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Learning is at its best when it is goal-orientedntextual, interesting, challenging, and interaetithese same
winning characteristics also define the best corapgames ... Learning can and should be hard fun!

- Clark N. Quinn, E-learning & video game desigraerd author.

We are already the most overinformed, underreflegbeople in the history of civilization. Is it gdde the twenty-
first century needs a new kind of learning and & kénd of leader to help us ...? Perhaps [we can]ibégilding
not simply an information highway but a transforinathighway.

- Robert Kegan, developmental psychologist, prafiessnd author, Harvard University.

l. Introduction

As odd or paradoxical as it may seem, | envision video games being increasingly
designed to facilitate human development, as virtual reality technologies continue to evolve and
integrate with leading edge developmental practices

Most of us have played a video game at least once in our lives, or at least watched
somebody else play, often a close one. Can you remember what you felt when ydwaplaye
video game for the first time, or watched another player deeply engaged in ovié? you now
to engage in a brig?henomenologicaxploration. Try to access how you were feeling, what
were your emotions about it? ... Who were you at that moment? Can you iddmdifyse|f”
was playing, or observing somebody else deeply immersed in the game? \ihgbwre
thoughts about it? Was there something “magical” or “different” abo thadt pause a little
moment and close your eyes to really access and embody that memory...

So, how was your experience? | could access my memory quite cleafly veess
happening right at this momentlt.is 1981, and | am playingongfor the first time... “l am
feeling a deep sense of excitement, curiosity and awe. | am kind of dazzl#dlimost contain
myself in my skin. My whole being is bubbling as | engage in this dynamic,laliveasic
“virtual reality” unfolding in front of my eyes and TV. My fingers are fiaally rolling the
control, in utmost focus and attention. Moving the bar up and down, the epitome of virtual
action! Ping... pong...ping...pong... Yes! A little bit there... Damn!!! | almost got it8’IA
reflect through my experience now, | can see myself going through some kinered sitate of

! For a better comprehension, this paper requitessi knowledge of the work of the multi-disciplipa
contemporary philosophd&en Wilberand his emergemntegral Theory(2005), including the five main aspects of
the AQAL model:Levelsof Development (horizontal and vertical growthinesof Intelligence Statesof
Consciousnesgypes(or styles) of Personality, af@uadrants(Wilber, 2000). It is also recommended a basic
understanding dihtegral PsychologyWilber, 2000);Integral Spirituality(Wilber, 2007) Integral Life Practice
(ILP) (Wilber, 2007), and Spiral Dynamics (Beck &Wan, 1998). Some references are provided alongdlye
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flow, close to a brief “pre-trans” mystical experience. The 11-year oldssayazed. He stares
at the screen. Thoughts arise in his awareness: “Wow... what a cool experFieisas!really
fun! How strange... How “they” can make that? How they can do something like that ity T

Hey, it is my turn now, | want to play more!”

Video games as a Storytelling Media of th& €éntury

Now being a 38 year-“young” man researching video games at the dawn of the 21st
century, | still feel quite amazed and dazzled with what is now being callee\/ generation of
interactive entertainment”. Recent technological and artistic develophearésnade some of
these games to be so realistic, meaningful and potentially engaging thaéthetieen
“virtual” and “real” reality are really starting to fade away...Agported through time from
Pongto now, | see myself enthusiastically engaging in a 40 hour (15 days) “aeesearch”
marathon playingioshock a video game set in a beautiful but “fallen” utopia futuristic city
calledRapture located at the bottom of the ocean. The creative storyline is based on Ayn Rand’s
constructivist insightfrom the bookThe Fountainhea{943), which unfolds in an exquisite
aesthetics of a post civil war art deco decayed environment, providing the adgmagphere
that invites me to subtly experience with full engagement a series araabinsights.

Suddenly, the quest for the victory is also the quest for my own path and identity as a
player. Am | really in control of my choices in the game? Groundbreaking surpriagsiae
throughout the path as | start knowing more about myself, my past history, and mwigdlby
there. Boundaries between my player self and “real self” sometinestsaksappear... Chosen
by many standards as the “game of the year in 2@@5hocks part of an emergent generation
of “First Person” role playing video games (RPtgat bring an exquisite mix of high level of
aesthetics, technological power, and a fairly amount of subjective deptiu filay@ the right
“eyes” to see it), including “grey” moral choices that go beyond the “black artd"vafiigood
and evil. However, as expected from a contemporary best selling action apthyofgme
(RPG) title such aBioshock many aspects of the current paradigm of video game design are
still at play, including violence, shootings, weapons, and blood, lots and lots of blood...

