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PRESENTATION:   6
TH
INTERNATIONAL   CONFERENCE   ON   THEPHILOSOPHY     OF     COMPUTER     GAMES:     THE     NATURE     OFPLAYER  EXPERIENCE



English
:



The   purpose   of   the   conference   is   to   address   and   investigate   issuesrelated  to  the  philosophical  aspects  of  computer  game  research.  Aimingto    bring    together    researchers   from    diverse    fields,    Computer    GamesConference   is   open   to   practitioners,   academics,   students   interested   inphilosophy,    computer   game-   theory,    semiotics,    aesthetics,    sociology,psychology  and  anthropology.



The   present   conference   is   the   sixth   of   a   series,   starting   from   2005.Founding  members  of  this  initiative  which  first  took  place  in  Denmark  isDepartment   of   Philosophy,   Classics,   History   of   Art   and   Ideas   at   theUniversity  of   Oslo;  the  Center  for  Computer  Game   Research  at  the   IT-University  of   Copenhagen;  and   the   Philosophical  Project  Centre  (FPS),Oslo.



Since   then,   an   expanded   network   of   members   and   partners   completedwith  success  the  following  conferences  that  took  place  in  Italy,  Germany,Norway  and  Greece.



Castellano
:



El  objetivo  del  congreso  es  investigar  acerca  de  cuestiones  y  problemasrelacionados  con  los  aspectos  filosóficos  de  los  estudios  en  torno  a  losjuegos     de     ordenador.     Con     el     fin     de     atraer     a     investigadoras     einvestigadores   procedentes   de   diversos   campos,   el   Computer   GamesConference  está  abierto  a  profesionales,  profesorado  y  estudiantes  cuyoámbito    de    interés    se    centre    en    filosofía,    teoría    de    los    juegos    deordenador,  semiótica,  estética,  sociología,  psicología  y  antropología.



El   presente   congreso,   iniciado   en   2005,   celebra   este   año   su   sextaedición.  Los  miembros  fundadores  de  este  proyecto,  que  originalmentefue    organizado    en    Dinamarca,    son    el    Department    of    Philosophy,Classics,  History  of  Art  and  Ideas  de  la  University  of  Oslo;  el  Center  forComputer   Game   Research   de   la   IT-University   of    Copenhagen;   y   elPhilosophical  Project  Centre  (FPS)  de  Oslo.



Desde   entonces,   una   extensa   red   de   miembros   y   colaboradores   hanorganizado  con  éxito  los  siguientes  congresos  que  han  tenido  lugar  enItalia,  Alemania,  Noruega  y  Grecia.






6
th
International  Conference  on the Philosophy of Computer Games



Deutsch
:



Das  Anliegen  der  Konferenz  ist  es,  sich  mit  Fragen  zu  philosophischenAspekten      der      Computerspielforschung      zu      befassen      und      damitForscherinnen   und   Forscher   aus   den   verschiedensten   Fachbereichen,wie   zum   Beispiel   Computerspieltheorie,   Semiotik,   Ästhetik,   Soziologie,Psychologie   und   Anthropologie,   zusammen   zu   bringen.   Die   ComputerGames     Conference     ist     somit     an     Praktizierende,     Akademiker     undStudenten     gerichtet,     die     sich     für     die     besagten     Themenbereicheinteressieren.



Die    kommende    Konferenz    ist    die    sechste    dieser    Reihe,    die    2005erstmalig  in  Dänemark  abgehalten  wurde.  Ihre  Gründungsmitglieder  sinddas   Department   of   Philosophy,   Classics,   History   of   Art   and   Ideas   derUniversität    Oslo;    das   Center   for   Computer   Game    Research   der   IT-Universität   Copenhangen;   und   das   Philosophical   Project   Cetnre   (FPS),Oslo.



