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ABSTRACT ARTICLE HISTORY

Is there a spillover effect in multiperspectivity regarding the Israeli- Received 3 October 2023
Palestinian conflict among Israeli and Palestinian undergraduate ~ Accepted 12 February 2024
students that results from playing a social impact game about a
different conflictual context? We examined whether playing Fact Seri . .
X . . o . erious games; fact finders;
Finders (Cyprus conflict) and PeaceMaker (Israeli-Palestinian conflict) peacemaker; conflict

in a different order and whether playing only one of the two resolution; attitude change
games impacts multiperspectivity regarding these conflicts. 203

Israeli and Palestinian students participated in a quasi-experimental

pre-test post-test design. lIsraelis and Palestinians playing Fact

Finders first developed significantly more multiperspectivity on the

Israeli-Palestinian conflict, than those playing PeaceMaker first. In

addition, Israelis playing only Fact Finders developed significantly

higher multiperspectivity regarding the Cyprus conflict and the

Israeli-Palestinian conflict, unlike those playing only PeaceMaker.

This is the first time multiperspectivity for direct parties to the

conflict is observed for the Israeli/Palestinian conflict through

digital games. Moreover, this is the first study to indicate a spillover

effect in multiperspectivity from a different conflictual context to

one’s own context. This research adds to our understanding of

the effects of social impact games, suggesting that the

multiperspectivity effect of the aforementioned games may extend

well beyond a specific conflictual context.

KEYWORDS

Introduction

Young people on both sides of intractable inter-group conflicts hold strong ethno-
centric perspectives toward the other side which are highly resistant to change and
involve well-entrenched hostile perceptions of the ‘other’ (Bar-Tal, 2013; Kriesberg
etal.,, 1989). Changing the hostile perspectives of young people in such conflicts is criti-
cal to transform the conflict. Conflict narratives promote an ethnocentric view of the
parties that hardly connect directly with each other (Bar-Tal, 1997). Tackling these
viewpoints is highly important because peace needs more than just agreements
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(Saunders, 2001). Different interventions have been used to rethink ethnocentric per-
spectives among young people in intractable conflicts including virtual reality, mobile
applications and more (e.g., Porat et al., 2020). We use games for social impact, specifi-
cally digital games about intractable conflicts, to train young people to rethink strong
ethnocentric perspectives and well-entrenched negative perceptions of the ‘other’. Such
interventions can reach young people in an engaging way (e.g., Nicolaidou et al., 2023),
softening the loaded and highly intense aspects of the conflict (e.g., Kampf, 2015) and
are highly appealing to young people born into the digital age (e.g., Boyd, 2014; Pre-
nksy, 2001).

Studies using social impact games about intractable conflicts like the Israeli-Palesti-
nian situation (PeaceMaker) and the Cyprus conflict (Fact Finders) produced mixed
results regarding multiperspective viewpoints, particularly for direct parties to the confl-
ict (e.g., Cuhadar & Kampf, 2014; Nicolaidou et al., 2023). The game about the Cyprus
conflict contributed to developing multiple perspectives on a conflict in general and
regarding the Cyprus conflict in particular for direct parties of the conflict (Nicolaidou
et al., 2023), unlike the game about the Israeli-Palestinian situation that contributed to
developing multiple perspectives regarding the Israeli-Palestinian conflict only among
third party participants (i.e., Americans & Turks).

This study examines under what conditions social impact games, such as Fact Finders
and PeaceMaker, can be effective for peace education and peace building, focusing on the
spillover effect. Based upon studies conducted about the spillover effect in different pol-
itical contexts (e.g., Baumartner, 2016; Baumgartner, 2013), we define the spillover effect
as influencing multiple perspectives in a game about one’s own conflict after playing a
game about another conflict. Thus, a game may obtain a spillover effect if it influences
multiperspectivity regarding the conflict it covers as well as regarding another conflict,
not covered in the game. The spillover effect has been studied in different political con-
texts (De Zuniga et al., 2021; Feezell & Ortiz, 2021; Lee et al., 2022), particularly inciden-
tal political learning, but to our knowledge it has not been examined in the context of
conflict resolution and peace education. Young Israeli and Palestinian people are
involved in some of the key political decisions in the conflict (Hasler et al., 2023) and
are native to the language of digital games (Prenksy, 2001). Therefore, any adverse
effects of social impact games may affect their multiperspectivity regarding the Israeli-
Palestinian conflict in a lasting way. Spillover effects of social impact games, in other
words, may have important consequences in the context of peacebuilding and conflict
resolution.

This study focused on the spillover effect, which involved participants in playing the
games in four conditions: a) Fact Finders (FF) first and PeaceMaker (PM) second, b) PM
first and FF second, c¢) FF only, d) PM only. The first two conditions were conducted
among Israeli-Jewish and Palestinian undergraduate students playing a game about the
Israeli-Palestinian conflict (PM) and a game about the Cyprus conflict (FF) in a different
order (either PM first or FF first) in order to see whether games contribute to multiper-
spectivity, a crucial conflict analysis skill, and whether a spillover effect can be detected.
The last two conditions were conducted among Israeli-Jewish undergraduate students
playing only one game, either PM or FF, to examine if playing a game from a different
conflictual context (i.e., Cyprus conflict) leads to higher multiperspectivity for one’s
own conflictual context (Israeli-Palestinian conflict).
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Digital games, multiperspectivity and spillover effect

Multiperspectivity in the context of conflict resolution requires acknowledging that mul-
tiple coexisting perspectives can surround a conflict. It is rooted in the epistemological
understanding that perceiving a conflict, particularly among direct parties, may be sub-
jective. In general, it is difficult for individuals to view a situation from multiple perspec-
tives (Devon & Wansink, 2022). In this paper, multiperspectivity refers to a critical and
interpretational approach to conflict resolution and it is activated to address intractable
conflicts using one’s own perspective (‘my side’) and the other side’s perspective (‘the
other’) (Devon & Wansink, 2022).

