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Lockdowns during the 2020-2022 Covid pandemic period popularized new video games and trivialized remote working. We hypothesize it has since then fostered video game practices during working hours, gaming at the office as well as remotely from residence. For many years, researchers have been studying video game skills profitable for professional activities. Our exploratory research focuses on a slightly different scope: an investigation of the video game practices occurring in typical working environments and during working times. Its sociological purpose is to sketch the main determinant of those emerging gaming practices. To this end, we present a mapping of the integration of video games in five non-exclusive modalities which highlight smartphone uses during slack times at the office and the use of home gaming devices during remote work. Our methodology is based on a survey of 33 interviews sampled as follow: the interviewees' age ranged from 21 to 42, they play for at least one year on video games, and they are employees working in France, representative of the main socioprofessional categories. Data collection and processing were conducted in two phases, during the spring 2022 (n=20) and the late winter 2023 (n=13). The first one dealt with the gaming habits of employees with a special emphasis on their practices during the 2020-2022 period, including lockdowns and massive remote work sessions. The second is extending our investigation to the second half of 2022 and to early 2023, where remote work has known a slight reduction in frequency.
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Scope of the research 1.1 Video game skills and professional activities : a literature review For many years, researchers of various disciplines, mainly sociology, education sciences, media studies, game studies and management, have been working on video games practices for skills development. Those researches on so called "positive effects" of gaming are often promoted as a counter reaction to previous media coverage and researches. This previous studies were often limited to "negative effects" of gaming, such as moral panics dealing with violence and addiction. Some identified "positive effects" point at skills directly profitable for professional activities. These researches investigate daily video game entertainment contexts experienced at home, looking for social skills [START_REF] Auray | Chapitre IV. Les agrandissements politiques de la jeunesse. Jeu, Internet et citoyenneté[END_REF][START_REF] Berry | L'expérience virtuelle : Jouer, vivre, apprendre dans un jeu vidéo[END_REF][START_REF] Chollet | Développement de soft skills via les interactions sociales des joueurs de MMORPG : Cas du jeu Final Fantasy XIV[END_REF] and psychological skills and resources [START_REF] Wilkinson | Online Video Game Therapy for Mental Health Concerns : A Review[END_REF][START_REF] Gaon | Soigner des jeux vidéo/soigner par les jeux vidéo. Regards croisés sur un révélateur de mal-être[END_REF][START_REF] Stora | Rêve et réalité : Une clinique du jeu vidéo comme médiation thérapeutique 1[END_REF][START_REF] Tisseron | Qui a peur des jeux vidéo? Albin Michel[END_REF][START_REF] Granic | The benefits of playing video games[END_REF][START_REF] Barr | Playing Video Games During the COVID-19 Pandemic and Effects on Players' Well-Being[END_REF].

Other researchers focus on video games voluntarily used for specific field of skill development. Schools [START_REF] Gee | Good video games+ good learning : Collected essays on video games, learning, and literacy[END_REF][START_REF] Simões | A social gamification framework for a K-6 learning platform[END_REF][START_REF] Dezuanni | Redstone is like electricity' : Children's performative representations in and around Minecraft[END_REF][START_REF] Kahila | Children's Experiences on Learning the 21st-Century Skills With Digital Games[END_REF], museums [START_REF] Jutant | S'ajuster, interpréter et qualifier une pratique culturelle : Approche communicationnelle de la visite muséale[END_REF][START_REF] Gentès | The game mechanics of pervasive applications : Visiting the uncanny[END_REF][START_REF] Lelièvre | Des jeux de rôle en ligne tridimensionnels aux jeux à réalité alternée : Expérience esthétique, création et expérimentation[END_REF][START_REF] Coville | Mise en scène des corps et interfaces gestuelles dans une exposition sur le jeu vidéo[END_REF][START_REF] Coville | La construction du jeu vidéo comme objet muséal : Le détournement d'un objet culturel et technique de son cadre d'usage initial et son adaptation au contexte muséal : étude de cas dans un centre de sciences[END_REF] and universities [START_REF] Coville | Le numérique au service de la valorisation des compétences des jeunes adultes[END_REF] have used them to transmit knowledge or develop learning skills among their publics.

