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Management Team meetings
The chair, Marko Siitonen (University of Jyväskylä, Finland), and vicechairs Felix Reer (University of Münster, Germany) and Teresa De La
Hera (Erasmus University of Rotterdam, Netherlands) met several times
over the year, planning the bi-annual section meeting, as well as the
upcoming 2020 main conference.

Section symposium in Rotterdam
The Digital Games Research section organized a symposium titled
Games, Media and Communication: Quo Vadis? between 7-8.11.2019
(https://www.eur.nl/en/eshcc/research/ermecc/conferences/gameco2019
) The symposium was held at the Erasmus University Rotterdam, the
Netherlands, in collaboration with the Gaming Matters Research Cluster
of the Erasmus Research Centre for Media, Communication and Culture
(ERMeCC).

The symposium saw a keynote by Professor Jeroen Jansz with the title:
„Gamestudies: Mechanics, Dynamics and the Audience“. Over the two
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days, there were altogether 19 other presentations organized into
sessions. Overall, the symposium was considered a success, with many
opportunities for new and established scholars to network and to share
their work in progress.

In total, the symposium received 28 individual presentation proposals
and two panel proposals (with four presentations each) – that is, 36
individual papers. Looking at the two-day programme of the symposium,
including a keynote, this meant that we could accept up to 20
presentations, ending up with an acceptance rating of 56,8%.
There is a thematic issue in the works that is based on papers from the
symposium. The thematic issue is planned in collaboration with the
journal Media and Communication, and the aim is to have the
publication out in the beginning of 2021.

Social Media and the Web
The management team decided to let go of the old website of the group
(http://www.digital-games.eu/). While the site still ranked highly in search
2

engines, it had not been updated for a long time. Due to the existence of
Facebook and mailing list for reaching the group members, and ECREA
section site for official communications, there was no real need for
upkeeping another communication channel.
The Facebook group of the section has 430 members (as of January 7
2020) (https://www.facebook.com/groups/139555142813744/). It has
become 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.
The Digital Games Research section continues as a small but vibrant
network of researchers (105 members at the beginning of the year
2020). While game studies as a sub-field will most likely always attract a
limited number of scholars, the field is still specific enough to warrant a
section of ist own, especially taking into consideration that there are
similar sections or divisions in other large communication studies
associations and organizations.
Marko Siitonen (Chair), Felix Reer (Vice-Chair), Teresa De La Hera
(Vice-Chair)
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