Studies have indicated that young people in intractable conflicts tend to prefer infor-
mation that confirms their perspectives rather than contradicts them (Bail et al., 2018;
Ross & Stillinger, 1988). Therefore, it is hard for them to develop multiperspectivity
regarding the conflict, particularly given their strong and ethnocentric perceptions
regarding the situation in the beginning. Digital games may enable young people,
more than do other interventions, to be exposed to multiple perspectives in the conflict
(i.e., contradicting information) (McKeown & Dixon, 2017), because playful activities
can minimize the tension and loaded atmosphere around such issues and because
games are both engaging and interactive in a way that is fun for the players (Cuhadar
& Kampf, 2014). Play can be naturally conducive to learning (Cuhadar & Kampf,
2014). In fact, learning by experiencing things was found preferable as an intervention
method in the context of intractable conflicts (McKeown & Dixon, 2017).

However, as mentioned earlier, social impact games produced mixed results regarding
multiperspectivity, particularly among direct parties (Cuhadar & Kampf, 2014; Nicolai-
dou et al., 2023). Therefore, a spillover effect in the context of digital games may be par-
ticularly effective for developing multiperspectivity regarding intractable conflicts,
because young people on the divide may find it easier to be exposed to a game about a
different conflictual context (i.e., indirect intervention) (e.g., Hasler et al., 2023), which
influences multiperspectivity regarding their own conflictual context. Therefore, the spil-
lover effect (Baumartner, 2016; Baumgartner, 2013; De Zuniga et al., 2021; Feezell &
Ortiz, 2021; Lee et al., 2022) may be an important tool for developing multiperspectivity
regarding the loaded and emotionally charged situation, particularly among young
people with strong ethnocentric attitudes about the conflict. The spillover effect of social
impact games may have major consequences in the context of conflict resolution and
peacebuilding, particularly among young Israeli and Palestinian people who are involved
in key political decisions in the Israeli-Palestinian conflict (Hasler et al., 2023). Moreover,
the spillover effect may indicate adverse effects of social impact games, providing a lasting
impact on young Israeli and Palestinian people’s multiperspectivity regarding the situ-
ation. This study focuses on the Israeli-Palestinian conflict and the Cyprus conflict
which are regarded as intractable conflicts, prolonged ethnonational conflicts that have
been ongoing for more than 60 years, and that have witnessed numerous unfruitful
attempts for resolution (Hasler et al., 2023). Even though there is a difference in their
severity, studies show important similarities between young people in these conflicts
(e.g., Hasler et al., 2023). For instance, studies have shown that both Israeli and Palesti-
nian young people as well as Greek-Cypriot and Turkish-Cypriot young people lack hope
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for peace and hope for overcoming their troubled pasts despite the deep difference in the
severity of the aforementioned conflicts (Hasler et al., 2023).

Though we selected the Israeli-Palestinian and the Cyprus conflicts for this study, we
focus only on Israeli and Palestinian participants because previous studies didn’t indicate
multiperspectivity outcomes for either ethnic group (Cuhadar & Kampf, 2014; Kampf &
Stolero, 2017), unlike Greek-Cypriots who developed significantly higher multiperspec-
tive attitudes after playing the FF game (Nicolaidou et al., 2023).

We focus on serious games for social change about the Israeli-Palestinian conflict and the
Cyprus conflict. Serious games are defined as software that was developed using game tech-
nologies and according to principles of game design for a goal beyond pure entertainment
(e.g., social change) (Angeli et al., 2021; Mitgutsch, 2011). Games about the aforementioned
conflicts were selected for a few key considerations. First, we had a limited number of digital
games about intractable conflicts to select from and the two games which were selected were
a good fit for comparison given previous research which indicated that FF contributes to
general and conflict-specific multiperspectivity among direct parties to the conflict, unlike
PM (Cuhadar & Kampf, 2014; Nicolaidou et al., 2023). Therefore, we thought that these
games that represent two distinct conflicts are a good basis to study the spillover effect in
multiperspectivity. In addition, the FF intervention may be regarded as a relatively indirect
intervention, because it doesn’t include specific reference to the Israeli-Palestinian conflict.
Therefore, it may cause less rejection among Israelis and Palestinians who hold strong eth-
nocentric attitudes towards the ‘other’ in the conflict, required to obtain spillover effects in
multiperspectivity (Hasler et al., 2023). Finally, both PM and FF include multiperspectivity,
but PM is from the perspective of leaders on both sides, while FF is from the perspective of
people living on the divide. Therefore, the former may be more context-dependent, unlike
the latter, which is more universal. Studies have indicated (e.g., Hasler et al., 2021; Levy
et al., 2022) that a more universal perspective results in more multiperspectivity which
may be required for obtaining a spillover effect between different conflictual contexts.

