Each year thousands attend the Games For Change
Festival, eager to use the power and fun of games
for social good. Many are active gamers, but every

year some ask, “What should | play to get started?”

Last year Games for Change and ESI Design invited
the public to answer that question by going online and
choosing The 100 Games Everyone Should Play.
People could nominate any game — any format, any
subject — and then vote the submissions up or down.

Here's the result: a valuable new resource that can
be used by anyone eager to learn about good gaming
and to join the G4C movement.

Voting by the Numbers

Number of games nominated almost 200

Number of people who participated 521
Number of days voting was open 16
Number of votes cast 4733

Variety of Games Submitted

__________________________________

2

Live Action (9) .- (Y

_____________________________

Card Game (14)

__________________________________

_______________________________

Console (19)

______________________________

The timeline shows the date of origin for all games
in The 100, and calls out by name all games in The 20.
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Chess

The Settlers of Catan
Portal

Dungeons and Dragons
Tetris

Go H

Sid Meier’s Civilization
SimCity E

Pandemic =

Super Mario Bros. E
Magic: The Gathering E
Hide-and-Seek
Minecraft

Pac-Man

Carcassonne

The Legend of Zelda: Ocarina of Time E
Rock Paper Scissors
Capture the Flag E

Grim Fandango E
Katamari Damacy
Pong

Diplomacy

Apples to Apples
Werewolf

Braid P

Myst

Space Invaders
MasterMind

Shadow of the Colossus
Half-Life

Risk

Assassin ks
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Starcraft ¢
Bioshock |3
Ticket to Ride
Journey

Pokemon

Dominion

Chrono Trigger
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Dance Dance Revolution =

Uno

Puerto Rico

y]ey

Bridge &

Age of Empires
World of Goo
Calvinball

Rogue

Plants vs. Zombies
Scotland Yard
SET

Games for Change facilitates the creation and distribution of social impact games that serve as
critical tools in humanitarian and educational efforts. Unlike the commercial gaming industry,
Games for Change aims to leverage entertainment and engagement for social good by convening
multiple stakeholders, highlighting best practices, incubating games, and helping to create and
direct investment into new projects.

www.gamesforchange.org
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Most Votes Overall

‘ Tetris 112
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Most Up Votes

Tetris 90
Chess 89
Portal 85

The Settlers of Catan 84
Dungeons & Dragons 79

Most Down Votes

< World of Warcraft 23

" Tetris 22

@ oo 102

The Settlers of Catan 99
Dungeons & Dragons 90

/ Bioshock 21

Muggle Quidditch 20

*not in the top 100

Pokemon 19
Dr. Mario 19

*not in the top 100

To the Moon
Pente

B Fold it

Super Mario Bros. 3
Agricola

World of Warcraft
Bastion

Tic Tac Toe

Okami

Mao

Dixit

Geocaching

Mass Effect

Hearts

Beyond Good and Evil

Limbo

Flower

Superbrothers: Sword + Sworcery EP
Blokus

Ninja

Cosmic Encounter
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N Hipbone / Sembl
Texas Hold'em
Power Grid
Maniac Mansion
M.U.L.E

FLluxx

Acquire

AR meaAam

Professor Layton

Deus Ex

Kingdom Hearts

To the Moon

Cut the Rope

Thief: The Dark Project
Multi-User Dungeon (MUD)
Oddworld: Abe's Oddysee
Pente (Ninuki-Renju)
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Warcraft: Orcs & Humans Equal Number of
Whyville Up and Down Votes
E Monopoly - FreeRice

E Hive - Diablo 3

E Dudo (Perudo) - League of Legends

= - Zamzee

Euchre - Tony Hawk's Pro Skater
X-Com - Geometry Wars
Words With Friends . Musical Chairs

E 7 Wonders * Xeko

- Polyglot Cubed

Final Fantasy IV
Talisman

E Ultimate Frisbee
BJ Pac-Man Championship Edition DX
E

Pokemon Snap

highlighted games are also included in The 20

5 games from ‘the 100’
- Capture the Flag
+ Hide and Seek
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Grim Catan
Minecraft Carcassonne [7100]0]

Pandemic Portal Katamari

Zelda

ESI Design is an interdisciplinary team of passionate problem-solvers who integrate physical,
digital, and social design to create transformative experiences that encourage ongoing
conversation, collaboration, and action. An extension of ESI's efforts to reimagine meaningful
interactions is the ESI Game Lab — an experimental "do tank” that creates novel game
experiences to promote collaboration through play, spectacle, and narrative in the public realm.
www.esidesign.com



