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Abstract

This article explores the conceptual and narrative design of an educational video game centred on the
Colombian armed conflict, aiming to foster empathy and critical understanding among users. The
development process followed a qualitative approach based on narrative analysis and user-centred design,
integrating key phases of design thinking and the collection of historical testimonies to ensure an inclusive
and sensitive representation of the experiences of those involved in the conflict. A total of 18 historical
testimonies were collected through semi-structured interviews with individuals directly or indirectly
affected by the conflict, including victims and former combatants. These narratives were analysed to
identify key themes and structure them into an engaging and meaningful storytelling experience. The
narrative design includes interconnected stories that allow users to explore different perspectives of the
conflict, while the game mechanics encourage reflection on complex decisions and ethical dilemmas. The
article concludes that the conceptual design met the proposed objectives, laying the groundwork for
broader future implementations. The continuous evolution of gamification technologies and interactive
storytelling presents both a challenge and an opportunity to maintain the educational tool’s relevance.
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Introduction
Colombia has experienced an internal conflict that lasted for more than five decades, affecting its

population and institutions (Centro Nacional de Memoria Histdrica, 2013). After several failed attempts,
the country reached a historic agreement with the FARC-EP guerrilla, culminating in the signing of the Final
Agreement for the Termination of the Conflict and the Construction of a Stable and Lasting Peace in
November 2016 (Cujabante Villamil, 2016; Rios, 2017). Despite the progress that this agreement
represented, peace consolidation is not yet a fact and many more complementary actions are needed after
the signing of the agreement (Cortés-Martinez et al., 2023; Indepaz, 2021; Torrado, 2025). In this post-
conflict context initiated after the signing of the 2016 Final Agreement (Pérez Guevara et al., 2021), there
are great challenges for Colombian society related to violence and social conflict. Although the agreement
marked a turning point in the formal cessation of hostilities with one of the largest armed groups, new
dynamics of violence have emerged in the post-conflict phase.

These challenges include the proliferation of criminal organisations and paramilitary successor groups, as
well as the persistence of violence linked to illegal economies such as drug trafficking and illegal mining.
Additionally, localised conflicts continue to affect rural areas, where power vacuums have been exploited
by newly formed armed groups and remnants of former guerrilla factions. Social leaders and human rights
defenders have become frequent targets, with numerous cases of intimidation, displacement, and
selective assassination reported in various regions. This complex post-conflict landscape poses ongoing
threats to social cohesion and peacebuilding, making it essential to address not only the legacy of past
violence but also the emerging forms of conflict that challenge the consolidation of lasting peace in

Colombia.

Thus, building sustainable peace has taken on renewed prominence in the national discussion. Several
studies have highlighted the essential role of education as a tool to prevent the repetition of violence and
facilitate social reconstruction (Pérez, 2016). Integrating the discussion on the conflict, its causes, and
possible alternatives within the educational process is key in the post-conflict phase, accompanied by a
pedagogy oriented to peace and reconciliation (Harris, 2004; Pérez, 2016; Pérez, 2015). Calderdén Rojas
(2016) for example, stressed the importance of historical memory in overcoming the violent past. It is not
only about knowing the facts, but also about promoting a deep understanding of the events and their
implications, using memory as a vehicle for political and social transformation. Historical memory, in
addition to restoring the right to truth and contributing to the reconstruction of the social fabric (Mufioz-
Camacho, 2018), should form the basis of an educational scheme that seeks to reduce polarisation and
foster a culture of peace (Pérez, 2016). In this sense, education has a transformative role in peacebuilding,
guiding new generations toward a more empathetic and critical understanding of the past, essential to

build a future without violence.
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Taking into consideration all the above, this paper proposes the conceptual and narrative design of an
educational video game as a tool for peace education in the context of the Colombian armed post-conflict.
Through a user-centred approach based on design thinking, it seeks to integrate the authentic narratives
of actors of the armed conflict, thus promoting empathy, critical reflection, and peacebuilding from
meaningful experiences. By using gamification and narrative as pedagogical strategies, this project aims to
contribute to peace education from an innovative perspective and focuses on the needs of users,
particularly young people, who will have the opportunity to explore the nuances of the conflict and actively

participate in building a culture of peace.