The fact finders game

The players can gradually open in FF, within 30 minutes, a variety of historical sources
describing life in Cyprus immediately after 1974 (when Turkey invaded the north part of
the island). The players start with evaluating the credibility of each source, and get positive
feedback if their answer is correct and negative feedback if their answer is incorrect. Then the
players need to evaluate the relevance of each source of information. The players can select
the source for their final report if it is relevant, and they get points and feedback according to
their decision. The players are exposed to multiple perspectives (De Angeli et al., 2018) and
different narratives through the game. The players are exposed to the suffering experienced
from the war by both Greek-Cypriot and Turkish-Cypriot people. This is expected to help
them be more open to the possibility of overcoming their country’s troubled past.

The PeaceMaker game

A player in PM can assume the role of the Israeli Prime Minister or the role of Palestinian
President and take on a series of actions in order to resolve the conflict (Burak et al.,
2005). The game focuses on a two-state solution to the Israeli — Palestinian conflict by
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satisfying Israeli and Palestinian constituents. The game is available in Arabic, English,
and Hebrew, and can be played at calm, tense or violent difficulty levels that differ in
the frequency of inciting events that are beyond the player’s control. The player can select
security, political or construction actions in order to deal with the events that appear on
the screen, each branching into different sub-categories such as speeches and check-
points. The player gains points for both Israeli and Palestinian sides according to the
actions taken in the game. The scores, calculated by an algorithm within the game, are
closely connected to the polls indicating the level of satisfaction of different nations
and political groups within each side and around the world in response to the player’s
actions. Scores for both Israeli and Palestinian sides should reach 100 points each in
order to win the game. If one of the scores drops below 50, the player loses the game.
The game was launched in 2007 and therefore it is less updated to current events in
the conflict. Yet our study focuses on multiperspectivity and therefore the degree to
which the simulation is updated to current events is less crucial. In addition, studies
did not find multiperspectivity for participants who played the game when it was
launched and later (Cuhadar & Kampf, 2014), and research suggested that even today
young people perceive the game as important, enjoyable and educational (Kampf &
Cuhadar, 2015). The game exposes the players to multiple perspectives regarding the
Israeli-Palestinian conflict from Israeli and Palestinian leaders’ viewpoints, and lets
them see how the situation can change from one leader to the other. In addition, the
game exposes the players to the viewpoints of different groups on each side (e.g., Jewish
settlers, Hamas and Fatah) in response to the leaders’ actions.

Methods
Materials and research design

Two games were used in this study: FF and PM. The research design of the study was a pre-test
post-test experimental design. The study was conducted in two phases. For the first phase of
the study, convenience sampling was used to identify 61 participants (in two groups of 31
Israelis and 30 Palestinians) who were asked to play FF first and PM second. A second sample
of 61 participants (in two groups of 31 Israelis and 30 Palestinians) were asked to play PM first
and FF second, to explore the impact of the spillover effect. For the second phase of the study,
convenience sampling was used to identify 81 Israeli participants (in two groups of 39 and 42)
who studied at the same university in Israel as participants in the first phase of the study.
Thirty-nine (39) Israelis were asked to play only PM and 42 played only FF to explore a possible
spillover effect from a different conflictual context to one’s own conflictual context.

Research questions

1. To what extent does a spillover effect regarding multiperspectivity on key historical
issues in the Israeli-Palestinian conflict manifest from engaging in social impact
games for Israelis and Palestinians?

2. To what extent does a spillover effect regarding multiperspectivity in general and the
Cyprus conflict in particular manifest from engaging in social impact games for Israe-
lis and Palestinians?
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3. How does playing a social impact game affect Israelis’ a) multiperspectivity for confl-
icts in general and b) multiperspectivity for the Cyprus conflict in particular?

4. How does playing a social impact game affect Israelis’ multiperspectivity regarding
key historical issues in the Israeli-Palestinian conflict?

Participants

For the first phase of the study (RQ1 and RQ2), 122 students participated in two different
conditions. Participants in the first condition (n =61, 31 Israelis and 30 Palestinians)
played FF first and PM second while participants in the second condition (n =61, 31
Israelis and 30 Palestinians) played PM first and FF second. A cohort of Israeli partici-
pants and a cohort of Palestinian participants who registered for two different classes
at two different universities in Israel were assigned in the first condition (FF first and
PM second) during a single meeting of these classes which were taught by the first author
in the fall semester of 2022. Another cohort of Israeli participants and another cohort of
Palestinian participants who registered for the same two classes at the same two univer-
sities in Israel as in the first condition in the spring semester of 2023 were assigned in the
second condition and played PM first and FF second during a single meeting of the two
classes which were taught by the first author.

Among 62 Israelis who participated in the first phase of the study, 33 were male and 29
were female, their average age was M = 25.8 years old (SD =1.17, min = 23, max = 28),
they were mainly Jewish (87.1%, 54/62) and 17% (12/62) had previous experience with
playing the PM game at least once before. Among 60 Palestinians, 30 were male
and 30 were female, their average age was M =20.35 years old (SD =1.06, min = 19,
max = 23), they were mainly Muslim (90%, 54/60) and none of them had previous experi-
ence with PM.

