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Game Studies at the GAMER Group

● Organization of Games and 
Game-Related Artifacts

● Behavior of Game Players and Developers
● Games and Learning



Today’s Project Topics

1. Video Game Metadata Schema
2. Curating Collections of 

Game-Related Artifacts
3. IT Identity and Game Development



Video Game Metadata 
Schema



SIMM discussion

How do we organize and describe these games?



How LCSH Does It



How LCSH Does It



How WorldCat Does It



How the Web Does It



Common Browsing Options 

● Platform
● Genre





What About Platform?

Platform doesn’t tell much about the games themselves



Problem

Game information on the Web is often unstructured, 
cumbersome to navigate, unvetted, and unverified
Traditional library standards have limited applicability 
Current game information systems offer 
limited options for browsing and discovering games.
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How can we provide more 
intelligent access to 
video games?
Create a metadata schema that 
can capture the essential 
information about games in a 
standardized way.



Our Approach

User-based Analysis: Personas and Use Scenarios, 
Interviews, Survey

Document-based Analysis: Review of existing resources 
and data structures/standards

Data Modeling: Creating a conceptual model for representing games and 
their relationships



9 Entities

40+ Metadata Elements

10+ Controlled Vocabularies

Accessible at:
http://gamer.ischool.uw.edu/releases/









Class: Metadata for Interactive Media

● Current research and practices
● User-focused research
● Analysis and design of metadata schemas
● Practical focus on group projects



Curating Collections 
of Video Game 

Development Artifacts



https://www.imls.gov/grants/awarded/lg-86-18-0060-18





Motivation

Why do we want to preserve these game 
development artifacts?



Goal

Produce a framework for cataloging artifacts related to 
the development of video games 



Development Artifacts

● Game design documents
● Technical design documents
● Musical scores
● Marketing materials
● Test builds
● Artwork
● …more



Development Artifacts

● Game design documents
● Technical design documents
● Musical scores
● Marketing materials
● Test builds
● Artwork
● …more



Research Questions

What artifacts are important?

What information is important when we 
describe these artifacts? 



Research Questions

What needs do different stakeholders have? 
(librarians, museum curators, researchers, students, 
and users of libraries 
and museums)

What issues and challenges 
emerge as we try to catalog 
sample collections?



Contributions

● Represent complex media objects
● Standardize cataloging for game related materials
● Extend and complement existing standards



Advisory Board



Phase I

VGMS Entity Relationship Diagram



Phase I



Phase I



Phase II



Phase II



IT Identity and
Project Behavior

Marc Schmalz
mschmalz@uw.edu



My Background

01 Tabletop and Digital Games

02 Web Development and Project Management

03 2012 MSIM from the iSchool



My Academic Interests

01 IT Development ➣ Project Management ➣ Risk Management

02 IT ➣ Digital Games

03 Identity ➣ IT Identity



—Carter & Grover, 2015

IT Identity

“The extent to which an individual views use of 
an IT as integral to his or her sense of self.” 
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IT Identity

“The extent to which an individual views use of 
an IT as integral to his or her sense of self.” 

...or, 
“Who am I in relation to an information technology?



Identities are the Source of Behavior



Identities are the Source of Project Behavior



Agile Methods and IT Identity



Highly Consumerized Goods and IT Identity



In what ways, if any, does self-
identification with an IT under 
development affect project team 
members’ personal risk-related 
decision-making behavior on IT 
projects?

My Research Question
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