Seitdem   organisierte   ein   großes   Netzwerk   an   Mitgliedern   und   Partnernerfolgreich     Konferenzen,     unter     anderem     in     Italien,     Deutschland,Norwegen  und  Griechenland.
http://2011.gamephilosophy.org/
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GENERAL  INFORMATION



Venue  and  dates





Matadero  Madrid
Paseo  de  la  Chopera,1428045  Madrid





Metro  Stations
:



Legazpi





Bus  Lines
:



6,  8,  18,  19,  22,  45,  47,55,  59,  60,  62,  76,  78,79,  85,  86,  88,  123,  148,247,  N10,  N11,  P959.
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MediaLab-Prado
Plaza  de  las  LetrasC\  Alameda,  1528014  -  Madrid





Metro  Stations
:



Atocha





Bus  Lines
:



6,  10,  14,  19,  26,  27,  32,34,  37  y  45.



Contact



Website
:
http://2012.gamephilosophy.org



E-mail
:
mailto:gamephilosophy2012.pc@gmail.com
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Closing  Party



Café  Moderno





Café Moderno
Plaza  de  lasComendadoras,  128015  Madrid



Complementary  Activity:  Los  Martes  Juego.
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COMMITTEES



Program  Committee































Chair:   Olli   Tapio   Leino
,   School   of   Creative   Media,   City   University   of   HongKong.



Olav  Asheim
,  Department  of  Philosophy,  Classics,  History  of  Art  and  Ideas  atthe  University  of  Oslo  and  Filosofisk  Prosjektsenter,  Norway.



Eurídice  Cabanes
,  ARSGAMES,  Spain.



Gordon  Calleja
,  Center  for  Computer  Games  Research  at  the  IT-University  ofCopenhagen,  Denmark.



Patrick    Coppock
,    Department    of    Communication    and    Economics    at    theUniversity  of  Modena/Reggio  Emilia,Italy.



Anita  Leirfall
,  Department  of  Philosophy,  University  of  Bergen,  Norway.



John  Richard  Sageng
,  Department  of  Philosophy,  Classics,  History  of  Art  andIdeas  at  the  University  of  Oslo  and  Filosofisk  Prosjektsenter,  Norway.



Organizer  Committee



































Juan  Francisco  Belmonte
,  Universidad  de  Murcia  -  ARSGAMES,  Spain.



Eurídice  Cabañes
,  ARSGAMES,  Spain.



Flavio  Escribano
,  ARSGAMES,  Spain.



Ruth  García  Martín
,  Facultad  de  Bellas  Artes  de  Cuenca  -  ARSGAMES,  Spain.



María  Rubio  Méndez
,  ARSGAMES,  Spain.



José   Iván   San   José   Vieco
,   Escuela   Politécnica   de   Cuenca   -   ARSGAMES,Spain.



Joaquín  Siabra  Fraile
,  ARSGAMES,  Spain.



Anke  Schröder
,  ARSGAMES.



Advisory  Board







































Stephan  Günzel
,  University  of  Potsdam.



Richard  Bartle
,  University  of  Essex.



Nicolas  de  Warren
,  Wellesley  College.



Luciano  Floridi
,  Oxford  University.



Seth  Giddings
,  University  of  the  West  of  England.



David  Myers
,  Loyola  University  of  New  Orleans.



Frans  Mäyrä
,  University  of  Tampere.



Kendall  Walton
,  University  of  Michigan.



Ren  Reynolds
,  The  Virtual  Policy  Network.
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PROGRAM



Day  1,January  29  (Intermediae)



10:00



10:30



11:00



12:00



KeynoteChair:  JohnRichard  Sageng



Registration  opens



Welcome  speechOlli  Leino  &  Eurídice  Cabañes



Passive  and  active  fictions:  the  nature  of  imaginativeengagement.Gregory  Currie



Break



Through  the  Image:  Framing  Videogame  Play
.
Geert  Bruinsma  (Independent  Researcher)



To Those Who Loved This World: A Reconsideration ofGilles Deleuze's Action Image in the Expanded Reality of
Final  Fantasy  VII
.
Conor  Mckeown  (The  University  of  St  Andrews)