For the second phase of the study (RQ3 and RQ4), among 81 Israeli participants
(Mean age = 26.14, SD = 1.61), 33 were male and 48 were female, they were mainly Jewish
(81.5%, 66/81) and only one participant had previous experience with playing the Peace-
Maker game.

Data sources

Two data sources were used in this study. The first data source that related to PM
(Cuhadar & Kampf, 2014; Kampf & Cuhadar, 2015) was a questionnaire for assessing
multiperspectivity in the conflict. It examined ‘how right is each side’ on key historical
issues in the conflict including six key issues: water, refugees, borders, settlements, Jer-
usalem, and security, using the following scale: 1. Palestinians are absolutely right,
2. Palestinians are somewhat right, 3. Both sides are equally right, 4. Israelis are some-
what right, and 5. Israelis are absolutely right. The first questionnaire was used to
answer RQ1 and RQ4 and it was administered before and after students’ interaction
with the PM game. The questionnaires used before and after the game were identical.

The second data source that related to FF was a questionnaire on multiperspectivity in
conflicts a) in general and b) in the Cyprus conflict in particular, which was also used in
(Nicolaidou et al., 2023). An example statement on multiple perspectives in general is the
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following: ‘In a historical conflict, there are at least two different perspectives’. An
example statement on multiple perspectives that are conflict-specific is the following:
‘Greek Cypriots and Turkish Cypriots have different viewpoints with respect to the
Cyprus problem and this is legitimate’. Participants responded using a 5-point Likert
scale ranging from 1 = completely disagree to 5= completely agree. Identical question-
naires were administered before and after students’ interaction with the FF game. The
second questionnaire was used to answer RQ2 and RQ3.

Procedure and data collection

The study was conducted in 2022-2023. The data from the first condition (FF first,
PM second) were collected in the fall semester 2022 and the data from the second
condition (PM first, FF second) were collected in the spring semester 2023. No
major event happened between the data collection of the two studies that could
bias the results.

At the first stage of the study, students were informed in writing and verbally about the
study’s objective by the first author. The study followed American Psychological Associ-
ation (APA) ethical standards and General Data Protection Regulation (GDPR) guide-
lines. It meets the ethical guidelines, including adherence to the legal requirements of
the country where the study was conducted (Israel). Participants provided their consent
online by selecting boxes indicating that they are adults (older than 18 years old), that
they understand the study’s objective, and that they agree to voluntarily provide anon-
ymous data using a project ID number that was assigned to them instead of their
name. Participants anonymously completed a pre-test online, interacted with each
game for 30 min, provided their final score in each game and then completed the
same instrument as a post-test online.

The study took up to two and a half hours and included four parts. First, partici-
pants completed pretests before each game. Second, they were introduced to a game
and played it for thirty minutes. In the PM game, they played the Israeli role at the
calm conflict level. After playing each game the participants completed a post-test.
Thus, the participants filled in a pretest before each game and a post-test after each
game.

When participants entered the computer lab, they were told that they are going to play
two games — one about the Israeli-Palestinian conflict and the other about the Cyprus
conflict for half an hour each. They were told that the study examines their effectiveness
as learning tools for young people in different conflict zones around the world. The afore-
mentioned cover story in the instructions was given in all the studies with PeaceMaker
and this cover story did not have any impact on learning outcomes among Israeli-Jewish
and Palestinian students in previous studies (Cuhadar, & Kampf, 2014; Kampf & Cuha-
dar, 2015).

The second phase of the study was conducted in September 2023. No major events
happened between the data collection of the two phases of this study that could bias
the results. The study was conducted as a welcome day to new students in a university
in Israel. The study took approximately an hour and included three parts. First, partici-
pants completed pretests before the game assigned. Second, they were introduced to the
game assigned and played it for thirty minutes. In the PM game, they played the Israeli
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role at the calm conflict level. Finally, after playing the game assigned the participants
completed post-tests and provided their final score.

Data analysis

Data from the pre — and post-questionnaires was input in a statistical package (IBM SPSS
Statistics 25) for analysis. Pre — and post-questionnaires could be matched with the use of
a project ID number that was assigned to participants.

For PM, participants’ multiperspectivity on key historical aspects of the conflict was
computed by calculating the average score of their responses on the six key issues:
water, refugees, borders, settlements, Jerusalem, and security. This variable was used
for answering RQ1 and RQ4.

For FF, participants’ multiperspectivity in general and multiperspectivity for the
Cyprus conflict, in particular, were computed by calculating the average score of their
responses in the three items corresponding to each dimension, respectively. This variable
was used for answering RQ2 and RQ3.

Paired samples t-tests were used to compare students’ multiperspectivity before and
after playing each game. Paired samples t-tests were chosen because they are the most
appropriate statistical test when the aim is to assess the change in a continuous outcome
variable within subjects across two observations. Assumptions of normality and hom-
ogeneity of variance were met.

The alpha level was set a priori to 0.05 for all statistical analyses.

Results

RQ1 To what extent does a spillover effect regarding multiperspectivity on key historical
issues in the Israeli-Palestinian conflict manifest from engaging in social impact games
for Israelis and Palestinians?