But, would that really spoil the other deeper and more positive aspects of theregseri
Would that be really only a video game problem, independent of the reactions and attenmret

of the player? Are video games, especially fromRinst Person RPQenre, “doomed” to be a
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just a mirror of our contemporary mainstream culture, society and ententdihiell... yes

and no, if seen from the lens of tméegral Psychologygreated by the contemporary philosopher
Ken Wilber (2000), which can take into a more balanced account both the “dignity and disasters
of the evolution of video games and virtual reality technologies in a broader and cla@pet;

a perspective that accounts for many developmental variables and aspectslof AQA

But before | continue, it is important to note that due to issues of space and scope, | did
not investigate in depth the potentially harmful and negative aspects of video gaoees)\s
primary concern was to focus on the main topic of exploring their healthy, positive antiyeroa
potentials for catalyzing human development. However, as a side note, | suggestiiba
developmental research about the combination of a low Self-Center of Gravibe(V2007,

2000) with critical levels of disintegration, unbalances, shadows, and/or repressioandve
main aspects of a player's AQAL constellation, could add significant data to exmempi most
of the existing academic research on video games - which is mostly conaéiimdte negative
influences of video games as related to cognitive-behavioral and other objectemiridal
factors (e.g.: games’ intrinsic mechanics, dynamics, genres, tlame®ntents).

In general, many people think that some video games nowadays can bring more negative
than positive influences to players, or at best a neutral contribution. Actuallypysomebody
close to you) may be even one of them. Also, people from all ages today aradedlio the
idea of most video games as being “kids” or “adolescent” things, or beingyraogdrficial
entertainment. But even if there is some true to that, this has not been alwage tinetica short
but exponentially intense “30-yearish” history of video gameAs.| came to realize, the
potentials for video games to promote positive and proactive influences can balspeci
significant at this moment in time and in the future yet to come, with a myreduchtional and
developmental possibilities already being explored (see page 16), and marsfilingegting to
be “discovered” and “downloaded” into concrete video game manifestations.

In the nexsection Il | will provide a general presentation of my academic research on
video games and human development, exploring their connections and potentials through various
methodologies and zones by usinQ@adrivia analysisin the lassection II| | will continue
this exploration focusing on specific educational categories and proposing thatapplé
various integral frameworks to facilitate human development through skilful aatytim

developmental education and practices. It is from here that | want to inuite yealk with me



Integral Video Games 5

through a brief journey into the new world of2¥entury video games, so we can start co-

envisioning and co-creating together the emergent woilttejral developmental video games!

[I. Integral Methodological Pluralism (IMP) and Video Games: A Quadrivia Analysis

In order to explore the developmental potentials of video games from a broadex integr
perspective, | chose to research this topic using my two-quarter InRegahrch classes taught
by Sean Esbjorn-Hargens, Ph.D. - leading integral scholar-practitioneutnad aas part of my
Masters in Integral Psychology at John F. Kennedy University (JFEge$hen, | have been
continuously engaged in what has been an already 9-months long ongoing integral mixed
methods research, based dQuedriviaanalysis (Wilber, 2007) of video games using six of the
eight zones from Integral Methodological Pluralism (IMPhenomenology, Structuralism,
Hermeneutics, Ethnomethodology, Empiricemd Systems Analys{see more details in
Appendix #2). Due to issues of space, | will not cover in this pap&rtimrical Analysisof my
research, which was composed by a survey analysis of 150 people from diffekgmobads
(see appendix #8). | will also not dig much deeper intd’tenomenologicandStructural
Analysis,which | used to collect important information of my instrumental and interpetate
as a researcher, and the influence of my own perspectives in the various detiedcdiie
broader terms, | used nBhenomenological Analysie explore my subjective experiences of
playing different kinds of video games, as well as autobiographical inquiry, jounaals a
observations about my personal and professional background as related to video games and
human development (see more details in the Appendix #4). Btthetural Analysisl
investigated my Personality type through the Enneagram (number 4 ideotifi¢gatudson &
Riso, 1998), and a Myers-Briggs assessment (INFP). | also assessed my develbiavel
through the Sentence Completion Test (Level of # 4/5) (Cook-Greuter’s, 2008hdhihdualist
level (#4/5) hovers around the Green/Self-identity moral line (Self-Cehteravity); Teal to
Turquoise Cognitive line; and Teal Interpersonal line (Esbjérn-Hargens, plersona
communications, March, 2008Both sets oPhenomenologicandStructuraldata confirmed
my previous self-analysis and interpersonal triangulations, also bringmf§cant insights as

for my role as a researcher

2 Due to issues of space, from now on | will refe(gersonal communications, date) as (pc, date).
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The Widespread Influence of Video Games in our Culture and Society

In my Systems Analysissurprisingly realized that the influence of video games in our
culture and society is much bigger than | had imagined. Indeed, “from all theagmhent
media existent today (music, TV, movies, web, books, cartoons, theater), the videeo gam
industry is the fastest growing and one of the most popular, pervasive and prségilents in
the already “trillion-dollar-a-year” entertainment industry” (Bny & Vorderer, 2006); having
already surpassed the movies and music industries altogether (PeitewatCoopers, 2007).
From 1996 to 2007, computer and video games sales in the US grew from 2.6 billion into 7.5
billion dollars per year, as well as from 74.1 to 240.7 millions of units sold (Entadat
Software Association, 2007). In the year of 2007, “U.S. sales of video games, which includes
portable and console hardware, software and accessories, generated revenuest $18Im
billion, a 43 percent increase over the $12.5 billion generated in 2006” (NPD group, 2007);
reaching 37.5 billion in worldwide sales revenues (PwC, 2007). In the year of 2005 in the US:

More than eight in ten (83%) young people [had] a video game console at
home, and a majority (56%) [had] two or more. About half (49%) [had] one in
their bedroom, and just over half (55%) [had] a handheld video game player.
(Rideout, Roberts & Foehr, 2005, p.36)

