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Abstract

Games have been an approach used to facilitate increased knowl-
edge and changes in attitudes and behaviors related to well-being
and mental health. However, the design and application of games
to sensitive topics such as intimate partner violence (IPV) needs
more exploration. Therefore, this 120-minute game-based work-
shop aims to analyze the perceptions collected from stakeholders
(emerging adults aged 18-24; N=19) regarding the acceptability of
using games and mobile applications to raise awareness of IPV,
through a qualitative cross-sectional study. This research presents
a preliminary study to inform the development of a game-based
mobile intervention designed to increase knowledge and prevent
IPV among emerging adults. This study contributes to a better un-
derstanding of the application of games to IPV among emerging
adults, also highlighting the value of digital tools, such as mobile
applications. More studies are needed on the design of games and
digital tools that respond to the IPV problem. However, this work
is still preliminary, and the insights gained from it will help to
improve future work.
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1 Introduction

Intimate partner violence (IPV) is a prevalent public health problem,
with possible serious impacts on the mental and physical health
of those involved [9, 33, 40]. According to the Centers for Disease
Control and Prevention (CDC) [9] is described as any act of physi-
cal or sexual violence, psychological aggression, or stalking by a
current or former intimate partner. It can manifest itself in various
ways, including in person, online, or through technological means
[9]. Negative impacts associated with IPV include mental, physical,
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and sexual health issues, as well as academic and social problems
[8, 11, 12, 28, 37, 43].

The different types of IPV can be grouped: (1) physical violence,
which occurs when one partner deliberately tries to hurt the other,
using physical force; (2) sexual violence, when sexual photographs
are shared without consent or there is coercion or attempted co-
ercion for the partner to participate in unwanted sexual acts; (3)
psychological aggression, which involves the use of verbal and
non-verbal communication to cause emotional distress and exert
control over the partner; (4) stalking, characterized by recurrent and
unwanted contact that causes fear or insecurity on the part of a part-
ner, and (5) cyber violence, which involves the use of technology
to harass, humiliate and threaten the partner [9].

Emerging adulthood, conceptualized by Arnett [2] for emerg-
ing adulthood, is characterized by a period of transition between
adolescence and adulthood, covering young people between the
ages of 18 and 29 [2]. It is a phase marked by some instability and
the exploration of intimate relationships with greater intimacy and
commitment [1, 27], becoming predictive of well-being and mental
health of emerging adults [16]. In addition, the intimate relation-
ships play an important role in the social interactions of emerging
adults, as they facilitate the development of social and emotional
skills essential for initiating and maintaining adjusted intimate
relationships [15, 17]. At this stage of development, individual, re-
lational and contextual factors can contribute to a greater risk of
victimization and/or perpetration, making these young people vul-
nerable to IPV [6, 23]. The prevalence of IPV varies widely, with
values ranging from 15% to 80% [7, 13, 30, 38, 42]. Given the multi-
factorial nature and evidence of the high prevalence and negative
implications of IPV, it is necessary to devote efforts to prevention
[22, 25, 30, 40].

Digital technologies, particularly games and mobile applications,
have shown growing potential as tools for behavior change and so-
cial impact [20]. As a result, there is increasing interest in exploring
how these technologies can be harnessed to address complex social
issues, including IPV. Games have the potential to impact learning
and change players’ behavior [4, 10, 20]. The literature suggests
that preventive strategies based on technology or interactive re-
sources (such as games, mobile applications, websites) are effective
in increasing awareness of IPV and reducing the social norms and
beliefs that underpin IPV [26, 29, 31, 34]. Games and apps, being
an integral part of young people’s daily lives, are also vehicles for
learning, reflection and acquiring competences to reduce violent
attitudes and beliefs [26]. Because games and mobile technologies
are already embedded in the daily lives of young adults, they of-
fer a promising and engaging for promoting topics, such as IPV
prevention among emerging adults.

With this, the main objective of this preliminary research is to
provide insights to inform the development of a game-based mobile
intervention aimed at preventing IPV among emerging adults. To
do this, we sought to understand the preferences of stakeholders
(emerging adults) regarding the use of digital approaches to pre-
vent IPV. Specifically, we conducted a game-based workshop to
explore how emerging adults perceive and accept the use of games
and mobile applications to address the issue of IPV. This paper
aims to address the following research question: Do emerging
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adults think games and mobile apps are useful in preventing
intimate partner violence?

By examining emerging adults’ perspectives on the use of digital
technologies for IPV prevention, this work offers insights into how
playful technologies can be used to support awareness and behavior
change.

2 Materials and Methods
2.1 Sample

The sample includes emerging adults university students (N=19, age
range 18-24 years, M=20.05, SD=1.51), of which 84% were women
(n=16) and 16% men (n=3).