The first research question attempted to examine whether the order in which the games
are played affects Israeli and Palestinian students’ multiperspectivity regarding key his-
torical issues in the conflict. Table 1 shows students’ multiperspectivity before and
after playing the PM game, as measured with the first questionnaire, in the two con-
ditions, playing FF first and playing PM first.

An independent samples t-test verified that the two groups of Israeli students
who played FF first (M =3.81, SD =0.23) and who played PM first (M =3.92, SD =
0.24) were equivalent with respect to their initial multiperspectivity on the conflict
(teo=—1.99, p= 0.051).! The same test established equivalence for Palestinian students
who played FF first (M =1.74, SD =0.29) and who played PM first (M =1.72, SD =
0.21) with respect to their initial multiperspectivity on the conflict (tsg = 0.343, p = 0.733).

With respect to key historical issues, and focusing on students who played FF first,
Israeli students’ multiperspectivity changed significantly from M =3.81 (SD =0.23)
before playing the game to M=3.38 (SD=0.15) after playing the PM game,
as shown by a paired-samples t-test analysis (Table 1). A lower mean in this case is
interpreted as a shift towards a less ethnocentric viewpoint. This shift indicates that
Israeli students lean towards identifying that both sides are equally right after playing
the PM game. The same finding is observed for the Israeli students who played PM
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Table 1. Israeli and Palestinian students’ multiperspectivity on key historical issues of the Israeli-
Palestinian conflict before and after playing PeaceMaker.

Multiperspectivity Order of playing Before the After the C'hange n-
on games Nationality game game multiperspectivity
M SD M SD Paired samples t-test
key historical issues  Fact Finders first  Israelis (n=31) 381 023 338*** 0.15 t30=12.84, p<0.001
of the Israeli- Fact Finders first  Palestinians (n=30) 174 029 223*** 024 t,,=-12.25 p<0.001
Palestinian PeaceMaker first  Israelis (n=31) 392 024 375%* 023 t30=4.25, p<0.001
conflict PeaceMaker first ~ Palestinians (n=30) 1.72 0.21 1.84*** 0.23 t,9=—3.80, p <0.001

*p < 0.05. **p < 0.01, ***p < 0.001. Note scale: 1. Palestinians are absolutely right, 2. Palestinians are somewhat right,
3. Both sides are equally right, 4. Israelis are somewhat right, and 5. Israelis are absolutely right

first, as there is a noticeable change towards the right direction. This finding shows
that playing both games is effective for positively changing Israeli participants’
multiperspectivity.

Does the order of playing the games have an impact when we compare Israeli stu-
dents’ multiperspectivity after playing both games? To examine the impact of game
order on students’ multiperspectivity, an independent samples t-test focusing on
Israeli students’ multiperspectivity after playing the game indicates a significant differ-
ence (tgo=—7.62; p <.001) between Israeli students who played FF first (M = 3.37, SD
=0.15) compared to Israeli students who played PM first (M =3.75 SD=0.23).
Specifically, students who played FF first lean more towards identifying that ‘both
sides are equally right’ after playing the PeaceMaker game, while students who played
PM first seem to be closer to the statement that ‘Israelis are somewhat right’. This
indicates a spillover effect from the FF game to the PM game. Israeli students who
played FF first developed significantly less ethnocentric perspectives compared to
Israeli students who played PM first.

Next, we repeat these two analyses for Palestinians. With respect to key historical
issues, and focusing on Palestinians who played FF first, a paired-samples t-tests analysis
showed that Palestinian students’ multiperspectivity changed significantly from M = 1.74
(SD = 0.29) before playing the game to M =2.23 (SD = 0.24) after playing the PM game
(Table 1). This shift indicates that Palestinian students lean towards identifying that
‘Palestinians are somewhat right’ rather than ‘absolutely right’ after playing the PM
game. The same finding is observed for the Palestinian students who played PM first,
who are not as absolute in their views after playing the game as they were in the begin-
ning. This finding shows that playing both games is effective for positively changing
Palestinian participants’ multiperspectivity.

To examine the impact of game order on students’ multiperspectivity on key historical
issues of the conflict, an independent samples t-test focusing on Palestinian students’
multiperspectivity after playing the game indicates a significant difference (tsg=6.33;
p <.001) between Palestinian students who played FF first (M =2.23, SD =0.24) com-
pared to Palestinian students who played PM first (M = 1.84, SD = 0.23). Palestinian stu-
dents who played FF first seemed to have developed a significantly less ethnocentric view
on the conflict. Again, this indicates a spillover effect from the FF game to the PM game.

To sum, a spillover effect was identified from FF to PM for both Israelis and Palesti-
nians who both developed a more multiperspective view on the Israeli-Palestinian confl-
ict when they played FF first and PM second.
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Table 2. Israeli and Palestinian students’ perspectives in general and for Cyprus in specific before and
after playing Fact Finders.

