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“Games do more than just amuse; they also represent social ways of interaction” JesperJuul 
(2005);JanetMurraycallsvideogames“anewmedium” thatcanconveydramaticstoriesand have 
complex systems because they integrate narrative with interactive mechanics (1997, p. 28). 
Because of this intricacy, ludologists who study game mechanics and narratologists who 
studynarrativeaspectscontinuetoarguewitheachother.Murrayconsidersgamestobejustas 
importantfortheirnarrativemeaning-conveyingcapabilitiesasGonzaloFrasca(2003)doesfor 
putting an emphasis on interaction in game analysis. 

MiaConsalvonotesthatplayersmayexplorethebordersofidentityindigitalcontexts,which 
leadstocrucialquestionsaboutrepresentationintheindustry(2007,p.155).Inaddition,several 
gameshavepostcolonialthemes,whicheitherconfrontorchallengethepowerdynamicsofthe 
past.ThomasApperleymentionsthatvideogameshavetheabilitytoinfluenceculturallearning 
andinteraction(2010),andEspenAarsetharguesthatvirtualworldscanserveasplatformsfor both 
sustaining and challenging imperialist ideologies (1997, p. 133). This makes videogames an 
important tool for postcolonial critique and larger social transformation. 

This study day on Videogame Studies and Media seeks to investigate videogames’ diverse 
effectoncurrentsociety.Bystudyingnarrative,structural,andculturalfactors,participantswill 
examinetheinfluenceofvideogamesonthemodernworld.Asdigitalexperiencesincreasingly affect 
our social and political contexts, this event welcomes multidisciplinary conversation to 
investigate how videogames serve as potent cultural instruments in the 21st century. 

 

 
StudyDay’s ResearchThemes: 

1. Videogames and Narrative Theory: (The role of storytelling in videogames; 
Comparative analyses of narrative structures in games vs. traditional media (literature, 
film, etc.); Narrative immersion and player agency.) 

2. Ludologyvs. Narratology:Debatesand Dialogues 
3. Videogames and Identity Formation: (Representation of gender, race, and ethnicity 

in videogames; The impact of videogames on identity, community building, and self- 
expression; Player-avatar relationships and the performance of identity in virtual 
spaces.) 

4. VideogamesandPostcolonialism 
5. Games, Gamification, and Education: (Gamification as a Pedagogical Tool: 

EducationalApplicationsandImplicationsforLearning;Theimpactofvideogameson 
literacy, problem-solving, and critical thinking skills.) 



6. Videogame Adaptations and Transmedia Storytelling: (The adaptation of 
videogame narratives into films, series, comics, and other media; Transmedia 
storytelling and the expansion of game worlds across different platforms.) 

7. Ethics and Social Responsibility in Gaming: (The impact of videogames on mental 
health,aggression,andbehavior;Ethicalconcernsingamedesign:violence,addiction, and 
the role of developers.) 

SubmissionGuidelines: 
We invite abstracts of 250-350 words, which should be submitted by the 4th of April 2025, to 

llclabteam5@gmail.com. Submissions should include a title, abstract, author’s name, institutional 
affiliation, and a brief biography. 

 
Presentationswill be 10minuteslong, followedby a10-minute Q&A session. 

 
• Location:30Laboratories –UniversityofTlemcen. 

 
Key Dates: 

 
• AbstractSubmissionDeadline:4thofApril 2025 
• NotificationofAcceptance:11thofApril2025 

Scientific Committee: 

• DrMerwanMESSAOUDI (Presidentof theStudy Day) 
• ProfWassilaHAMZAREGUIG MOURO 
• ProfIlhemSERIR 
• ProfDaoudiFRID 
• Prof FaizaHADDAM 
• DrSouadBERBAR 
• Dr Omar RAHMOUN 
• DrMeryemMENGOUCHI 
• DrZeynebYOUSF 
• DrYoucefZineddineMOSTEFAOUI 
• DrZakaryaAMEUR-SAID 
• DrSara BENSAHLA 
• DrKamilaGHOUALI 
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