Lunch  Break



Representation  by  Regulated  Interaction
.
Alex  Baker-Graham  (University  of  Sheffield)



Paper  sessionChair:  GordonCalleja



Adventure  as  Art:  The  Aesthetic  Value  of  Puzzles
.
Veli-Matti  Karhulahti  (University  of  Turku)



Activating  Narcissus:  Cognitive  and  Affective  SystemsTransformedThrough  "Serious"  Game  Play.Heidi  Boisvert  (Rensselaer  Polytechnic  Institute,Electronic  Arts)



Break



Complementaryactivity



Movie  Screening  organised  by  ARSGAMES:Presentation  of  the  documentary  "The  gamer  inside"Jesús  Fabre



12:15



Paper  sessionChair:  JohnRichard  Sageng



13:30



15:30



17:00



17:45
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Day  2,  January  30  (Medialab-Prado)



10:00



11:00



KeynoteChair:  Olli  Leino



Break



A  phenomenological  account  of  the  playing-body  inavatar-based  action  games.Paul  Martin  (Brunel  University)‘In  The  Game’?  Embodied  Subjectivity  in  GamingEnvironments.Robert  Farrow  (The  Open  University)



Break



KeynoteChair:  Olli  Leino



In-Game:  From  Immersion  to  IncorporationGordon  Calleja



Lunch  Break



Believe  and  Be  Live:  Entangled  Experience  in  Halo.Tom  Hehir  (Unaffiliated)



Dumb  People,  Smart  Objects:  The  Sims  and  theDistributed  Self.
Jeremy Tirrell (University of North Carolina Wilmington)



Break



Vishnu and the Videogame: The Videogame Avatar and
Hindu  Philosophy.Souvik  Mukherjee  (Indian  Institute  of  Technology)Virtual  Pets  and  the  End  of  the  World:  Studying  anMMOG's  Closure
.
Mia  Consalvo  and  Jason  Begy  (Concordia  University)Workshop  organised  by  ARSGAMES:«Gaming  to  understand:  Gender  experience  in  videogames».María  Rubio  Méndez



Game  Bodies.Don  Ihde



11:15



Paper  sessionChair:  Olli  Leino



12:15



12:30



13:30



15:00



Paper  sessionChair:  EurídiceCabañes



16:00



16:15



Paper  sessionChair:  EurídiceCabañes



17:15



ComplementaryActivity






6
th
International  Conference  on the Philosophy of Computer Games



Day  3,  January  31  (Medialab-Prado)



10:00



11:00



KeynoteChair:  AnitaLeirfall



Can  video  games  be(come)  art?.Graeme  Kirkpatrick



Break



I  play,  therefore  I  am.
Adam Rafinski (Karlsruhe University of Arts and Design /
Center  for  Art  and  Media  Karlsruhe  (ZKM))
Paidea in Ludus: The Aesthetic and Technical Experience
in  Computer  Game  Play.Dominic  Arsenault  (Universite  de  Montreal)



Break



Zero
‐
player  games
‐
Exploring  the  distinction  betweenGames  as  Artifactsand  Games  as  Activities.Staffan  Björk  (University  of  Gothenburg  |  InteractiveInstitute)Generic  experiences.Andreas  Gregersen  (University  of  Copenhagen,Departmen  of  Media,Cognition  and  Communication)



Lunch  Break



Ethical  Advocates  in  Dragon  Age:  Origins.Carolyn  Jong  (Concordia  University)



15:00



Paper  sessionChair:  PatrickCoppock



Virtual  Worlds  and  Moral  Evaluation.Jeffrey  Dunn  (DePauw  University)
Cybersport 2.0: Legitimization and Ethical Dimensions of
Videogames.Sean  Naubert  (United  States)



Break



Closing



11:15



Paper  sessionChair:  AnitaLeirfall



12:15



12:30



Paper  sessionChair:  PatrickCoppock



13:30



16:30



16:45
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LIST  OF  ACCEPTED  PAPERS























Jeffrey  Dunn
:  Virtual  Worlds  and  Moral  Evaluation.  (
Paper
).



