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Abstract

This paper investigate how social desigh games may support interaction between lonely young
adults that due to long-term loneliness need to train social skills which later can help them out
of their loneliness. A leisure game was hacked based on previous fieldwork and presented for
lonely young adults. The game was played and the inquiry was video-recorded with a group of
attendees and the data was transcripted and analyzed within a narrative and small story
approach. The findings from the data showed that social design games can help lonely young
adults to train social competencies.
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Introduction

Loneliness is considered a significant societal problem in modern western society. Even though
Denmark is regarded as one of the happiest nations in the world,! a large part of the population
often feels lonely or socially isolated. In a national health self-survey, 18.3% of young Danish men
and 26.3 % of women considered themselves long-term lonely.? Volunteer organizations such as
Ventilen, Husrum and SIND Ungdom are trying to help form communities for lonely young adults to
meet together with peers and volunteers. Unfortunately, due to a lack of resources and volunteers, it
can be challenging for the organizations to reach everyone attending and to help them form

1 “Happiest Countries in the World 2022,” World Population Review, accessed 14 July 2022,
https://worldpopulationreview.com/country-rankings/happiest-countries-in-the-world.

2 Heidi Rosendahl, Michael Davidsen, Sofie Rossen Mgller, Julie Ellegaard Ibafiez Roman, Kamilla Kragelund, Anne Illemann
Christensen, and Ola Ekholm, Danskernes Sundhed: Den Nationale Sundhedsprofil 2021 (Sundhedsstyrelsen, 2022).
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Hacked UNO Cards. Featured image by Mads Grgnne Bdrenholdt. Used with permission.

sustainable social interactions outside of the organizations’ meeting spaces. This paper is based on a
single design case study, which examines how to use a leisure card game (transformed into a social
game) to help attendees make meaningful social interactions when no volunteers are available to
shape the encounter.

Research Question

To investigate if social games may have an impact on how social interactions are shaped and
enacted, this study addressed the following research questions: How can a leisure game be “hacked”
so it acts as a social catalyst when played? What knowledge about loneliness is gained from the
method?

The resulting paper contributes knowledge about how social games can be used in context to combat
loneliness among young adults.
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Theoretical Outline
Loneliness

Loneliness often occurs when there is a social discrepancy between what the subject expects and
what is realized in the actual situation they find themselves in.3 Studies have shown that long-term
loneliness has a negative impact on the lonely person’s way of communicating and interacting in
social encounters,* which can reinforce the feeling of loneliness or the feeling of “being wrong” in the
sense that the long-term lonely person has lost the ability to understand social norms in different
social settings that are a part of their everyday life.

Social Design

“Social Design” refers to a design process focusing on including different stakeholders to make a
change for various vulnerable members of society. All of us can, in our lifespan, find ourselves in
such a vulnerable position, either due to our own iliness or illness of a close relative.®

The design principles for involving stakeholders have historic roots in the Scandinavian participatory
design tradition.® Social design is using participatory design methods (also called Co-design) to
involve communities to take an active part in the design process.” In this study, the young adults
and the volunteers of the organization whom we have been working with are the social design
participants, as we can imagine they would use the game in their practice in the organization. The
study is trying to make a social change in the way that these organizations work, by creating spaces
and situations that encourage meaningful social interaction for the lonely young adults.

“Magic” Spaces

Huizinga first introduced the concept of “the magic circle” in Homo Ludens.® Huizinga described how
we as humans transcend into a magic space when we interact through playful activities, e.g. games
and theatre, among others. In the magic circle, the cultural setting that we normally are a part of
temporally dissolves and vanishes into a new world where society’s normal conventions and rules
are not applied. Instead, the play and the playful human are creating a world of their own for the
time playing or enacting in a specific context. For his study, Huizinga investigated a playground, a
courthouse, and different religious places, and identified that the three domains had a similar effect
on how the humans were behaving at the different places.

3 See L.A. Peplau and Daniel Perlman, “Loneliness,” in Encyclopedia of Mental Health, edited by Howard S. Friedman (San
Diego: Academic Press, 1998), 571-81, and Robert S. Weiss, Loneliness: The Experience of Emotional and Social Isolation
(Cambridge, MA: The MIT Press, 1973).

4 See Warren H. Jones, Steven A. Hobbs, and Don Hockenbury, “Loneliness and Social Skill Deficits,” Journal of Personality
and Social Psychology, 42 (1982): 682-89, and Mitchell T. Wittenberg and Harry T. Reis, “Loneliness, Social Skills, and Social
Perception,” Personality and Social Psychology Bulletin 12 (1986): 121-30.

> Thomas Markussen, “Disentangling ‘the Social’ in Social Design’s Engagement with the Public Realm,” CoDesign 13 (2017):
160-74.

6 Susanne Bgdker, Pelle Ehn, Dan Sjégren, and Yngve Sundblad, “Co-Operative Design—Perspectives on 20 Years with ‘the
Scandinavian IT Design Model,” in Proceedings of the First Nordic Conference on Human-Computer Interaction Association for
Computing Machinery, Nordic Conference on Human-Computer Interaction (NordiCHI) 2000 (Stockholm, Sweden: 2000), 22-
24,

7 Elizabeth B.-N. Sanders and Bo Westerlund, “Experiencing, Exploring and Experimenting in and with Co-Design Spaces,” in
Nordes No. 4 (2011): 1-5, https://archive.nordes.org/index.php/ni3/article/view/110.

8 Johan Huizinga, Homo Ludens: A Study of the Play-Element in Culture (London: Routledge and Kegan Paul, 1949).
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Salen and Zimmerman?® later defined the magic circle when playing games as a way of crossing over
a border from the real world and then engaging in a new temporal reality that, similar to Huizinga’s
construction, does not exist in the current form. Salen and Zimmerman’s work introduced a
framework for creating and analyzing games through the magic circle concept.

