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One of the most transformative and impactful aspects of fiction and games is their ability to     
allow us to take on new identities, roles, and perspectives.  This psychological process of s      
imulating the subjective reality of a character – and adopting that character’s persona, goals, 

emotions, beliefs, and actions – is one that I have come to refer to as experience-taking.  In this 

talk, I will present an overview of my cross-disciplinary work (utilizing approaches from social 

psychology, game research, communication, media studies, and HCI)  investigating the            
dynamics of experience-taking and its impact on a host of prosocial attitudes and behaviors.  My foundational          
experimental research has uncovered several key antecedents of experience-taking (such as the level of psychological 

distance between individuals and characters) and revealed the impact of experience-taking on real-life behaviors, such 

as volunteering and voting. I have also explored how experience-taking with characters who are dissimilar to readers 

and players is facilitated by strategic narrative construction and game design choices.  This line of inquiry has shown 

how deep connections with characters in game worlds and stories can be an effective means of increasing empathy 

and reducing prejudice.  Finally, I will discuss the current and future directions of this work, in which I am exploring 

novel applications and platforms in which experience-taking can occur. Such domains include the reading (and writ-

ing) of interactive narratives in digital media and the narrativizing (and sharing) of one’s own autobiographical       
experiences. This program of research has demonstrated how individuals’ experiences in narrative worlds can provide 

profound opportunities for learning and experimenting with new ways of thinking about oneself and the world,   
transforming beliefs and actions in ways that benefit both self and society. 
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