Two years later in 2007, it was estimated that 33% of homes had a video gameinonsole

the US (ESA, 2007), with 38% of video game players being female, and 62% male (and 31% of
women being age 18 year or older, in contrast with 20% of boys being age 17 or under). It wa
also estimated that 67% of American heads of households were playing coonpidieo games
(ESA, 2007). In terms of time, adult gamers had been playing computer or videofgaares
average of already 13 years (males, 14; females, 11) (!) (ESA, 2007), wiprarimate

number of “46% of all gamer parents [playing] for 10 years or more” ... in aver&fehaiurs a
month (!) (ESA, 2007). These astounding numbers make video game play and “practice” in
terms of time range and commitment to be quite significant and extrenoaly far

incorporation of a applications aimed to catalyze human development, since tloisepedso

tend to request a lot of time, commitment and steady growth over time (See ILR, p. 18)

Video Games as Conveyor Belts of Human Development
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The topic of using video games to catalyze human development first came todhgani
a strong intuitive hint I had while reading Ken Wilber’s (2007) recent hateigral Spirituality:
A Starting New Role for Religion in the Modern and Postmodern Warttere, Wilber
discusses a concept that he calls the “Conveyor Belt,” a visual metaphor in keéhioktitution
of religion could ideally serve as a conveyor belt to facilitate spirdndimoral development
within and throughout all developmental stages or “stations in life” (p.197); and dispeacia
relation to the critical (and complex) move from pre-rational to rational anergtamtal stages
of inner growth, corresponding to the shift from Red/Amber to Orange altitudes amtibey
While reading the concept of the Conveyor Belt, | had a significant inshat’ if
entertainment could also serve as a conveyor belt for a massive wave of individual aneollect
growth, both in personal and spiritual w&/9During the two months before beginning my
“official” IMP research, this question gradually led me to the subject obwjdenes as being the
most promising segment of entertainment to accomplish this role, espdaially their
exclusiveinteractivityfactor. Also, as | curiously came to realize through different
methodologies, the video game industry has been focusing during the last 38 gesatsdeal of
attention into the ages of childhood, adolescence and early adulthood, corresponding to the
developmental range of pre-rational to rational stages of development. Moreowvereasing
part of the video game industry have been gradually going through a majoalcultur
transformation in terms of questioning their current worldviews, paradigahges and social
responsibility, tapping into some post-modern altitudes of inquiry and practic€s @D8). In
my view, this is a timely and quite welcomed change, especially givdadhthat the average
age of gamer today is 33-yearsolan age especially prone to benefit from integral research and
applications related to inner growth beyond conventional adulthood levels (Cook-Greutgr, 2006

Based on that, video games could also have a potentially strategic roléteddacmass
development of a broad range of people througintaal Conveyor Belt of growttproviding a
significant contribution to the transition from adolescence to adulthood levels of inner
development. According to Wilber (2007), this is a critical issue that reflechany ailments of
our current culture and society, including a lack of post-mythical spirinchiheoral values

% According to the Entertainment Software Assoct#&@007 Sales, Demographics and Usage Data: Essential
Facts about the Computer and Video Game Indug8y2% of players in the US are under 18 year§%between
18 and 49, and 24.2% over the age of 50. In tefmamenting, “the average age of a gamer paretd igears old
... and 93% of parents who play computer and videoegamave children who also play them” (p.8).



Integral Video Games 8

counterbalanced with an over emphasis on rationality, spread of fundamenteistdrel even
the raise of separatism, intolerance and terrorism around the world (Wilber, 2007).

In the beginning of my research, | had a pivotal insight based on Robert Kegan’s work
(1994) (see quote p. 2) that video games can provide both support and challenge to players to
facilitate improvement and growth in specific learning edges and obstdelesl e the level of
development they are at. This concept is also connected to the importance of gesigun
games that can be strategically adapted to different kinds of playeratiarreb various AQAL
dimensions, especially developmental levels. These ideas were both confirriéet] disd
expanded in personal communications with many integral thinkers frordemmgeneutics
Analysis Ken Wilber; Sean Esbjorn-Hargens, Ph.D., Alden Gannon (IT professional and;gamer)
and David Zeitler, M.A. - leading integral scholar practitioner and alsteasher at JFK.

Zeitler (pc, November, 2007) also cautioned for a negative economical factavulthbe
resultant of making a very complex (and inaccessible) game, suggestifthehabre complex
you make it, the less people you are going to get [that] would understand it, aaciappt”
(pc, 2007). This unskillful approach would result in a game being less popular, useful and
profitable, which is an issue that brings an important challenging facteedetamy main

developmental proposal.

Video Games as “Trojan Horses” to Catalyze Human Development

To the extent that video games can provide these developmental tools skillfully and
efficiently through various kinds of customized applications, the better, morenggani
attractive, adaptable and even “acceptable” these video games can be tethepppulation.
That will include spreading their influence and popularity into a broader rdmuigyers from
various AQAL constellations and hence becoming even more economically feadible
conceived, produced and accepted in the market.