Order of playing Before the After the Qhange in' '
Multiperspectivity games Nationality game game multiperspectivity
M SD M SD Paired samples t-test
Multiple Fact Finders first Israelis (n=31) 3.04 0.89 3.22* 0.66 t3p=—2.44, p=0.021
perspectives in  Fact Finders first  Palestinians (n=30) 2.82 0.66 3.21*** 0.56 tyy=-7.0, p <0.001
general PeaceMaker first  Israelis (n=31) 3.05 0.89 3.26* 0.66 t3p=-2.7, p=0.011
PeaceMaker first  Palestinians (n=30) 2.87 0.65 3.17*** 057 tyy=-4.27, p<0.001
Multiple Fact Finders first Israelis (n=31) 323 033 361** 037 t3=-6.67,p=0<0.001
perspectives for  Fact Finders first  Palestinians (n=30) 2.92 042 3.62*** 040 ty,x=-9.7, p<0.001
the Cyprus PeaceMaker first  Israelis (n=31) 325 031 3.53*** 037 t3=-4.81,p=0<0.001
conflict PeaceMaker first  Palestinians (n=30) 2.91 041 3.43** 039 t,y=-7.12, p<0.001

*p < 0.05. **p < 0.01, ***p < 0.001.

RQ2 To what extent does a spillover effect regarding multiperspectivity in general and
the Cyprus conflict in particular manifest from engaging in social impact games for
Israelis and Palestinians?

Table 2 shows students’ multiperspectivity in general and in the Cyprus conflict in par-
ticular, before and after playing the FF game, in the two conditions, playing FF first and
playing PM first.

Multiperspectivity in general

An independent samples t-test verified that the two groups of Israeli students who played
FF first (M = 3.04, SD = 0.89) and who played PM first (M = 3.05, SD = 0.89) were equiv-
alent with respect to their initial general multiperspectivity (tso=—1.99, p = 0.962).

With respect to general multiperspectivity, and focusing on students who played FF first,
Israeli students’ attitudes changed significantly from M = 3.04 (SD = 0.84) before playing the
game to M =3.22 (SD = 0.66) after playing the FF game (Table 2), indicating that students
held more positive perspectives towards understanding multiperspectivity in conflicts. The
same significant change was observed for Israeli students who played PM first, indicating
that in both conditions’ students developed higher multiperspectivity after playing FF.

To examine the impact of game order on students’ general multiperspectivity after
playing FF, an independent samples t-test was conducted. Israeli students’ multiperspec-
tivity was very close for the group that played FF first (M = 3.22, SD = 0.56) compared to
the group that played PM first (M = 3.26, SD = 0.37), and this difference was not signifi-
cant (tgo = —0.26, p = 0.798). This finding indicates that there was no spillover effect from
PM to FF with respect to multiperspectivity in general for Israeli students.

With respect to multiperspectivity, and focusing on Palestinian students who played FF
first, Palestinian students’ multiperspectivity changed significantly from M =2.82 (SD =
0.66) before playing the game to M =3.21 (SD =0.56) after playing the FF game (Table
2). The same significant change was observed for Palestinian students who played PM
first, indicating that in both conditions’ students developed higher multiperspectivity after
playing FF.

Palestinian students’ multiperspectivity is higher for the group that played FF first
compared to the group that played PM first, but the difference was not significant as
shown by an independent samples t-test (tsg = —0.305, p = 0.762) that was used to exam-
ine the impact of game order, indicating the lack of a spillover effect.
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To sum, a spillover effect from PM to FF was not identified for Israelis or Palestinians
with respect to developing higher general multiperspectivity.

Multiperspectivity in the Cyprus conflict in particular

An independent samples t-test verified that the two groups of Israeli students who played
FF first (M =3.23, SD =0.33) and who played PM first (M =3.61, SD =0.37) were
equivalent with respect to their multiperspectivity with respect to the Cyprus conflict
(tso=—0.26, p=0.791). As shown by paired samples t-tests in Table 2, Israeli students
developed significantly higher multiperspectivity for the Cyprus conflict for both con-
ditions (playing FF first or playing PM first). To examine the impact of game order on
students’ multiperspectivity for the Cyprus conflict after playing FF, an independent
samples t-test was conducted, which was not significant (tso = 0.904, p = 0.369), indicat-
ing that there was no spillover effect from PM to FF.

An independent samples t-test verified that the two groups of Palestinian students
who played FF first and who played PM first were equivalent with respect to their multi-
perspectivity with respect to the Cyprus conflict (tsg=0.104, p =0.917).

As shown by paired samples t-tests in Table 2, Palestinian students also developed signifi-
cantly higher multiperspectivity for the Cyprus conflict for both conditions (playing FF first
or playing PM first). To examine the impact of game order on students’ multiperspectivity
for the Cyprus conflict after playing FF, an independent samples t-test was conducted, which
was not significant (tsg = 1.84, p = 0.07), indicating that there was no spillover effect.

To sum, there was no spillover effect for Israelis or Palestinians, who are third parties
to the Cyprus conflict, with respect to conflict-specific multiperspectivity, from PM
representing one’s context (Israeli-Palestinian conflict) to FF representing a different
conflictual context (Cyprus conflict).

Do Israelis playing only FF experience a change in multiperspectivity regarding the
Israeli-Palestinian conflict differently than those who played only PM? The second phase
examines this question by adding two groups who played only one of the two games.

