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1. Introduction

Games are structured forms of play that engage participants
through rules, goals, competition, or collaboration. They create en-
vironments where individuals can explore complex concepts, de-
velop skills, and support their creativity. Games have been success-
fully incorporated into various subjects, ranging from mathemat-
ics and science to history and language [SJ03, May19] and have
emerged as powerful concepts, demonstrating their ability to en-
hance learning experiences. Moreover, by incorporating elements
of interactivity, engagement, and a sense of challenge, they present
an opportunity to promote collaboration (fostering teamwork),
competition (encouraging innovation), critical thinking, problem-
solving, and decision-making skills. They can be leveraged as a
methodology to make abstract ideas more tangible and communi-
cate complex concepts [GvdV16].

Generally, the terms “games” and “play” are often used freely
and suggestively—an issue that has been the subject of many
discussions among researchers and game designers. Avedon and
Sutton-Smith [ASS71] acknowledge the elusiveness of the terms
and, like many other authors, agree that no definition can include
all kinds of games and game-like activities that have been created
in various cultures, especially if seen through the lenses of differ-
ent research disciplines. Still, many definitions in various research
works mention common traits of games, such as being a volun-
tary activity, having accomplishable goals, being defined by a set
of rules, and having win/lose conditions [Sch08]. However, some
games still fall outside these strict definitions if they, e.g., lack
win/lose conditions. To address this, Schell [Sch08] offers a more
inclusive definition aligning with our vision: “A game is a problem-
solving activity, approached with a playful attitude.”

While many games possess educational qualities, their values
do not solely lie in education and literacy. The entertainment as-
pect of games and immersive activities [HBH∗20a] can be centered
around shared discovery and innovation. Conversely, games devel-
oped exclusively for education and literacy often struggle with cre-
ating internal value and player engagement, limiting their effective-
ness [ZC11].

The role of games and interactive activities can go beyond
just being applied to teaching concepts and explore their capa-

bilities in fostering collaborative work and interdisciplinary com-
munication. For example, interactive tools, such as Construct-a-
Vis [BZP∗20] and Diagram Safari [GWL∗19], showcase how visu-
alization games can enable participants to engage with data, learn
about new concepts, and facilitate communication in collaborative
settings. Storytelling-inspired games, such as the ones designed by
Huynh et al. [HNGC21] and Ambrosini et al. [AM22] further illus-
trate the potential of such tools and approaches to foster exploration
and shared insights, also within very specific application domains
such as healthcare [SR24].

Beyond digital and storytelling-based approaches, different
mediums have been incorporated. For example, sketches (to an-
alyze how data is interpreted [BWD21]) and card games (where
a player selects a visualization and another needs to guess
it [AGR21]) have been explored to enhance the comprehension of
visualization concepts. However, the potential of games in visu-
alization is not limited to education. Beyond teaching, games and
activities in visualization can support collaborative work, commu-
nication across disciplines, and innovative design approaches in a
range of contexts. A non-exhaustive list of these contexts includes:

• Idea Generation: Games can foster co-creation and encourage
participatory design by providing open and playful environments
for participants to collaborate and share their ideas [CZJL∗14].
This encourages active participation and promotes creativity, en-
abling to look at the problem from diverse perspectives, vari-
ous opinions, and incorporating feedback throughout the devel-
opment [MP15].

• Support Decision-making: Visualization games can also be
leveraged to gather large amounts of data on human percep-
tion and decision-making [HEAS15]. In this case, games includ-
ing aspects like clustering, ranking, or identifying anomalies can
generate valuable behavioral data. The outcomes can be used to
assist in the analysis of how people interpret different visual en-
codings or network layouts [DM15].

• Enable Stakeholder Engagement: Utilizing games in inter- and
transdisciplinary contexts can enhance communication between
experts, fostering a better collaboration [FAB∗20]. Games cre-
ate a shared space for dialogue, helping to bridge gaps between
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disciplines and facilitate the creation of a mutual vocabulary and
understanding of complex problems [FCHBE18, MSv20].

• Visualization Design Evaluation: Activities and games can act as
an (informal) method to gamify testing or evaluation of new vi-
sualization designs or interaction techniques [AZM12]. In such
cases, participants can engage with prototypical implementa-
tions of the techniques in game-like settings, allowing to ob-
serve usability and interaction flow [BZP∗20]. This approach
could be beneficial for pre-testing (pilot) before conducting for-
mal studies. Further use-cases of games can be in evaluating and
benchmarking cognitive load and task performance. For exam-
ple, by setting up a competitive environment with timed chal-
lenges [DM15], studies can be devised to evaluate performance
through traditional metrics (accuracy and response times) and
make it easier to compare how different visualization techniques
or encodings affect the cognitive load of the viewer [AZM12].