However, for the same economical, popular and marketable reasons, | sedliti¢yfeas
of these new video games to be dependant of using some kind of “tricky” but proaetivgyst
It is known by many different psychological and spiritual traditions that igmnaevth can be (and
often is) a very challenging process, although extremely rewarding atfunade. In order to
transform or integrate different aspects of their selves, sometimekethieor student needs to

be proactively guided by the therapist or guide in subtle or surreptitious waganhappear to
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be quite “tricky”; otherwise he or she might not have the will or guts to move through those
challenging (and sometimes scary) aspects of human development. Eikegnsision these
new video games as being proactifedjan’ Horses” of inner growthpurposefully taking into
account the fundamental aspects of player’s reality based on variousiiitegory frameworks
and subtly (or surreptitiously) exploring their full potentialities of growtioigh various
developmental concepts and practices. Ideally, these developmental tools wadddiyoe t
embedded in their design, and hence not being too forceful, literal or even apparsnt at fir
glance. In my research, | realized early that these developmentaivtmdts not work so
effectively if exercised or “facilitated” from a “top-down”, “forced upaor’preaching approach.
This open ended, more subtle and informal approach of incorporating meaningful and
educational messages into video game design also resonates with the social eowlceless of
some of the most mindful (and successful) lead game designers in the (@@{d 2008).

Based on these concepts and ideas, | can envision these developmental video games
being used by all kinds of teachers, guides, mentors, coaches, therapists anliggwesn re
leaders. In this way, both players and helping professionals would have a aledbettar sense
of “how to” and “when to” use those video games for their various developmental and
educational purposes and aspirations. From the perspectives of marketing, ecatiomy a
production, this trend could revolutionize how video games have been seen, looked after, and
purchased nowadays, potentially increasing their already successfal, aqmpailarity, and
demand in unprecedented and significant ways. Adding to the fast emerging saeaber
cultural and social potentials for human development that can be provided by Massive Mult
player Online video games (MMO) - and their virtual communities composed hynsitf
player$ - the evolution of these developmental applications could spread into exponential waves

of massive individual and collective transformation maybe never accomplistayy ynd of

* According to Wikipedia (2008, 1), “in the conteftcomputing and software, a Trojan horse ... issegiof
software which appears to perform a certain adtigtrin fact performs another ... this action, usualtgoded in a
hidden payload, may or may not be actually malisioin this context of this paper, they are inteshtte be 100%
positive and proactive, with the hidden and suptigpose to promote human development through segymin
entertaining video game experiences.

® Ken Levine Bioshock, 2K Peter MolineauxHable, Lionhead StudipsLouis Castle Command & Conquer,
Electronic Art3, and Chris TaylorTotal Annihilation, Gas Powdered Ganes

® The most popular MMO video game today, the WoflaVar Craft (WOW), already counts with 10 milliosers
worldwide (December, 2007), and this “viral” trehds been increasingly followed by several othee@igames in
many countries around the world. In addition td,tbasual games have been quickly incorporatednassive
community websites such as Facebook and MySpaaeglaas through mobile phones and other portabigcgs.
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media in history. As a very young industry and media still in its baby evoluyidmatr quite
accelerated) steps, the popularity and future potentials of video games andsinrtuators

have been envisioned by many to be much greater than most of us can ever stagite.conc

Video Games as the Ultimate Art Form?

From mySystemic Analysis triangulation with other methodologies, | also realized that
video games are gradually pushing the current paradigm of how many peoetaadly see or
think of them, either in terms of art, technology, “kids play” or entertainmenteXjension of
the video game industry has been so rapid and great that some of the big brand video game
companies are now struggling to use the wgamhedue to its intrinsic associations to “young”
and “play”, opting instead fanteractive entertainmenh order to accommodate the broader role
of their new products in the emergent market of “pop” virtual reality. At anestiag round
table discussion published in the Edge magazine from the UK (October, 2007) - the developer
Chris Kingsley, owner of the largest independent game developer in Europe, cemment

| find it really bizarre that people don’t understand how much of an all-

encompassing art making games is. You think of all the things we do that are just

coincidental to making a game. We’ve got actors and dancers, and

choreographers, because we need to move. We've got architects to build

environments, sculptors to create characters; we’ve got painters toextaked,

writers to write stories — interactive stories. We’ve got lightjags.We’ve got

an amazing set of skills that we completely under-appreciate. | think computer

games are the ultimate art forigp.79)

| definitely resonate with Kinsley’s (2007) statement, especidigna think in terms of

emergent and future potentials of video games and virtual reality simulagheed| if there is
one core thing that can mostly characterize this new art form, it is the ushgmésd potentials

of new and upcoming interfaces between humans and machines...

