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Established in January 2016, the Liège Game Lab brings together 
researchers from the University of Liège working on video games as a 
cultural phenomenon.



Sars Wars, 2020-2022



In the footsteps of Georges Simenon, 2022-2023



Urban TEXTure, 2025-still in progress



Chocomission, 2025-still in progress



1. Contribution to four video game projects 
through game design, project coordination, 
and consultancy, combining academic 
game studies expertise and specific 
literature with practical gaming experience

2. Collaborative game development across 
different expertise, requiring coordination 
and negotiation among contributors (and 
stakeholders)

3. Took place in an academic environment, 
which shaped the project’s constraints in 
terms of time, resources, institutional 
values, and missions such as teaching and 
research

4. Commission to the Liège Game Lab and public 
funds, positioning the lab as an expert and 
coordinator due to the commissioners’ limited 
videogame expertise.

5. Game development follows a specific
trajectory that differs from the industry.

6. Serious games (applied games) using data and 
scientific literature, through simulation

Personnal approach: Game design as a situated practice



Double diachronic approach with local sub-questions
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Materials: diagrams, game design documents, cosigned 
scientific articles providing a snapshot of the project at a given 
point in time, contracts, and scattered notes.

No structured field diary



Methodology: following DiGAP + artefacts analysis



Literature review: dense, with only few specific works adressing « uni-made games »

Game design and gamification of scientific matters Uni-made and aca games



Literature review: dense, with only few specific works adressing « uni-made games »

Philosophy of games



Specific modalities of academic games (project design, reception)

Game co-creation as a site/space of negotiation, or translation (Actor-Network Theory 
perspective)

Multiple forms of expertise, involving different knowledges, literacies, and epistemic 
frameworks

Simulation as axiology

Ludo-utilitarian dissonance and balancing

Preliminary conclusions and trends



Thank you for your attention!
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