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Studies on public diplomacy have long touted the importance of culture to the field.  The 

arts, the sports, the food and the entertainment that define a country can become a powerful tool 

in engaging publics in other countries.  The United States has a particularly good history of 

exporting entertainment around the world, whether from the sets of Hollywood or from the 

stages of Broadway or from any of the dozens of resident publishing companies in the country. 

However, there is one form of entertainment that has been widely overlooked in the literature on 

cultural diplomacy: video games.  Since the late 1980s, video games have grown to become a 

multi-billion dollar a year industry, and many of the top game studios are based in the United 

States.  Even the American government has gotten involved in the creation of popular game 

series, a demonstration of how valuable a tool this electronic form of entertainment is seen to be 

in terms of cultural outreach.   

Aside from simple game production, gameplay itself is now designed to connect players 

worldwide; many of the AAA games released for major consoles now include the ability to play 

online, a feature once reserved only for massively multiplayer online games (MMOs) such as 

World of Warcraft.  This ability to play with and against players from around the world has 

given rise to the phenomenon of electronic sports, or esports, a type of tournament where 

gamers compete for prizes and prestige by playing video games as opposed to traditional sports.  

The connections formed through this online play and these tournaments offer an avenue of 

cultural diplomacy that has yet to be sufficiently explored.   

Any nation engaging in public diplomacy needs to keep up with the tools available to 

disseminate messages.  Video games have yet to be fully utilized to this end, but they represent 

an opportunity to promote an exchange of culture and of ideas.  Video game diplomacy, a 
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combination of game production and global gaming engagement to the purpose of winning 

hearts and minds of international citizens, is a tool in which countries should invest to 

strengthen their overall public diplomacy efforts. 

Public and Cultural Diplomacy 

 Public diplomacy has a history of being vaguely and variously defined.  The basic 

definition from which most scholars work is akin to it being efforts to win the support of foreign 

publics for a country’s international policies and agendas (Melissen, 2005).  Public diplomacy is 

a tool of statecraft that lets a country influence another to adjust its actions by persuading the 

citizenry of that country to pressure the leadership into acting in a manner that conforms with 

the desires of the influencing country.  It utilizes soft power – that is, the respect and the 

standing of a country in terms of global attitude towards it – rather than hard power –military or 

economic might – in order to achieve policy outcomes.  While traditional diplomacy efforts also 

utilize soft power initiatives, public diplomacy differs in that it speaks to the people rather than 

directly to the leaders of foreign countries. 

 The largest problem in defining public diplomacy comes in terms of the range of 

activities covered under the term.  Some scholars argue that public diplomacy refers exclusively 

to efforts at influence conducted by governments itself.  Other scholars include the influences of 

non-governmental organizations and private citizens in their definitions (Melissen, 2005).  The 

latter definitions are preferable, as the messages from these types of engagement are less likely 

to be regarded as propaganda, and they happen with more regularity and to greater impact.  

Particularly in the era of the Internet, where the message of a single person can spread 
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worldwide, it is necessary to regard individual citizens as impactful on the efforts of engaging 

foreign audiences.   

 Working from the more open definition, public diplomacy becomes an umbrella term for 

a number of different activities that the closed definition does not allow.  The most significant 

aspect allowed under the open definition is the idea of cultural diplomacy.  Cultural diplomacy 

refers to the export of ideas and products that are representative of the beliefs, feelings and 

identity of their country of origin (Diplomacy, 2005).  While the cultural exports can be 

government supported and funded, they do not necessarily have to be.  As such, a closed 

definition of public diplomacy greatly undervalues the power of cultural diplomacy in spreading 

influence and desired messages to foreign citizens. 

 Cultural diplomacy itself is an umbrella term that covers any number of different aspects 

of a nation.  Many of these aspects have been studied and labeled in literature as diplomacies 

themselves, such as food diplomacy, art diplomacy, sports diplomacy, and more (Diplomacy, 

2005).  These reference important parts of what makes up the society of a nation, and by 

exporting examples of these things to foreign countries, those countries can better understand 

and appreciate the nation that developed the particular brand of food or art or sport being 

examined.   