A Bird’s Eye View otthe Interfaces between Humans & Machines: Integrating Spirit &Matter

Sweeping through the Arts section of a recent Time magazine (Map@8), | spotted
an article about a new trend that has been called the “future of movies”. Tharsityses two
recently released top-box filmgon Man (Favreau, 2008) arfepeed Racg008), the later
directed by Larry and Andy Wachowsky. As stated in the Time:
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The implicit message [@peed Raceandlron mar] is that we’ve dwelled too long
in the crypts of antiscientific dystopia. We live in an age of sophisticateklimes.
They do much of our work for us; we spend most of our playtime with them. So,
let’s recognize our symbiosis with machines — and celebrate our masteeynott

in movies that couldn’t be made without them. (Corliss, 2008)

The Wachowsky brothers are also the creatoi$efMatrixTrilogy, where Wilber
(2004) contributed with groundbreaking philosophical commentaries about the not so often
understood hidden potentials and “spiritual side” of human-machine interfdee8){timate
Matrix Collection 2004). In an interview with Larry Wachowsky at Integral Naked, Wilber
(2005) “suggests that it's not until the last twenty minutes of [the Matritof's] part 3,
Revolutionsthat the key to the trilogy is revealed” (7). Discussing aNeds awakened
vision of the core essential naturenadéichinesa revelation he confides Tainity in a legendary
statement: ‘If you could see them as | see them, they are all madghaf.Li (17) - Wilber
(2005) proposes that “the machines represent Spirit, but Spirit as alienated efuteher
attacking...” (17). Fast rewinding to almost 50 years ago, a renowned scierntsgnyisnd
Christian Mystic called Teillard de Chardin suggested similar ideas bobisThe Future of
Man (1959):

We may be reassured. The vast industrial and social system by whach we
enveloped does not threaten to crush us; neither does it seek to rob us of our soul.
The energy emanating from it is free not only in the sense that it nefsrésees

that can be used: it is moreover free because, in the whole no less than st the lea
of elements, it arises in a state that is ever more spiritualized.

(Chardin, 1959, p. 190)

Likewise, his contemporary philosopher and mystic Sri Aurobindo envisiongakin
Future Evolution of Men: The Life Divine Upon Eafkurobindo, 2003) that “matter will reveal
itself as an instrument of the manifestation of Spirit; a new liberated arceggn acceptance of
material nature will then be possible” (p. 35). Accordingly, the mystical tegsloif the Jewish
Kabala refer in their sacred scriptures about the interdependent dynatwegib Spirit and
Matter: “The Sefiroth of God manifest themselves in the structure of thecphysirld and are a
bridge between the world of God and the human world” (Molloy, 2002, p. 292). Being in the
leading edge of the evolution of “matter”, | see technology as being onehoinstrmments and
manifestations, allied with some mysterious and still untapped potentials of our hungan bod

According to Wilber’s (2005) integral interpretation of Matrix Trilogy, Zion

represents body ... thdatrix represents mind ... and theachines.. represent [alienated]
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spirit” (Integral Naked, 8). In his words: “it is only in the integration of body, mind, and spiri
that all three are redeemed and peace returns” (9) - an insight that contieotsevaf my main
intentions to incorporate the concept of Integral Life Practice (ILd®) |¢s 18) into the core
structure of video game design, in order to promote an overall AQAL integration. #usltzofe
this integration — following Kegan’s (1994) subject and object developmental d@amic
players can “usetatter(machinesvideo games) in more proactive ways to free thgirit
(human development), instead of letting their spirit “be used” by them (amdicti
developmental arrest, regressions, distractions, escape), even if not teséayod the process
(Trojan Horse approach). In other words, that overall integration will dse gldeo game
players to “play” more freely and boldly with their own AQAL constellationg.(¢heir various
selves and life conditions), without being “played by them”. Any similariti Vireal life” -

such as moving from the slavery of tdatrix (Samsara) into the freedom resultant of being
gradually and finally able to “play” with thiatrix itself (Development, Awakening, and Non-

Duality) - may be not mere coincidence... So, would you be ready to take a iemialill"?’

The Interfaces between Human Development and Video Games

From a trans-disciplinarstance that includes both modern and post-modern scientific
contemporary perspectives, this revolutionary integration between Spirit dtet Mas well as
between humans, machines and video games - has been also watched very caoafal by
leading scientists and thinkers. Standing out among them is Ray KJdr¢2@€iB), a renowned
author, inventor and futurist, and one of the World’s best thinkers and authorities on technology
nowadays. At one of the key lectures in the Games Developer Conference 2008€ade&app
#2), Kurzweil stated in that “in the acceleration of technological progress,igheo industry in
the world matching the video game industry today” (!) According to him, as techrneloges
towards new kinds of subtle, cybernetic, and more embodied interfams) ‘games and
virtual reality simulators will be the main tools used for teaching, training and learning in the

next decadesIn his bookThe Age of Spiritual Machines: When Computers Exceed Human

" In theMatrix movie (2000), this enigmatic question relates tegaphor where the characigoneeds to make a
fundamental decision of choosing between eithantpthe “red pill” (Truth & Awakening) or the “blupill”
(Ignorance & Sleepiness) offered by his memarpheus

8 As the inventor of the CCD flat-bed scanner, O®R wice recognition software (among many othétsjzweil
was called “the ultimate thinking machine” by Fagbthe “rightful heir to Thomas Edison”, and onel6f
“revolutionaries who made America,” by PBS. His wand insights have been praised by US presidaat®(al
Medal of Technology), and technology insiders saslBill Gates (Microsoft) and Mike Brown, Nasdagq.
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Intelligence(1999), Kurzweil explores important technological implications related t@thest
of human evolution, intelligence growth and even spirituality, although stiigadhort of some
“Flatland” reductionisms (Wilber,1996) by collapsing subjective evolutireailities into
objective and empirical “scientific” interpretations. Based éoua QuadrantandQuadrivia
analysis (Wilber, 2007), | realized that as optimistic and feasible (asfietténed!) those
predictions claimed by Kurzweil’s (2008; 1999) may appear, he still do to not take int;maec
fundamental developmental perspective: The relationship between those olgjedtempirical
evolutionary aspects (UR, LR), and some of the main subjective (UL) and intectsedofLL)
developmental realities related to human development explored by Integral @hddhe
AQAL model (Wilber, 2007). In spite of that, | envision that many of his technological
predictions - especially those related to education and training - could rya¢éx@dind to
incorporate the use of these video games and virtual reality simulatorgditatéalouman
developmental processes as conceived by this paper and research.

