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Teen Dating Violence (TDV)

“physical, sexual, or psychological / 
emotional violence within a dating 

relationship”

Centers for Disease Control and Prevention.



Robert Wood Johnson Foundation, “Start Strong Prevention in Middle School Matters,” 2011.



have been in an abusive relationship by 
the time they graduate from college

The Journal Archives of Pediatrics & Adolescent Medicine, 2008.

44%
of all students



Liz Claiborne Inc., “Love is Not Abuse 2011 College Dating Violence and Abuse Poll.”

1 IN 3More than

(38%) would not know 

how to get help on 

campus if they were in an 

abusive relationship



Jennifer Ann



Jennifer Ann



Increase Awareness of TDV

Provide Education on TDV

Encourage Advocacy for TDV laws



One Approach



A New Approach to Teen Dating Violence

Tweens, teens, and young adults 

already playing video games (70-95%)

Sensitive topic + Adolescence 

= Need for Self-Paced Exploration



2008: Five registrations

2014: Twenty-two registrations

2008: $1,500 in prize money

2015: $10,000 in prize money





A world of developers & designers

Argentina

Belgium

Canada

India

Ireland

Mexico

Thailand

USA



A world of game ideas

Escape the Room

Tower Defense

Simulation

Platform

Adventure

Mini Games

Art Games

Point-and-Click



Game must be played

Sufficiently compelling:

Visually appealing

Professional (enough)

Error-free

Game must be effective

Provide information or experience:

Accurate and timely

Educational value

Emotional impact

Finding the Proper Balance



Walking Through Two

“The Guardian: TDV Missions”

1st Place, 2014

99UNO in Argentina

“Grace’s Diary”

1st Place, 2010

HEMA in Thailand



Platform:

The 
Guardian



Point
and

Click:

Grace’s 
Diary



Remember our goals:
Increase awareness

Provide educational information

Where’s the proof?
Evidence-based research for validation



Dr. Erica Bowen

•Reader in the Psychology of Intimate Partner 
Violence at Coventry University
•Director of the Violence and Interpersonal 
Aggression Research Group
•Academic Lead on CAVA
•Judge for Life.Love. Game Design Challenge





Knowledge of dating violence

Endorsement of aggression

Endorsement of physical aggression

Endorsement of verbal aggression



Teens

Learning, generally

Added Benefits of Video Game Approach

● Experiential Learning

● action, not just explanation

● experiencing, not merely reading

● Discovery Learning
● students exploring; recognize aspects on their own

● Contextualized Learning
● learning in context rather than in isolation

● Digital games are preferred technology for teens

● Computers are preferred tools resulting in a positive experience 

● Teens felt that games were appropriate to reach them

Emotional Health 
Issues



Games, Emotional Health, & Teens

● Many emotional health and wellness issues 
affecting young people that could benefit from 
games

● Quick overview:

1. Bullying “SchoolLife”

2. Pregnancy / STDs “It’s Your Game … Keep 
it Real”

3. Suicide Prevention “Inner Vision”



Unique aspect of games provides emotional context / empathy

Applicability to other topics

● “Multiplayer game that teaches empathy” 
w/ 3D Virtual Environment (VE) of school

● Players experience game as bullying victim 
and as bystander

● Two experiments: 

● Increases social processes related to improved interpersonal relationships.

● These increases carry over into a negotiation following the game.

● NSF grant to improve “socio-emotional learning” using VE and AI

● Currently multi-player; will utilize AI for single-player 

● Potential applications: different races / ethnicities; students as teachers

Bullying
SchoolLife (GiantOtter.com)



Unique aspect of games provides emotional context / empathy

Applicability to other topics

Pregnancy / STDs 
It’s Your Game . . . Keep It Real! (iyg.sph.uth.tmc.edu)

The University of Texas Health Science Center at Houston

• Middle school abstinence-plus program
• 12 lessons taught in 7th grade 

+ 12 in 8th grade
• 45 minutes each
• Integrates video 
• Gameplay largely quiz-based through mini-games
• Study: control students 1.29x more likely to initiate sex by 9th grade

29.9% (control) v. 23.4% (intervention)



Unique aspect of games provides emotional context / empathy

Applicability to other topics

Suicide
Inner Vision (Sunil-Rao.com)

• Irreverent death skeleton
• Challenge: save three lives
• “crappy little flash game”
• players connected with the characters
• “It hits on a core message that’s absolutely 

crucial: listen.”  RockPaperShotgun.com
• game has helped people “think about their own life in a new light”
• “The response to Inner Vision is the reason why I make games.”

Sunil Rao, Inner Vision creator





Conclusion

● Teen Dating Violence (TDV): prevalence and complicating issues

● Jennifer Ann’s Group: preventing TDV through video games

● Research-based: video games as TDV intervention

● Adolescent mental health / wellness: bullying, pregnancy, suicide



Final Thought

Unique opportunity to effect positive change

Themes / mechanics available to all games

Good for developers, industry, and public



drew@JenniferAnn.org

@stopTDV

linkedin.com/in/crecente

Drew Crecente, JD

Founder, Executive Director


