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Bio 
 
John Banks is an Associate Professor and Discipline Leader in the School of Communication, 
Creative Industries Faculty, Queensland University of Technology. He is also a research 
member of QUT’s Digital Media Research Centre. His research has focused on co-creative 
and participatory culture in the videogames industry; the videogames industry, especially 
developer studio and work cultures.  He is the author of Co-creating Videogames (2013 
Bloomsbury Academic). 
 
Boardgaming Scenes as Participatory Culture Social Networks: 
Connecting & Disconnecting 
 
For over a decade now my research has focused on the videogames industry, especially co-
creative and participatory culture relationships among gamers and videogames developers 
(Banks 2013) and Australia’s videogames industry (Banks and Cunningham 2016a; Banks 
and Cunningham 2016b).  Throughout this period, I have also had an active personal 
involvement in Brisbane’s boardgames scene as a player of miniatures, card games (Magic: 
The Gathering; Netrunner LCG; Game of Thrones LCG) and boardgames (especially Euro 
and related boardgames designs). I am an active member of Brisbane’s longstanding hobby 
gaming club, League of Extraordinary Games and regularly attend local hobbyist game store 
events and play sessions. With this in mind, I am in the early stage of developing a research 
project that aims to describe, map and analyse a local boardgaming scene by understanding 
the relationships, meanings, values and practices that shape and connect players as members 
of such scenes. This project will build on important research about the nature of players’ 
motivations and understandings of boardgames (Woods 2012). This will be predominantly a 
qualitative ethnographic project combined with network mapping and analysis to understand 
the nature and characteristics of such a boardgame scene as a participatory culture social 
network (Jenkins, Ito and boyd 2016).  
 
I am interested in understanding what constitutes such a scene as a participatory culture 
social network, especially the linkages and connections among: hobbyist clubs (such as 
League of Extraordinary Gamers); informal but regular gatherings of gamer hobbyists; 
commercial hobbyist game stores and boardgame cafes and the cultures that they support and 
rely on; conventions; and, the role of digital media and platforms in the making of these 
connections and relationships. In short, identifying and exploring the heterogeneous materials 
and relations that contribute to shaping boardgaming as a local participatory culture scene. 
My aim is that such research in the specific context of boardgaming, especially the 
transformations in boardgaming over the past few years, may provide insights into broader 
debates about participatory and co-creative cultures in the networked era as articulated, for 
example, in the work of Henry Jenkins, Mizuko Ito and danah Boyd (2016). My sense is that 



the participants in these networks are reimagining participatory culture, including the 
relationships between commercial and noncommercial incentives and motivations, in quite 
distinctive and complex ways. It is the aim of this project to better understand, describe and 
analyse these relationships. For example, by describing and understanding the social and 
cultural diversity of people who take up and reshape boardgaming (broadly understood and in 
its many different manifestations) to fit their various needs, meanings and expectations. 
Furthermore, what are the forms of social capital that shape participation in these networks 
and what are the exclusions and barriers to entry that they enact? What identities and interests 
are validated through these networks? What are the infrastructure’s that support and enable 
boardgaming as a participatory culture network? In short, I aim to describe and analyse a 
local boardgaming scene as a complex, networked ecosystem. 
 
 
By participating in this workshop I hope to gain feedback on: 
 

• The specificity of boardgaming as a distinctive formation of participatory culture. 
For example, when participating in play sessions of Pandemic Legacy I observed how 
the specific materiality of the game and the context of the episodic play shapes co-
creativity. Here my focus is with not collapsing or reducing boardgaming to being just 
yet another exemplar of participatory media cultures. 

• Methodological questions and challenges associated with undertaking such a 
multisited study. 

• Distinctive relationships between the digital and non-digital shaping these 
boardgaming participatory culture networks. Especially when preliminary discussions 
with some boardgamers indicate they view the hobby as an opportunity to disconnect 
from the digital.  
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