This vision is based on Integral Psychology’s (Wilber, 2000) groundbreaking exgiorati
of those “left-quadrant” (UL & LL) developmental processes, and how they canelpeated
with the mainstream’s current (but limited) focus on objective and empiricalagement (e.g.:
social, technological, economical, and behavioral). Coming from a broader and deepe
perspective, Wilber (2005) has also offered intriguing predictions on how technology could be
used to catalyze human development. In an interview from the CD Kesasc Consciousness
(2005Y he claims that technological interfaces geared towards State-grésnich agiolosyng
could also reach the efficiency that meditation techniques have scientifioalgn to provide in
terms of not only facilitating, but accelerating inner growth. Certainly, tmsgaces could be
also incorporated in video games, since there are already interesting/exaffrthis trend
starting to appear in the market, such as the existent biofeedback &rslease oriented video
gameJourney of the Wild Divinand, most importantly, the upcomiggnotivinterfaces (Winter
2008) - which can recognize seven basic emotions based on EEG readings and usedhis data t
explore “real time” biofeedback interfaces with the upcoming video games.

In a recenAQAL Journalconference call that was also part of iHtermeneutical

Analysissection of my research — Ken Wilber (pc, February, 2008) shared with me bfd e

° Disc #3, track #5What Techno-Economic Base Will Emerge to Supptettal Consciousnessand Disc #7
tracks #3EEG Evidence of Brain States Associated with Satori
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virtual realities (including video games) can potentially be one of the main vehiclesyimgier
the next emerging™2tier techno-economic mode of thé'2Entury,as technology becomes
more advanced, subtle and ethereal. According to him, this will be especiallg the decades
to come, when cyber technologies and mind-brain interfaces reach a groundbpeakig
allowing human beings to use machines and virtual realities devices in a muctymbiatis,
direct and proactive ways. In his worlds: “I do think that is going to hafiypaim-mind linkages
which in essence will plug every human mind into the World Wide Web and world wide
computer capacities, [which] is going to be the techno-economic mode that undétiies 2
(pc, 2008) - a statement that brings up back tdvthix world, this time in a “real” way.

In our discussion, Wilber initially established a basic distinction in terriged
different kinds of developmeniGognitiveline, Self-relatedines andrlalents(or gifts) line
(Gardner, 2006) - and discussed the challenges and potentials for using videcodacikiste
growth in each one of them. Among those, he believes the most challenging woul&bH-the
relatedlines “because those involve in a sense a kind of death and rebirth [of developmental
levels]” (pc, 2008)Through different methodologies in my research, | realized that both
Cognitive and Talents (gifts) lines of development have been gradually ekppsome video
game designers, as well as researched in terms of their causes asdgfi@ctous e-learning
scholars and institutions (see page 16). However, intentional exploration andhré@seéanns of
the Self-related lines has been fragmented, limited, or inexistent; whefra@ethe broader and
integrative perspectives of Integral Theory, AQAL, ILP and InteBlay (see p.20).

From a meta-view perspective, Wilber considers that the “idea of having vithes ga
that could be conducive to growth in all three of [those lines of developmasiitainly
something that is feasible, the question is how much would it actually have an [iemppleasis
added]” (pc, February, 2008). He is both optimistic and realistic about the chaliénges
designing video games to facilitate human development, pointing to some of theapotenti
limitations of current virtual reality technologies in terms of promotingtraasformation. In
his worlds: “The factors that go into transformation are so numerous and are bteyars
almost anything short of full live experience makes it a little bit haolget transformation
occurring” (pc, 2008). Even though there are significant challenges ahead, Wdbkr is
supportive of the idea of developmental video games: “I certainly would not diseayjriagt

there are an awful lot of factors to consider about something like that...” (pc, 2008).
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In regards to these considerations, my basic perspective is that wetagttioking
more carefully at these factors, taking those challenges with a senseid gelarity, lightness
and purpose. Given the significant amount of time that an increasing number of ftayeat
ages have been spending with video games, | see the potential impact of developdental
games and virtual reality simulators to be too significant to be left by ehbmmy view, their
influence have the potential to be gradually increased as time goes by, riglkbwisteps of
upcoming technological innovations that will create advanced interfaces bétwagal” and
“real “ life. In order for these predictions to fully manifest in our dafly;, lgradual but
exponential innovations in the areas of virtual technology, artificial intalig€Al) and brain-
mind interfaces will need to continue until a critical point of growth is readtectan totally
revolutionize the current technological paradigm (Kurzweil, 1999). And the fact ihédse
innovations are already happening, and in astounding speed.