The magic circle lies in the foundation of the playful encounters that happen inside the circle, and
then when the encounter is finished learnings might expand into the participant’s social life as a
consequence of the encounter. This phenomenon has been described as a breach of the magic circle
where the game world and the real world blend and can result in a new experience of the played
game.°

Game Frameworks

Games can be used in various settings and for multiple purposes and research interests: A game can
have the purpose to be designed for leisure.!! When designed for a specific educational context,!? it
is often referred to as a “serious game.”!3 Specific digital educational games might focus on
environmental problems, training of health professionals,'* or simply teaching useful skills.'> A
serious game can also function as an ethnographic tool for understanding the world through the lens
of the player.®

It can be argued that all multiplayer games have a social element when played, since these games
must be played with known or unknown peers. However, in the different categories listed above, the
social aspect isn’t the primary reason for playing, but rather a derived part of playing together.
Social games are used to intentionally create social change in different contexts,!” and when
designed according to the mantra of social design, they involve those who are being designed for.

As Markussen and Knutz argue:

Social games, on the other hand, entail a broader conception informed not only by the
aforementioned disciplines, but also by social design, sociology, play theory, and aesthetics.
The primary objective of social games is neither learning (as in serious games) nor health
improvement (as in health games), but to alter or ultimately strengthen the social relation

9 Katie Salen and Eric Zimmerman, Rules of Play: Game Design Fundamentals (Cambridge, MA: The MIT Press, 2004).

10 Cindy Poremba, “Critical Potential on the Brink of the Magic Circle,” in Situated Play, Proceedings of DiGRA 2007 Conference
(2007), 772-778, https://doi.org/10.26503/dl.v2007i1.336.

11 See Emily Hofstetter, “Thinking with the Body: Embodying Thinking as a Practice in Board Games,” in Discursive Psychology
and Embodiment, edited by Sally Wiggins and Karin Osvaldsson Cromdal (Palgrave Macmillan, 2021), 247-273, and Emily
Hofstetter, “"Achieving Preallocation: Turn Transition Practices in Board Games,” Discourse Processes 58 (2021): 113-33.

12 Flena Arboleya-Garcia and Laura Miralles, ““The Game of the Sea’: An Interdisciplinary Educational Board Game on the
Marine Environment and Ocean Awareness for Primary and Secondary Students,” Education Sciences 12 (2022): 57.

13 Ralf Dérner, Stefan Gébel, Wolfgang Effelsberg, and Josef Wiemeyer, Serious Games: Foundations, Concepts and Practice
(Springer International Publishing, 2016).

14 Rosy Tsopra, Mélanie Courtine, Karima Sedki, David Eap, Manon Cabal, Samuel Cohen, Olivier Bouchaud, Frédéric Mechai,
and Jean-Baptiste Lamy, “Antibiogame®: A Serious Game for Teaching Medical Students About Antibiotic Use,” International
Journal of Medical Informatics 136 (2020): 1-11.

15 Thomas Markussen and Eva Knutz, “Playful Participation,” Conjunctions 4 (2017): 1-20.

16 For more on this see Mette Gislev Kjaersgaard, Eva Knutz, and Thomas Markussen, “Design Games as Fieldwork: Re-
Visiting Design Games from a Design Anthropological Perspective,” Design Studies 73 (2021): 100994; Kathrina Dankl, Canan
Akoglu, and Kerstin Bro Egelund, “A Contemporary Framework for Probing in Social Design: On Continuous Dialogues and
Community Building,” CoDesign 19 (2023): 14-35; E. Brandt, “Designing Exploratory Design Games: A Framework for
Participation in Participatory Design,” in Proceedings of the Ninth Conference on Participatory Design: Expanding Boundaries
in Design — Volume 1 (Trento, Italy: Association for Computing Machinery, 2006), 57-66; and Kirsikka Vaajakallio and Tuuli
Mattelmaki, “"Design Games in Codesign: As a Tool, a Mindset and a Structure,” CoDesign 10 (2014): 63-77.

17 Markussen and Knutz, “Playful Participation”; see also Thomas Markussen and Eva Knutz, “Playing Games to Re-Story
Troubled Family Narratives in Danish Maximum-Security Prisons,” Punishment & Society 22 (2020): 483-508.
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between people playing the game. This means that social development at an interpersonal
level is the central game goal. There is a need for a huanced understanding of how gaming
and play may be constitutive of social relations outside the game play.!8

As they state, a game can be designed to foster and shape interpersonal connection and
communication as the primary goal of the gaming session, letting the participants reflect upon their
identity as the game evolves.

It is worth considering that all the types of games mentioned above from time to time interfere and
overlap with different domains. The design of a social game has the goal to evoke social change but
can intentionally or unintentionally have multiple purposes. The Hacked UNO game designed for this
case has the intended purpose to evoke social change in the organization while acting as a
“volunteer.” But as I will argue later, the ripple effect from the game also causes the game to
overlap into the other categories shown in Figure 1, as it could also be analytically approached as an
ethnographic design game or as a serious game.

