
Computer games illustrate how popular culture can be 
used symbolically to engage a target group 

Computer games can be used to engage a target group around a health by making 
the storyline health related. However, they can also engage an audience by using 
the symbols of computer games. Nintendo show how this is done, using some of 
their most popular characters and their DS game branding. Unfortunately it is for 
products that may add to the obesity crisis. See below. 

 

 

 