Andreas  Gregersen
:  Generic  experiences.  (
Paper
).



Tom  Hehir:
Believe  and  Be  Live:  Entangled  Experience  in  Halo.  (
Paper
).



Geert  Bruinsma
:  Through  the  Image:  Framing  Videogame  Play.  (
Paper
).



Paul  Martin
:  A  phenomenological  account  of  the  playing-body  in  avatar-basedaction  games.  (
Paper
).



Alex  Baker-Graham
:  Representation  by  Regulated  Interaction.  (
Paper
).



Mia  Consalvo  &  Jason  Begy
:  Virtual  Pets  and  the  End  of  the  World:  Studyingan  MMOG's  Closure.  (
Paper
).



Veli-Matti   Karhulahti
:   Adventure   as   Art:   The   Aesthetic   Value   of    Puzzles.(
Paper
).



Dominic   Arsenault   &   Maude   Bonenfant
:   Poiesis   and   Imagination   in   theAesthetic  Experience  :  The  Moment  of  Grace  in  Computer  Game  Play.  (
Paper
).



Conor   Mckeown
:   To   Those   Who   Loved   This   World:   A   Reconsideration   ofGilles   Deleuze's   Action   Image   in   the   Expanded   Reality   of   Final   Fantasy   VII.(
Paper
).



Carolyn  Jong
:  Ethical  Advocates  in  Dragon  Age:  Origins.  (
Paper
).



Marie  Denward
:   Hospitality  and   Pretence.  The  Conditional  Invitation  to  Role-Play  in  a  Reality  Game  Chat.



Staffan   Björk   &   Jesper   Juul
:   Zero ‐ player   games   ‐   Exploring   the   distinctionbetween  Games  as  Artifacts  and  Games  as  Activities.  (
Paper
).



Sean    Naubert
:    Cybersport    2.0:    Legitimization    and    Ethical    Dimensions    ofVideogames.  (
Paper
).



Jeremy   Tirrell
:   Dumb   People,   Smart   Objects:   The   Sims   and   the   DistributedSelf.  (
Paper
).



Souvik   Mukherjee
:   Vishnu   and   the   Videogame:   The   Videogame   Avatar   andHindu  Philosophy.  (
Paper
).



Robert  Farrow  &  Ioanna  Iacovides
:  'In  The  Game'?  Embodied  Subjectivity  inGaming  Environments.



Rafinski  Adam
:  I  play,  therefore  I  am.  (
Paper
).



Heidi  Boisvert  &  Mei  Si
:  Activating  Narcissus:  Cognitive  and  Affective  SystemsTransformed  Through  "Serious"  Game  Play.  (
Paper
).
























































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COMPLEMENTARY  ACTIVITIES





Presentation  of  the  documentary"The  gamer  inside"



Jesus   Fabre   presenting   "The   Gamer   Inside",   a   collaborativedocumentary      project      which      is      licensed      under      CreativeCommons(CC     BY-NC-ND).    It    was    born     with    the     goal     ofportraying  the  impact  of  video  games  on  society.



What   began   in   December   2010,   when   Jesús   Fabre   (Murcia,1983)    decided    to    document    the    collective    memory    of    hischildhood  friends,  has  now  pushed  the  boundaries  of  personal,becoming   a   global   outreach   project   where   the   players   are   thecore   on   which   it   develops.   Behind   it,   there   is   a   team   lookingforward  to  facing  this  challenge  to  tell  a  collective  story.  A  storybased    on    testimonials    from    worlds    as    diverse    as    business,academic,            artistic,            software            engineering,            eventmanagement,journalism,   music,   movies,   television,   education,among  others  ...