A Small Stories Analytical Approach for Understanding Interactions

To understand how games can help shape conversation in interaction, I use an analytical approach
that frames “small stories” as narratives that can reveal how social interaction is occurring. De Fina
and Georgeakopoulos?®® argue in their 2008 article that narrative analysis had historically been used
to analyze interviews where the participant provides reflections on past events by presenting
narratives constructed with a beginning, a middle, and an ending. That is, they tell stories that have
already unfolded. The framework from De Fina and Georgakopoulou shifts this temporal aspect of
the narrative analysis approach, as they argue that narratives also appear in the present in
interactions, with the same recognizable structure,
which Labov and Waletsky define as a beginning, a
middle, and an ending.?°

Serious
games

Before De Fina and Georgakopoulou’s special issue of
text and talk, Michael Bamberg also argued that
narrative analysis could be used to see what happens in
in-situ social practices, not only in the biographically
oriented interview.?! Bamberg shifted focus from the
long, completed narrative?? to in-situ small stories
taking place in everyday interactions, described as a
form of drama play with different actors and plots.
Bamberg showed that small stories that happen in a
situated interactional setting, do not always have all
three beginning, middle, and ending (BME) elements of
a traditional narrative, as described by Labov and
Waletsky. Figure 1: Landscape of typography of games.

Social
games

18 Markussen, and Knutz, “Playful Participation,” 3.

19 Anna De Fina and Alexandra Georgakopoulou, “Analysing Narratives as Practices,” Qualitative Research 8 (2008): 379-87.
20 william Labov and Joshua Waletzky, “Narrative Analysis: Oral Versions of Personal Experience,” Journal of Narrative & Life
History 7 (1997): 3-38.

21 M, Bamberg, “Talk, Small Stories, and Adolescent Identities,” Human Development 47 (2004): 366-69.

22 See Michael Bamberg, “Actions, Events, Scenes, Plots and the Drama. Language and the Constitution of Part-Whole
Relationships,” Language Sciences 16 (1994): 39-79, and Michael Bamberg, “Language, Concepts and Emotions: The Role of
Language in the Construction of Emotions,” Language Sciences 19 (1997): 309-40.
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The use of BME as an approach to narrative analysis frames a narrative as a closed-ended setting or
situation where there isn’t a BME. The small story that occurs in interaction is much more open-
ended and without the linear temporality of storytelling. It is more emergent in the interaction or as
Bamberg et al. describe it: "More than that, as we will show in our analysis, we stay alert to the
fleeting moments of a ‘narrative orientation’ in interactions, for example, starting a story and not
finishing it, signalling that there is a story to tell but not telling it.”?* I will show in my analysis how
some in-situ small stories can be open-ended, based on the theoretical foundation from Bamberg
and Georgakopoulou. With this case study, I explore how narratives can shift form from text to
practices, and how games might help shape conversation in interaction. The small story analysis will
be used to explore the interaction within the game.

Case Study: The Design of a Game for Lonely Young Adults

This case study is a part of a comprehensive study that aims to use design methods to gain
knowledge about how loneliness is shown in situated social praxis. The research aim/question for
this study can be divided into two areas: a) how leisure games can be redesigned to act as social
catalysts, and b) how this social desigh method can generate knowledge about loneliness.

Case Context

As a part of the larger study, preliminary video observations and field notes were conducted to learn
more about loneliness and the efforts to remedy the condition. A volunteer organization called
Husrum, which is based in different cities in Jutland, Denmark, agreed to engage in the research
project. In order to conduct the research, a number of observations studies were planned.

During my visits to the organization, I noticed some interesting challenges that were occurring while
I was observing what was going on between the participants, when there was no volunteers around.

As I was going through my field notes and recordings, four challenges were generally occurring in
my material:

e The young adults did not know what each other’s names were.

e Participants were sitting sedated in one place for almost the entire night, and only did a little
talking with those who were sat beside them.

e There was minimum initiation of conversation and getting to know each other.

e They restricted themselves from asking for small favors like passing the water when they
were thirsty, and instead waited to reach for it or went to fill a glass from the tap.

Compared to what happens when a volunteer was joining a group, the challenges as described
above, was not occurring much. There was therefore a challenge where there was no volunteer
around to initiate different kinds of interactions.

The findings from the fieldwork made me curious to investigate if it was possible to intervene with
the use of a playful encounter to see if it could be a useful way for lonely young adults to engage
with one another socially.

23 M. Bamberg and A. Georgakopoulou, “Small Stories as a New Perspective in Narrative and Identity Analysis,” Text & Talk
28 (2008): 382.
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In my field studies, some of the activities that the organization arranged were game nights, where
they played different leisurely, fun tabletop games that ranged from strategic complex games to fast
action games like UNO. I therefore decided to design a hacked version of UNO, to see if I could
somehow transform the fast-paced leisure game into a social game.

Hacking UNO

UNO is a fast-paced game?* which is won by getting rid of your cards as fast as possible. The game
is one which many have played at some point in their life. An UNO deck consists of 104 cards divided
into different sub-groups. The largest card sub-group, totaling 72 cards, is the regular number
cards, with numbers from zero to nine in the colors red, yellow, green, and blue. I decided not to
“hack” or change the card attributes in this group, in order to not slow down or change game play

too much.

The remaining cards have special attributes that introduce game mechanics to change some
dynamics in the game, like switching turn-taking from clockwise to counterclockwise. In Hacked
UNO, 1 added a task that the player should solve before the card’s original game mechanic is
triggered. These tasks are meant to initiate social interaction, based on the challenges identified in
the initial fieldwork. The game was co-designed with the users and volunteers in the organization
Husrum, as they filled out cards with different challenges that they had. This was used as inspiration
when designing the different task.

Table 1 provides an overview of the rules of the ordinary card, the task added, and the hacked
card’s new purpose. The hacked task has been translated to English, from the original Danish, for
ease of understanding.

Card

The Original Rule

The HACKED Purpose

The HACKED Task

e Next player loses their
turn

e Can only be played by
matching current color
or symbol

e Create a short break,
where the player who
plays the card needs to
ask the next player to
bring him a drink

e Trains social skills, like
asking for a favor

“Ask the next player what
they want to drink. Get it
and while the next player is
drinking they lose their
turn”

&
7

e Next player draws two
cards

e Can only be played by
matching current color
or symbol

o Create a conversation
about something other
than the game

e Trains small talk and
has potential to create
small communities of
interest

“Before next player draws
two cards, tell them your
name and your favorite ...."”