In the meantime, incremental developmental steps can (and will need to) hgembnce
and implemented in video game design in order to use more proactively the powerfuletools w
already have today, so we can start building a bridge for a brighter, morepiel/edmorrow. |
envision this process happening on the base of continuous improvement and skilful
developmental customization of video games’ design based on integral framewor&l aasinv
empirical tests and observations of different educational and developmental tigemsiof
through various current and new video game applications. As an example, video ganeas$ can s
incorporating eithemitial (pre-game)or “on the go” integral personal assessments - e.g.:
Personality types and styles (Enneagram, Myers-Briggs); Lines dfgatele (Psychograph),
Levels of Development (Spiral Dynamics); States of consciousnessdiizfek) and Quadrants
(Integral Intake; Marquis, 2007) - providing skillful customization and continuous peeditam
to players’ traits and development while playing those games, following “atitpoe
developmental adaptations (Esbjorn-Hargens, pc 2008; Wilber, 2007). As a result, these vide
games can be better suited to facilitate transference of skills frotadWito “real” life, and
vice-versa. In order to be more effective, the design of these games witbnee also based on
video games’ intrinsic and exclusive mechanics, structure and language, insiad of

borrowing or importing design concepts from other media (GDC, 2008).
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The Game Developers Conference 2008 (GDC 2008)

One of the highlights of my mixed-methodological explorations was my attenaatie
GDC 2008, one of the biggest gaming events in the world. Besides having the “timeifef my |
in the midst of so much creativity, fun and technological innovations, | had the opportunity to
interview Daniel Erickson as part of rilermeneutical Analysi€rickson is a lead designer of
Bioware,one of the most successful video game companies nowadays that tend to explore some
higher moral developmental altitudes (Orange & above) in some of theisgaansatives and
storytelling®. From that interview, | could get a clearer “insider’s view” of my developate
topic that helped to shed a more granular light into its main challenges and peytevtiielh
nevertheless were in basic resonance with general comments fromed{{808) and my other
interviewees presented in this paper (Wilber, Zeitler, and Gannon).

While at GDC 2008, | also realized through BEtiinomethodologicadndSystems
Analysisthat video games have currently multiplied through dozens of different deaees
Appendix #2)cultures and sub-cultures - including an increasingly influential cateforgem
games being exclusively designed for education, training, health and sooigé cheostly
through the initiatives of thBerious Gamesiovement, which had a special summit at GDC
2008 ee Appendix #2According to Akira Baba (GDC 2008), a video game researcher from
the University of Tokyo, there is still certain distrust $erious games the United States
related to the idea that games could actually serve for non-entertainnmaoggsur although
some common games suchlde SimsMadden, Sim CityandFlight Simulatorshave been re-
customizedrfiodg for “serious” purposes by players, trainers or researchers. He clainms that
Japan there is not a fine line between the concepts of entertainment and nomeretettand
offers his own definition of serious games (Japan style): “Digital gdina¢sire scientific
evaluated by empirical data and analysis ... [geared to] improve people’s Badma"(GDC
2008) also highlighted the great importanceleigning video games based on both empirical
analysis and theoretical modekbs) insight that is in great alignment with integral frameworks

explored in my paper and research.

lll. Developmental Learning and Education through Video Games

19 Bjowarevideo games includdade Empire, Star Wars: Knights of the Old RepubiitiMass Effectamong
others).
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Based on m¥ethnomethodologicadndSystems Analysykrealized that one of the main
empirical “bridges” that can be explored to facilitate the use of vide®gdor developmental
purposes is the field of education. Academic research about the positive impactusrete@slof
video games in education is still in its baby steps, even though investments in “gaade-ba
learning” had already reached the amount of $125,000,000 in the year of 2006 (Blunt, 2006).
Since then, an increasing number of contemporary academic studies have bedly gradirey
their efficiency and success (Blunt, 2006; McDivitt, 2006; Baba, Hichibe & Tomiyd3G, G
2008). In terms of current educational applications, | found in my research2@sae 2003;
Bogost, 2007, 2006; Prensky, 2000; Blunt, 2006; Johnson, 2005; Quinn, 2005; and Aldrich 2005,
2003) that existent video games can be generally dividdutee main categories related to
promoting different kinds of learnirgprresponding to distinct aspects of AQAL, especially the
Lines of Intelligence. These three learning categories can oftesdatavith each other within a
specific video game genre and design.
| also noticed that these three types of learning can occur diteetly - e.g.:
purposefully designed, such as in “serious gamesindrectly - e.g.: non-purposefully
designed or collateral. The collateral type of learning tends to occur in rdestgames
independent of their content (Johnson, 2005), but can be especially significant in popular role
playing (RPG) and adventure games (Gee, 2007). So, on one hand, video games can promote:
1. Education to facilitatacquisition ofinformation Formal and Conventional orientation.
This type of learning is important for human development purposes in terms of Horizontal
(translation) types of growth (Wilber, 2007), although it is more connected todeggex
cognitive aspects (e.g.: memorization).

