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FOCUS OR TOPIC OF THE PANEL

In the past five to ten years, the number of hybrid tabletop games which combine digital
tools with physical components has grown, heralding new forms of hybrid play which
combine a physical play space with a digital app or other tool. This is a trend that market
analysts have noted as one of the drivers for future tabletop game markets (Technavio
2019). In this panel, we will discuss different examples of games in this space as well
as the different lenses through which hybridity can be viewed. We will show that these
hybrid games represent a significant, although small, segment of the tabletop game
market, and demonstrate their relevance not only for understanding the use of hybrid
functions in tabletop games but also more broadly for understanding the value of digital
tools and components and their relationship to physical objects.

Hybrid boardgames draw upon the history of replication of analogue play environments
in digital spaces. Trammell (2010) looks at the online play of Magic: The Gathering
(Garfield, 1993). He finds that it is not sufficient simply to emulate the mechanics of a
physical game; there is a need to engage with the digital medium and its affordances.
Rogerson and Gibbs (2020) found similar issues after reviewing digital
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implementations of three games, Ascension (Fiorillo & Gary, 2010), Agricola
(Rosenberg, 2007) and Puerto Rico (Seyfarth, 2002). Wallace et al. (2012) show that
the level and types of automation provided by an app have profound influence on the
players’ experience. Paavilainen et al. (2018) use a number of cases to show how
hybridity is used in various game and play contexts and what kinds of design rules are
related to them.

Researchers have discussed what hybridity is and how it should be understood in the
context of play and games. Kankainen, Arjoranta and Nummenmaa (2019) suggest that
hybridity should be understood through conceptual metaphors. They argue that
hybridity is the blending of different cognitive domains that are not usually associated
together. This approach allows discussions to include games that do not rely only on
technological compositions. In turn, Jayemanne, Nansen and Apperley (2015) argue
that in a post-digital age it is hard to draw a line between analog and digital experiences,
and thus to consider something as a hybrid of these. Instead, they propose that hybrid
experiences are formed through an “aesthetic of recruitment”, where products act as an
interface that recruits users into various hybrid activities.

Recent research on hybrid games has focused on design and design space as key issues
and is primarily interested in co-located play. Based on broad consultation with
academics, game players and game industry participants, Kankainen and Paavilainen
(2019) propose a set of 17 generic design guidelines for “hybrid board games” and,
building on Heljakka (2012, 2016), propose five different types of hybridity:
Conceptual, Technological, Artefactual, Thematic and Functional. They relate these to
specific games, illustrating each design guideline with a brief discussion of how it is
implemented in a number of games. A different approach is adopted by Rogerson and
Gibbs (2020) who are interested in the specific functions of digital technology in hybrid
digital boardgames (HDBs). Like Kankainen and Paavilainen (2019), the authors
provide rich detail about the specific games which they reference rather than a broad,
general overview.

Researchers have also examined how digital technologies contribute to creating and
experiencing physical games. Trammell (2019) describes the use of digital tools by
designers and publishers, as well as the importance of social media in modern gaming
ecologies and gaming communities’ uses of tools such as BoardGameGeek. Similarly,
Rogerson, Gibbs, and Smith (2017) describe a “digital hinterland” of digital practices
which are not themselves part of a game but are nevertheless fundamentally linked to
gaming. In both cases, there is recognition that playing a game extends beyond the at-
the-table experience to a broad range of ecologies and practices.

INTEREST AND NOVELTY FOR DIGRA ATTENDEES

This panel speaks to interest in modern tabletop games and hybrid gaming experiences.
More broadly, however, it is of relevance for the design of games that are wholly digital
or wholly set in the physical world, as it sheds light on the practices of design
communities and of players. Moreover, it addresses not only in-game practices but also
those that surround game play, bringing together the in-game and out-of-game
behaviours of players as they relate to hybrid gaming experiences.

CONFIRMED PARTICIPANTS: AUTHOR BIOS

Aaron Trammell is an assistant professor of Informatics at UC Irvine. He graduated
from the Rutgers University School of Communication and Information in 2015 and

-2 -



spent a year at the Annenberg School of Communication at USC as a postdoctoral
researcher. Aaron’s research looks at the persistence of analog games in today's digital
world. He is interested in how political and social ideology is integrated in the practice
of game design and how these perspectives are negotiated within the imaginations of
players. He is the Editor-in-Chief of the journal *Analog Game Studies* and the
Multimedia Editor of *Sounding Out!*

Melissa J. Rogerson (BA(Hons), GradCertSoftDev, GradDipInetComm, PhD) is a
Lecturer in Human-Computer Interaction at The University of Melbourne. Her PhD
research focused on the play experience of modern boardgames, focusing on the four
key dimensions of sociality, intellectual challenge, materiality and variety, which may
be realized through physical or online play. She is interested in the ways in which
players cooperate with one another as well as with game components during
competitive play. Melissa is currently leading a project investigating the functions of
hybrid tools in modern boardgames, supported by Game-in-Lab.

