ECREA Section “Digital Games Research”
Annual report 2022

Name of the Section/Network/Temporary Working Group:

Digital Games Research

Management team:

Chair (until October, 2022): Marko Siitonen (University of Jyvaskyla, Finland)

Vice-chair (new chair since October, 2022): Felix Reer (University of Miinster, Germany)
Vice-chair: Teresa de la Hera (Erasmus University of Rotterdam, the Netherlands)

Vice-chair (since October, 2022): Salvador Gémez-Garcia (Complutense University of Madrid,
Spain)

Number of members:
121 (checked on October 20, 2022)

Social media:

The section’s Facebook group has 469 members (as of October, 2022)
(https://www.facebook.com/groups/139555142813744/). It has been established as the most
important communication channel of the section. It is used to inform the group members about
current section matters and also serves as a forum where European and international games
researchers can disseminate their findings and pass on information concerning upcoming events.
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Activities in 2022:

In 2022, the Digital Games Research section participated in organizing the ECREA main
conference in Aarhus, Denmark.

Before the main conference, the section organized a pre-conference in the form of a one-day
doctoral online colloquium. The title of the colloquium was “Emerging Topics in Digital Games
Research”. For the pre-conference, we received 13 submissions out of which seven were
accepted. The colloquium included an invited guest speaker: Prof. Tanya Krzywinska in the role
of the long-time editor of Games & Culture. Her keynote touched upon current realities and
possibilities of academic publishing. Participants’ presentations were commented on by Prof.
Thorsten Quandt and Assoc. Prof. Marko Siitonen.
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For the main conference, the section received 40 submissions, out of which 25 were accepted.
Due to cancellations, in the actual conference 20 presentations were held. It is noteworthy to
mention that there were no proposals for entire panels — this is something that we should
encourage in the future, as a well thought-out panel should have good chances of being
accepted. In view of the above, we propose for the next conference to encourage research
groups or projects to submit proposals for thematic panels. This will not only enhance the
dissemination of their results, but also provide a platform for more in-depth discussions and
exchange of ideas within a particular theme.

The section’s business meeting was also held during the 2022 conference. There, a new
management team was elected:

Chair: Felix Reer (University of Miinster, Germany)
Vice-Chair: Teresa de la Hera (Erasmus University Rotterdam, the Netherlands)
Vice-Chair: Salvador Gdmez-Garcia (Complutense University of Madrid, Spain)

Further, the section's YECREA representative, Ahmed Elmeseny, resigned after successfully
completing his PhD. Moritz Schweiger (University of Augsburg, Germany) was elected as the
new YECREA representative.



Throughout 2022, the call for papers and initial screening of manuscripts for a special issue
published by Frontiers took place. The title of the special issue is “The Dark and the Light Side of
Gaming”, and it is edited by Felix Reer, Teresa de la Hera and Marko Siitonen.
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In public debates, and among certain strands of scholarship. digital games have been viewed with skepticism. For example.
there is a substantial body of empirical research examining the potential negative effects of gaming and game cultures.
These ‘dark aspects cover topics such as viclent games and aggressivensss, social isolation as a consequence of excessive
gaming. or taxicity and sexual harassment in gaming communities. Recently. the decision of the World Health Organization
(WHO) to include “gaming disorder” in the ICD-11 triggered new worries about the addictiveness of games

However, digital games also have a light’ side that is often brought up in connection with positive effects such as enjoyment,
stress reduction, ion, or and

potential of games and play. For example, during the COVID-19
pandemic, the WHO was involved in the #PlayApartTogether campaign, encouraging people to stay at home and use games
to connect with friends.

Plans for 2023:

In 2023, the Frontiers special issue will be published.

Further, the section will organize a section-specific symposium. The symposium will be held at
the Complutence University of Madrid in Spain, in November 2023. The section management
team is currently discussing options for a publication connected to the symposium.