A     collaborative     project     that     has     already     more     than     150testimonies   from   a   generation   that   saw   the   birth   of   a   meanwhich,  either  as  a  form  of  expression  and/or  entertainment,  hasleft  a  unique  trace  in  its  memory  and  influenced  their  lives.





Workshop:  «Gaming  to  understand:  the  genderexperience  in  video  games»



María   Rubio   Méndez   –   ARSGAMES.   The   present   workshopintends  to  offer  an  overview  of  the  different  ways  in  which  videogames  can  be  experienced  from  a  gender  perspective.  Throughthe  analysis  of  several  video  games,  we  will  reveal  the  differentrepresentations   of   women   that   appear   in   this   medium   and   theplurality  of  interpretations  that  can  be  given  of  them  dependingof   the  different  attitudes   towards   the  fictional  universe  of   videogames.



In   this   workshop   we   propose   a   gaming   session   in   which   twodifferent  forms  of  practice  are  to  be  carried  out  while  gaming:  apractice   of   analysis   of   the   symbolic   universe   of   video   games,and  a  practice  of  experimentation  with  gender  identity.



At   the   end   of   the   workshop   a   brief   discussion   will   be   held   todraw  conclusions,  which  will  be  included  in  a  document  that  is  tobe  published  together  with  the  Conference  proceedings.
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Madrid  Game  Jam  2012



A  Game  Jam  is  an  intense  and  thrilling  meeting  between  videogame  developers.  Participants  of  the
Game Jam
gather  in  smallteams   and   work   together   to   develop   a   whole   video   game   in   avery  limited  period  of  time.



The
Global Game Jam
(GGJ)  is  an  unique  event:  no  less  than  a
Game  Jam
that  takes  place  simultaneously  all  around  the  worldfor  48  hours!
Global  Game  Jam  2012
starts  on  Friday,  January27    at    5    pm    and    ends    on    Sunday,    January    29    at    5    pm(depending  on  each  country's  local  time).



The     all     participants     have     same     restrictions     that     will     beannounced   at   the   beginning   of   the   encounter   and   each   localtime  will  have  a  different  additional  restriction  in  order  to  avoidparticipants  to  start  before  the  official  time.



For  this  edition  there  are  40  seats  available.



More      information      about
http://www.gamejam.es
.



registration



and



conditions



at:





Los  Martes  Juego



Michael    Santorum
will    be    playing    during    the    next    gamingsession     on     January     31st.     Michael     holds     a     degree     inCommunications  from  the  University  of  País  Vasco.  In  2006  heearned      his      master's      degree      at      UCM      (Universidad      deComplutense    de    Madrid)    and    wrote    his    Master's    ResearchProject    on    videogames    and    narrative,    also    the    topic    of    hisdissertation,                         currently                        under                        way.His     career     started     in     Pyro     Studios     with     titles     such     asCommandos     2     and     Commandos3.     Afterwards,     he     joinedMercury  Stream  where  he  worked  in  Clive  Barker's  Jericho.  Heis  currently  a  member  of  the  team  behind  Castlevania:  Lords  ofShadows.



Start



time



of



Los



Martes



Juego:



20h



Castlevania: Lords of Shadow
takes    placein    an    apocalypticsetting    in    which    darkness    reigns    supreme    and    the    fragilealliance   between   Earth   and   Heaven   is   being   threatened   by  anevil,  sinisterforce:  the  mysterious  Lords  of  Shadows.
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PARTNERS  AND  INSTITUTIONAL  ENDORSEMENT















School of Creative Media
,  City  University  of  Hong  Kong.



Department of Philosophy, Classics, History of Art and Ideas
at    theUniversity  of  Oslo  and  Filosofisk  Prosjektsenter,  Norway.



Center for Computer Games Research
at  the  IT-University  of   Copenhagen,Denmark.



Department of Communication and Economics
at     the     University     ofModena/Reggio  Emilia,Italy.



Department of Philosophy
at  the  University  of  Bergen,  Norway.



Universidad de Castilla La Mancha
(UCLM),  Spain.