Memory and Narratives for Peace
The Colombian armed conflict was characterised by a profound polarisation, with the dehumanisation of
the Other as one of its central elements (Mesa Garcia, 2009; Pérez, 2003). Identities, ideologies, and
political affiliations became instruments of exclusion, fostering an environment in which violence was used
as a means of expression and resistance in the face of the lack of recognition of diverse perspectives (Mesa
Garcia, 2009). This phenomenon affected the actors of the conflict and with them, the civil society,
configuring a notion of "them" against "us" that endures in the collective identity and memory of Colombia
(Pérez, 2003). This problem has generated what some authors call "toxic memories,” characterised by the
silencing and invisibility of non-hegemonic facts and actors, establishing a single narrative that feeds
exclusionary and polarising narratives (Del Pino, 2003; Molinares Hassan & Orozco Arcieri, 2020). Hence
the urgency of an education for citizenship that fosters integration and mutual understanding (Fernandez

& Blanch, 2009), which is precisely the problem that this research aims to address.

To address the problem of toxic memories, the use of narratives from different conflict actors is
proposed. This method has been identified as a crucial tool for social reconstruction in conflict contexts
because it allows us to understand and represent complex and emotionally charged experiences from
different perspectives. Narratives are stories that structure and organise our experiences of the world and
play a fundamental role in the construction of identity at both the individual and collective levels (Bruner,

1991).

In the Colombian context, historical memory is essential for reconciliation because it allows the
multiple perspectives of the conflict to be made visible and to rescue the voice of those actors who have
traditionally been silenced or made invisible (Jelin, 2003). Narratives allow articulating these voices and
turning them into a means for dialogue and critical reflection, being crucial to avoid the risks of
simplification and polarisation in the reconstruction of memory (Ricoeur, 2004). Calderén Rojas (2016),

emphasises that one of the main contributions of narrative is the ability to include actors from different
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perspectives, avoiding the homogenisation of experiences and fostering the understanding of the

complexity of the conflict.

Some authors have used narratives in therapy contexts to address complex problems, such as
violence and exclusion, emphasising how personal narratives allow signifying painful experiences and
endowing them with a more empowering meaning. In the field of education and social intervention,
narrative has also been used as a tool to generate critical awareness, foster social change, and reconfigure
collective identity (Freire, 2023). In the field of the Colombian armed conflict, the use of narratives is
particularly relevant because it allows presenting different points of view of the conflict, including the
voices of victims, perpetrators, and other actors such as affected communities. This approach helps to
break with the dichotomous vision of "good guys" and "bad guys,” opening spaces for understanding,
empathy, and reconciliation. By combining narratives with gamification, it manages to engage users in an
interactive and emotional way, motivating them to learn the facts, to adopt different positions, and to

understand the multiple layers of the reality of the conflict (Cascante Gémez, 2018).

At this point, gamification adds a playful component that facilitates the exploration of these
narratives from an experiential perspective. By allowing users to interact with different scenarios and
adopt varied roles, a deeper and more empathetic understanding of the conflict is fostered as participants
directly experience the tensions and dilemmas faced by the actors involved. The integration of diverse
perspectives through narrative and gamification, such as those of victims, victimisers, civilians, and peace
actors, contributes to the construction of a more inclusive memory and the promotion of reconciliation

(Orjuela, 2012; Tovar Florez & Vanegas Nifio, 2019).

A User-Centred Design

In the scenario that this project wants to address, of narratives told using gamification, user-centred design
(UCD) emerges. This is an approach that seeks to ensure that the products and services created respond
optimally to the needs, expectations, and characteristics of end users (Norman, 2013). This process is
characterised by being iterative and is based on a deep understanding of users, their context, and their
problems through observation, direct interaction, and constant feedback gathering (Gould & Lewis, 1985).

The UCD process includes several phases. First, user research is conducted, which involves the collection
of qualitative data to understand users” needs, behaviours, and contexts. Tools such as semi-structured
interviews, surveys, and observational studies are used (Beyer & Holtzblatt, 1998). Then, problems and
requirements are defined based on the research findings, clearly identifying the challenges that the
product must address to meet user needs (Preece et al., 2002). Subsequently, prototypes are developed
to explore potential solutions. Finally, the prototypes are evaluated by testing with real users, obtaining
feedback that allows iterative improvement of the design until an effective and usable solution is achieved
(Rudd et al., 1996).

