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Newsgames — Typological approach, recontextualization and potential of an emerging
genre

In its constant transformation process, news journalism has been embracing digital media,
remediatizing the whole bundle of journalistic practices — from classic print, infographics, audio to
video. The new modes and practices of online media — namely interactivity, mobility and
participation — however offer more than simply revisiting 'old' forms of news production. One
emerging genre in this context is newsgames — a wide spectrum of digital artefacts produced at the
intersection of journalism, play, simulation and participatory action.

Taking factual issues as point of departure, these games offer a hybrid representation of original
research combining real-world based sources with virtual interactive experience and procedural
rhetoric thus opening space for dynamic experimentation, stimulating further in-depth analysis and
discussion.

Although newsgames have the potential to go beyond occasional 'treats' or a casual online
supplement of 'serious news presentation’, we still lack an academically informed debate on well-
executed newsgames — especially in continental Europe.

Typological approach, recontextualization and case studies

Thus, this presentation offers to approach this issue in a threefold way:

First, we sketch a 'typological map' of this emerging genre drawing examples from various countries.
This leads us to a differentiated spectrum of several sub-types, reaching from editorial games,
current events, interactive infographics, puzzle and quiz games, documentaries, simulations of
systems, news-literacy games and community games.

In a second step, we diachronically contextualize theses current developments in the history of news
practices as well as relocate them in the context of games studies.

And last but not least, we address the main opportunities and challenges of journalistic games —
both in terms of production, distribution and reception and as to their cultural, political and ethical
dimension.
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Supplement, 31.1.2014:

Wie ich gerade das Proposal nochmals durchgegangen bin, habe ich gesehen, dass ich in
dieser Version keine Beispiele fir Newsgames aufgefiihrt hatte — auch weil ich bei der
Konferenz selber natiirlich am liebsten mit aktuellen Bsp. arbeiten méchte.

Nur um an dieser Stelle vielleicht 2, 3 mdgliche (altere) Spiele zu nennen —

Madrid , Budget Hero, Hurricane Makers, Endgame Syria, PeaceMaker, Snowdon’s Endless
Run — The Game , September 12"
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