2.2 The Game-based Workshop

The 120-minute game-based workshop (see examples in Figure 1)
is designed to raise awareness and prevent IPV among emerging
adults. The workshop brought together a combination of activities
enriched with games (like quizzes with scores and winners) to
create a learning environment. We chose Kahoot! and Genially to
implement the activities in this workshop because of their ease in
creating gamified and interactive experiences through personalized
content, as well as their ease of use for emerging adults. The main
objectives of the workshop were: i) to raise awareness of intimate
partner violence; ii) to provide strategies for recognizing warning
signs in oneself and others; iii) to raise awareness of the importance
of everyone’s responsibility in dealing with this type of situation
and iv) to prevent intimate partner violence. Its development was
based on the scientific literature on IPV (e.g., [8, 9, 11, 13]), and
the process was reviewed by the authors guiding this research.
Its contents were divided into five modules: 1) Relevance of the
topic (with statistical and research data); 2) Definition and types
of intimate partner violence; 3) Risk factors and consequences; 4)
Maintenance factors; and 5) Specific guidelines on warning signs
and seeking help if you are in or witness a situation of intimate
partner violence.

— =
Which of the following is the most frequent indicator of victimization !
among young people?

-——— % e 1

Figure 1: Example of a game applied during the game-based
workshop

2.3 Data Collection

We used a questionnaire to collect sociodemographic data (gender
and age) and six questions focused on the participant’s perception
about the workshop: 1) Did you like talking about the topic of in-
timate partner violence through a digital approach and games? 2)
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Why? 3) What did you like most about the approach used in the
workshop? 4) What did you like least about the approach used in
the workshop? 5) Would you use a mobile application to learn more
about intimate partner violence? and 6) Why?. We recognize that
questions 1 and 5 can elicit positive responses due to their wording.
We asked the questions in this way because we wanted to promote
a safe environment and encourage spontaneous participation. How-
ever, in future studies, we intend to reduce possible biases, and to
this end, we will ask questions in a neutral way.

2.4 Procedure

The participants were recruited from the university and the work-
shop was implemented in the classroom. Only two inclusion criteria
were defined: i) being between 18 and 29 years old and ii) having
and knowing how to use a smartphone. Before participation, all
participants signed a consent form informing them of the anony-
mous nature and confidentiality of their data, and that it would
be used exclusively for this research. In total, 19 participants were
included in this study.

Two researchers led the workshop, which lasted 120 minutes.
The participants had the opportunity to reflect on the games and the
way the workshop was run. The workshop was held in a classroom
context. Participants played individually on their cell phones, and
the results and scores were visualized and discussed in the group
aloud. This interaction was intended to promote a common sharing
of interpretations and experiences, as well as encourage critical
thinking about the issue. At the end of the workshop, a link with
a sociodemographic data questionnaire and some questions about
the workshop was shared through the Google Forms platform. All
procedures performed in this study followed the ethical principles
of psychologists and the code of conduct standards of the American
Psychological Association, as well as the 1964 Helsinki declaration
and its later amendments.

3 Results

3.1 Analysis

For the qualitative data, two researchers (A.S and B.J.P) performed
a thematic analysis following the approach outlined by Braun and
Clarke [5]. Initially, both researchers independently coded the data,
developing their initial code lists based on the data. These codes
were then discussed and compared to ensure consistency and ad-
dress any discrepancies. Any differences in coding were resolved
through collaboration, and a final codebook was created after iter-
ative refinements based on ongoing discussions. After the coding
process, the researchers grouped the codes into overarching themes.
These themes were collaboratively reviewed, refined, and adjusted
as necessary to ensure they accurately represented the participants’
experiences. A final narrative summary of the participants’ experi-
ences was then composed based on the validated themes.

3.2 Qualitative Data

From the qualitative data, two main themes emerged (see Figure 2):
(i) Games as Gateways to Dialogue and (ii) Perceptions of Mobile
Application Use for Intimate Partner Violence Awareness.
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Games as Gateways to Dialogue
Tnformality and interactivity paired with a balance between
seriousness and playfulness

Role of games in fostering dialogue and openness ) ( Support for Continuous Learning )

Perceptions of Mobile Application Use for Intimate
Partner Violence Awareness

Accessibility and Convenience )

( Use of games as tools for indirect self-reflection

( Personal and Professional Usefulness )

Figure 2: Themes and categories that emerged from the data
analysis

3.2.1 Games as Gateways to Dialogue. From the feedback of the
participants regarding the approach used in the workshop, three
sub-themes emerged: (i) informality and interactivity paired with a
balance between seriousness and playfulness; (ii) the role of games
in fostering dialogue and openness; (iii) and the use of games as
tools for indirect self-reflection.

A large majority of participants (84%) highlighted how the infor-
mal and interactive nature of the workshop created a relaxed and
welcoming atmosphere. This sense of emotional safety was critical
in supporting engagement with the sensitive topic of intimate rela-
tionships and dating violence (e.g. “It felt closer to our reality, like
something we could actually relate to” (P7)). Rather than trivializing
the issue, the game-based format was seen as a deliberate strategy
that made the content more accessible and encouraged meaningful
personal engagement. Participants consistently reported that the
playful tone of the activities enhanced, rather than diminished, the
seriousness of the topic. All participants (100%) acknowledged that
the workshop successfully balanced an engaging, informal delivery
with the gravity of the subject matter. Although the activities were
light-hearted in form, the content was mentioned by participants as
respectful and purposeful. This careful equilibrium between emo-
tional comfort and thematic seriousness was seen as essential to
the intervention’s impact.