 Cultural diplomacy is particularly important to consider in the Internet era, when 

information is so readily available around the world.  Anyone can go online and print out a 

recipe for a foreign dish, or follow a team that plays a sport that is not played domestically, or 

download the latest Top 40 hit sung in a language they may not understand.  Global impact of 

trends can be easily tracked as they rise to prominence in one nation and then spread outward 
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from there.  Younger generations are particularly affected by the spread of information online, 

as they tend to pay less attention to traditional news sources to obtain their information.  

Instead, they are most heavily influenced by their social networks and by the entertainment that 

they choose.  

 Entertainment is an important consideration in cultural diplomacy.  TV shows and 

movies can be seen worldwide, and can offer a look into different segments of the national 

culture of the country where they were created.  While shows that focus on everyday life of 

native characters can be an important tool in sharing cultural ideas, the type of media consumed 

can be just as telling (Murphy et al., 2012).  For example, the television show “Friends” was a 

popular sitcom that showed the lives of 20- and 30-somethings making a living in the United 

States in the 1990s.  This show, in terms of cultural diplomacy, could demonstrate to those 

living outside the United States how young adults living in America at the time behaved and 

thought, and could have the result of causing viewers to appreciate or mimic aspects of life of 

those American citizens. 

 However, much of the entertainment media consumed worldwide does not fit into this 

“slice-of-life” type of storytelling.  Popular shows such as “Game of Thrones” tell science 

fiction or fantasy stories that have nothing to do with the lives of citizens in any country on 

Earth, but they are still vital to cultural diplomacy.  The culture and ideas of the countries 

producing such works often influence the product that is created.  “Game of Thrones” may take 

place in a fictional world, but the characters act in manners that reflect the author’s residence in 

the United States.  Equally telling to other countries is what a nation allows to become popular.  
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The types of stories and shows consumed by a specific culture informs other nations as to what 

is valued and seen as worthwhile in that culture.   

 The entertainment aspect of cultural diplomacy has not received extensive academic 

investigation, as yet.  Video games in particular are a form of entertainment that have yet to be 

thoroughly examined.  The above definitions and analysis of public and cultural diplomacy open 

the door for discussion of the use of video games in international engagement efforts.  The first 

part of this discussion will look at how the United States has used video games in a traditional 

public diplomacy sense.  The second part of the discussion will look at the cultural implications 

of video games, and how they provide an opportunity for the formation of international 

connections and cross-cultural engagement. 

The United States and Video Games 

 In 1999, a colonel at the United States Military Academy had an idea for increasing the 

rate of enlistment of American youth.  Within three years, the United States Army had 

developed a new video game for the PC titled America’s Army.  This game was meant to be a 

more realistic war game, limiting the available weapons and the number of times that a player 

could take a hit before dying (Turse).  It sought to teach the core values of the Army and allow 

players to see the types of training and fighting tactics that the Army used (Kennedy, 2002).  

The game was effective in achieving its purpose; people who had played the game showed a 30 

percent greater likelihood of enlisting in the Army (Edery, 2008).  Due to this intended impact, 

the game is free to download and play on Windows and Xbox 360 game devices. 
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 Since America’s Army debuted in 2002, it has gone through over 40 updates, and a new 

version of the game is set to launch in 2015.  The Army has published data that show this game 

series to be their most effective marketing strategy in the past decade.  It teaches players tactical 

thinking and other skills that the Army values; America’s Army made headlines when a player 

utilized combat medical training he learned in the game to save two people in real life from an 

overturned vehicle (Edery, 2008).  In addition to being an effective engine of propaganda, it’s a 

well-received game critically.  Metacritic, a site that aggregates reviews of entertainment media 

from around the Internet, shows that the game has an average rating over 80 percent. 

 While the original audience was intended to be American youth, the game has been 

released for download worldwide.  The developers intended the game not only to improve 

recruitment by demonstrating the impressiveness of the United States Army, but also to show 

citizens of other countries the values and the skill of the Army (America’s Army FAQ).  This 

secondary mission for the game meant that the United States had created the first recognizable 

public diplomacy video game. 

 With over 13 million copies of the game downloaded since its launch, America’s Army is 

one of the most popular game series to date on the PC or the Xbox systems.  It can be viewed as 

a proof of concept game, showing that video games are a viable tool for the transmission of 

ideas via entertainment media (Moshirnia, 2007).  More notably, it accomplishes this goal 

without labelling itself as an educational game; it is a first-person shooter and tactical game, 

games that are known for their high entertainment value.   
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Implications of America’s Army 

 The success of this franchise shows the possibility for countries to begin creating games 

for the purpose of public diplomacy success.  While it may seem that shooters are the only 

genre of game that could lend itself readily to being both fun and informative, a recent trend in 

gaming may offer an even better fit.  The resurgence of the adventure game genre may offer 

countries a way to utilize video games for public diplomacy efforts without subjecting gamers to 

the tedium of a game about a Congressional roll call.   