RQ3 How does playing a social impact game affect Israelis’ a) multiperspectivity for
conflicts in general and b) multiperspectivity for the Cyprus conflict in particular?
Table 3 shows Israeli students’ multiple perspectives in the Cyprus conflict before and
after playing only FF and before and after playing only PM. Israeli students who played
only FF and only PM were equivalent groups with respect to their initial multiperspec-
tivity in general (t;o= —0.397, p = 0.692) and their initial multiperspectivity in the context
of the Cyprus conflict (t;,9=—1.696, p = 0.094), before playing either game.

With respect to multiple perspectives, and focusing on multiple perspectives at a general
level for Israeli students who played only FF, we observe that Israeli students’ multiperspec-
tivity in general increased significantly from M = 3.03 (SD = 0.76) before playing the game
to M =3.27 (SD = 0.58) after playing the FF game (Table 3), indicating that students held
more positive multiperspectivity towards conflicts in general after the FF game. The same
significant change was observed for Israeli students who played only FF with respect to
their multiple perspectives for the Cyprus conflict in particular, indicating that the game
FF contributed in positively changing their multiple perspectives both for conflicts in gen-
eral as well as in the context of a specific conflict, the Cyprus conflict.
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Table 3. Israeli students’ multiple perspectives (for conflicts in general and for the Cyprus conflict and
Israeli-Palestinian conflict in particular) before and after playing either only Peace Maker or only Fact
Finders.

Before the After the Change in
game game multiperspectivity

M SD M SD  Paired samples t-test
multiple perspectives (general)  Fact Finders Israelis (n= 3.03 0.76 3.27*** 0.58 t33=-3.70, p=0.001

Multiperspectivity Game played  Nationality

only 39)
PeaceMaker Israelis (n= 296 0.72 297 0.64 t4,=-0.27, p=0.785
only 42)
multiple perspectives (Cyprus  Fact Finders Israelis (n= 328 0.28 3.67*** 033 t33=-7.5 p<0.001
conflict) only 39)
PeaceMaker Israelis (n= 3.18 0.25 3.13* 022 t4;=2.61,p=0.012
only 42)
key historical issues in the Fact Finders Israelis (n= 3.74 030 3.29*** 0.19 t33=11.43, p<0.001
Israeli-Palestinian conflict only 39)
PeaceMaker Israelis (n= 421 023 4.7 0.25 t4;=2.03, p=0.049
only 42)

*p < 0.05. **p < 0.01, ***p < 0.001. Note scale for attitudes in the Israeli Palestinian conflict: 1. Palestinians are absolutely
right, 2. Palestinians are somewhat right, 3. Both sides are equally right, 4. Israelis are somewhat right, and 5. Israelis are
absolutely right.

On the contrary, Israeli students who played only PM did not experience any change
in their multiple perspectives for conflicts in general, which remained unchanged
(Table 3). Moreover, their multiperspectivity for the Cyprus conflict in particular had
a significant negative change (Table 3). This indicates that playing PM only, does not
positively affect Israeli students’ general or conflict-specific multiperspectivity in the con-
text of a different conflict.

RQ4 How does playing a social impact game affect Israelis’ multiperspectivity regard-
ing key historical issues in the Israeli-Palestinian conflict?

Israeli students who played only FF had significantly less ethnocentric views (M = 3.74,
SD =0.30) on the key historical issues in the Israeli-Palestinian conflict compared to
Israeli students who played only PM (M =4.21, SD =0.23) (t;o=7.80, p < 0.001).

As shown in Table 3, Israeli students’ multiperspectivity regarding key historical issues
in the Israeli-Palestinian conflict decreased significantly from M =3.74 (SD =0.30)
before playing the FF game to M = 3.29 (SD = 0.19) after playing the FF game, indicating
that they developed a less ethnocentric view after playing the game. Specifically, their
multiperspectivity shifted from supporting that ‘Israelis are somewhat right’ on key his-
torical issues of the conflict to supporting that ‘both sides are equally right’. The fact that
this change was significant indicates that learning from one conflict context (Cyprus
conflict presented in FF game) transfers to one’s own conflict context (Israeli Palestinian
conflict), when students engage in an indirect intervention, in this case when students
played a game that was irrelevant to their own conflict.

On the contrary, Israeli students who played only PM did not have a significant
change in their ethnocentric perspectives regarding key historical issues in the Israeli-
Palestinian conflict, which remained unchanged. This finding shows that playing only
PM (a game about their own conflict) does not lead to higher multiperspectivity in
one’s own conflict for direct parties of a conflict.



INFORMATION, COMMUNICATION & SOCIETY 13

Discussion

The key objective of this research study was to determine whether there is a spillover
effect on multiperspectivity regarding the Israeli-Palestinian conflict among Israeli
and Palestinian undergraduate students that results from playing a social impact
game (FF) about a different conflictual context (Cyprus conflict). To test the two
games’ (FF and PM) spillover effects, this study examined the effect of a different
game order on multiperspectivity regarding the Israeli-Palestinian conflict among
Israeli-Jewish and Palestinian students who are direct parties to the conflict. It also
examined the spillover effect from a different conflictual context (i.e., Cyprus conflict)
to one’s own conflictual context (i.e., Israeli-Palestinian conflict) for Israeli students
who only played FF.