Each card had a different
subject to talk about:
Favorite color, candy,
animal, song/music;

24 “Uno Descriptions,” Mattel, accessed 8 Oct. 2022, https://shop.mattel.com/products/uno-card-game-42003.
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work/study; last night’s
dinner; age

r‘\\‘:

\\

Changes the direction
of the game play

Can only be played by
matching current color
or symbol

Create physical
movement in the game

Lets the player interact
with persons other than
the person next to them

“Switch seat with the
person .... The turn
proceeds the same way”

Each card had different
orientation: to the right, to
the left, across, directly

The player playing the
card can change color

Playable at all colors /
symbols

Remember something
that has been said
earlier in the game

Let the players connect
about something that
happened earlier in the
game, and maybe it
leads to conversation

“When you play this card,
you have to tell about
something mentioned
earlier in the game”

The player playing the
card can change color

The next player draws 4
cards from the deck.

Playable at all colors
/symbols

Create conversation
about harder topics

Gives insights into what
the young adult thinks
is difficult in their life,
and maybe has the
power to connect with
other players - due to
life likely circumstances

“Before you play the card,
you need to tell..”

Each card has different
questions: For example:
what you think is hard,
what you dislike, a bad
habit, what is nice, etc.

The player playing the
card may choose an
opponent who must
swap their entire hand
with the player who
played the card

The player who played
the card may choose a
new color

Let the players
physically touch each
other

Helps the young adults
to physically touch each
other and share a
bodily experience

“Give a high-five to the one
left/right to you”

The card adds a new rule
as well

"When the task is done, put
down a card you choose
yourself”
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e Make your own card e Co-op sharing For example:

e The two blank cards “Everyone must take turns
were added with the making a wish for the
purpose to get future. Afterward, everyone
information on the must throw an optional
lifeworld of the lonely card at the bottom, without
young adults the task to be solved. If

you are left with only one
card, say UNO.

The player who played the
card gets an extra turn.”

Materialization of HACKED UNO

As already argued, with the hacked game design, I intended for UNO’s “basic” rules and goals to
remain the same. I needed to find a way of adding the HACKED cards’ new tasks in a way where the
players didn't need a big rulebook beside them to understand the cards’ roles and the latest game
dynamics. Furthermore, the cards still needed to be recognizable so as not to disturb the game too
much. I measured the dimensions of the cards and made a template (Figure 2) for the card design in
InDesign. I marked up the middle of the card and added a new feature with a description of the
card’s attribute in the middle of the card.

After adding the text to the template, the template was printed on semi-transparent labels, ensuring
that both the card’s original rule and the new hacked task were recognizable. The new task was cut
out and adhered onto the appropriate UNO card. In the first testing phase, I noticed that the text
was hard to read with a transparent —
background on the card. Adding a subtle

grey field made it easier to read the
card while still seeing its original
features. The adjustment was made,
and the new tasks were printed, cut out,
and placed on the UNO cards.

&
f
2

This way, I ensured that the card’s
materiality didnt change and still felt
like the original set of UNO. Had I used
a paper prototype or glued paper on
cardboard, it could have changed the
player’s perception of the game,
impacting the game’s dynamics, or it
could have affected shuffling and
dealing the cards.

&

L2

0)
s
*":f
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Pilot Testing

A pilot test revealed the findings reported below:
e The text on the card was hard to read.
e The two cards about “how do you feel” and a “future wish” were unclear.
e The rules about switching seats weren’t clear enough.

e The card prompting the player to remember something another player said was slightly
unsuccessful when it was played at the beginning of the game, as this card depends on the
information elicited by the other hacked cards. If the card was played in the first rounds, it
could be that no one has said anything yet.

The text on the cards were adjusted so that the rules were clearer. The card of remembrance gave
an extra mechanic for switching the card and shuffling the deck, so the players could choose which
mechanic they wanted to use.

Data Collection Method

The data presented for this study was gathered on a single evening at the NGO during their weekly
inquiry session, where they typically hang out, cook dinner, and play different board games.
Seventeen participants had joined the evening gathering. Two volunteers oversaw the evening to
start activities and prepare food. Seven of the young people attending this evening in HUSRUM are
volunteering to play the HACKED UNO. They are seated at a long table, with the cards in the middle.
There are no volunteers at the table. As the participants played the game together for this study.
Video observation was used to collect data for further analysis. Before the record was started, the
participants had to sign a consent form due to GDPR. All data presented are anonymized, and names
appearing in transcripts are pseudonyms. Besides that, field notes from observations were also
written down as a data source.

Qualitative Analysis

After collecting the data, the data was prepared for qualitative analysis. The recordings were
explored through a content log.?®> When the reconfigured or hacked cards were played, the time,
card name, and a short description were recorded in the content log.

Each episode was transcribed with the CLAN software?® and the Jefferson transcriptions key.?’

While the video recordings are data-rich,?® the scope for the qualitative analysis was narrowed down
to the following:

1. How do the hacked/re-configured cards support the social setting when played?

2 Brian L. Due, “Kapitel 5 - Bearbejdning Af Indsamlet Videomateriale,” in Multimodal Interaktionsanalyse: Med
Videoetnografisk Dataindsamling (Kgbenhavn: Samfundslitteatur, 2017), 110-26.

26 Brian MacWhinney, The Childes Project: Tools for Analyzing Talk, Volume II: the Database (Psychology Press, 2014).
27 Gail Jefferson, “Glossary of Transcript Symbols with an Introduction,” in Conversation Analysis: Studies from the First
Generation, edited by G.H. Lerner (Amsterdam / PhilaiFigure 2: UNO label template - see Table 1 for card translation.

