game development (such as Construct, Unity, Unreal, etc), the theoretical
basis of the newsgame will be ready and this qualified professional can be found later.

After all, if it is not possible to code the newsgame, its systematization through
GDDN is also valid.

To develop newsgamesis no easy task, requires discipline, commitment and
dedication. The methodology presented here aims precisely to make this path less
painful, giving direction to those who wish to plan, guide and develop journalistic games

Thus, it is expected that, taking as a guide the structure of the Game
Design Document for Newsgame (GDDN) and the method exposed here, striving to
replicate it, the result is the planning or conception of an innovative and playful

journalistic tool, taking information beyond entertainment.
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RESUMO:

Os newsgames ganham cada vez mais
espaco como uma nova linguagem do
jornalismo, levando a informacgdo através da
ludicidade dos jogos. Nesse sentido,
estimular o  desenvolvimento  dessa
ferramenta torna-se crucial. Este artigo
deriva da tese de doutorado que utilizou-se
da pesquisa aplicada para estabelecer uma
metodologia para desenvolvimento de
newsgames. Assim, é apresentada aqui uma
sintese do trabalho, ressaltando o conceito
chave do Game Design Document para
Newsgames (GDDN), além do método
utilizado na oficina para o planejamento e
desenvolvimento dos jogos jornalisticos,
realizada na Universidade Federal de Santa
Catarina (UFSC), que uniu profissionais do
mercado de trabalho, estudantes de
graduacao e pds-graduacao.
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aplicada, jornalismo
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RESUMEN:

Los juegos de noticias estan ganando cada
vez mas espacio como un nuevo lenguaje del
periodismo, trayendo informacién a través
de la diversion de los juegos. En este sentido,
estimular el desarrollo de esta herramienta se
vuelve crucial. Este articulo deriva de una
tesis doctoral que utiliza la investigacion
aplicada para establecer una metodologia
para el desarrollo de newsgames. Asi, aqui se
presenta una sintesis del trabajo, destacando
el concepto clave del Game Design
Document para Newsgames (GDDN),
ademas del método utilizado en el taller de
planificacién y desarrollo de juegos
periodisticos, realizado en la Universidad
Federal de Santa Catarina (UFSC), que reunié

a profesionales del mercado laboral,
estudiantes de pregrado y posgrado.
PALABRAS-CLAVES: newsgarmes,

investigacion aplicada, periodismo