In addition to fostering a safe learning environment, the game-
based structure was also instrumental in facilitating openness and
discussion. A majority of participants (63%) stated that the games
made it easier to talk about intimate relationships and the complex
issues surrounding them. The interactive nature of the workshop
served as a conversational bridge, helping to reduce stigma and
anxiety associated with the topic (e.g. “It made it easier to speak
about it” (P12), “The games helped open up the topic” (P9), and “It
allowed us to think about situations we might face or are already
facing” (P17)).

Finally, the games facilitated indirect self-reflection. Several par-
ticipants (42%) described how the use of hypothetical or fictional
scenarios allowed them to reflect on personal experiences, social
dynamics, and common risks without the pressure of disclosing
personal stories. This emotional distance was perceived as impor-
tant in enabling honest, thoughtful engagement (e.g. “It was fun,
but also made us think seriously” (P11), “It helped me realize how
common unhealthy behaviors actually are” (P13)).

3.2.2  Perceptions of Mobile Application Use for Intimate Partner
Violence Awareness. Many participants (68.4%) reported that they
would use such an application, whereas fewer participants (31.6%)
indicated that they would not. Three sub-themes emerged regard-
ing the interest in using an app: (i) Accessibility and Convenience,
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(ii) Support for Continuous Learning, and (iii) Personal and Profes-
sional Usefulness.

First, many participants (53.8%) emphasized the accessibility and
convenience of having relevant information available in a single
and practical platform. The application was seen as an efficient tool
that could consolidate knowledge and allow for easy, continuous
access (e.g.“It would be something practical and accessible” (P7), “It
would be easier to have all the information gathered in one place”
(P5)).

Second, several participants (46.2%) highlighted the potential
of the application to support continuous learning and reflection.
They indicated that the app could help individuals reflect on past
experiences and better understand whether certain behaviors might
constitute abuse. (e.g."Sometimes by reflecting on something that
happened to us, we could clarify whether it was abuse” (P14)).

Third, having an application was perceived as having both per-
sonal and professional value. Participants studying or working in
psychology or related fields referred to its usefulness as a reference
tool in their future careers, especially when supporting individuals
who may be affected by violence (e.g. "As a psychology student, I
will certainly come across various individuals, and it’s important to
be aware of domestic violence and know how to act accordingly” (P8),
“Because I am interested in helping victims in this area if necessary”
(P9)).

In contrast, the smaller group of participants who indicated that
they would not use a mobile application gave two primary reasons.
A few participants (33%) mentioned a general lack of personal
interest or motivation to engage with the topic through an app (e.g.
“I'm not interested” (P2) or “I don’t know” (P1)).

Meanwhile, 67% expressed a preference for alternative digital
formats, such as websites, which they considered more practical
or effective (e.g. “An app might not be that useful, I think a website
would be more practical” (P4), “If there was a website with well ex-
plained information on the topics addressed, I would visit it to increase
my knowledge” (P11)). The participants did not indicate any other
negative points about the use of mobile applications and games to
address IPV.

4 Discussion

This paper aims to provide information to guide the development of
a game-based mobile intervention to prevent IPV in emerging adults.
With this, the study findings reveal how game-based interventions
and mobile applications can play a crucial role in promoting aware-
ness and preventing IPV among emerging adults. The responses
of the participants highlighted that the games served not only as
entertainment activities but also as important tools to initiate con-
versations about difficult topics in a way that felt emotionally safe
and relatable. This supports the existing literature suggesting that
this type of approach creates a safe space to discuss sensitive topics
such as IPV, as well as promote awareness of the issue [3, 18, 32]. In
addition, these games can encourage the recognition of unhealthy
relationship patterns [3].

The participants emphasized that the playfulness of the work-
shop did not undermine the seriousness of the topic. Instead, the
combination of participation and emotional safety helped reinforce
learning by making the topic more approachable and personally
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relevant. This aligns with some studies that have shown that games
facilitate dialogue and make IPV conversations more engaging [36].

The theme of emotional distance as a catalyst for honest reflec-
tion aligns with Siuda [35], which reinforces that the process of
reflection during the game can lead to a greater understanding and
awareness of IPV. In addition, involving players in emotional sto-
ries or scenarios can lead to conversations about how relationships
work [35].

In addition to the positive reception of game-based methods,
this study also explored how participants viewed the use of mobile
applications for IPV awareness. A significant majority expressed
interest in having access to such an app, mentioning its accessibility,
practicality, and potential for continuous learning. The participants’
interest in using a mobile application reinforces the trend identified
in the literature, which highlights that mobile applications have
the potential to offer description and accessibility, characteristics
valued by the young population, as well as offering safe and effective
spaces to approach and learn about IPV [19, 21, 39].