28 C. Heath, J. Hindmarsh, and P. Luff, Video in Qualite

Sage Publications, 2010).
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2. What information from the small story told during the game gives us insights into what it
means to be lonely?

To answer the first question, the findings in the section below were described with inspiration from
conversation analysis, henceforth CA,?° to show how the game provided a structure and helped the
young adults train simple small competencies like getting someone a coffee. The second question is
answered with inspiration from the framework described by De Fina and Georgakopoulou, as
mentioned earlier, used to analyze and identify the small stories which align within the in-situ social
practices that occur when the participants are playing the social game.3° These little stories are also
discussed inside the loneliness theorem.

Analysis Method

The methodological approach used for analyzing and understanding the data is inspired by Bamberg,
De Fina, and Georgakopoulou,3! with inputs from the classic conversational analysis (henceforth CA)
approach provided by Sacks, Schegloff, and Jefferson.3? In the analysis of this study, I use a mix of
CA, combining fine-grained transcriptions as the Jeffersonian transcription regime33 with those of the
Mondada conventions.3* This combination allows for a focus on more than just talk. The Jeffersonian
transcription regime shows not only what has been said, but also how it is said and when it said in
an interactional setting. The Mondada transcription conventions can add even more details,
especially gaze, body movement, and other bodily functions to reveal and understand what is
happening in the interaction. Both the Jeffersonian and the Mondada systems can be more or less
detailed depending on what the researcher wants to investigate.

Bamberg and Georgakopoulou have discussed different approaches to using transcripts in academic
discourse.3> There are statement transcriptions, which consist of statements or single fragments
from an interview used to show a point. This way of transcribing is what Bamberg and
Georgakopoulou refer to as a macro transcription. The macro transcription is also the first step while
processing the collected data.

While macro transcriptions provide information on what has been said. It leaves out the more
interactionally relevant features, such as turn-taking and agency for saying the utterances, making it
hard to answer what is happening in the interaction. More fine-grained transcriptions can provide
more details on what happens in the interaction on a micro-level and provide insights into the
interactional system used for communicating.

All in all, the transcription that is made based on recorded data relies on the choices which are made
during the processing of the data. Transcriptions can be constructed in less and greater detail, either
as statements showing what is said or as multimodal descriptions of what is going on the interaction.
As argued by De Fina and Georgakopoulou,

2% Harvey Sacks, Emanuel A. Schegloff, and Gail Jefferson, “A Simplest Systematics for the Organization of Turn-Taking for
Conversation,” Language 50 (1974): 696.

30 De Fina and Georgakopoulou, “Analysing Narratives as Practices.”

31 De Fina and Alexandra, “Analysing Narratives as Practices”; Bamberg, “Actions, Events, Scenes”; and Bamberg and
Georgakopoulou, “Small Stories.”

32 Sacks, Schegloff, and Jefferson, “A Simplest Systematics,” 696, and Emanuel A. Schegloff, “*Overlapping Talk and the
Organization of Turn-Taking for Conversation,” Language in Society 29 (2000): 1-63.

33 Jefferson, “Glossary.”

34 Lorenza Mondada, “Multiple Temporalities of Language and Body in Interaction: Challenges for Transcribing Multimodality,”
Research on Language and Social Interaction 51 (2018): 85-106.

35 Bamberg and Georgakopoulou, “Small Stories.”
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...transcription and translation are not seen as transparent processes, but as choices with
strong implications for data analysis. Equally, it sees dichotomies such as natural versus
elicited data as fundamentally flawed because it is committed to exploring how any setting in
which narratives occur brings about and is shaped by different norms and histories of
associations, participant frameworks, relations, etc. From a methodological point of view, the
SIA does not set out to sanction or prescribe certain ways of working at the expense of
others. However, its epistemological framework lends itself better to ethnographic methods
that allow for local, reflexive and situated understandings of narratives as more or less partial

and valid accounts within systems of production and articulation.3®

Thus, it is essential to note that the choices made when transcribing have an impact on which details
the data will show. In this study, I have used fine-grained transcriptions where focus has been on
what is said and how it is spoken in the interaction. Also, to show how the game provides agency for
the interactional situation, the transcript has different types of body movement incorporated. The

transcription key used, can be seen in Table 2: Transcription key.

Symbol Meaning

*NAME Utterances by the person

%name Description of gesture or bodily adjustment by the person
(1.72) Pause in seconds

(.) Pause under 0.5 seconds

= Continuation maker from previous line

© Smile in voice

Extension of vowel sound in word

! Shift to low pitch
1 Shift to high pitch
[ 1] Overlap in speech

36 De Fina and Georgakopoulou, “Analysing Narratives as Practices,” 385.
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Analysis
How the Cards Helped Train Small, Everyday Competencies

As described in the theoretical section regarding loneliness, the young people need to develop some
competencies. Some of the HACKED UNO cards are designed to support small, everyday routines in
a specific social setting that could occur at different institutional praxis (e.g., educational institutions,
workplace, etc.). One of the cards, for example, was supposed to promote helping and doing a good
deed for another person by offering and serving a drink as the primary objective. It can seem
relatively straightforward and ordinary, but as I noticed in my initial observations, when some lonely
young adults were requesting something like water or other materials, the recipient didn’t always
understand what happened. Therefore, communication tends to fail in the interaction. The analysis
of the transcription shows how the card forms and helps shape the conversation and the exchange.
The extract below [translations following ||] shows how the card helps the interaction succeed and
trains the informal alignment of doing a good deed (in this case, HEN provides NIK with a cup of
coffee).

