Gaming projects sessions in the GREAT final event
28 January 2026
Morning sessions: 11:30-13:30 local - Brussels time
	Venue:
European Research Executive Agency (REA)
Simon Bolivar Blvd 34, 1000 Brussels, Belgium
North Light building (SB34)
Floor 013
Meeting Room - 018

*For on-site participation, please ensure that you have sent your Name and email to tsita@iti.gr by max Tuesday 13 January to be able to register for security and entrance into the building.

	Morning sessions (11:30-13:30) Online link: https://teams.microsoft.com/l/meetup-join/19%3ameeting_YjhjMzc0ZTEtYjNkMy00NWM0LTllZTUtODJkNzQ2ODE5M2Ex%40thread.v2/0?context=%7b%22Tid%22%3a%22507b504a-b6e0-4057-af27-c112405f4774%22%2c%22Oid%22%3a%22b8fec032-047a-4e95-8a05-0e7bb33e14c3%22%7d 

*Speakers of the Games for Culture session are kindly requested to join 10–15 minutes in advance to check their connection and technical setup.
**External participants are kindly encouraged to join the meeting from 12:30 onwards for the Video Games Strategy session, as the earlier slot is reserved for cluster members and policy makers.

Contact for morning sessions tsita@iti.gr


Agenda
	11:30-12:30
	Games for Culture Session: Policy-making for the Gaming Industry. Leveraging collaboration and shared lessons to strengthen policy outcomes.
(Hybrid for Cluster members and Policy makers only)
	Christina Tsita moderator (remote), Games for Culture Cluster (GCC)
GAME-ER, HAMLET, MEMENTOES, EPIC-WE, I-GAME, STRATEGIES, GREAT, GAMEHEARTS, REEVALUATE

	11:30 - 11:32
	Introduction
	

	Results & lessons learnt

	11:32 – 11:38 (6 min)
	The European Gaming Landscape: Exploring Regional Clusters and Policy Insights through GAME-ER
· Spatial Organisation of the European Video Games cluster ecosystem
· Cluster’s Analytical Grid & Early Insights
· Policy Analysis and Future Policy Contribution Approach (Policy Recommendations & Practical Toolkit for Policymakers)
	Luís Leça, International Project Manager & Consultant INOVA+, GAME-ER Coordinator
Stefano de Paoli, Prof. of Digital Society – Dept. of Sociological and Psychological Sciences and Dept. of Games Technology and Mathematics, Abertay University. GAME-ER Scientific Coordinator
Jose Gomez, Post Doc Researcher, Dept. of Sociological and Psychological Sciences, Abertay University

	Improve competitiveness, economic impact, innovation

	11:38-11:43 (5 min)
	AI in the Game Dev Pipeline & Production-Ready Heritage Assets: Insights from HAMLET & REEVALUATE
	Dimitris Grigoriadis, Hypertech, HAMLET and REEVALUATE projects, Exploitation Manager

	11:43 – 11:45 (2 min)
	AI Services for competitiveness and AI uptake in Games
	Christina Tsita, Centre for Research and Technology – Hellas, Research Associate, GCC coordinator, MEMENTOES

	11:45 – 11:47 (2 min)
	Gamehearts: pathways for socially and financially successful European gaming industry
	Univ.Prof. dr Katharine Sarikakis, Media Governance and industries research Lab Director, University of Vienna

	Beyond video game industry

	11:47-11:52 (5 min)
	Recommendations on games for culture, cultural game jams and empowered participation in
games and culture from the EPIC-WE project
	Associate Professor Rikke Toft Nørgård, Aarhus University, Denmark - Coordinator and Lead of the EPIC-WE project

	11:52 – 11:55 (3 min)
	Culture & Play in Joint Design - the importance of co-creation
	Diana Fehr, Founder and Director of MuseoSpace Foundation, I-GAME project, WP5 (pilot) lead

	Improve policy making

	11:55-12:00 (5 min)
	Early Policy Signals from STRATEGIES: Funding Fit, Data Gaps, and Market Enablers for Sustainable Games
	Odile Limpach, Co-founder, SpielFabrique 360° UG (haftungsbeschränkt), STRATEGIES project

	12:00-12:02 (2 min)
	Games for policy making (GREAT)
· Leveraging entertainment games for policy making (with a focus on climate policy)
· How this data benefits games studios and the industry 
· Policies that can support the industry
	Jude Ower, Chief Strategy Officer, PlanetPlay, GREAT
Prof. Paul Hollins, University of Greater Manchester, GREAT

	Discussion with policy makers

	12:02 – 12:26 (24 min)
	Discussion with policy makers: the future of EU Gaming Industry
· Competitiveness, Economic Impact, and Innovation in the AI era
· Cross-sector collaboration beyond the video game industry
· Improving policy making
	3 questions
Slido - 3 min to answer the question and 5 to merge and discuss (8 min per question = 24 min total)

	12:26-12:30
	Summary and Conclusions
	

	12:30-13:30
	Video Games Strategy
	SZYMANOWICZ Maciej (DG CNECT)
REMY Bastien (DG CNECT)
BUCKSCH Rickard (DG RTD)