However, not all participants were enthusiastic about using a mo-
bile app. Some expressed disinterest, while others preferred other
digital formats, such as websites. This variability in preferences
underscores the importance of offering multiple, complementary
formats to ensure accessibility and engagement. The literature indi-
cates that combining several approaches can increase involvement,
participation, and effectiveness [40, 41].

Overall, the findings contribute to emphasizing the potential of
game interventions in raising awareness about IPV and supporting
prevention efforts. Based on the participants’ responses, we can
highlight some implications that contribute to the design of digital
interventions in the context of IPV, namely: the use of realistic
narratives that allow for indirect reflection and identification; in-
cluding and mixing lightness and seriousness with interactivity and
gamification, to provide learning and emotional comfort and, fi-
nally, guaranteeing help guidelines for those who recognize abusive
behavior in their relationships. Digital methodologies are promis-
ing in overcoming some technical barriers, such as involvement,
interactivity, confidentiality, accessibility, and cost-effectiveness
[14, 24]. By integrating game-based learning with digital tools like
mobile applications, educators and practitioners can offer youth
engaging and effective ways to understand and reflect on their own
relationships and social environments.

5 Limitations and Future Work

In this section, we discuss the main limitations of our study and
present opportunities for future research.

5.1 Sample Size and Sample

The main limitations relate to the size and characteristics of the
sample. The imbalance between the number of male and female
participants makes it difficult to generalize the results. In addi-
tion, a larger sample could allow for a broader exploration of the
participants’ perceptions. In future research, we will use other dis-
semination and recruitment strategies to address these limitations
and ensure a more representative sample.
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5.2 Design and Evaluation

In this study we did a workshop with emerging adults, however
future research will involve developing the game-based mobile
intervention through co-design studies bringing together stake-
holders (emerging adults and psychologists), designers, developers
and other professionals related to art and culture. In this sense,
the prototype of the game will be created, based on the literature
and the results obtained from the previous studies, which will be
systematically reviewed by experienced professionals. In addition,
a group of emerging adults will play the role of consultants during
the development of the prototype.

This is followed by usability testing of the prototype version. At
this stage, participants will have access to the game and will be
instructed to conduct their own use, so that it is as close as possible
to real use. In order to obtain more information about the platform
during this session, we will use the Think Aloud Protocol, where
participants will be asked to express their thoughts aloud during
use, and notes will be taken for later analysis. At the end of the
session, participants will fill in a usability test scale.

The last phase includes the study to assess the feasibility, ac-
ceptability and preliminary effectiveness of the pilot version of
the mobile game-based intervention, through a pilot randomized
controlled trial (RCT), with evaluations through online question-
naires at three time points: baseline (T0), post-intervention (T1) and
6-month follow-up (T2). The efficacy evaluation involves analyzing
the impact of the game on beliefs about IPV, the occurrence and
frequency of IPV behaviors, affective empathy, and dyadic func-
tioning. The results of this study will inform the changes needed to
establish the final version of the mobile game-based intervention.
In the long term, it is intended that this IPV prevention game will
be adopted by health and education services.

6 Conclusion

This paper provides preliminary but meaningful insights into the
potential of games and mobile applications to raise awareness about
IPV among emerging adults. By exploring participants’ perceptions,
our results suggest that interactive digital approaches can foster
deeper engagement, support critical reflection, and create emotion-
ally safe spaces for dialogue around sensitive and complex issues.
Games, in particular, were seen as compelling entry points for learn-
ing encouraging exploration, empathy, and self-reflection through
play. Although mobile applications were not the preferred format
for all participants, they were seen as valuable when designed with
attention to user needs and context. Importantly, preferences for
alternative formats such as websites point to the value of offering
flexible, multi-platform solutions. Ultimately, empowering individ-
uals to recognize and challenge IPV requires interventions that are
accessible, engaging, and adaptable to diverse needs and contexts.

Acknowledgments

This research was funded by the Portuguese Recovery and Re-
silience Program (PRR), IAPMEI/ANI/FCT under Agenda no.26,
C645022399-00000057 (eGamesLab). AP and APR was also sup-
ported by the Foundation for Science and Technology under the
Multiannual Funding of R&D Unit (UIDP/50012/2020).

213

CHI PLAY Companion ’25, October 13-16, 2025, Pittsburgh, PA, USA

References

[1] Jeffrey Jensen Arnett. 2000. Emerging adulthood: A theory of development from
the late teens through the twenties. American Psychologist 55, 5 (2000), 469-480.
doi:10.1037/0003-066X.55.5.469 Place: US Publisher: American Psychological
Association.

[2] Jeffrey]. Arnett, Rita Zukauskiené, and Kazumi Sugimura. 2014. The new life stage
of emerging adulthood at ages 18-29 years: implications for mental health. The
Lancet Psychiatry 1, 7 (Dec. 2014), 569-576. doi:10.1016/52215-0366(14)00080-7
Publisher: Elsevier.