In the context of peace education, combining UCD with gamification can create immersive experiences.
Gamification can capture the attention and interest of users, while UCD ensures that the experience is
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aligned with their specific needs and characteristics, optimising the educational and emotional impact of
the tool (Deterding et al., 2011). To achieve this result, it is important that the design of game mechanics
be based on in-depth user research. This implies understanding their preferences and motivations and
their socio-cultural context, especially when working with a topic as complex as the Colombian armed
conflict. The use of UCD guarantees that the narrative and game mechanics are relevant, respectful, and
empowering for users, ensuring that the learning experience is effective and resonant (Norman, 2013).

Thus, the question that guides this study is: “How can user-centred design, combined with
narratives based on the experiences of diverse actors in the Colombian armed conflict, be applied in the
construction of a gamified experience that promotes understanding and empathy toward this
phenomenon?”

Methodology

The methodology proposed to address the research question focused on a user-based design approach,
highlighting the importance of narratives in the construction of the experience (Norman, 2013). This design
focused on usability and user experience, considering their unique contexts and perspectives, essential
elements to generate a gamified tool that seeks to foster peace education. In addition, an in-depth
narrative approach was incorporated to ensure that the voices of conflict actors were represented and
that personal experiences became a fundamental part of the educational content. This is supported by the
positive impact of these approaches in educational settings (Buchanan, 1992; Clark & Smith, 2008).

The educational approach was based on the taxonomy proposed by Krathwohl et al. (1956), adapted to
peace education by Zurbano Diaz de Cerio (1998), and the contents were structured around Campbell’s
(1949) narrative theory. Recent adaptations of this theory, which emphasise knowledge assimilation and
retention, played a key role in organising the collected narratives and presenting them in a way that is
meaningful for users. Based on this approach, the proposed methodology was structured into three
phases. The process began with the collection of testimonies through semi-structured interviews, followed
by an in-depth analysis of the target audience. Finally, the conceptual and narrative design of the video
game was developed. Each of these phases is described in detail below.

Phase 1: Collection and Purging of Testimonials

A total of 18 historical testimonies were collected through semi-structured interviews with individuals
directly or indirectly affected by the conflict, including victims and former combatants. Given the sensitive
nature of these topics and the general reluctance among conflict actors to openly discuss their
experiences, the sampling strategy specifically addressed these challenges. Conflict-affected individuals
often prefer silence due to fears of re-victimisation or persecution, typically requesting anonymity,
confidentiality, and security. Thus, the research team collaborated with trusted local organisations already
engaged with these populations. These organisations acted as intermediaries, validating the research
team's intentions and facilitating initial contact. Participants were selected based on willingness and
availability, ensuring diverse representation from various affiliations and regions. The ongoing post-
conflict environment further complicated recruitment because many actors continue to face persecution,
reinforcing demands for stringent confidentiality measures. Interviews were conducted securely, explicitly
anonymising personal data and geographic references to prevent identification or stigmatisation of
communities or individuals. This careful, ethically informed approach enabled the collection of authentic
narratives crucial for a sensitive, inclusive, representative gamified educational tool.

The analysis of the testimonies was carried out using a narrative content analysis approach (Foddy &
Foddy, 1993), which sought to identify patterns and emerging themes and to highlight the contrasts,
nuances, and contradictions inherent in the participants' experiences. It captured the richness of individual
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stories and reflected the different angles from which conflict actors experienced and perceived the events
(Seidman, 2006).

Phase 2: Empathy and Target Audience Definition for the Gamified Tool

The target audience (Cufoglu, 2014) was defined through the participation of 35 people, selected via a
public call. The main requirements included age (18-35 years) and demonstrated interest in issues related
to the armed conflict. Participants were from various regions, both urban and rural, and represented
diverse socioeconomic backgrounds. This approach ensured that the video game design would address
the perspectives and needs of the intended users.

We created user profiles (Cufoglu, 2014). For the profiles, initially, demographic characteristics such as
age, gender, location, and socioeconomic status of those who would use the gamified tool were defined.
These basic characteristics facilitated segmentation, allowing the identification of the fundamental needs
and expectations of potential users. Subsequently, a review of psychographic aspects (values, interests,
political affiliation, among others) that future users of the tool might have, were carried out (Wilches
Tinjacd & Hernandez Pérez, 2017). This review was oriented to better understand how these factors could
influence the perception and disposition toward the narrative contents of the video game to ensure a
deeper and more meaningful connection between users and the proposed gamified experience.

