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Outline

• Background

• Games and Learning approaches 

• Projects: ReFiG, Bias and Algowatch

• Algowatch Project Walkthrough
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20 yrs + in games research

3

2000s

Document game makers (make Visible) & Network

2010s

Document learning spaces and create alternatives

2020s

Partner and support game makers



2006 2017



Game 
Based 

Learning



Digital Games for Empowerment and 
Inclusion (2013)

Meaningful or Applied Games.

 ‘The use of game techniques, genres and technology to design 
tools and products used specifically for non-leisure ends, such as 
defence or education. Difficult to produce since it requires 
integration of expertise in 'serious' application domain with 
expertise in producing 'good' games. Though hotly debated, 
there is widespread use of the term serious games and 
identification of a serious game market and industry.’ (pg 22)



Data Colonialism or Surveillance 
Capitalism?



Digital Inequalities and Public Values 



7 Playful By Design Principles – Pothong, Livingston and Colvert

https://digitalfuturescommission.org.uk/blog/realising-playful-by-design-in-practice/ 

https://digitalfuturescommission.org.uk/blog/realising-playful-by-design-in-practice/


Childrens Rights and Play 



maryflanagan.com



Train (2009)



Example 1: Creating more diverse game 
making cultures



Women in the Irish Games industry 

event,

International Women’s Day, Dogpatch 

Labs, Dublin, March 2016

Family Unplugged Game design event, 

Inspirefest, 

July, 2016, & June 2017 Dublin. 

Events and Awareness raising, Ireland



ReFiG research final report 2020

Available from https://mural.maynoothuniversity.ie/12575/ 

https://mural.maynoothuniversity.ie/12575/


Example 2: Artistic collaborations
Bias Exhibition – Science Gallery Dublin, 2021 



Flag for 
Removal, 

2021.  



https://algowatch.eu/

https://algowatch.eu/
https://algowatch.eu/






Evolving MIL competencies – Frau-
Meigs, D. (2024a) UNESCO & (2024b)

Production & Context 

Knowledge

Skills

Attitudes

Values 



Competence Framework on website

https://algowatch.eu/resources/

https://algowatch.eu/resources/


Target Groups

1st Target group

Youth (15+) in the schools and outside 
schools, as they represent the highest 
potential gains.  

2nd Target group

Mediators and replicators (including 
administrators in museums and youth 
organizations) to reach out to larger 
audience (adults, seniors, migrants).



The MU team 2023 

(according to GenAI)

Aphra JeanEmma



Algorithms 

and AI

https://algowatch.eu/





4 themes/stories in main game 

• Democracy and Citizenship 

• Climate Change

• Health and Wellbeing

• Online Relationships 



Principles 

• 1. Co-design with young people, age appropriate

• 2. No advertising or datafication

• 3. Access via browser, no installation

• 4. Open ended and self paced

• 5. Adventure, puzzles, rewards. 

• 6. Attend to safety and data privacy

• 7. Playtest and iterate

• 8. Pre and post test, evaluate

• 9  Four languages

• 10 Resources for use in different contexts – social aspects of 
learning as well as individual/cognitive. 









Minigame mode



Next Steps - 2025 

1. Testing and iterating - Dec./Jan. 

2. Training - teachers, intermediaries - Feb and Voices, 
Zagreb

3. Evaluation - pre and post testing in schools - March 

4. Exhibition - April 



Thank you

Aphra.kerr@ucd.ie

@aphrak@bsky.social  

@aphrak 

http://mural.maynoothuniversity.ie/ 

[open access to most publications]

mailto:Aphra.kerr@ucd.ie
http://mural.maynoothuniversity.ie/


Diversity in the Industry 2014
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