2. Education to facilitatéearningprocessesCognitive and Social orientation, also calf&aft
or Thinking Skillsby the author and designer of educational simulat@as Aldrich
(2005). This kind of learning has a special importance for developmental purposes,isince
related to underlying, deeper and more complex cognitive functions often astociate
both Horizontal and Vertical (transformative) types of growth (Wilber, 2007) iowsri
Lines of Intelligencée.g.: Emotional, Interpersonal, Self-identity, Morals, Values).

3. Education to facilitateoncreteactions Technical and Training orientation, also calléard
or Action Skills(Aldrich, 2005). This kind of learning is also important for human

development purposes, especially in relation to certain Lines of Intedigerah as Talents
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(or gifts) (e.g.: Music, Math, Kinesthetic, Spacial) — and is closelyee& various action-
oriented and practical manifestations coming from most Lines of Intetiégen

On the other hand - and what is most important for my proposal - | observed through
different methodologies in my research a “gap” associated with a lagndfcant initiatives
being explored in terms of promoting:

4. Education to facilitatbuman developmentas defined by Integral Theory (Wilber, 2007):
Transformative and integrative orientation. This kind of education is closelgdetathe
soft skills involved in learning processes, although it also embraces aoguisit
information and concrete actions.

However, what makes it distinct from the others is the focus on the individual as an
integrated and multi-dimensional whokmbracing a broader sense of “Self” that extends
through, and is influenced by all of the five fundamental aspects of AQAL (W2D80). In
terms of Integral Psychology (Wilber, 2007, 2000), it will be necessary for videesgam
promote a skillful and timely balance of awareness, support and challenge iroardiyze
integration, growth and transformation in terms of the five aspects of AQAL, wbiodspond
to the overall Self of video game players. Due to the small scope of my paper aashits m
intention to provide just a brief overview of the topic, | did not focus much deeply iof dhgse
specific aspects, besides providing a summary in the Appendix #1.

Based on those three educational distinctions, one of my basic proposals is to improve
and expand their applications by intentionally designing video games to Skiltfcdirporate the

fourth developmental and integrative type of education aimed to catalyze huvetopdeent.

Developmental Cross-Training

By observing through my research how random, indirect, collateral, limited, and/or
fragmented different aspects of human development tends to happen in terms of vaesws L
Intelligence and other aspects of AQAlealized the fundamental importance of categorizing
and embracing those five main categories into a more integrated and complementary video game
design approachThisIntegral Approach to Video Game Desigontains a theoretical and
practical framework that can provide a clearer, deeper and more comprelepsovation of

those different perspectives and their complementary relationship to the ovacafpof
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human development — resulting in more focused and effective video game designiapglicat
(see summary in the Appendix #1).

Based on that, parents, gamers, coaches, counselors, teachers, leadstiidinths
would have a clearer and better sense of the best ways to use those videfmgdmagwvarious
developmental and educational intentions and goals. As an illustration of how these ccartepts
be strategically used, take the Lines of Intelligence for examptmrding to Wilber (2007),
George Leonard and Michael Murphy (2005), to the extent that we engage in some kind of
“cross-training” program for human development that can cover some of our masdfin
Intelligence, more will be the chances that growth in one or more linescsligetally “push”
development in the othéfsBased on the emergent concept of Integral Life Practice (ILP)
(Wilber, Patten, Leonard & Morelli, 2008) - composed by an “Ultimate Bbtyd, Spirit
Cross-Training” designed to facilitate a healthier, fuller and more atisgjprocesses of human
development - it is also one of my intentions to integrate (as much as possitds) HiddLP’s
core developmental modules (and some auxiliary practices) into the sthagsign of these
new video games, adapting them to different genres, storylines and content.

These ILP modules are composed by interdependent and complementary caespracti
related to Body (physical, kinesthetic and somatic), Mind (intellect and@mptSpirit
(existential and spiritual), and “Shadow” (unconscious or repressed psycholsgieeisd)
(Wilber, 2000; Jung, 1989) - besides other auxiliary modules (ethics, sex, work, emotions,
relationships). In my view, some of these modules can be skillfully and subtlyr(gaa Horse
approach, p. 8) incorporated in the design of a specific “cross-training” videg gadieided in
several game modules or levels in a concise video game within a completpdedil
package. As a result, these video games will be able to provide customized but subliminal
IntegralVirtual Life Practices to players that otherwise would not have interest, knowledge or
“time” to engage in such developmental activities. Moreover, they willdzecapable to support
the ILP of players interested in exercise some aspects of themsetwesulthbe either more

difficult, time consuming or risky to explore in their “real lives”; both in solo oroug.

" The same inter-dependent developmental procesalsamappen in relation Quadrantsin the AQAL model.
12 See more details on the relationships betweerostgduman development and video games on page 10.
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Video games Re-Integrating the Big Three of Arts, Morals and Science

One of the greater potentials of video games is related to the fact that weveaivéha
ability to actuallyinteractwith a mass medium of communication that can be intentionally
designed to deliver developmental “packages” skillfully designed to catpb/sonal and
spiritual growth in mass scale - in contrast to non-interactive or passivespesoof learning
absorption generally provided by other forms of media. Based on that, | invite yort to sta
looking around at what is happening in terms of the leading edge of technologicalstiad art
research in the planet, and start linking them to the idea of creating ivetacols that can
integrate entertainment and human developniemhy view, video games c