Mission: Our mission is to advance visualization games and play-
ful activities as dynamic tools for communication, co-creation, and
collaborative problem-solving in interdisciplinary environments
and contexts. We aim to explore how these interactive approaches
can be leveraged to facilitate idea generation, support complex
decision-making, enable stakeholder engagement, and be useful in
the evaluation of visualization design(s). This workshop will show-
case innovative uses of visualization games beyond education, em-
phasizing their potential to enrich dialogue, build shared under-
standing, and inspire creative solutions in real-world contexts.

The visualization community has a notable track record of ad-
vancing discourse through various independent initiatives. These
efforts include IEEE VIS workshops on Visualization Education,
Literacy, and Activities in 2023 and 2024 [KHP∗23, RKS∗24]
as well as IEEE VIS workshops on Data Visualization Activi-
ties to Support Learning, Reflection, and Discussion [HBH∗20b,
HBP∗21]. In addition, an IEEE VIS 2015 panel addressed teaching
across the researcher-practitioner gap [HAK∗17]. The VisComm
Workshop series at IEEE VIS (2018-2023) [POSF23], which fo-
cuses on visualization for communication, is also an initiative re-
lated to our planned workshop. Furthermore, conferences like CHI
PLAY [CHI24b] and CHI [CHI24a] have “Interactivity” tracks that
offer a hands-on environment to showcase work on interactive ex-
periences in games, art, and design. We believe such a forum format
would create a valuable space for participants to share and discuss
their own games and playful activities, enabling everyone to gather
ideas and resources to use in their research.

2. Workshop Goals

Building on the success of the hands-ons formats of CHI
PLAY [CHI24b] and CHI [CHI24a], we would like to emphasize
showcasing visualization games and playful activities through live
interactive sessions. The main vision of our workshop is to in-
vite researchers beyond the EuroVis community such as game de-
signers, designers, practitioners, science communicators, psychol-
ogists, or HCI researchers to attend the conference and foster inter-
disciplinary exchange and share research results and best practices.
The goals of this workshop are to:

• Demonstrate visualization games (e.g., card games, digital

games, etc.) and engage with the audience by playing the games
at the conference, in a World Café setting.

• Publish extended abstract (2–6 pages in the VizGames template
format, including a title, pictures, abstract about the game, rule-
sets, playthrough on our workshop website. Further, we intend
to publish games on the online blog Nightingale, run by the Data
Visualization Society.

• Curate a repository for collecting and sharing visualization
games for diverse audiences (e.g., children/adult learning, data
journalists/data scientists/computer scientists/designers) in dif-
ferent scenarios (e.g., onsite, online, hybrid).

• Create a discussion platform to create new game or activ-
ity ideas, exchange experiences, best practices, and challenges
while developing visualization games.

3. Workshop Activities

The half-day workshop will feature an opening and fast-forward
session, two hands-on World Café-style sessions for exploring sub-
mitted visualization games, and a reflection session for discussing
experiences and concluding the workshop. Given the novel hands-
on format of the workshop, we anticipate 20–35 participants—
either as submitters or as plain players. A call for participation will
be shared across mailing lists for EUROVIS, ACM CHI, IEEE VIS,
DRS, ACM DIS, Digital Humanities, Art+Design, Tableau, and so-
cial media (X, LinkedIn, etc.). Extended abstracts will undergo peer
review by at least two reviewers.

Fast-Forward: We ask the authors to create a 2-minute video that
demonstrates the game mechanics, the number of players, the ob-
jectives, the audience, etc. The fast-forward session will allow the
workshop participants to obtain an overview of the available games
and to decide which World Café table they want to join in the
hands-on session.

World Café Sessions: Selected submitted visualization games will
be presented and discussed in a World Café setting. We plan to
invite workshop participants to actively engage in and experience
(i.e., play) visualization games in small groups. During the World
Café hands-on session, we plan to record videos intended for social
media consumption and also for the reflection session. The hands-
on session can be used to recruit test gamers and receive prelimi-
nary feedback on the game mechanics.

Experiences during the hands-on session: To end the workshop,
we will ask the authors to reflect on their experiences during the
hands-on session. We also want to perform a structured discussion
about further research directions and build a sustainable community
in these areas. After the workshop, a voluntary workshop lunch
break will be planned to encourage community building.

