


INTRODUCTION

DiGRA Flanders is the Flemish chapter of DiGRA,
the association for academics and professionals
who research digital games and associated
phenomena. We aim to encourage high-quality
research on games, and to promote
collaboration and dissemination of work by our
members.

In order to achieve this goal, we organize
research meetings three times a year. The topics
that are discussed at these meetings are derived
from the various academic disciplines that study
digital games, ranging from social sciences to
design research and software engineering.

This document presents a brief overview of our
meeting at the K.U.Leuven on November 25th
2011, organized by the Centre for Media Culture
and Communication Technology. We hope to
welcome you there.

(Please read the ‘practical information’ section of this document
for information about registration.)
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Starting at 16:15

Arrival with sandwiches and drinks

ABC to the D-pad: Developing User-Centered Concepts for
Language Learning Video games

Jan-Henk Annema, Yorick Poels, Bieke Zaman & Frederik
Cornillie

Research on Violence in Digital Games and the Attribution
of Confounded Effects
Malte Elson

Tackling Urban Issues with Ludic Engagement
Thomas Laureyssens

Break

The Virtual Destabilizes the Real and the Moral
Katleen Gabriels

DelLearyous : Training of Interpersonal Communication by
Natural Language Interaction with an Autonomous Virtual
Character

Koen Eneman, Jeroen Wauters & Frederik Van Broeckhoven

Additional discussion, announcements and conclusion

Informal drink, offered by K.U.Leuven



ABSTRACTS

ABC to the D-pad: Developing User-Centered Concepts for Language
Learning Video Games

Jan-Henk Annema, Yorick Poels, Bieke Zaman & Frederik Cornillie
janhenk.annema@soc.kuleuven.be | yorick.poels@soc.kuleuven.be
bieke.zaman@soc.kuleuven.be | frederik.cornillie @kuleuven-kortrijk.be
CUQK.U.Leuven

In this presentation, we report on an ongoing project which aims to develop
mini-games for language learning through a user-centered and evidence-based
approach. More particularly, we will report on the methodology and results of
co-design sessions which were held with adolescents between 14 and 16 years
old. The aim of these sessions was to gain insight into these users’ preferences
for educational games for language learning. During the sessions, 11 concepts
for video games were developed. We noticed a divide between the concepts for games that
were oriented towards formal language learning (e.g. exercises on vocabulary) and video
games that were based on communication with other players or in-game characters.

Research on Violence in Digital Games and the Attribution of Confounded
Effects

Malte Elson
malte.elson@ugent.be

Many studies have been conducted to examine the effects of displayed
violence in digital games on outcomes like aggressive behavior and
physiological arousal. It is common in experimental designs for participants to
either play a violent or a different, non-violent game. However, violent content

is usually not the only difference between these games. This raises the issue of
possibly confounding factors that make the results hard to interpret. In this
study, the displayed violence and game speed of a recent first-person shooter game were
varied systematically using the technique of modding, so that effects could be explained
properly by the respective manipulations. A total of N = 84 participants played in one of four
game conditions (low- vs. high-violence, normal- vs. high speed) while physiological
measurements were taken. After play, their aggressive behavior was measured with the
standardized version of the CRTT.

The aim of this study was to explore potentially confounding effects of conflating variables
when working with digital games as stimuli in experiments. Results show that game speed, a
feature inherent to most first-person shooters, not only interacts with displayed violence, but
also has an effect on several outcome variables that might otherwise be solely attributed to
displayed violence. This shows the importance of a proper manipulation of independent
variables and control for potentially confounding factors in digital games effects research.
Finally, this study offers game modifications as a viable solution for researchers to accomplish
a clean manipulation, resulting in higher internal validity of experiments.



