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Abstract

The authors explore how framing theory and the method of frame-reflective discourse analysis provide
foundations for the emerging discipline of serious games (SGs) research. Starting with Wittgenstein's
language game and Berger and Luckmann's social constructivist view on science, the authors
demonstrate why a definitional or taxonomic approach to SGs is problematic and unfruitful. Using
Goffman's frame analysis as an alternative, they construct four frames, with sample illustrations,
demonstrating the different ways in which the utility of games for society, business and politics is
considered. These are SGs as: (1) tool (therapy, drug), (2) innovation (economic utility), (3) persuasion
(idea, belief) and (4) self-organization (complexity). The frames are based upon different values and
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The second blind man touched
the elephant’s long, round trunk.
“Oh, it is just like a snake!”

he decided.

The third man shook his head.

“An elephant is clearly like a spear.”
“What?" said the fourth man,

“"An elephant is like a tree.”
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What are your frames?

thank you
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