4. Tentative Schedule

We are proposing a half-day on-site workshop in a standard confer-
ence room for up to 50 people, equipped with sound, visual equip-
ment, internet access, and ideally, movable tables and chairs for a
World Café setup. The tentative schedule is structured as follows:

• 09:00 —09:30 Opening & Fast Forwards
• 09:30 —10:15 Hands on Session #1
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• 10:15 —10:45 Coffee Break
• 10:45 —11:30 Hands on Session #2
• 11:30 —12:00 Reflection and Closing

5. Workshop Organization Timeline

The timeline for the workshop organization is as follows:

• December 02, 2024: Call for Participation
• March 14, 2025: Submission Deadline for Extended Abstract
• April 11, 2025: Reviews Collected
• April 16, 2025 (before early registration): Author Notification
• May 2, 2025: Camera-ready Submission

6. Intended Outcomes & Impact of the workshop

This workshop will allow participants to discuss their challenges
using visualization games for different purposes and change ideas
or approaches with other visualization researchers from diverse
fields. This will contribute to the agenda of the broader visualiza-
tion community, literacy, education, storytelling, game designers,
etc. The interactive demonstration sessions on-site at the workshop
provide an opportunity to recruit test players and gather initial feed-
back on the game’s mechanics and other aspects. We plan to curate
an online repository summarizing the collected visualization games
and references to external material, if available, to support appro-
priate visualization games for the intended audiences and goals.

7. Organizing Committee

Christina Stoiber   is a researcher and lecturer at the St. Pölten
University of Applied Sciences, Austria. Her research interests are
Information Visualization, HCI, Usability, Visualization Education,
and Visualization Literacy. She completed her dissertation on visu-
alization literacy and onboarding in December 2023. She designed
and conducted several workshops; most recently, she co-organized
the IEEE VIS Workshop on Visualization Education, Literacy, and
Activities [KHP∗23, RKS∗24].

Magdalena Boucher   is a junior researcher and lecturer at
St. Pölten University of Applied Sciences, Austria. Her background
is HCI and Game Animation and Illustration, and she has worked
on multiple released games and children’s apps. Currently, she is
working on her PhD on enhancing visualization literacy through
data comics. She is also a member of the Program Committee of
the IEEE VIS Workshop on Visualization Education, Literacy, and
Activities in Melbourne, Australia [KHP∗23]

Victor Schetinger   is a lecturer and researcher at the St. Pölten
University of Applied Sciences, Austria. He has a background in
different forms of visual computing, from computer graphics and
rendering to image processing and visualization. He is interested
in different forms of inter- and transdisciplinary collaboration in
research and is currently working with the human dimension of
generative models. He has been involved with games and game
research since being an undergrad and has both published within
game literature and developed indie games in the past.

Victor-Adriel De-Jesus-Oliveira   is a lecturer and researcher

at the Institute of Creative Media Technologies, St. Pölten Uni-
versity of Applied Sciences. He is an expert in the field of Hu-
man–Computer Interaction, with a focus on Haptic Interaction and
Computer-mediated Tactile Communication. He currently works
on different research projects exploring situated data visualization,
sonification of wearable sensor data, and quantitative user experi-
ence, among other topics. He has published several papers in inter-
national journals and conferences within these areas. He also acts
regularly as a reviewer for conferences and journals, as well as a
member of the Program Committee of international conferences.

Velitchko Filipov   is a Postdoctoral researcher in the Visual An-
alytics research unit (CVAST) at the Institute of Visual Computing
and Human-Centered Technology, TU Wien. He received his Ph.D.
degree from TU Wien, Austria, in 2024 defending his thesis called
“Networks in Time and Space: Visual Analytics of Dynamic Net-
work Representations”. His research interests include information
visualization and visual analytics of dynamic graphs and networks
focusing on novel representations and interactions.

Renata G. Raidou   is assistant professor in biomedical visu-
alization and visual analytics at TU Wien, Austria. Her research
direction is on the interface between visual analytics, image pro-
cessing, and machine learning, with a strong focus on biomedical
applications. A few years back, she became enthusiastic about the
domain of data physicalization, and, in particular, its application to
anatomical or biological education and edutainment. As part of this
research direction, she also started investigating novel (biomedical)
visualization educational approaches that comprise gamification.

Lorenzo Amabili   is a data scientist working in Buzzi’s RTD
team and an independent researcher in data visualization. His re-
search interests are Visualization Education, Visual Storytelling,
HCI, and Information Visualization. Currently, his main research
efforts focus on the investigation and development of educational
games and methods aiming to increase the visualization literacy of
learners thanks to their engaging power based on gaming and sto-
rytelling elements.