Including these elements in the definition of users made it possible to capture what they feel, think, and
value in relation to the history of the conflict. To validate the accuracy of the profiles, data triangulation
was performed by applying surveys to a representative sample of the target group (Aguilar & Barosso,
2015). This triangulation ensured greater quality control over the results, and the validated data allowed
us to capture the potential emotional impact of the narratives used in the video game.

Phase 3: Conceptual and Narrative Design of the Educational Videogame
Creation of Learning Objectives (LOs)

In the design of the gamified experience, the LOs constitute a fundamental component because they
articulate the knowledge, skills, and competencies that students are expected to acquire at the end of the
educational experience (Salcedo Galvis, 2011) and establish measurable results that users must be able to
demonstrate, functioning as tangible evidence of the learning process. Thus, four levels of increasing
complexity were established, comprising: (1) a cognitive scope, in which users recognise the theoretical
bases of confrontation and their possible peaceful treatments, (2) an affective scope where users, having
assimilated the logical variables behind the conflict, take a stance toward the events, (3) a behavioural
scope, characterised by activism and active participation in relation to what has been learned, and finally
(4) a spiritual scope, where the principles and criteria acquired are integrated into the identity of the users,
forming part of their understanding of the phenomenon and its resolution (Gérnez Arévalo, 2014). This
multilevel approach allowed the LOs to adapt to different stages of the users' personal and social
development, in accordance with the UCD methodology.

Worldbuilding

The construction of a world or worldbuilding is an essential process for creating immersive and coherent
environments in which the action of the gamified experience takes place (Roine, 2016). It determines
aspects such as religion, politics, natural laws, and other elements that may intervene in the plot,
characters, or actions (Bostan et al., 2020). Therefore, during this stage it is necessary to describe the
characters (physically and psychologically), both main (playable) and secondary (non-playable characters),
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their stories, backgrounds, weaknesses, strengths, abilities, and narrative arcs (Guzman Ramirez, 2016). In
addition to this, the setting must be detailed because its mimicry with the rest of the world allows us to
convey relevant cultural and ideological messages in immersive scenarios (Zetina Rodriguez, 2023).

Storytelling and Creation of Levels

Storytelling is a key tool for introducing complex concepts through narrative-based dynamics, which is
fundamental to contextualising and giving meaning to the contents in the educational experience (van
Gils, 2005). This approach allows engaging users in the story and promoting an empathetic understanding
of the different perspectives of the conflict, thus aligning with the goal of building an inclusive narrative.
Each element of the storytelling should respond to the needs and expectations of the user, facilitating
their immersion in the narrative and an enriching learning experience. Thus, the development of well-
defined characters, both main and secondary, is a major component of the narrative because it allows
users to identify emotionally with the story and understand the dilemmas and challenges faced by the
actors in the conflict (Esnaola Horacek & Levis, 2008). These characters, with their backstories and
characteristics, were created considering the emotional and cognitive needs of the users, ensuring that
the narrative fosters a sense of empathy and critical reflection on the armed conflict.

Sequence Maps

Finally, a storyboard was developed through sequence maps that synthesised the narrative and key events
of the gamified experience and allows aligning the conceptual vision with the design process and the user
experience (Jimenez Hernandez et al., 2016). This approach is particularly valuable in the UCD framework
because it allows us to iteratively visualise and evaluate each component of the experience and ensures
that design decisions effectively respond to the user's needs and expectations. Through storyboarding
built from sequence maps, we could validate narrative progression, user interaction between characters
and the environment, and integration of previously defined educational objectives.

Our sequence maps are the synthesis resulting from the narrative-driven design process, through
which the structure and elements of the experience are clearly communicated to the development team.
The methodological approach of the study is described in Figure 1.

Figure 1
Methodological Approach of the Study

Conceptual and
narrative design
« Worldbuilding
o Storytelling
« Sequence maps

Collection and purging Empathy and target
of testimonials audience definition

Ethical Considerations

This study strictly adhered to ethical standards to ensure the protection and safety of all participants. Prior
to conducting interviews, participants were informed about the purpose of the research, the voluntary
nature of their participation, and their right to withdraw at any time without consequences. Each
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participant provided written informed consent, and measures were taken to guarantee the confidentiality
and anonymity of their personal data. Given the sensitive nature of the narratives related to the Colombian
armed conflict, special precautions were taken to avoid re-victimisation and stigmatisation. This involved
omitting specific geographical references and ensuring that all testimonies were presented without
identifying details that could compromise the safety of the participants. Additionally, the research team
received training on trauma-sensitive interviewing techniques to minimise potential psychological impacts
on the respondents. All procedures were reviewed and approved by the Ethics Committee of Universidad
Industrial de Santander, following national and international ethical guidelines for research involving
human subjects.