[3] Daniel Boduszek, Agata Debowska, Adele D. Jones, Minhua Ma, David Smith,
Dominic Willmott, Ena Trotman Jemmott, Hazel Da Breo, and Gillian Kirkman.
2019. Prosocial video game as an intimate partner violence prevention tool
among youth: A randomised controlled trial. Computers in Human Behavior 93
(April 2019), 260-266. doi:10.1016/j.chb.2018.12.028

[4] Elizabeth A. Boyle, Thomas Hainey, Thomas M. Connolly, Grant Gray, Jeffrey
Earp, Michela Ott, Theodore Lim, Manuel Ninaus, Claudia Ribeiro, and Jodo
Pereira. 2016. An update to the systematic literature review of empirical evidence
of the impacts and outcomes of computer games and serious games. Computers
& Education 94 (March 2016), 178-192. doi:10.1016/j.compedu.2015.11.003

[5] Virginia Braun, , and Victoria Clarke. 2006. Using thematic analy-
sis in psychology.  Qualitative Research in Psychology 3, 2 (Jan. 2006),
77-101.  doi:10.1191/1478088706qp0630a  Publisher: Routledge _eprint:
https://www.tandfonline.com/doi/pdf/10.1191/1478088706qp0630a.

[6] Meagan J. Brem, Autumn R. Florimbio, Hannah Grigorian, Joanna Elmquist,
Caitlin Wolford-Clevenger, and Gregory L. Stuart. 2018. Chapter 18 - College-
Based Dating Violence Prevention Strategies. In Adolescent Dating Violence,
David A. Wolfe and Jeff R. Temple (Eds.). Academic Press, San Diego, 437-466.
doi:10.1016/B978-0-12-811797-2.00018-9

[7] Nathan Brewer, Thomas , Kristie A.,, and Julia Higdon. 2018. Intimate partner
violence, health, sexuality, and academic performance among a national sample
of undergraduates. Journal of American College Health 66, 7 (Oct. 2018), 683~
692. doi:10.1080/07448481.2018.1454929 Publisher: Taylor & Francis _eprint:
https://doi.org/10.1080/07448481.2018.1454929.

[8] Nathan Q. Brewer and Kristie A. Thomas. 2019. Intimate partner violence and
academic performance: the role of physical, mental, behavioral, and financial
health. Social Work in Health Care 58, 9 (Oct. 2019), 854-869. doi:10.1080/00981389.
2019.1659905

[9] CDC. 2024. About Intimate Partner Violence. https://www.cdc.gov/intimate-
partner-violence/about/index.html

[10] Ching-Hsue Cheng and Chung-Ho Su. 2012. A Game-based learning system for
improving student’s learning effectiveness in system analysis course. Procedia -
Social and Behavioral Sciences 31 (Jan. 2012), 669-675. doi:10.1016/j.sbspro.2011.
12.122
Hye Jeong Choi, Rebecca Weston, and Jeff R. Temple. 2017. A Three-Step Latent
Class Analysis to Identify How Different Patterns of Teen Dating Violence and
Psychosocial Factors Influence Mental Health. Journal of Youth and Adolescence
46, 4 (April 2017), 854-866. d0i:10.1007/s10964-016-0570-7
A. L. Coker, R. E. McKeown, M. Sanderson, K. E. Davis, R. F. Valois, and E. S.
Huebner. 2000. Severe dating violence and quality of life among south carolina
high school students. American Journal of Preventive Medicine 19, 4 (Nov. 2000),
220-227. doi:10.1016/s0749-3797(00)00227-0
Audrey Courtain and Fabienne Glowacz. 2021. Exploration of Dating Vio-
lence and Related Attitudes Among Adolescents and Emerging Adults. Journal
of Interpersonal Violence 36, 5-6 (March 2021), NP2975-NP2998. doi:10.1177/
0886260518770185 Publisher: SAGE Publications Inc.
[14] Chuka Emezue, Jo-Ana D. Chase, Tipparat Udmuangpia, and Tina L. Bloom.
2022. Technology-based and digital interventions for intimate partner violence:
A systematic review and meta-analysis. Campbell Systematic Reviews 18, 3 (Sept.
2022), e1271. doi:10.1002/cl2.1271
[15] Alicia Cristina Facio, Santiago Alejandro Resett, Fabiana Noemi Micocci, and
Maria Fabiola Iglesia. 2012. Las relaciones a comienzo de la adultez emergente.
Algunos antecedentes y correlatos de la satisfaccion con la pareja. (Dec. 2012).
https://ri.conicet.gov.ar/handle/11336/98484 Accepted: 2020-02-26T20:09:48Z
Publisher: Universidad de Buenos Aires. Facultad de Psicologia. Instituto de
Investigaciones.
Frank D. Fincham and Ming Cui. 2010. Emerging Adulthood and Romantic
Relationships: An Introduction. In Romantic Relationships in Emerging Adulthood,
Frank D. Fincham and Ming Cui (Eds.). Cambridge University Press, Cambridge,
3-12. doi:10.1017/CB09780511761935.002
Wyndol Furman and Duane Buhrmester. 1985. Children’s perceptions of the
personal relationships in their social networks. Developmental Psychology 21, 6
(1985), 1016-1024. doi:10.1037/0012-1649.21.6.1016 Place: US Publisher: American
Psychological Association.
Federica Gini, Eftychia Roumelioti, Fabio Fiori, Antonia Laura Philipa Jakobi,
Boglarka Nyul, Annapaola Marconi, Maria Paola Paladino, Gianluca Schiavo, and
Massimo Zancanaro. 2024. Tackling Gender-Based Violence Through Gamifica-
tion: a Preliminary Evaluation. In Proceedings of the 2024 International Conference