 Adventure games typically feature a heavily story-driven plot supplemented by puzzle 

solving and exploration (Bronstring).  An example of this genre is the Ace Attorney game series.  

These games place the player in the position of being a new lawyer who gathers evidence, talks 

to witnesses, and confronts villains in the courtroom.  While this may not appeal to gamers who 

prefer to shoot enemies or race around a city pursued by cops, this type of cerebral game would 

be ideal for public diplomacy efforts.  If an adventure game were created that focused on 

learning about the history or culture of a country in order to solve puzzles and complete quests, 

it could serve the public diplomacy mission of a country quite well. 

 Video games are an ideal tool for public diplomacy in the modern era.  The current 

generation of consoles – that is, the PS4, the Xbox One and the WiiU – have collectively sold 

over 40 million units in the year since they arrived on the market (Epstein).  That number does 

not include the number of personal computers sold regularly, most of which have graphics 

specifications that allow them to play any video game released.  Surveys indicate that more than 

one billion people worldwide play videogames regularly, approximately a sixth of the world 

population (Takahashi).  Targeting these individuals through a form of media that they choose 
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to enjoy is simply a good marketing strategy.  The field of advergaming begins with America’s 

Army, and it has the growth potential to accomplish much more. 

 Video games have been used and can be used for further exploration of public 

diplomacy goals.  Many governments have the capacity, the technology and the workforce 

needed to create such games that deliver information in a fun and engaging manner.  However, 

the creation of games for the purposes of public diplomacy is not the only way that video games 

foster bonds between peoples of different nations.  Video games are a part of culture and have a 

culture all to themselves that allows gamers worldwide to bond and engage with other countries 

in a variety of ways. 

Cultural Diplomacy of Video Games 

 Video games are rarely set in the real world.  They may have similar features or 

functions that mimic the real world, but they often have a large dose of fiction that keeps them 

from being effective at demonstrating the cultural norms of a country.  For example, the popular 

game series Grand Theft Auto takes place primarily in cities like New York or Los Angeles, but 

the actions that players take to advance through the game are not indicative of life in these 

cities, nor do they claim any sort of realism.  As such, it may be difficult to consider these types 

of games as worthy transmitters of cultural diplomacy. 

 However, as noted previously in this paper, there are other considerations to the impact 

of entertainment on cultural diplomacy than simply the explicit content (Cultural, 2005).  The 

types of entertainment that are chosen by citizens and that become popular, and the types of 

entertainment that are created in a country are also worth noting when considering cultural 
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diplomacy.  The entertainment consumed in a country is just as important to cultural diplomacy 

as the entertainment it exports. 

 To stay with the example of Grand Theft Auto, the popularity of this game within the 

United States demonstrates the type of entertainment that matters to Americans who play video 

games.  The game glorifies violence and sex and lawlessness, all within a fictional setting.  

While many studies may point to games like this as making people more violent or likely to 

break the law, these are hallmarks of culture found in most of the entertainment consumed by 

Americans, not just in video games.  Therefore, these games effectively show by their sales 

numbers what a significant portion of the entertainment media landscape of America is like, 

giving other countries a good idea of what to expect citizens of the United States to appreciate 

in their entertainment. 

 Equally important to consider is where the games are created.  Many people associate 

video games creation with Japan.  While many games for Nintendo systems do come from there 

– Nintendo likes to do much of its game production in house, as compared to Sony and 

Microsoft, who rely much more heavily on third-party producers – video games are a global 

industry (GameCentral, 2015).  Video game production companies are based in many different 

nations; some of the top producers are found in the United States, Canada, Sweden, France and 

South Korea, in addition to Japan.   