Extract 1

1. %kim: ligger et kort (3.27) || %kim: puts down a card

2. *HEN: er det mig ghh:: hent et glas vand (.) kaffe eller te eller anden drik efter gnske (.) ||
*HEN: is it me uhh:: get a glass of water (.) coffee or tea or other drink after wish (.)

3. =til den naeste spiller || =to the next player
4, *KIM: serius €j ((latter)) || *KIM: seriously ei ((laughter))

5. *HEN: han springes over da den naeste spiller drikke drikker || *HEN: he is skipped when
the next player drinks

6. *NIK okay jeg skal bestille || *NIK: okay so I must order

7. *HEN: jaja jeg skal hente din kommentar (.) sa det dig hvad vil du gerne ha || *HEN: yes
yes, I'm going to pick up your comment (.) so it you what would you like to have

8. *NIK: jamen jeg vil gerne have kaffe || *NIK: well, I'd like coffee

9. *HEN: kaffe skal jeg se om jeg kan finde noget kaffe || *HEN: coffee I need to see if I can
find some coffee

10. %hen: rejser sig op henter kaffe || %hen: gets up fetching coffee

The first part of the extract, specifically lines 2 -3, shows HEN reading the card aloud and adding
what he needs to do for the game to continue. KIM is interrupting and telling her opinion on what
she thinks about the task. While HEN, in line 5, reads the last sentence on the card aloud. A new
sequential activity is then started, and NIK is taking his turn by asking a question regarding if he has
understood the card’s task the right way, as a part of the adjacency pair,3” while HEN responds
confirming NIKs request for confirmation. HEN is also adding a new question as a post-expansion,
directed to NIK with a proposal of what he shall provide to him as a part of the small task. In the

37 Emanuel A. Schegloff, Sequence Organization in Interaction: A Primer in Conversation Analysis. Vol. 1 (Cambridge
University Press, 2007).
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response, NIK wants a cup of coffee (line 8), and HEN then confirms that he has understood that
NIK would like to have some coffee, and he closes the activity by announcing that he is looking for
some coffee for NIK.

As shown in the description on the transcript, we can see how the card supports the small everyday
activity of asking someone what they want or prefer to drink. By organizing and helping structure
the interaction, the game makes the turn-taking manageable. The card’s written task starts by
pinning down that the player playing the card must ask what the next player wants to drink. It
provides the players with multiple choices, with three options for the player. The intention of giving
the player various options to choose from was to provide some explicit examples. The player does
not need to think about what they want to drink but casually can select one option and continue the
game. So, when the player is reading the card aloud (lines 4-5), the next player has time to prepare
and respond without delaying the game and extending the magic circle to include other activities
other than just playing the game.

The following extract [translations follow ||] took place during the same session. It is LOU’s turn to
play a card; after long consideration, she finally decides to play it. The intended design of the
hacked card is to help the players train small-talk situations. The card tells LOU that she shall
mention something she thinks is hard to do.

Extract 2
1. *LOU: hm::
2. (3.456)
3. LOU: ja det er et godt @spggsmal@ || LOU: well thats a J good question J
4. (1.728)
5. *LOU: hm::: (.) jeg synes at matematik er sveert || LOU: hm::: (.) I think math is hard
6. %ges: NIK nikker || %ges: NIK nods
7. *NIK: ohkay || *NIK: okay
[...]
8. *CHR: tar du s& noget matematik eller hvad || *CHR: do you take any math training or what
9. (0.618)

10. *LOU: var || *LOU: what

11. *CHR: tar du sa noget matematik eller hvad| hvis du synes det er svaert || *CHR: do you
take some math or what | if you think it’s hard

12.*LOU: nah:: nej jeg har en bachelor || LOU: ouh:: no i have an BA

The extract starts with LOU (lines 1-2), indicating that it is her talk-turn with her “*hm,” followed by a
more extended break. Lou pauses before her utterances (line 3) to raise awareness to the other
players that she is still playing. She is, as Hofstetter describes,3® using the utterances to pre-allocate

38 Hofstetter, “Thinking with the Body” and “Achieving Preallocation.”
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her game turn and giving herself some time to think before she reacts. The next part of the
transcript (line 5) shows LOU answering the question the card has asked, ending both her talk- and
game-turn. NIK (line 7) is nodding, accounting that LOU is finishing both turns, and indicating that
the next player can start their turn.

Later in the sequence (line 8), CHR asks LOU why she does not take math lessons; the small break
in line 9 and LOU’s response in line 10 show that she is unaware of what he is saying. CHR is then

(line 11) elaborating on what he previously asked LOU by adding a second part, “...if you think it is
hard.” LOU does not understand CHR's discourse; therefore, LOU is accounting for her education.

By training this as a playful and safe setting - it can be assumed that the young adult is getting
confident in asking questions and starting small interaction sequences that can further help navigate
them through everyday mundane social activities without getting nervous or backing down in social
settings. The cards provide help for structuring and starting a small conversation that is easily
transferable to other situations. My analysis shows how the cards’ design impacted how the
participants interacted with each other, not only in situ where the card was played, but as a
conversation starter between rounds where other actions were performed.

Identity Shaping through Small Narratives and Identifying Symptoms of Loneliness

An example from the analysis shows how the small-talk activities transform into small stories
regarding how participants are shaping their identity in the group through different small narratives.
According to Bamberg, identity and identity work in a narrative analysis can be seen as how the
actors position themselves in the interaction by the agency provided to them.3® When the actor uses
“1”, it suggests something about oneself that positions themselves and builds on the construction of
their own identity. Bamberg states that due to the narrative analysis, there are three parts which
show the identity constructed as the teller accounts for how they have emerged (as a character)
over time, as different from others (but same), and how they view themselves as a responsible
agent.*®

In the extract below [translations following ||], one of the players had played a card when the card
prompted them to make a wish for the future. In the section from the video analysis, we see
examples of how the different small narratives help shape the participants’ identities in the context
of meeting at an NGO for lonely young adults.