—_
o

[12

(13

[16

(17

(18


https://doi.org/10.1037/0003-066X.55.5.469
https://doi.org/10.1016/S2215-0366(14)00080-7
https://doi.org/10.1016/j.chb.2018.12.028
https://doi.org/10.1016/j.compedu.2015.11.003
https://doi.org/10.1191/1478088706qp063oa
https://doi.org/10.1016/B978-0-12-811797-2.00018-9
https://doi.org/10.1080/07448481.2018.1454929
https://doi.org/10.1080/00981389.2019.1659905
https://doi.org/10.1080/00981389.2019.1659905
https://www.cdc.gov/intimate-partner-violence/about/index.html
https://www.cdc.gov/intimate-partner-violence/about/index.html
https://doi.org/10.1016/j.sbspro.2011.12.122
https://doi.org/10.1016/j.sbspro.2011.12.122
https://doi.org/10.1007/s10964-016-0570-7
https://doi.org/10.1016/s0749-3797(00)00227-0
https://doi.org/10.1177/0886260518770185
https://doi.org/10.1177/0886260518770185
https://doi.org/10.1002/cl2.1271
https://ri.conicet.gov.ar/handle/11336/98484
https://doi.org/10.1017/CBO9780511761935.002
https://doi.org/10.1037/0012-1649.21.6.1016

CHI PLAY Companion "25, October 13-16, 2025, Pittsburgh, PA, USA

on Advanced Visual Interfaces (AVI 24). Association for Computing Machinery,
New York, NY, USA, 1-9. doi:10.1145/3656650.3656696

Nancy E. Glass, Amber Clough, Jill T. Messing, Tina Bloom, Megan Lindsay
Brown, Karen B. Eden, Jacquelyn C. Campbell, Andrea Gielen, Kathryn Laughon,
Karen Trister Grace, Rachael M. Turner, Carmen Alvarez, James Case, Jamie
Barnes-Hoyt, Jeanne Alhusen, Ginger C. Hanson, and Nancy A. Perrin. 2022.
Longitudinal Impact of the myPlan App on Health and Safety Among College
Women Experiencing Partner Violence. Journal of Interpersonal Violence 37, 13-14
(July 2022), NP11436-NP11459. doi:10.1177/0886260521991880 Publisher: SAGE
Publications Inc.

Carolina Gonzalez, Maritza Mera-Gaona, Hendrys Tobar, Andrea Pabon, and
Nancy Mufioz. 2022. TSIUNAS: A Videogame for Preventing Gender-Based
Violence. Games for Health Journal 11, 2 (April 2022), 117-131. doi:10.1089/g4h.
2021.0091 Publisher: Mary Ann Liebert, Inc., publishers.

Kelsey Hegarty, Laura Tarzia, Jodie Valpied, Elizabeth Murray, Cathy Humphreys,
Angela Taft, Kitty Novy, Lisa Gold, and Nancy Glass. 2019. An online healthy
relationship tool and safety decision aid for women experiencing intimate partner
violence (I-DECIDE): a randomised controlled trial. The Lancet. Public Health 4, 6
(June 2019), e301-e310. doi:10.1016/S2468-2667(19)30079-9

Ernest N. Jouriles, Renee McDonald, David Rosenfield, and Kelli S. Sargent. 2019.
Increasing bystander behavior to prevent adolescent relationship violence: A
randomized controlled trial. Journal of Consulting and Clinical Psychology 87, 1
(2019), 3-15. doi:10.1037/ccp0000355 Place: US Publisher: American Psychologi-
cal Association.

Bonnie Leadbeater, Jennifer Connolly, and Jeff R. Temple. 2018. Chapter 1 -
Changing Your Status in a Changing World: It Is Complicated! A Developmental
Systems Framework for Understanding Dating Violence in Adolescents and
Young Adults. In Adolescent Dating Violence, David A. Wolfe and Jeff R. Temple
(Eds.). Academic Press, San Diego, 3-23. doi:10.1016/B978-0-12-811797-2.00001-3
Megan Lindsay, Messing , Jill Theresa, Thaller , Jonel, Baldwin , Adrienne, Clough
, Amber, Bloom, Tina, Eden, Karen B., , and Nancy Glass. 2013. Survivor Feedback
on a Safety Decision Aid Smartphone Application for College-Age Women in
Abusive Relationships. Journal of Technology in Human Services 31, 4 (Oct.
2013), 368-388. doi:10.1080/15228835.2013.861784 Publisher: Routledge _eprint:
https://doi.org/10.1080/15228835.2013.861784.