Ville Kankainen (M.Sc.) is a researcher and a PhD student in the Tampere University
Game Research Lab, with a background in game design. In his dissertation Kankainen
investigates the relation of digital media and tabletop-gaming. He has studied hybrid
board games in Hybrid Playful Experiences (2012-2014) and Hybrid Social Play (2016-
2017) research projects. His research interests are focused on hybrid play, tabletop-
gaming culture, game design and game jams. He is currently investigating in an
Offsetting Game project how board games can be used to communicate about
biodiversity offsetting. Kankainen is the main organizer of an annual Ropecon
Academic Seminar.

Tom Apperley (LLB, BA(Hons), PhD) is a Senior Research Fellow (Yliopistotutkija)
at the Centre of Excellence in Game Culture Studies. He conducts research on digital
games and playful technologies with an emphasis on their impact and influence on
culture, particularly areas such as social policy, pedagogy and social inclusion. His
open-access print-on-demand book Gaming Rhythms: Play and Counterplay from the
Situated to the Global, was published by The Institute of Network Cultures in 2010.
Tom’s more recent work has appeared in Games and Culture, New Review of
Multimedia and Hypermedia, and Media International Australia.

BIBLIOGRAPHY
Fiorillo, J., & Gary, J. 2010. Ascension: Chronicle of the Godslayer: Stone Blade
Entertainment. [Boardgame]

Garfield, R. 1993. Magic: The Gathering. Seattle, WA: Wizards of the Coast. [Card
game]

Heljakka, K. 2012. “Hybridisyys ja pelillistyminen leikkituotteissa Demateriaalisen ja
re-materiaalisen rajankdyntid.” Pelitutkimuksen Vuosikirja, 2012(82-91).

Heljakka, K. 2016. “Strategies of Social Screen Play(ers) across the Ecosystem of Play:
Toys, games and hybrid social play in technologically mediated playscapes.”
Widerscreen, 2016(1-2).

Jayemanne, D., Nansen, B., & Apperley, T. H. 2015. “Postdigital Play and the
Aesthetics of Recruitment.” Paper presented at the Digital Games Research
Association Conference (DiGRA 2015), Liineburg, Germany, 14-17 May.
Digital Games Research Association (DIGRA). http://www.digra.org/digital-
library/publications/postdigital-play-and-the-aesthetics-of-recruitment/

-3 -



Kankainen, V., Arjoranta, J., & Nummenmaa, T. 2019. “Games as Blends:
Understanding Hybrid Games.” Journal of Virtual Reality and Broadcasting,
14(2017)(4). https://doi.org/10.20385/1860-2037/14.2017.4

Kankainen, V., & Paavilainen, J. 2019. “Hybrid Board Game Design Guidelines.”
Paper presented at the Digital Games Research Association Conference
(DiGRA 2019), Kyoto, Japan, 6-10 August. Digital Games Research
Association (DIGRA). http://www.digra.org/digital-
library/publications/hybrid-board-game-design-guidelines/

Paavilainen, J., Heljakka, K., Arjoranta, J., Kankainen, V., Lahdenper, L., Koskinen,
E., Kinnunen, J., Sihvonen, L., Nummenmaa, T., Mayr4, F., Koskimaa, R. &
Suominen, J. 2018. Hybrid Social Play Final Report. TRIM Research Reports
26. University of Tampere, Finland. https://trepo.tuni.fi/handle/10024/103277

Rogerson, M. J., & Gibbs, M. 2020. “The Precursors to Modern Hybrid Boardgames.”
Paper presented at the DiGRA Australia national conference (DiGRAA 2020),
QUT, Brisbane, Australia.

Rogerson, M. J., Gibbs, M., & Smith, W. 2017. “Exploring the Digital Hinterland:
Internet Practices surrounding the Pursuit of Offline Hobbies”. Paper presented
at the 18" conference of the Association of Internet Researchers (AOIR 2017),
Tartu, Estonia.

Rosenberg, U. 2007. Agricola. Berne, Germany: Lookout Games. [Boardgame]
Seyfarth, A. 2002. Puerto Rico. Bernau am Chiemsee, Germany: Alea. [Boardgame]

Technavio. 2019. “Global Board Games Market 2019-2023”. Retrieved December 8,
2019, from https://www.technavio.com/report/global-board-games-market-
industry-analysis

Trammell, A. 2010. “Magic: The Gathering in material and virtual space: An
ethnographic approach toward understanding players who dislike online play.”
Paper presented at Meaningful Play, East Lansing, MI, USA.

Trammell, A. 2019. “Analog games and the digital economy”. Analog Game Studies,
6(1).

Wallace, J. R., Pape, J., Chang, Y.-L. B., McClelland, P. J., Graham, T. C. N., Scott, S.
D., & Hancock, M. 2012. “Exploring automation in digital tabletop board
game.” Proceedings of the ACM 2012 conference on Computer Supported
Cooperative Work Companion, Seattle, WA.

-4 -


http://www.digra.org/digital-library/publications/hybrid-board-game-design-guidelines/
http://www.digra.org/digital-library/publications/hybrid-board-game-design-guidelines/
https://trepo.tuni.fi/handle/10024/103277

	Panel: Hybrid Tabletop Games
	Keywords

	focus or topic of the panel
	Interest and novelty for DiGRA attendees
	Confirmed participants: Author bios
	bibliography