Escuela Politécnica de Cuenca
(UCLM),  Spain.



Facultad de Bellas Artes de Cuenca
(UCLM),  Spain.



Instituto de Tecnologías Audiovisuales de Castilla La Mancha
(ITAV,UCLM),  Spain.



Centro Asociado de la Universidad Nacional a Distancia de Cuenca
(UNEDCuenca),  Spain.
































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AUTHORS



ARSGAMES
is    a    Cultural    Association    composed    of    professionals,    artists,



researches,   students   that   work   in   the   video   game   framework   along   the   followingissues:



1.2.3.4.5.



GAME STUDIES
,  video  games  theory  research.
GAME ART
,  art  and  video  games  relationship.
INNOVATION
,  Technological  and  industrial  innovation.
CURATING
,  Exibitions  and  social  events.
FORMATION
,   formal   and   informal   education   and   divulgation   about   videogames.



More  information  in:
www.arsgames.net
.



Juan  Francisco  Belmonte
holds  an  M.A  in  Comparative  Literature  and  is  a  Ph.



D  candidate  and  Associate  Researcher  in  the  Department  of  English  Studies  at  theUniversity  of  Murcia,  Spain.



His  dissertation  explores  the  ways  in  which  gender  and  sexuality  are  represented  invideo  games  through  the  depiction  of   virtual  urban  space.  From  2009  (August)  to2010  (December)   he  was   a  Fulbright   Scholar   at  Indiana  University,   Bloomington,where  he  took  courses  at  the  Departments  of  Communication  and  Culture,  GenderStudies,  and  Telecommunications.



Eurídice  Cabañes
is  graduated  in  Philosophy  (University  of  Valencia  2007)  and



writes  her  doctoral  Thesis  about  Computational  Creativity  in  the  PHD  of  Lógic  andPhilosophy   of   Science,   for   this   reason,   in   2010   she   do   an   internship   at   ImperialCollege  of  London  in  the  Computational  Creativity  Group.



Currently,  she  is  founding  member  of  ARSGAMES,  is  part  the  coordination  team  ofthe   Observatorio   para   la   Cibersociedad   and   belongs   to   the   editorial   board   ofTEXTOS.



She   has   organized   and   participated   as   a   speaker   in   various   conferences   andseminars  related  with  philosophy,  synaesthesia,  art,  videogames,  etc.



More  information  in:
www.euridicecabanes.es.tl
.



Flavio  Escribano
is  an  independent  researcher  in  the  field  of  Games  Studies  and



Game  Art.  He  founded  and  is  the  president  of  ARSGAMES  (
www.arsgames.net
),acollective  research  group  whose  focus  is  again  on  Games  Studies  and  Game  Artresearch.



He    currently    is    professor    and    invited    speaker    in    different    University    Masters'degrees,   Seminars   and   Workshops   (European   University   of   Madrid,   UniversitatOberta    de    Catalunya,    Universidad    Complutense    de    Madrid...).    His    researchinterests  span  videogames,  education  and  training,  social  inclusion,  art  and  genderstudies.   He   collaborates   with   numerous   institutions   and   research   labs:   EuropeanCommision,  AMAZE  and  DIGAREC  (Berlin),  Instituto  Cervantes  (Spain),  MediaLab-Prado  (Madrid),  Intermediae-Matadero  (Madrid),  Zemos98  (Seville).  Actually  he  isalso  colaborating  at  videogame  area  of  Spanish  Ministery  of  Education's  web  portal
Leer.es
.



Finally  Flavio  is  a  Web2.0  communicator.  He  has  an  open  reposiory  of  multimediadocuments  here:
http://arsgames.blip.tv
.






6
th
International  Conference  on the Philosophy of Computer Games



García        Martín
is        a        research        of        the        group        Visu@ls(
http://visualcultureidentities.net/
)  and  holds  a  M.A  in  Fine  Arts  and  now  is  a  Ph.  Dcandidate   with   a   dissertation   about   video   games   as   artistic   process.   She   also   ismember  of  ARSGAMES.