Alison Marganski and Lisa Melander. 2018. Intimate Partner Violence Victimiza-
tion in the Cyber and Real World: Examining the Extent of Cyber Aggression
Experiences and Its Association With In-Person Dating Violence. journal of In-
terpersonal Violence 33, 7 (April 2018), 1071-1095. doi:10.1177/0886260515614283
Publisher: SAGE Publications Inc.

[26] José-Javier Navarro-Pérez, Angela Carbonell, and Amparo Oliver. 2019. Eficacia

de una app psicoeducativa para reducir el sexismo en adolescentes. Revista de
Psicodidactica 24, 1 (Jan. 2019), 9-16. doi:10.1016/j.psicod.2018.07.002

Mariana Palumbo. 2017. Experiencias de amor y violencia en los primeros
noviazgos juveniles. Revista Estudos Feministas 25 (Dec. 2017), 1329-1346.
doi:10.1590/1806-9584.2017v25n3p1329 Publisher: Centro de Filosofia e Ciéncias
Humanas e da Universidade Federal de Santa Catarina.

Yunsoo Park, Carrie Mulford, and Dara Blachman-Demner. 2018. Chapter 3 -
The Acute and Chronic Impact of Adolescent Dating Violence: A Public Health
Perspective**Findings and conclusions of the research reported here are those of
the authors and do not necessarily reflect the official position or policies of the
US Department of Justice or the US Department of Health and Human Services.
In Adolescent Dating Violence, David A. Wolfe and Jeff R. Temple (Eds.). Academic
Press, San Diego, 53-83. d0i:10.1016/B978-0-12-811797-2.00003-7

Bexi Perdomo, Dora Viviana Vega Swayne, Marianella Cecilia Hernandez Ordi-
nola, Claudia Sofia Olivares Novoa, and Maria del Carmen Galarreta Ugarte. 2024.
Impact of a Student-Designed Videogame on Students’ Perceptions of Sexual
Genre-Based Violence Risks. International Journal of Instruction 17, 1 (Jan. 2024),
83-96. https://e-iji.net/ats/index.php/pub/article/view/496 Number: 1.

Alda Portugal, Sénia Caridade, Ana Sofia Santos, Joana Spinola, and Ana Sani.
2023. Dating Conflict-Resolution Tactics and Exposure to Family Violence:
University Students’ Experiences. Social Sciences 12, 4 (April 2023), 209. doi:10.
3390/s0¢s¢i12040209 Number: 4 Publisher: Multidisciplinary Digital Publishing
Institute.

Andrew J. Rizzo, Noreen Orr, Naomi Shaw, Caroline Farmer, Annah Chollet,
Honor Young, Vashti Berry, Emma Rigby, Ann Hagell, Chris Bonell, and G. J.
Melendez-Torres. 2023. Exploring the Activities and Target Audiences of School-
Based Violence Prevention Programs: Systematic Review and Intervention Com-
ponent Analysis. Trauma, Violence, & Abuse 24, 5 (Dec. 2023), 3593-3614.
doi:10.1177/15248380221134294 Publisher: SAGE Publications.

Eftychia Roumelioti, Federica Gini, Antonia Laura Philipa Jakobi, Annapaola
Marconi, Boglarka Nyul, Maria Paola Paladino, Gianluca Schiavo, and Mas-
simo Zancanaro. 2023. StandByMe: A Gamified Educational Platform to Raise
Awareness on Gender-Based Violence. In Companion Proceedings of the An-
nual Symposium on Computer-Human Interaction in Play (CHI PLAY Compan-
ion 23). Association for Computing Machinery, New York, NY, USA, 108-113.
doi:10.1145/3573382.3616084

214

Trovato et al.

LynnMarie Sardinha, Ilknur Yiiksel-Kaptanoglu, Mathieu Maheu-Giroux, and
Claudia Garcia-Moreno. 2024. Intimate partner violence against adolescent girls:
regional and national prevalence estimates and associated country-level factors.
The Lancet Child & Adolescent Health 8,9 (Sept. 2024), 636-646. doi:10.1016/S2352-
4642(24)00145-7 Publisher: Elsevier.

Anna Segura, Michelle Henkhaus, Victoria Banyard, Lena M. Obara, and
Gena C. Jefferson. 2023. Rethinking Dating and SEXUAL Violence Preven-
tion for Youth During the Pandemic: Examining Program Feasibility and Ac-
ceptability. Journal of Interpersonal Violence 38, 3-4 (Feb. 2023), 4114-4137.
doi:10.1177/08862605221111421 Publisher: SAGE Publications Inc.

