
games are 
everywhere

   Academic Partners
»    Brock University

»    Carleton University

»    Concordia University

»    McGill University

»    McMaster University

»    University of California — Davis

»    University of Ontario Institute of Technology

»     University of Waterloo

»    Wilfrid Laurier University — Brantford Campus

Other Funding
»     CFI/ORF

»     Mitacs

»     Natural Sciences and Engineering Research Council 

»     SSHRC

»     The Canadian Institutes of Health Research 

Industry Partners
»     Axonify

»     Canadensys

»     Ctrl V

»     Desire2Learn

»     Digital Extremes

»     Electronic Arts

»     Flourish IQ

»     Ikkuma

»     InsightNG

»     Kill Shakespeare

»     Microsoft

»     ODScore

»     Pinelake Communications

»  Playful Pixel

»     SMART Technologies  
Stitch Media

»     The Globe and Mail

»     Ubisoft

Non-Profit Organization Partners
»     Communitech

»     CSC

»     ESAC

»     Holland Bloorview Hospital

»     VEGA ICR

»     Institute for Quantum Computing 

»     The Stratford Festival

»     THEMUSEUM

»     VEGA

publishing  
with purpose:  
first person scholar

EC1, 200 UNIVERSITY AVENUE WEST,  
WATERLOO ON CANADA  N2L 3G1  |  519-888-4567

P
LE

A
S

E
 R

E
C

Y
C

LE
 C

0
11

0
31uwaterloo.ca/games-institute

First Person Scholar exists somewhere between an academic blog 

and journal and functions to establish an informed and sustained 

conversation about game studies and games. This publication offers 

critical readings related to the rapidly changing field of games. Each 

Wednesday, new content in the form of articles, game commentaries, 

and reviews of game studies books is published. First Person Scholar 

welcomes the comments and submissions of students to make its 

weekly publications possible. 

Game Studies 101
Game Studies 101 (GS101) is an online archive of games, criticism, and 

scholarship. Its goal is to open up the study of games across disciplines, 

campuses, and organizations by making accessible various foundational 

works in game studies, criticism, and design. The archive includes 

numerous annotated entries categorized by genre and cross-listed 

between academic fields to facilitate exploration and collaboration 

between those interested in the communicative potential of games.
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a note from the director 
The Games Institute is a  

multi-faculty research centre 

focusing on the huge and continually 

growing world of games. Our work 

spans all disciplines, and we strongly 

support, encourage, and enable both 

multidisciplinary and interdisciplinary 

research. The focus is very simply 

games, and this world is huge  

and continually expanding.

By games, we mean games broadly construed. Yes, we have 

research into commercial games, but increasingly, our researchers 

are focusing on different kinds of games, in particular serious  

games — those that make a point, often a disturbing point —  

and games designed for specific purposes: to help with fitness, 

health, education, decision-making, and entrepreneurship.

We have The Games Institute to study all forms of games, their 

systems, their technologies, and how we play them, engage with 

them, and live them. Games are a major part of our lives, and 

that part is growing greater all the time. That’s not about to stop. 

And the only way we can understand what this means for us, and 

how we can shape it, is to engage all the academic disciplines 

and, importantly, the extra-academic organizations and  

structures that define our lives every single day.

   NEIL RANDALL,  
Director, The Games Institute

Purposeful Games
Games that are designed for specific purposes, such as  

to help with fitness, health, education, decision-making,  

and entrepreneurship.

Games for Knowledge Mobilization
These games aim to enable the accessibility of the research to and 

between other researchers, stakeholders, policymakers and the 

general public. Games of this nature improve connections between 

researchers and industry through co-creative activities and sharing 

of research knowledge.

Games in Context
This is a book series that examines game interactions for 

purposes ranging from health and education through knowledge 

mobilization, news, simulation, and decision-making.

Game Studies
The study of games, the act of playing them, and the players and 

cultures surrounding them. This is a discipline of cultural studies 

that considers all of the games throughout history. This research 

field examines anthropological, sociological and psychological 

discourses while examining aspects of game design, the players  

in the game and the role of the game in its society or culture.

Game Science
The systematic investigation and evaluation of the relationships 

between scientific developments and the social context within 

which they are situated and the implications of that science for 

society and for game design.

Gamification 
The process of introducing gameplay elements into other areas 

of life. The knowledge produced here is leveraged for many 

businesses because of its examination into games as reward  

and discovery systems in traditionally non-game settings.
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 Canada’s fast-growing video game 

industry is extremely fortunate to have a 

world-renowned partner for research into 

video games, game-related technology and the 

impact that they can have on our world. The 

Games Institute is crucial to Canada’s future 

innovation prospects. 

JAYSON HILCHIE, President & CEO  
Entertainment Software Association of Canada   

 The University of Waterloo’s Games 

Institute is a creative seedbed of innovation. 

Their interdisciplinary scope powers their ability 

to help companies solve real business problems 

using insights from games studies. 

CHRISTY PETTIT, CEO 
ODScore

Labs
The VR Storytelling Lab explores the theories, design principles, 

and challenges behind effective narrative in virtual reality and 

augmented reality settings.

WatGAME is a multi-disciplinary and configurable monitoring and 

testing games-immersion facility at the University of Waterloo. 

WATGAME’s aim is to both produce technological innovation, 

as well as improve our understanding of social and behavioural 

ramifications of technologies related to gaming. 

Waterloo HCI is a university-wide consortium of faculty and 

students who carry out research in the field of human-computer 

interaction (HCI). HCI’s current research spans areas such as 

gesture-based interaction, surface computing, citizen science, 

crowdsourcing, software learning systems, mobile interaction, 

gaming, and intelligent software systems.