Results
Collection and Purging of Testimonials

The semi-structured interviews resulted in 18 detailed testimonies that were analysed using
narrative content analysis to identify patterns and emerging themes. The diversity of perspectives was
prioritised, including both victims and former combatants. Details about the selection process and criteria
are provided in the Methodology section. The testimonies were then analysed by identifying, in each case
using the NVIVo software, the typologies of violent events related to the victims. These included: (1) forced
displacement, (2) selective murder, (3) persecution, (4) threats, (5) false positives, (6) disappearance, (7)
kidnapping, (8) torture, (9) forced recruitment, (10) massacres, and (11) rape.

Based on the content of the 18 accounts and contrasting the facts described with secondary
sources in historical records and official reports, the most relevant issues were established for each of the
three regions studied in the project. In Antioquia, the occurrence of false positives, kidnappings, and forced
displacements stood out. In Santander, recruitment practices predominated, and sexual violence was also
related. In Norte de Santander, the predominant occurrence was related to forced recruitment. Once the
central topics for discussion in each region were established, it was possible to define the appropriate
approach for the dialogue on each territory. Priority was given to an approach that promoted resilience
and reconciliation. In addition, the importance of historical memory and the right to truth as tools for
reparation were highlighted along with the need to build inclusive narratives to avoid the repetition of the
conflict.

The narratives of the testimonies were processed by a team composed of journalists, historians,
and sociologists from a Colombian university, experts in the subject of the armed conflict, and were
transcribed synthesising the most relevant in four interconnected stories, which compile the typologies of
violent events previously described. In each story, the main character changes. The identities of the
protagonists were protected without making direct reference to any of their stories, but preserving their
real character.

Empathy and Target Audience Definition

The target audience for the video game was defined by considering demographic and psychographic
characteristics. The selection process and criteria are described in the Methodology section. To create the
user profiles, structured surveys consisting of 15 questions, divided into two main sections, were applied.
The first section, composed of multiple-choice and Likert-scale questions, focused on assessing
participants' preferences, expectations, and willingness to use a gamified educational tool. The second
section included open-ended questions, allowing respondents to express in their own words, what type of
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experiences or content they considered most effective in fostering empathy and understanding about
conflict.

Participants represented a diversity of genders and came from urban and rural areas in different
regions of the country, all of them directly or indirectly affected by the armed conflict. In terms of
socioeconomic level, the majority (72%) belonged to the middle and lower strata, which provided a
relevant perspective to understand the specific needs of potential users. The psychographic characteristics
identified highlighted a common interest in issues related to social justice, reconciliation, and the
contemporary history of the country. A significant percentage of participants (48%) showed a preference
for alternative and unconventional learning experiences, reflecting an interest in tools that foster an
empathetic understanding of armed conflict. Among the most salient values were a desire to contribute
to peace and justice (68%) and a willingness to explore diverse perspectives on the conflict (28%). Some
participants expressed initial scepticism towards official narratives of the conflict, which underscored the
importance of designing an inclusive and multifaceted narrative.

The results of the surveys reflected a high willingness of participants to interact with a
gamification-based educational tool; 88 per cent of them expressed considerable interest in engaging with
an experience that would allow them to explore different roles and perspectives of the conflict. In addition,
80 per cent considered it essential that the video game narrative include both the voices of victims and ex-
combatants, as well as the participation of community actors who have worked for peace. A strong interest
in content that offered a critical approach to the causes and consequences of the conflict was also
identified, highlighting the importance of an approach that went beyond the simple transmission of
information to promote a deep and empathetic understanding. In this way, the team arrived at two user
profiles shown in Figure 2.

Figure 2

User Profiles Defined
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The findings of this section allowed us to adapt the narrative and the design of the gamified

experience so that it would connect with the target audience and promote critical reflection and empathy

towards the various actors involved in the armed conflict.