Piotr Siuda. 2022. The Most Intimate Conflict of All: Marriage as Conflict in
Digital Games. doi:10.31219/0sf.io/mb276

Emma Sorbring, Anette Bolin, and Jennie Ryding. 2015. A Game-based Interven-
tion - a technical tool for social workers to combat Adolescent Dating-Violence.
Advances in Social Work 16, 1 (July 2015), 125-139. d0i:10.18060/18260 Number:
1.

Stella R. Taquette and Denise Leite Maia Monteiro. 2019. Causes and conse-
quences of adolescent dating violence: a systematic review. Journal of Injury &
Violence Research 11, 2 (July 2019), 137-147. doi:10.5249/jivr.v11i2.1061
Sonsoles Valdivia-Salas, A. Sebastian Lombas, Teresa 1. Jiménez, Antonio Lucas-
Alba, and Victor J. Villanueva-Blasco. 2023. Profiles and Risk Factors for Teen
Dating Violence in Spain. Journal of Interpersonal Violence 38, 3-4 (Feb. 2023),
4267-4292. doi:10.1177/08862605221114305 Publisher: SAGE Publications Inc.
Maria Elena Villar, Maritza Concha, Jessica Muhamad, Jessica Rodriguez, Saman-
tha Ford, and Nerea Ayuso. 2023. Participatory Action Research Methodology to
Co-Create Cholces: An Interactive Game to Raise Awareness about Sexual Assault
Bystander Intervention among Youth (Preprint). doi:10.2196/preprints.54436
WHO. 2024. Adolescent girls face alarming rates of intimate partner vi-
olence.  https://www.who.int/news/item/29-07-2024-adolescent- girls-face-
alarming-rates-of-intimate-partner-violence

Jennifer S. Wong, Jessica Bouchard, and Chelsey Lee. 2023. The Effectiveness
of College Dating Violence Prevention Programs: A Meta-Analysis. Trauma,
Violence & Abuse 24, 2 (April 2023), 684-701. doi:10.1177/15248380211036058
Leila Wood, Voth Schrag , Rachel, , and Noél Busch-Armendariz. 2020. Men-
tal health and academic impacts of intimate partner violence among IHE-
attending women. Journal of American College Health 68, 3 (April 2020), 286~
293. doi:10.1080/07448481.2018.1546710 Publisher: Taylor & Francis _eprint:
https://doi.org/10.1080/07448481.2018.1546710.

Maria-Elena D. Young, Julianna Deardorff, Emily Ozer, and Maureen Lahiff. 2011.
Sexual Abuse in Childhood and Adolescence and the Risk of Early Pregnancy
Among Women Ages 18-22. Journal of Adolescent Health 49, 3 (Sept. 2011),
287-293. doi:10.1016/j.jadohealth.2010.12.019 Publisher: Elsevier.


https://doi.org/10.1145/3656650.3656696
https://doi.org/10.1177/0886260521991880
https://doi.org/10.1089/g4h.2021.0091
https://doi.org/10.1089/g4h.2021.0091
https://doi.org/10.1016/S2468-2667(19)30079-9
https://doi.org/10.1037/ccp0000355
https://doi.org/10.1016/B978-0-12-811797-2.00001-3
https://doi.org/10.1080/15228835.2013.861784
https://doi.org/10.1177/0886260515614283
https://doi.org/10.1016/j.psicod.2018.07.002
https://doi.org/10.1590/1806-9584.2017v25n3p1329
https://doi.org/10.1016/B978-0-12-811797-2.00003-7
https://e-iji.net/ats/index.php/pub/article/view/496
https://doi.org/10.3390/socsci12040209
https://doi.org/10.3390/socsci12040209
https://doi.org/10.1177/15248380221134294
https://doi.org/10.1145/3573382.3616084
https://doi.org/10.1016/S2352-4642(24)00145-7
https://doi.org/10.1016/S2352-4642(24)00145-7
https://doi.org/10.1177/08862605221111421
https://doi.org/10.31219/osf.io/mb276
https://doi.org/10.18060/18260
https://doi.org/10.5249/jivr.v11i2.1061
https://doi.org/10.1177/08862605221114305
https://doi.org/10.2196/preprints.54436
https://www.who.int/news/item/29-07-2024-adolescent-girls-face-alarming-rates-of-intimate-partner-violence
https://www.who.int/news/item/29-07-2024-adolescent-girls-face-alarming-rates-of-intimate-partner-violence
https://doi.org/10.1177/15248380211036058
https://doi.org/10.1080/07448481.2018.1546710
https://doi.org/10.1016/j.jadohealth.2010.12.019

	Abstract
	1 Introduction
	2 Materials and Methods
	2.1 Sample
	2.2 The Game-based Workshop
	2.3 Data Collection
	2.4 Procedure

	3 Results
	3.1 Analysis
	3.2 Qualitative Data

	4 Discussion
	5 Limitations and Future Work
	5.1 Sample Size and Sample
	5.2 Design and Evaluation

	6 Conclusion
	Acknowledgments
	References