Games from different countries still need to conform to the market they are trying to 

access, but cultural distinctions can be found regardless.  Countries that are more opposed to 

violence will often make it more cartoonish or unrealistic, or eliminate blood all together,  while 

countries more open about sexuality may be more graphic or willing to include aspects of sex 
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like condoms or pregnancies or sexually transmitted diseases.  These differences in the cultures 

of the game makers inadvertently transmit certain ideas to players about how they should think 

about things and about what they should consider important.  Even without the explicit hope of 

influencing the opinions of gamers, the messages still manage to shape the cultural appreciation 

of those who receive them (Halverson, 2005). 

The creation of video games and personal consumption of them are not the only manners 

in which video games can have an impact on cultural diplomacy.  There are a number of 

interpersonal aspects to video games that make them uniquely suited in the field of 

entertainment to contribute to cultural diplomacy.  Of these aspects, online play, online 

discussion and the rising field of esports tournaments are the most influential in terms of cross-

cultural interaction, and thus in cultural diplomacy. 

Online Gaming 

 Many gamers, when asked what their first multiplayer gaming experience on a console 

was, will make reference to either Mario Kart or 007: Goldeneye.  These were games that 

brought players together, allowed them to play in the same game at the same time as opposed to 

taking turns passing controllers around a room.  These games had a weaker single player mode 

because they were intended to bring people together to play the game, not just to sit and watch 

as one friend or another tried to play through a level. 

 Now, years after these early multiplayer games have faded into heroic status among 

game enthusiasts, most big games come with some form of multiplayer mode.  This has been 

heavily facilitated by the rise of the Internet.  Now, a player does not need to gather friends into 
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the same room in order to play a game with them.  Players from across the country or around 

the world can join in to play a game together.  Most gaming systems now require users to 

register a username while setting up the system; that username allows them to connect with 

specific people on a friend list while playing so that they can chat or play together with people 

they know (Rodriquez, 2007).  Another option while playing online is to play with random 

others who happen to also be searching for playing groups.   

 While this online play may allow players to interact in-game with distant players, it does 

not seem as though it would foster cultural diplomacy by itself.  However, most players who 

regularly go online to play invest in gaming headsets, devices with a microphone and an 

earphone that allow players to talk while they are playing so that they can set up tactics with 

their team members or taunt the opposing team (Pelkey, 2006).  Not a whole lot gets discussed 

during play, but the ability to instantly add other players to a friend list while playing can lead 

to real friendships after significant playtime together.  This semi-anonymous connection can 

allow people to meet other gamers across borders without any need for travel; without barriers 

on interaction, these multiplayer games are a significant tool in connecting people, one of the 

key goals of cultural diplomacy. 

 Another type of game that brings people together virtually is known as the massively 

multiplayer online game, or MMO.  The most famous of these games is World of Warcraft, 

which has over 10 million subscribers worldwide.  According to 2008 estimates, these numbers 

broke down to two million European players, 2.5 million American players and 5.5 Asian 

players (Alexander).  In these types of games, players can interact with anyone as long as they 

are either nearby in the game, the player has the username of another player, or they are 
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members of the same guild.  Though there are prohibitions on bad language, players are free to 

talk with, befriend and adventure with anyone they would like.  The significant interactions that 

are available and that occur daily in the game have been studied extensively by social scientists, 

who view the game as a constantly evolving social experiment.   

 The guilds in World of Warcraft are particularly significant to examine and understand.  

These are self-selecting groups of players who choose to work together on adventures to take 

down enemies that would be too tough for a single player to handle.  Guilds can choose to add 

members at any time, if they find other players whom they feel are worthy of joining (Williams, 

2006).  One of the most bonding aspects of these guilds is the player versus player (PVP) 

feature in the game, where guilds compete for rankings that are recognized globally.  Top 

ranked guilds and players can receive rewards both in game and in real life, which makes the 

connection to other members of your guild and team vitally important to the players.  Many 

players will schedule set times in a week when they will log in to the game in order to go 

questing, and those who fail to show up can find themselves losing connections and 

losing friends.   

 Similarly to standard multiplayer games, MMOs allow people to get to know other 

players around the world.  Unlike standard multiplayer games, there is a necessity in World of 

Warcraft and similar MMOs to connect with others, otherwise advancement in the game 

becomes nearly impossible.  High ranking guilds often know each other in real life and are able 

to connect outside of the game in order to schedule game times and foster their trust and 

relationships (Nardi, 2006).  These connections are not bounded by country borders; players are 

equally capable of having a solid connection with someone located on the other side of the 
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world as they are of having a connection to someone in the same room.  The recognition of the 

Internet as a significant medium for interaction allows the players to accept distant friends 

easily, and their exposure to other cultures necessarily flows from that interaction. 