Tackling Urban Issues with Ludic Engagement

Thomas Laureyssens
thomas.Laureyssens@khlim.be

CMD, LimburgatholicUniversity College

The urban landscape used to be full of meeting, debate and play. Today it’s
looking quite different. In many cultures, people lost the art of communicating
with each other in public space. In some cities we find extreme urban
situations like decay and vandalism, and almost everywhere people have some
fear of the unknown other. In the 21st century, cities become ever more
bigger, and so a myriad of urban issues appear ever more pressing.

This project is an investigation of how interactive ludic interventions have the potential to
positively impact on urban issues. It applies the fields of ludic design and persuasive
computing to an urban context. These techniques and concepts will be integrated into
interactive, game-inspired artistic interventions, introduced into the urban landscape. The
research problem is how these interventions can impact the urban environment. What are
the factors that causally influence the behavior change? How can we make the interventions
challenging and motivating enough for a wide group of inhabitants, and how can we make
them appropriate the proposal as theirs?

In the course of the four-year research, a handful of artistic ludic installations will be created
for different specific urban locations. The projects will come to shape by user-centered
design through an iterative design cycle including participatory cartography and prototyping.

The Virtual Destabilizes the Real and the Moral

Katleen Gabriels
katleen.gabriels@vub.ac.be

The upsurge of virtuality and the increased virtualization of everyday
experiences and sociality raise compelling questions of how to understand
ethics and morality in virtual space. Does virtuality problematize or even alter
our dealing with the other and thus affect our morality or our moral code?

Technological specificities, such as anonymity and creating distance, raise
guestions with regard to the meaning of moral duties and responsibility during virtual
encounters. Many fear transformations regarding morality and ethics, namely that the
augmented virtualization of intersubjectivity reduces moral responsibility and ethical
awareness, or even worse, that it exterminates morality. Others, however, believe that
virtuality opens enriching and collaborative possibilities and that, for instance, anonymity can
overcome distance, hierarchies, and physical appearance. This presentation’s aim is to
elaborate on six conceptualizations of the virtual and to analyze them in light of the tensions
between virtuality - reality and virtuality - morality.



deLearyous : Training of Interpersonal Communication by Natural
Language Interaction with an Autonomous Virtual Character

Koen Eneman, Jeroen Wauters & Frederik Van Broeckhoven
koen.eneman@groept.be | jeroen.wauters@groept.be | frederik.vanboeckhoven@groept.be

The goal of the delearyous project is to develop an interactive serious 3D
game for interpersonal communication training in an employer employee or
customer-employee setting. The player interacts with the application through
written natural language input and engages in conversation with an animated
3D virtual character. Topic detection and automatic emotion classification of
the text input allows to determine and to map the state of mind of the player
onto the scenario which drives the application.

The virtual character's response to the player input follows a communication model known as
the Interpersonal Circumplex, also called Leary's Rose. According to this model each
participant in the conversation can be mapped onto the Rose given his or her state of mind
(is the speaker co-operative or aggressive, dominant or submissive, etc ?). With a thorough
understanding of the Interpersonal Circumplex, the player can alter the opponent's, i.e. the
virtual agent's position on the Rose so to make it more favorable to his goals. The deLearyous
application is currently developed for the Dutch language and will offer trainees an
interactive way to acquaint themselves with Leary's Rose and to further develop their
interpersonal communication skills.



PRACTICAL INFORMATION

Bob De Schutter
b@bobdeschutter.be
+32(0) 497 22 08 43

http://digra.gameonderzoek.be
http://www.digra.org

There is no entrance fee, but registration is required in order for us to
estimate attendance. To register, please visit the following webpage:
http://register.digra.gameonderzoek.be

K.U.Leuven

Faculteit Sociale Wetenschappen

Parkstraat 45

3000 Leuven
http://soc.kuleuven.be/web/staticpage/1/1/nl/5
Raadzaal SW 00.113 (ground floor)
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The papers and slides of the lectures will be posted on the DiGRA
Flanders Google group (http://digra.gameonderzoek.be) if their
respective authors grant us the permission to do so.
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