Conceptual and Narrative Design of the Educational Videogame
Creation of Learning Objectives (LOs)

The expected LOs were oriented to three key dimensions: knowledge, skills, and attitudes, aligned with

the principles of education for peace and reconciliation. These objectives were elaborated from the

analysis of the testimonies collected and the profile of the target audience to ensure a connection between

the content of the video game and the emotional, cognitive, and attitudinal aspects of its future users (see

Table 1).
Table 1

Learning Objectives

Objectives Related to:

Knowledge

Skills

Attitudes

that the student

contextualises,

To achieve
identifies, and
analyses historical, normative, and
ethical facts related to the conflict
such as the affectation of victims'
rights, international and national
regulations in war contexts, and the
role of institutions in the search for

justice and reconciliation.

To develop in students the skills of

empathy, assertiveness, and
emotional regulation that will allow
them to interact in a respectful and
understanding manner with people
affected by the Colombian armed
effective and

conflict, fostering

supportive communication in
complex and emotionally sensitive

situations.

To foster in students a critical and
committed attitude towards the
facts of the Colombian armed
conflict, promoting a proactive and
ethical approach in the defence of
human rights, justice and peace,
their
responsibility in the construction of

and strengthening civic

a reconciled and democratic

society.
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The formulation of these learning objectives was the result of an iterative process that considered both
the demographic and psychographic characteristics of the target audience and the relevance of the
selected narrative content. The objectives are designed to transmit knowledge about the armed conflict,
promote socioemotional skills, and develop attitudes that contribute to dialogue and reconciliation in the
Colombian context. This triple dimension seeks an informative and transformative video game experience.

Worldbuilding

The construction of this world focused on creating a coherent and respectful representation of the
symbolism and material conditions of the Colombian communities. Although it was established that the
stories would take place in Colombia, it was decided to avoid specifying exact locations so as not to
stigmatise any place, thus mitigating the risk of re-victimisation of its inhabitants. The temporal setting
was the first two decades of the 21st century, those of the greatest armed belligerence, up to the years
prior to the dialogues that culminated in the 2016 Peace Accord.

The narrative takes place mainly in rural areas because these territories were the most affected by the
violence of the conflict. To faithfully reflect the rural environments of the Colombian mountain ranges,
mountainous landscapes were recreated with vegetation to match, as well as the architecture and
infrastructure characteristic of the country's interior. On the social level, communities with limited
resources and restricted capital were depicted. The living conditions of the characters were designed to
reflect those of the real population, with a level of education usually limited to secondary school. The
language chosen was Spanish with an accent typical of the Andean region, consistent with the geographic
location. Table 2 presents a description of the main characters, and Figure 3 shows the sketches created
by the design team.

The development of the characters reflects how violence and uncertainty shape their decisions and visions
of the future. Traditional elements were incorporated into the environment to enrich immersion. The
narrative includes implicit laws that represent an environment without unified state authority where the
law of the strongest prevails and survival is the main objective. Characters face pressure from different
armed groups as they seek to maintain social cohesion and cultural identity. Stories from community
leaders add depth and authenticity to the setting. The settings incorporate sounds of local wildlife and
wind in the mountains and dense vegetation, conveying both the tension and beauty of the Andean
landscapes. Interaction with the environment allows the characters to search for resources, find shelter,
and discover clues, encouraging exploration and immersion in the story.

Table 2
Description of Main Characters

Character Role Physical Description Psychological description

A man of medium build, dressed Empathetic, observant, and committed
Civili casually in a white T-shirt and light to the truth. Seeking to document

ivilian
Francisco jacket. He wears acap and acamera ignored realities and give voice to

communicator . . . SR .
hanging from his chest. Curious and affected communities risking their safety

determined expression. for justice.

Tall, athletic man, dressed in Disciplined, strategic, and decisive, with a

. military  camouflage  uniform, strong sense of duty. Struggles internally
Milo Army colonel . . .

goggles, and helmet. Image of with moral dilemmas over the impact of

authority and discipline. his wartime decisions on civilians.
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Calculating and charismatic, capable of
Robust man with stern look, short inspiring loyalty and respect. His

Julian Paramilitary beard, and tactical uniform with leadership comes from his tactical ability
commander vest and combat gear. Confident and ability to impose authority, with a
and leadership posture. background that suggests trauma and a
quest for power or revenge.
Strongly built woman with long, Courageousand committed to her cause,
. o flowing hair, dressed in dark combat a strategist who faces challenges with
Guerrilla  militia . . N~ .