Gaming Discussions 

 The growth of the video game industry has led to the growth of people talking about 

video games online.  Discussion forums, help guides, personal reviews and playthrough videos 

are all popular ways that gamers interact with each other online.  Again, since national borders 

do not impact the flow of information around the Internet – apart from in countries that limit 

access to the Internet – connections can be made through the sphere of games with 

people worldwide. 

 Games often have staggered release patterns, meaning that certain countries see the 

release of games before others.  This gives some gamers the chance to find secrets and glitches 

before others, which then get posted online so that people who get the game later can begin to 

exploit these tricks from the start of their game.  Gamers who are more skilled at games are 

often willing to offer advice to those who seek help online.  The community built around games 

is generally welcoming, seeking to add to the numbers who play, since the more gamers there 

are, the more games get made as the market expands.   

 While forums and guides provide a lot of opportunity for interaction, players can only 

get so much information from reading about it.  Gamers often need to see how tricks are done 

and how to get past difficult parts of games.  YouTube offers a great opportunity for gamers, 

allowing them to watch other people playing through sections of games, seeing the tips that they 
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previously could only get from written content.  Some YouTube personalities have become 

particularly famous for their gameplay videos, developing their own fanbases and communities 

around themselves.   

One of the most famous of these game video bloggers, or “vloggers,” is a Swedish-born 

player living in the United Kingdom who goes by the screenname “Pewdipie.” He has become 

so popular that his channel on YouTube has held the title of “most subscribers” since 2013, and 

his is the most viewed channel on the site as well, with over eight billion views in total 

(PewDiePie Official).  This has made him a highly influential Internet personality, allowing him 

to encourage people worldwide to engage in charity drives or to interact with each other online 

in a more responsible manner. 

In 2011, a new gaming website was launched called Twitch TV.  The site was created to 

allow players to livestream games as they played so that a global audience could watch and 

comment.  The site gets over 40 million viewers each month, tuning in to see the games that 

people are playing and to talk about the games while they are being played (Alexa).  While this 

concept alone is indicative of worldwide connectivity potential, an event happened in February 

2014 that created an incredible academic stir.   

On February 12, 2014, a streamer on the site created a game emulator that would allow 

viewers to play a game collectively, millions of people around the world all giving commands to 

a computer playing through the original Pokémon Red Version Gameboy game.  By typing and 

sending button commands, people watching could control the actions of the on-screen character.  

The game was played over the course of 16 continuous days, and an estimated 1.16 million 

players participated in the event, while over 6.5 million people watched (Farokhmanesh, 2014).  
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This community play style has continued through a number of other emulations of other games 

in the Pokémon series.   

More stunning than millions of players cooperating to play a single game is the social 

effect the playthrough had on observers.  Given the chaotic nature of thousands of command 

inputs at once, many mistakes were made in the game.  The most significant of these mistakes 

involved an improper transformation of a character; the players needed a water-aligned creature 

in order to proceed, and they had the components necessary to create that creature.  However, an 

improperly pressed button ended up creating a fire creature instead.  This led to observers 

referring to the creature as a “false prophet,” and a religious type interpretation of the event 

began (Magdaleno, 2014).  A useless item – a helix-shaped fossil that has no purpose until late 

in the game – was repeatedly clicked, which viewers interpreted as consultation with a divine 

being who was later revived in the course of play.  This new “god” resulted in factions breaking 

out, those who wished to see the game continue in chaos so as to preserve the story being 

created were those who served this god – later known as Lord Helix – while those who simply 

wanted to finish and quit the interpretive gaming served the evil god, heralded by the false 

prophet from above. 

The Internet eventually finished the game, over 350 hours later.  However, the ability of 

millions of people around the world to work together for a common goal, and in the process 

create a narrative, Christianity-based religion, astounded social scientists.  These were gamers 

who brought their own ideas and interpretations into a virtual space and, seeing the same event 

played out in real time, constructed a story as a single global community.  The Internet has 
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created a sort of haven for those seeking to engage with other, likeminded individuals, and this 

haven spans across myriad global cultures. 

