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Let’s start with my PhD (2010-2014)

http://pul.uclouvain.be/book/?gcoi=29303100343750 

Visual Capabilities

Information Management

Sociability and people Management 2

http://pul.uclouvain.be/book/?gcoi=29303100343750


Postdoctoral (2014-2016)

https://researchportal.unamur.be/fr/publications/digital-media-literacy-in-teamwork-and-distance-work-competences- 3

https://researchportal.unamur.be/fr/publications/digital-media-literacy-in-teamwork-and-distance-work-competences-


Illustration

Non-player Imaginary Player Imaginary

Context : Violent Game Context : FPS/Wargame

Player : Killer Player : Soldier
Gameplay : Killing people Gameplay : tactical 

infiltration, reflexes, 
strategic planning...

Potential outcome : 
Violent person, low 
empathy… Potential outcome : 

Performant player in reflex-
based action games like 
« shooters »

First-order effectSecond-order effect 4



The player lives on two levels. He does what he 
does and at the same time he plays. He plays in 
doing what he does. His playing is due to the 
distance he puts and tries to maintain between 
what he does and what he does when he is 
doing.
Jacques Henriot, French philosopher, ’’Sous Couleur de Jouer’’.

‘’

https://meson.press/books/rethinking-gamification/ 5

https://meson.press/books/rethinking-gamification/


Playing a game: a 2nd-degree activity

Player(Online) Game
Play

First-degree activity

Playing
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Second-degree activity

Risks & Potential
- Biographical
- Biological

Risks & Potential
- Good/Bad Contents
- Good/Bad Community

Risks & Potential
- Pleasure/Frustration
- (Not) Learning

Risks & Potential
- Good/Bad Representation
- Good/Bad Explanation

Risks & Potential
- (Under/Over) Engagement
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4 paradigms of videogame mediation

Learning...

From

Inside

Through

About

Serious Gaming
Gamification

Serious games

DGBL

Game 
Pedagogy

Game 
Education

Videogames

(classroom’s) settings

Player’s culture
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If we have time…
Two examples
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Illustration 1 (Game Pedagogy)
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Creating Serious 
Games with Minecraft
(and Gamification)

! Two courses
o LCOMU2620 : Jeux numériques, Serious Games et 

Gamification
o LCOMU2621 : Design technique de médias éducatifs

! Project-based approach
" Technical skills (audiovisual and programming)
" Methodological skills (Agile Scrum methodology)
" Ludological skills
" Socio-educational skills
" + Soft Skills
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Soft skills through gamification

Philippette, Thibault (2022). « Ludicisation dans l'enseignement 
supérieur: Penser les pédagogies avec le jeu au travers de l'exemple de 
Classcraft ». In: S. Krichane, I.Pante et Y. Rochat (Eds.), Penser (avec) la 
culture vidéoludique. Discours, pratiques, pédagogie, coll. Jeu/Play/Spiel, 
Presses Universitaires de Liège. 
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Gamification means game design
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Methodological Skills
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Technical skills (programming)
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Ludological skills

Olivier Caïra (2018), « Les dimensions multiples de l’engagement ludique ». In: B. Campion, S. Kapp et T. Philippette 
(Eds.), A quoi nous engage le jeu ?, Sciences du jeu, vol.10 [En ligne]: http://journals.openedition.org/sdj/1149
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Ludological skills

Papers Please by Emilie Henreaux (2021) NieR: Automata by Martin Couck (2022)

More examples: https://sites.uclouvain.be/louvaingamelab/analyses.html  16
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Migration (2021)
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TheirMinds (2022)

More example: https://sites.uclouvain.be/louvaingamelab/minecraft.html 
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https://sites.uclouvain.be/louvaingamelab/minecraft.html


Illustration 2 (Game Education)
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1st French book (open-
access) on game theories 
(19 articles, more than 40 
experts) 

The structure of each article is identical

- A theoretical introduction (e.g. music in video 
games, the relationship between video games 
and cinema, the development of e-sport, 
videogames’ culture in Africa, etc.).

- At least three case studies

- A list of games to analyze

- An annotated "further reading" bibliography

https://sites.uclouvain.be/louvaingamelab/actualites.html 20
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Towards videogames education (G. Gilson)
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