Elena member clothing and a belt with weaponry. determination. Although she displays a
Serious expression and determined firm facade, she feels the weight of losses
eyes. and violence experienced.

Figure 3

Sketches of Main Characters

Francisco Milo Julian Elena

Storytelling and Level Creation

The narrative creation process started from the general notions of the four synthesised stories, which were
then developed in greater detail to deliver an immersive and meaningful experience. Multiple script
versions were developed, precisely defining the main characters, non-playable characters, interactive
elements, and specific scenarios. Early versions of the script provided a general approach that structured
the storyline into acts and established base profiles for the four playable and 14 supporting characters.
Choral narrative was employed as the primary technique, allowing the stories to interconnect and
fostering a player’s self-driven experience.

In the second phase of development, the worldbuilding elements and the information obtained in the
empathy stage were incorporated, adjusting the stories to align them with the needs of the target
audience defined through user profiles. The narrative summaries were expanded to include a detailed
description of the characters, scenarios, and interaction elements, as well as the layout of spaces and
objects in each campaign.

Subsequently, progress was made towards the implementation of the interaction mechanisms and the
creation of levels. Four levels were defined, each associated with one of the main characters: Francisco,
Milo, Julian, and Elena (see Table 3). These levels can be played without a pre-established order, allowing
the player to freely choose which story to access first, without the need to pass one level to unlock another.
This non-linear structure provides the player with a more personalised experience and reflects the
diversity of perspectives that exist in the context of armed conflict.
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Table 3
Details of the Game Levels

Main

Level Learning Objectives Type of Challenges Key Dilemmas
Character R P & v

Documentin realities  and Documentin or directl

1 Francisco . 8 Clicker, scanning L & y
promoting empathy assisting

2 Milo Evaluate leadership and Platforms, Sacrificing resources or risking
strategic decisions decisionmaking lives

. Understanding  tactics and Platforms, . .

3 Julian . Territory control vs. alliances
consequences confrontations
Reflectin on loyalt and . Loyalty to the cause or

4 Elena . & yalty Clicker, stealth yatty ]
sacrifice personal protection

Each level presents specific challenges that are aligned with the learning objectives, and maintain
coherence with the narrative. Clicker and platforming game mechanics were selected, which subtly
interrupt the narrative dynamics and highlight the complexity of decisions. Level rules reflect the
constraints faced by the characters: player decisions may or may not change the plot, depending on their
role. Civilians have a limited ability to influence, while combatant decisions have a greater impact, albeit
with significant personal consequences. This makes the player think about the difficulty of making
decisions in an environment marked by conflicting interests and the possibility that even the best
intentions can lead to adverse results.

Absolute answers were not encouraged, but rather a space for debate and reflection was
promoted. The visual style was defined by the project team through an industry analysis, selecting a low-
resolution pixel art approach that avoided stereotypes and reflected the everyday life of the Colombian
population. The intention was to convey empathy and realism without distinctive features that reinforce
prejudices (see Figure 4).

The final version of the script integrated detailed descriptions of the elements of the environment,
the sequence of challenges at each level, and the consequences of overcoming or failing them. This
structure consolidated the video game as an educational tool aligned with the territorial reality, inviting
exploration and fostering an empathetic understanding of the Colombian context.
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Figure 4

Video Game Scenario Set in the Context of the Colombian Armed Conflict

Sequence Maps

Finally, to represent each level in a clear and communicable way to the programmers and the digital
production team, a tool capable of integrating all the narrative and mechanical layers in a single scheme
was needed. That is, a resource that would consolidate dialogues, challenges, character interactions,
interactive elements, decisions and feedback, all organised according to the acts and scenarios previously
defined in the scripts. For this purpose, sequence maps were used using the specific nomenclature shown
in Figure 5.

Figure 5

Nomenclature Sequence Maps

Representation

Kinematics

Feedback

Dialogue

Supporting or non-player character (NPC)

Decision

Action/Challenge

X
<>
O
v main character
W)
&
]

Element

‘ External scoring, visible to the player. Green
~ wins points and red loses points.

¥ % Internal score, pacifist white and war red.