Mandy Keck   is a professor in UX and Interaction Design at
the University of Applied Sciences Upper Austria. Her research
focuses on visual exploration of multivariate information spaces,
data visualization literacy and education, and interaction design.
She designed and conducted several hands-on workshops deal-
ing with the creation of interface metaphors [KLG14] and infor-
mation visualizations [KSK21] and was co-organizer of several
conference workshops, including the IEEE VIS Activities work-
shops in 2020 and 2021 [HBH∗20b, HBP∗21] and the IEEE Edu-
Vis Workshop on Visualization Education, Literacy, and Activi-
ties [KHP∗23, RKS∗24] in 2023 and 2024.

Wolfgang Aigner   is professor at St. Pölten University of Ap-
plied Sciences, Austria and adjunct professor at TU Wien, Austria.
His main research interests include visual analytics and informa-
tion visualization with a focus on time-oriented data. Wolfgang
has more than 20 years of experience in teaching and applying
playful methods in visualization education and is the PI of the two
research projects SEVA (https://seva.fhstp.ac.at) and
Vis4Schools (https://vis4schools.fhstp.ac.at) that
both focus on visualization literacy.
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terdisciplinary Collaboration: A Systematic Literature Review. Think-
ing Skills and Creativity 35 (2020), 100626. doi:10.1016/j.tsc.
2019.100626. 2

[POSF23] PARSONS P., OTTLEY A., SCHWABISH J., FENG A.: Vi-
sualization for Communication (VisComm). URL: https://www.
viscomm.io/. 2

[RKS∗24] RAJABIYAZDI F., KECK M., STOIBER C., C. ROBERTS J.,
SUBRAMONYAM H., GE L., BOUCHER M., BACH B.: EduVis: 2nd
IEEE VIS Workshop on Visualization Education, Literacy, and Activi-
ties. URL: https://ieee-eduvis.github.io/. 2, 3

[Sch08] SCHELL J.: The Art of Game Design: A Book of Lenses. Else-
vier/Morgan Kaufmann, Amsterdam, Boston, 2008. 1

[SJ03] SQUIRE K., JENKINS H.: Harnessing the Power of Games in
Education. Insight 3, 1 (2003), 5–33. 1

[SR24] SHILO A., RAIDOU R. G.: Visual Narratives to Edutain Against
Misleading Visualizations in Healthcare. Computers & Graphics 123
(2024), 104011. 1

[ZC11] ZICHERMANN G., CUNNINGHAM C.: Gamification by Design:
Implementing Game Mechanics in Web and Mobile Apps, first edition ed.
O’Reilly, Beijing Cambridge Farnham Köln Sebastopol Tokyo, 2011. 1

© 2025 The Author(s).
Computer Graphics Forum published by Eurographics and John Wiley & Sons Ltd.

https://doi.org/10.1109/MCG.2021.3115446
https://doi.org/10.1109/MCG.2021.3115446
https://doi.org/10.1109/VIS4Good57762.2022.00007
https://doi.org/10.1109/TVCG.2012.234
https://doi.org/10.1109/TVCG.2012.234
https://doi.org/arxiv-2108.10111
https://doi.org/arxiv-2108.10111
https://doi.org/10.1109/tvcg.2019.2934804
https://doi.org/10.1109/tvcg.2019.2934804
https://chi2025.acm.org/for-authors/interactivity/
https://chi2025.acm.org/for-authors/interactivity/
https://chiplay.acm.org/2024/interactivity/
https://academicworks.cuny.edu/cc_conf_hic/174/
https://academicworks.cuny.edu/cc_conf_hic/174/
https://doi.org/10.1145/2702123.2702296
https://doi.org/10.1016/j.ijdrr.2020.101669
https://doi.org/10.1088/1748-9326/aac1c6
https://doi.org/10.1088/1748-9326/aac1c6
https://doi.org/10.21606/drs.2016.24
https://doi.org/10.21606/drs.2016.24
https://doi.org/10.1145/3341215.3356283
http://www.cond.org/teachvis.html
http://www.cond.org/teachvis.html
https://doi.org/10.1109/TVCG.2019.2934790
https://visactivities.github.io/
https://visactivities.github.io/
https://doi.org/10.1109/ACII.2015.7344680
https://doi.org/10.1109/ACII.2015.7344680
https://doi.org/10.1109/TVCG.2020.3030464
https://doi.org/10.1109/TVCG.2020.3030464
https://arxiv.org/abs/2303.10708
https://doi.org/10.1007/978-3-319-07668-3_14
https://doi.org/10.1109/MCG.2021.3115416
https://doi.org/10.1109/MCG.2021.3115416
https://doi.org/10.1109/TEM.2015.2413494
https://doi.org/10.1016/j.tsc.2019.100626
https://doi.org/10.1016/j.tsc.2019.100626
https://www.viscomm.io/
https://www.viscomm.io/
https://ieee-eduvis.github.io/