The findings suggested that Israeli students who played FF first developed signifi-
cantly higher multiperspectivity regarding key historical issues in the Israeli-Palesti-
nian conflict after playing PM as the second game, while Israeli students who played
PM first retained more ethnocentric perspectives. Similarly, Palestinian students who
played FF first seemed to have developed significantly higher multiperspectivity on
the Israeli-Palestinian conflict compared to those who played PM first. In addition,
the second phase of this study indicated that Israeli students who played only FF
showed ethnocentric perspectives regarding the Israeli-Palestinian situation before
playing FF, and after playing this game they did not only show more multiperspectivity
in general and regarding the Cyprus conflict in specific, but also more multiperspectiv-
ity regarding key historical issues in the Israeli-Palestinian situation, even though they
did not play a game about this conflict. Finally, no spillover effect was detected regard-
ing multiperspectivity in general and multiperspectivity in the Cyprus conflict in par-
ticular for Israelis or Palestinians, who are third parties to the Cyprus conflict, from PM
representing one’s context (Israeli-Palestinian conflict) to FF representing a different
conflictual context (Cyprus conflict).

These findings are important because this is the first time a study suggests multiper-
spectivity outcomes for direct parties to the Israeli-Palestinian conflict with respect to key
historical issues in the conflict. Moreover, this study advances our knowledge of the
behavioral effects of social impact games by demonstrating that the multiperspectivity
effects of the aforementioned games may extend well beyond a specific conflictual con-
text. It is hard to challenge young people’s perspectives regarding intractable conflicts,
particularly via short-term interventions. Therefore, the fact that a single, short inter-
action of Israeli and Palestinian young people with one or two games, with no social con-
tact with members of the out-group, affected their multiperspectivity regarding key
historical issues in the Israeli-Palestinian conflict shows how powerful games can be as
agents for social change.

Young Israeli and Palestinian people may not willingly access the aforementioned type
of content. In fact, in the context of intractable conflicts such as the Israeli-Palestinian situ-
ation, there are hardly any peace education interventions that individuals willingly access
(e.g., Hasler et al., 2023; Porat et al., 2020). However, games which are enjoyable, involving
and engaging, may be a preferred peace education intervention (e.g., Cuhadar & Kampf,
2014) to be delivered in schools, universities and by governmental as well as non-
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governmental organizations for developing multiperspectivity and less ethnocentric view-
points, particularly in the context of intractable conflicts such as the Israeli-Palestinian
situation.

Given the results, we should emphasize that that PM is still an effective game in multi-
perspectivity terms regarding key historical issues in the Israeli-Palestinian conflict as well as
regarding current events in the conflict (i.e., Gaza operations) for third party respondents
such as Americans and Turks (e.g., Cuhadar & Kampf, 2014). In addition, PM is highly
effective in knowledge acquisition for direct party participants, particularly with respect
to contradicting information which is hard to be exposed to in the context of highly loaded
and violent issues such as the Israeli-Palestinian situation (Kampf & Stolero, 2017). Finally,
based on previous findings (e.g., Cuhadar & Kampf, 2014), and given that only one out of
203 students in our study had previous experience with PM, we do not anticipate that pre-
vious experience with playing PM could be influential on the spillover effect in this study.

Can we confidently attribute the spillover effect solely to the game itself, or could it
also be influenced by the types of questions asked? Given that the historical and general
questions regarding multiperspectivity didn’t have an impact in the case of PM according
to previous research (Kampf, 2015), it is possible to suggest that the impact in the current
study was obtained by playing the FF game rather than by framing the pre-game ques-
tionnaire used in the case of FF.

This research study has some limitations that cannot be ignored. First, the study relies
on a relatively small number of participants, focusing on convenience rather than ran-
dom sampling and random assignment to the different conditions. In addition, the
study was targeted toward young adults, who may be more susceptible to multiperspec-
tivity than their older counterparts (e.g., Hasler et al., 2023). Finally, the second phase was
conducted only among Israelis due to time constraints. We can also acknowledge that the
identified differences in the results might have been influenced to some extent by the use
of two different instruments that measured multiperspectivity. This should be taken into
consideration in future research.

Further research should examine the effects — direct and spillover effects — of social
impact games on all age cohorts, ideally using a national sample. This could be accom-
plished with a nationally representative sample in online experiments, using tracking
software to control whether and how respondents play the game. In addition, future
research should examine how FF achieves its spillover outcomes and why it had an
impact on developing higher multiperspectivity regarding key historical issues in the
Israeli-Palestinian situation, even though Israeli students did not experience any inter-
vention regarding the Israeli-Palestinian situation.

Previous research has already indicated that Israeli-Jewish and Palestinian young
people hold ethnocentric and violent images of one another constructed by the news
media and daily events (Salomon, 2009). Furthermore, since Israeli-Jewish and Palesti-
nian young people have never actually experienced a situation of peace, they may not
regard it as a significant value for which a price should be paid (Cuhadar & Kampf,
2014; Salomon, 2009). Therefore, the option for these young people to develop multiper-
spectivity and increase their understanding of the other’s perspective, particularly
through indirect and less threatening interventions, such as the use of a serious game
about a different conflictual context, is an issue of great importance in any process of
conflict resolution and peacebuilding in the Middle East.
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Note

1. The proximity of the p-value to the alpha level, though not statistically significant, makes the
two groups of Israelis borderline equivalent resulting in a potential interpretive ambiguity in
our results for the analyses of RQ1.
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