In professional context, video game is used for simulation trainings, for instance in contexts such as military ones [START_REF] Zyda | Modeling and Simulation : Linking Entertainment and Defense[END_REF][START_REF] Sparrow | Playing for Fun, Training for War : Can Popular Claims About Recreational Video Gaming and Military Simulations be Reconciled?[END_REF], or mental healthcare ones [START_REF] Kato | Video Games in Health Care : Closing the Gap[END_REF]. Several investigations also focus on cognitive and information processing skills for professionals [START_REF] Powel | The impact of video gaming on decision-making and teamworking skills[END_REF][START_REF] Lisk | Leadership in Multiplayer Online Gaming Environments[END_REF][START_REF] Nuyens | The Empirical Analysis of Non-problematic Video Gaming and Cognitive Skills : A Systematic Review[END_REF][START_REF] Reynaldo | Using Video Games to Improve Capabilities in Decision Making and Cognitive Skill : A Literature Review[END_REF]. And finally, the literature on serious games emphasize on fundamental education processes [START_REF] Lavigne | Pertinence et efficacité des serious games. Enquête de réception sur neuf serious games[END_REF][START_REF] Lavigne | Les faiblesses ludiques et pédagogiques des serious games[END_REF], or on management and recruiting skills in corporate contexts [START_REF] Michaud | Serious games. Advergaming, edugaming[END_REF][START_REF] Allal-Chérif | Les serious games au service de la gestion des ressources humaines : Une cartographie dans les entreprises du CAC40[END_REF][START_REF] Chollet | Apprentissage et mobilisation de compétences managériales des joueurs de jeux de rôle en ligne massivement multijoueurs (MMORPG)[END_REF].

Finally, some contributions tackle the frontier between working and gaming by investigating serious gaming (Lavigne, 2016a), computer web based social gaming practices at work [START_REF] Boutet | Un rendez-vous parmi d'autres[END_REF], the social skills used for online gaming servers management (Vétel, 2017) and the socioeconomical organization of player's game assets [START_REF] Vétel | Les travailleurs pauvres du jeu vidéo[END_REF][START_REF] Vétel | Se jouer des cadres de l'expérience : Arnaques et prises de tête dans un jeu vidéo[END_REF].

An exploratory study of video game integration in the working environment

Lockdowns during the covid pandemic popularized new online video games practices and trivialized remote working. We hypothesize it has since then fostered video game practices during working hours. Thus, we propose to focus our research on a neglected subject of investigation: an overview of the main contexts of video game practices occurring during working hours.

Our study aims at identifying video game practices' integration during employees' working hours. To this end, we propose to test a mapping of the integration of video games in five non-exclusive modalities:

• No integration : employees use video game outside of working hours (e.g. during transportation, in the morning or evening, during weekend or vacations) • Legal work break integration: employees use video games during legal work breaks (e.g. lunch, coffee break) • Multi-activities integration: employees use video games during their working time (e.g. simultaneously during a remote meeting, or discretely between two professional tasks) • Promoted company integration: the management encourages employees video gaming (e.g. serious games, coworker team play to promote team building)

• Business integration: video game is an integral part of the company's business and employees have to use them for some core working tasks (e.g. video game programming and testing)

Research methodology

For this study, we are carrying out a survey based on thirty three semi structured interviews, sampled as follow: 21 to 42 years old gamers-employees working in France and representative of the main socioprofessional categories. Our sample was selected according to two requirements: the interviewees had gaming habits during working hours for at least one year, and they had currently a work contract, with one to ten years of professional experience.

Recruitments were performed for 50% by public demands on the gaming social network like Discord and for 50% in private circles. Data collection and processing were conducted in two phases, during the spring 2022 and the late winter 2023.

The first one conducted during a master thesis under the supervision of Bruno Vétel dealt with the gaming habits of employees, with a special emphasis on their practices during the 2020-2022 period, including lockdowns and massive remote work sessions. It aimed in particular at circumventing variations of practices when teleworking take place on more than 2 days per week. Due to the pandemic context, 10 interviews were conducted as video conferences, and 10 consisted of prolonged text exchanges initiated on Discord and followed by emails with each interviewee during 2 to 3 months.

The second investigation is extending our testimonies to the second half of 2022 and to the early 2023, where remote work has known a slight regulation and a reduction in frequency. 5 interviews were conducted in copresence, 7 in video conferences.

Analysis and results

Our data analysis reveals distributions of worker profiles according to the following modalities. In work break integration, after mid-2022 we find an overrepresentation of people performing professional activities with faster pace jobs that are less compatible with simultaneous gaming, like hairdressers or nurses. Those people play mainly on smartphone, during short periods of time, typically 5 to 30 minutes, scattered during working and transportation hours. Gendered biases are also noticed with an overrepresentation of women in heterosexual pairs and women in charge of children.

In multi-activities integration, we find three different profiles. The first one matches with gaming activities on smartphone during slack time. The second one corresponds to personal computer or console gamers, practicing exclusively during their teleworking hours. The third one illustrates people who dynamically select a diversity of games and gaming devices, depending on the actual organization of their work.

This survey highlights two important results. Firstly, the gaming device used by workers on their workplace is mainly their smartphone, reducing the variety of available games, especially for women above 29. Secondly, due to the ease of hiding home gaming activities from remote work colleagues, remote work at the residence emphasizes the use of static gaming devices, like gaming consoles and personal computers that can be used to play games designed for longer gaming sessions.

Conclusion and perspectives

This exploratory study is a first step towards a refined knowledge of video game practices during working hours, showing in the background how quality of work life is evolving in a post-covid era. Our mapping was successfully tested to highlight gaming practices that depend mainly on gaming devices, working contexts and gendered positions. Further research perspectives would consist of focuses on a particularly popular video game, or widespread professional activities.
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