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THE UNIVERSITY OF
OVERVIEW AUCKLAND
Te Whare Wananga o Tamaki Makaurau
NEW ZEALAND

Increasingly, international organisations (e.g. UNESCO, UNISDR), governments (e.g. Canada), non-government organisations (e.g. Save the Children, Christian Aid) and researchers use video games to raise disaster
and disaster risk reduction (DRR) awareness. Video games, in general, are suggested to contribute toward an individual’s thinking, attitude and behaviour. Existing research points to video games as a cognitive
stimulus, focusing upon game users’ exposure to game content and features. However, literature about how users’ experience game content, design and outcomes is lacking. Not to mention a paucity of studies
regarding the effectiveness of disaster themed video games at building disaster awareness. The increasing prevalence of disaster themed video games highlights a significant gap in the research area of both Anthony Viennaminovich Gampell:

disaster and video games. This poster presents a synthesised version of a larger typology designed to specifically deconstruct disaster video games. Games like Stop Disasters, Disaster Watch, Fallout, SimCity and IC Gaillard:

Tropico demonstrate how these games instil disaster awareness, through DRR and the associated components of prevention, mitigation and preparedness. This typology is one component of a larger PhD thesis Meg Parsons:

assessing disaster and DRR awareness in video game users and exploring the effectiveness of video games as tools for DRR. The University of Auckland
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