 Gamers have worked hard to carve out their own space online.  This has allowed them to 

grow their own culture, a culture of gaming and digital connectivity.  This culture allows 

individuals to bring their own backgrounds and thoughts and ideas into a digital marketplace 

where people can connect through a common interest without the traditional boundaries of 

distance.  Online interaction may not have the same impact on cultural diplomacy as personal 

travel or exchange programs, but it does have an impact in a different manner.  Allowing people 

to virtually ship their consciousness into an open forum of global interaction can broaden 

perspectives and teach cultural appreciation in a new, non-traditional manner. 

Esports 

 On April 26, 2015, ESPN2 caused a stir online.  Instead of showing baseball or 

basketball or another traditional sporting event, they broadcast the championship match of 

Blizzard’s Heroes of the Dorm tournament (Schreier, 2015).  This tournament was a way for 

Blizzard to publicize their upcoming game Heroes of the Storm while also gaining a wider 

audience for esports competitions and providing a way for students to pay for college; the 

winners of the tournament get full ride scholarships to finish their college careers.  Esports, or 

electronic sports, refers to competitive tournaments where high-level players wage digital battles 

in order to earn fame and money.   

 The games played in these tournaments vary greatly, from one-on-one arcade style 

fighting games to cooperative team based player-versus-player games to a new genre known as 
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multiplayer online battle arena (MOBA) games.  These MOBAs are team matches where every 

character has a role to play.  Similar to the guilds of World of Warcraft, the teams that compete 

in these battle arenas are often friends who know each other, train together and travel together to 

compete in the tournaments.  The most famous of these MOBA games is a game called League 

of Legends. 

 Riot Games released League of Legends in 2009 as a free-to-play online game, featuring 

in-game micro-transactions that allow players to use real money to purchase digital upgrades.  

Since its release, League of Legends has grown to have over 25 million users a day logging in to 

play (Sherr, 2014).  The popularity of the game led Riot to begin a global competition, the 

League of Legends World Championship.  Teams compete in regional competitions in North 

America, Europe, China, South Korea, Taiwan and Southeast Asia, with the top teams from 

each regional competition advancing to the global tournament.  The World Championship 

competition is televised similarly to the Heroes of the Dorm competition, but they feature a 

more lucrative prize: in 2014, the winning team walked away with $2.13 million in prize money 

(Esports Earnings). 

 Given the significant prize money and global recognition available, many teams train 

year round for this tournament.  Players are so highly valued for this game that Riot Games 

petitioned the United States government to allow top-tier players to be recognized as 

professional athletes for the purposes of obtaining American visas (Makuch, 2013).  In June 

2013, the immigration rules were changed to allow this recognition, meaning that American 

teams can now recruit foreign nationals to join them on a P1 visa. 
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 This international recognition puts esports tournaments on par with traditional sports in 

terms of impact on cultural diplomacy.  Players and teams take on national relevance and 

become representatives of their country during gameplay.  It is a way for countries to compete 

without harm, and it brings together players as ambassadors who would otherwise be 

overlooked.  Sports contribute heavily to considerations of cultural diplomacy, so much so that 

there is an entire field of study on sports diplomacy.  Esports have now entered into this arena 

of thought, and should be viewed as an internationally relevant topic for study and analysis. 

Conclusion 

 Since Pong hit arcades in 1972, video games have been a growing medium.  The rise of 

the Internet in the 90s expanded the reach of gaming, allowing players to connect with people 

across the street or across the planet.  Whether they are playing or discussing or just watching, 

the community of global gamers holds no barrier for entry; anyone may participate if they are 

able.  This openness among players can foster a cross-cultural dialogue, if countries would learn 

how to access it and operate within it.  The creation of games such as America’s Army and the 

recognition of competitors in esports tournaments is a good first step, but there are opportunities 

that are being missed.  Video games are a viable tool for public and cultural diplomatic efforts; 

if countries would choose to meet gamers on their chosen media sources – YouTube, Twitch, 

gaming forums and the like – and could learn to speak the language that gamers understand, 

then they could foster greater and more relevant engagement with a community that makes up 

more than one-sixth of the global population.  Video games may be a particularly effective 

way to reach the disaffected youth who are so susceptible to messaging from groups such  
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as ISIS and al-Qaeda.  The battle for hearts and minds is an important one; countries should 

understand and adapt to the changing social landscape and utilize every potential tool in 

their arsenals. 
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