Extract 3

1. %cha: treekker et kort || %cha: draws a card

2. *CHA: uh: || *CHA: uh:

3. %cha: kigger pa kort (2.0) || %cha: gaze at cards (2.0)
4

*CHA: okay den her er anderledes den har vi ikke haft fgr (.) || *CHA: okay this one is
different we haven’t had that yet (.)

3% M. Bamberg, “Identity and Narration,” in Handbook of Narratology, edited by Peter Hiihn, John Pier, Wolf Schmid, and Jérg
Schénert (Berlin, New York: De Gruyter, 2009), 132-43.
40 Bamberg, “Identity and Narration.”
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*CHA:

=alle skal pa skift komme med et gnske for fremtiden || *CHA: =everyone should

take turns to make a wish for the future

*CHA:
*CHA:
*NIK:
*CHA:

. *NIK:

*CHA:
*CHA:
*KIM:
%hen:
%nik:
%vik:
*CHR:
*KIM:
*CHR:

ghm:: || *CHA: uhm::

sa jeg vil gerne ((utydeligt)) || *CHA: so I'd like to ((indistinctly))

ohkay || *NIK: ohkay

jeg vil bare gerne have at det gar godt ohkay || *CHA: I just want it to go well ohkay
mhhm (.) || *NIK: mhhm (.)

heh || *CHA: heh

heh (1.2) || *CHA: heh (1.2)

gh: jeg gnsker at je::g| (.) blir gladeret || *KIM: uh: I wish to | (.) get happiert
nodding

nodding

nodding

det haber jeg ogsa || *CHR: I hope so too

hehe || *KIM: hehe

jeg skal snart til at skrive speciale s det (.) [gns]ker jeg det gar godt || *CHR: I'm

about to write my thesis so that (.) [hop]es it’s going well

*CHA:
*KIM:
*CHR:
*CHA:

ulhh| || *CHA: ulhh|
hvad skriver du i || *KIM: what do you write in
(.) matematik (.) || *CHR: (.) Mathematics (.)

uhh matematik er ogsa ((utydeligt)) det er svaert || *CHA: uhh math is also

((indistinct)) it’s hard

*KIM:
*CHA:
*KIM:
*LOU:
*CHA:
*LOU:
*LOU:

nice || *KIM: nice

pyha ja || *CHA: phew yes

ja pyha || *KIM: yes phew

jeg hader matematik || *LOU: I hate math

sa er det bare foran dig || *CHA: then it’s just in front of you
ja (1.77) || *LOU: yes (1.77)

ja jeg teenker ogsa sada noget med jeg vil blive gladere haber jeg || ¥*LOU: yes I'm

also thinking so something with I'll be happier I hope

(2.3)
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32. *NIK: gh::: jeg gnsker mig succes || *NIK: uh::: I wish myself success
33.(6.592)

34. *HEN: je::::g gnsker mig at blive ((utydeligt)) || *HEN: je::::g wants me to stay
((indistinct))

35.(3.18)

36. *VIK: jeg haber det lykkes mig at blive sygeplejeske || *VIK: I hope I succeed in becoming
a nurse

37.(1.82)

38. *CHA: det haber jeg ogsa for dig || *CHA: I hope so for you too
39.(1.93)

40.*CHA: ndh: || *CHA: Oh:

The first example of how identity is built occurs in line 13, where KIM is stating that she would like
to “be happier.” Considering loneliness, this is an interesting statement because the interpretation of
why she isn’t pleased differs in theoretical literature. But due to the little narrative that KIM is telling
about herself, we might assume that she has the impression of herself as an unhappy person. KIM’s
narrative that she talks into is a standard description of how lonely people often describe themselves
as Peplau writes: "Complementing how others see lonely people, lonely individuals themselves
report such feelings as sadness, a sense of estrangement and rejection by others, a lack of self-
confidence, boredom, anger against others, and depression.”#

The little narrative structure is also structured as Labov and Waletzky have described.*? KIM’s small
story starts with her utterances, then her peers nodding in the middle, and it ends with the CHR
taking the turn and agreeing with KIM; he shows empathy towards her.

KIM’s story reveals different aspects of her identity construction, according to Bamberg. She is
positioning herself as “an unhappy person” by adding that she wants to be happier” in the future.
With the utterances, she is comparing herself to a societal discourse about being happy; she wants
the same even though it differs from her current state of mind. Her identity works as it appears in
line 13 according to Bamberg also work on her identity. She accounts implicitly for her current state
of mind as she positions herself as someone who “wishes to be happier”. She indicates a change
from happy to unhappy and wants to return to her happy state of mind. The identity work she is
doing in the line shows a conflict between happy and unhappy, which might have a coherence with
her loneliness.

Another example of how the wishing card reveals other narratives about the player and their
struggle with loneliness is when LOU, in line 26, follows up on KIM's earlier utterances and says she
would also like to be happier. LOU’s utterances show once more that some lonely adults identify
themselves as not as satisfied as they wish to be. This places a discrepancy between how they feel
in their current state and how they want to be.

4! peplau and Perlman, “Loneliness,” 573.
42 Labov and Waletzky, “Narrative Analysis.”
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According to Peplau, lack of self-confidence is also a side effect of loneliness. VIK is in line 32
indicating a lack of self-confidence - “She hopes she will manage to be a nurse.” With her
statements and the choice of using the word “haber/hopes,” she is displaying a lack in confidences
at her skills and seems unsure that she will finish the nursing education. The lack of self-confidence
shown by VIK is a Peplau describes as a typical side-effect of loneliness. It makes one doubt if they
can perform the task they are attending. According to Bandura (1986, 1990), a person with low self-
confidence will likely not maintain or accomplish their goals.