She   has   organized   and   participated   as   a   speaker   in   various   conferences   relatedwith  art  and  new  technologies.  Parallel  to  his  academic  activity,  she  draws  comicsand  work  as  a  plastic  artist.



Ruth



María     Rubio     Méndez
member     of     ARSGAMES     and     coordinator     of     the



GAMESTAR(T)  project,  has  a  degree  in  Philosophy  from  the  University  of  Valencia.She    completed    the    Master    in    Secondary    School    Teacher    Training    at    theComplutense  University  of  Madrid,  in  the  course  of  which  she  wrote  a  master  thesison   pedagogical   innovation.   She   has   also   received   the   interuniversity   Master´sdegree  in  Logic   and  Philosophy  of   Science,   where  she  specialized  in  the  field  ofScience,   Technology   and   Society,   focusing   mainly   on   philosophy   of   technology,gender  and  videogames.  She  is  currently  writing  her   PhD  thesis  on  this  researchfield.



José    Iván    San    José    Vieco
is    Computer    Engineering    and    Graduated    in



Computer   Engineering,   Master   Studies   in   Building   and   Digital   Home   and   MasterStudies    in    Advanced    Computer    Technologies.
Currently    studying    a    PhD    inAdvanced          Computer          Technology.
Member          of          Autolog          Group(
http://autolog.uclm.es
)    and    The    Spanish    Association    of    Tracking    and   Tracing“SETra”  (
http://www.rfidspain.org
).



He   has   experience   in   research   projects   of:   SMA   (Multiagent   Systems),   Trackingand  tracing,
dynamic  industrial  environments,
RFID,  Web  Services  and  Internet  ofthings.He  also  has  experience  in  developing  and  maintaining  web  pages.



More  information  in:
http://autolog.uclm.es/es/index_paginas.php?login=joseivan
.



Joaquín   Siabra   Fraile
is   a   Philosophy   Graduate      and   a   Computer   Science



Engineer   (UPM).      He   works   at   the   high   Council   of   Scientific   Research   as   aSoftware   Developer   in   different   interdisciplinary   projects   in   the   fields   of   Philologyand  Social  Science.



As  an  author  he  has  published  several  articles  on  new  technologies  and  society,mostly  on  the  videogame  as  a  virtual  world  (L.  Cuddy  (ed.)  “The  Legend  of  Zeldaand   Philosophy“.   OpenCourt   Publishing.   Oct.   2008;   Compagno,   D.,   Coppock,   P.(eds.),   Computer   Games.   Between   Text   and   Practice,   serie   speciale   della   rivistadell’Associazione  Italiana  di  Studi  Semiotici.  Anno  III,  n.  5  2009).  He  spoke  aboutthe  ontology  of  the  videogame  at  various  congresses,  and  organized  the  congressCibersofía:   Filosofía   del   Arte   digital   (Mar.   2008)   in   the   Facultad   de   Filosofía   yLetras  (UAM).



Anke  Schröder
is  Instructional  Designer  (University  Freiburg  2008)  and  member



of  ARSGAMES.



Currently  she  is  about  to  finish  her  Master  Studies  in  development  and  creation  ofvideogames,   with   the   aim   to   investigate   and   develop    educational/edutainmentvideogames.   The   focus   is   on   the   perspectives   and   advantages   of   videogameslinked  with  cognitive  science,  motivational  and  creativity  processes.






6
th
International  Conference  on the Philosophy of Computer Games



POSTER








6
th
International  Conference  on the Philosophy of Computer Games




OPS/images/cover.jpg
GHNEIINTERNATIONANNCONEERENCES
ONMHERHIFOSORHY{OF
(COMRUTERIGAMESH
N EANASTIUREIC ERRIFAY/ER]

EXBERIENCE

B
O\
m

Eumpunzn Ganes

]
INTERMEDI £

Grupo de Game Studies & Game Art