The output (see Figure 6) was especially valuable for estimating the resources needed for the
prototypes and for estimating development times because the diagrams functioned as a synthesis of all
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the required elements. They were also a useful guide for the writers and artists in shaping the dialogues
and visual aspects of the narrative.

Figure 6 oo v

Level 1 Flowchart

Discussion, Limitations and Future Challenges

Throughout the conceptual and narrative design process, several limitations arose that influenced the
depth and precision of the elements developed. One of these was the sample used to define the user
profiles. Although it was of informative typology, it is recognised that it was not wide enough to
exhaustively represent the characteristics and needs of potential users, a fact that could have enriched the
development of the stories and interactions within the video game. This limitation is related to the need
to manage time availability and user accessibility for educational experiences of this type, as noted in
previous studies (Barroso, 2016; Padilla Zea et al., 2009; Proulx et al., 2017).

On the other hand, the rigorous following of the design thinking methodology was restricted due to time
constraints. The project team applied the key phases of empathy, definition, ideation, and prototyping,
but the lack of iteration and additional adjustments limited the optimisation of the narrative design and if
we look at the literature, we find support about that the effectiveness of digital tools varies according to
the level of self-management and user experience in virtual environments, which was also a challenge in
the present project (Gonzalez Sanchez et al., 2009; Gros, 2008; Planells de la Maza, 2011).

Budget restrictions, given that this is a publicly funded project, represented another relevant challenge,
limiting the extension of narrative elements and the design of secondary characters. While it was possible
to create a solid narrative framework and a set of well-defined main characters, budget constraints limited
the expansion of the narrative to include more secondary characters and details that would have provided
greater richness to the world created.

Regarding the particularities and sensitivity of the topic addressed, the literature suggests the adaptation
of conventional methodologies when addressing critical issues related to historical memory and
peacebuilding (Mejia & Londofio, 2011; Montes et al., 2017; Torres, 2015; Zapirain & Massa, 2016). For
this reason, the methodology applied was qualitative methodology adapted to the research context,
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allowing the research team to adjust to the specific needs of the study while ensuring a comprehensive
understanding of the collected testimonies. Although this methodological adaptation provided flexibility,
it also presented challenges in maintaining consistency throughout the research process.

The constant evolution of gamification technologies and subpart interactive storytelling presents both an
opportunity and a challenge. The ability to update and adapt narrative mechanics will be crucial to ensure
that the tool remains relevant and effective in promoting peace education and reconciliation. The inclusion
of new pedagogical approaches and adaptation to users' previous experience in digital environments
(Gros, 2008) will be essential to maximise the educational impact of the tool. Looking ahead, these
limitations become opportunities to strengthen this, or other developments dedicated to the transmission
of peace stories about the armed conflict in Colombia.

Conclusions

The conceptual and narrative design that served as the basis for the development of the educational video
game about the armed conflict in Colombia proved to be an enriching and challenging process for this
work team. Throughout the project, key limitations were identified such as the need to expand the sample
used to define the user profiles, and the time and budget restrictions that limited the precise
implementation of methodologies such as design thinking. Despite these difficulties, we were able to
create a narrative framework that captured the complexity of the lived realities of the actors involved in
the armed conflict in Colombia.

The results obtained in this project highlight the importance of using a flexible qualitative approach that
integrates methodological and creative aspects. This methodological adaptation allowed the study to
address the challenges of working with a sensitive and multifaceted topic such as historical memory in the
Colombian context, ensuring a coherent and empathetic narrative. While methodological and budgetary
limitations may have influenced the depth of the design, an adaptive, user-centred, and narrative-based
approach proved effective in generating meaningful experiences that contribute to education and critical
reflection.

In addition, the constant evolution of gamification and interactive storytelling technologies poses both
opportunities and challenges. Updating and adapting narrative mechanics will be essential to maintain the
relevance and effectiveness of the educational tool in promoting peace and reconciliation. The
incorporation of contemporary pedagogical approaches and the consideration of users' previous
experience in digital environments are promising areas for future research and development.

The work carried out contributes to the understanding of how an immersive educational experience can
be designed, and opens new possibilities to explore other areas of interest such as the integration of more
diversified narratives and the creation of tools with a broader scope. The challenges addressed and the
solutions implemented in this project provide a solid foundation for developing new strategies to continue
transmitting stories of peace and reflection on the armed conflict in Colombia, contributing to the social
fabric and the construction of a more comprehensive and inclusive memory.
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