The doubt VIK is showing by using the verb: “hope” shows that she is not sure if she will manage to
complete her educational goals. The extract above also shows how one participant does not lack
self-confidence in the educational setting. CHR is in line 15, saying that he wishes his MA in
mathematics would result positively. His utterances show in opposition to VIK; he has CHR
confidence in his educational work and has no doubt that he cannot finish the study he has started.

To summarize the findings in this section, the analysis shows that the card game can be used to get
insights into how different states and experiences of loneliness can be expressed in a situation where
the game is being played. Despite that, the cards do not directly ask questions about loneliness;
some of the players, probably due to the situated context/discourse (they are all coming to the NGO
due to loneliness), provide us with information about how loneliness is shaping their identity as
individuals based on their telling of small stories.

The Small, Open-Ended Story

Traditional narratives are generally considered with a beginning, a middle, and an ending. As earlier
mentioned, sometimes histories and extraordinary in-situ records, where the responses are
spontaneous and now, in contrast to interviews and other reflexive praxis. For sensemaking, it is
necessary to emphasize the epistemologically turn-talking stance from CA* to show the point of
small open-ended stories as an in-situ interaction phenomenon. The small open-ended story often
occurs in my data set, where the verbal or bodily accounting fails.

In the extract above, at line 27, a small open-ended story appears where the ending or closure does
not occur.

LOU states that she “really hates math” the trigger is the CHR response about the card question.
LOU is setting up a new personal narrative about her academic preferences, or rather, her academic
dislikes. LOU statement is a consequence of the card’s performed action, and LOU contributes to an
ongoing conversation. Still, after her statement, the prior discussion stops, and CHA switches the
topic and invites LOU to continue the game. This has consequences for the small story that LOU has
started. It does not get an ending, so the narrative or small story is unredeemed.

Discussion

As outlined in the introduction, I have tried to transfer a known leisure game into a social game, as
described by Markussen and Knutz,** by adding a small task that was intended to help as a catalyst
for interaction and with the dual purpose to helping the young adults train some social skills which
their due to loneliness has devolved and needs to practice, and also see if it could provide
information on how loneliness can directly be seen in the interaction.

43 Sacks, Schegloff, and Jefferson, “A Simplest Systematics.”
44 Markussen and Knutz, “Playing Games to Re-Story.”
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The Multiple Purposes of HACKED UNO

As earlier stated in this paper I position three ways of games purposes could be used. I will argue
that the HACKED UNO, is positioned in the middle of the social-, serious and design game sphere,
because it can be used for different purposes at once.

HACKED UNO as a Serious Game

As seen in the first part of the analysis, I have described how the game shows potential for helping
young adults to train and perform different kinds of tasks; there possibly can be transferred into
other situations and regular meetings, and the cards provide a structure for the young adult to train
and act in the playful setting, e.g., how to ask someone what they want and how to engage in small
talk session for letting one to know each other. Even though the cards facilitate these talks, the
game needs some design changes to better support or make the reflexive part of how they can use
the skill they acquired from the game in their everyday life.

HACKED UNO as a Social Game

Another issue with the design got visible when analyzing the data through the lens of the open-
ended narratives as described by Bamberg and Georgakopoulou,*> the way of not seeing the small
stories as traditional narratives with a BME, showed other implications for the game’s interactionally
purpose which didn’t appear in the narrative praxis through conversation analysis. As described in a
previous section, LOU is starting to form her identity through a narrative with a statement regarding
her academic skills in mathematics. Still, as described, the conversation doesn’t evolve further. It
just ends up and not being picked up later. Lou’s story is not being told, and the background and
small polite, curious questions are not being asked. Seen from an interactional perspective that
gazes through the eyes of Huizinga’s magic circle, it can be discussed that LOU is breaking the magic
circle with her statement because it wasn’t her turn. The missing response is a sign of that. This
indicates a design implication for the game; the game needs to create space and time for questions
and reflections as a part of the game’s mechanics.

Further research needed to be done with the participants to know exactly how these features should
be incorporated into a social game.

Conclusion and Further Work

In this paper, I have explored in-situ interactions where self-assigned lonely adults play a hacked
game that prompts them to talk and do everyday situations. As I have shown in the analysis, we get
insights into how loneliness can occur in different positions and that a descriptive narrative analysis
of how the interaction plays out can be used as a way of seeing how loneliness is happening either
on how the conversation is being shaped or simply the missing link in the interaction. Using social
games as a catalyst for shaping social interaction can help the target audience, in this case, the
lonely young adults can train social skills.

For research purposes, we are getting knowledge on how loneliness shows in everyday situations.

This paper explores how you can transform a leisure game into a social game to investigate if a
playful approach could help lonely adults interact and get to know each other. As I have shown, the

4> Bamberg and Georgakopoulou, “Small Stories as a New Perspective.”

https://doi.org/XXXXXXXXXX
34



Analog Game Studies Volume 12, Number 1 (April 2025) Barenholdt

game helps young adults train social skills as a part of a serious game framework, It provides
valuable information on how loneliness appears in a social setting and at least tries to push the
border for letting the young adults reflect over their own identity.

Mads Grgnne Barenholdt is conducting research on social design, using various design games to
carry out ethnographic fieldwork in vulnerable communities. His work places a strong emphasis on
sensitivity and care for participants, ensuring that their well-being is prioritized throughout the
research process. Currently, Barenholdt is finishing a PhD project at the University of Southern
Denmark that explores the perception of loneliness and how it becomes visible through interactions
and narratives during gameplay with different types of games.
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