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Twenty-five years on from the declaration of “computer game studies year one” in
the editorial for the inaugural issue of Game Studies (Aarseth 2001), the academic
field has grown to the extent that it has arguably entered a phase of retrospective
consolidation. Thematic taxonomies, methodological overviews, historiographic
approaches, and critical surveys have all been undertaken as means of mapping out
the field of game studies (see, for instance, Quandt et al 2015; Lankoski & Bjork
2015; Martin 2018; Mayra 2020).

Building on this existing work, this workshop asks a question that ought to have not
only conceptual, but also practical and pedagogical implications on the field: what
are the canonical texts in the academic literature of game studies?

The question becomes more and more pertinent as new academic programmes in
game studies, at both under- and postgraduate levels, continue to be designed and
launched, and as more and more academic work touches upon the study of games
from across the humanities, the social sciences, and beyond.

When we ask about the canon of game studies, we do so with an awareness that
any notion of a ‘canon’ and of canon formation is a double-edged sword — that, at the
same time as it performs the necessary groundwork of mapping the foundations of
the field and foregrounding key contributions and ideas, it also perpetuates the
epistemic injustice of exclusion and the establishing of hierarchies of importance and
visibility. As with any attempt to map out the contours of an academic field, attempts
at canon formation inevitably carry the bias(es) of the individual scholar(s) situated in
their disciplinary, institutional, linguistic, national, generational and ideological
contexts.

With this in mind, the workshop format — and the multiplicity of contributions and
perspectives it invites — is the ideal format to address such a question. We do not
consider it a desirable goal to formalise the definitive canon of game studies;
instead, the aim will be to highlight the multiplicity of perspectives and perceived
‘canons’ that different academics and educators can bring to the discussion, and to
draw attention to the negotiations.

The workshop will take the form of a structured and moderated group discussion.
Participants will be asked to prepare in advance their own list of what they consider
to be the twenty key texts of game studies — the papers, book chapters, or
monographs they would recommend as the initial starting-point for engaging with
and understanding the field of game studies, published in any language (not
restricted to texts in English). No further preparation is required.



Given the participatory nature of the workshop, it is limited to a maximum of 16
participants (in addition to the organisers). Prospective participants are invited to
register for the workshop, on a first come first served basis, by sending an email to
daniel.m.vella@um.edu.mt
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