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Maulana Azad Na�onal Urdu 

University (MANUU) is a 

C e n t r a l  U n i v e r s i t y 

established by an Act of 

Parliament in 1998. The 

headquarter  and  main 

c a m p u s  o f  M A N U U  i s 

located in  Gachibowl i , 

Hyderabad, Telangana State, 

over an area of 200 acres. 

The University is named 

a�er Maulana Abul Kalam 

Azad, the freedom fighter 

and outstanding scholar, 

who as the first Educa�on 

Minister of Independent 

India envisioned and laid the 

founda�on of technical, 

s c i e n � fi c  a n d  h i g h e r 

educa�on in India. 

About MANUU, 
 Hyderabad

The Adhoc Group-01: "Digital 

Sociology," is one of the academic 

groups (Research Commi�ee) in the 

Indian Sociological Society. It has 

got the approval of the Indian 

Sociological Society during the 

m e e � n g  o f  t h e  M a n a g i n g 

Commi�ee in December 2022. It 

has the objec�ve of making serious 

efforts to carry out research in this 

growing field of Digital Sociology to 

support the growth of Indian 

Sociology. The group has been 

working on research, publica�on 

and organizing academic events like 

conferences, seminars, workshops, 

lecture series, and so on. 

About Digital Sociology 
Adhoc Group, 
Indian Sociological Society 

Digital
Sociology

TG10



Digital Sociology is one of the Thema�c Groups of Interna�onal Sociological 
Associa�on, which established in 2020. The aim of the Thema�c Group 10 is to 
encourage research of high quality on the intersec�on between Digital Technologies 
and Society. It has the objec�ves of establishing a network of sociologists working in 
the 'Digital' in order to advance the theore�cal, empirical, methodological, and 
socioethical knowledge produced in the field; allow frui�ul interac�ons across 
various ISA groups that are working on connected issues and so on. 

About TG 10 Digital Sociology, 
International Sociological Association 

Task Force on Gamifica�on Research 
and Educa�on (GRE) is for promo�ng 
research on gamifica�on and games, 
and collec�ng and sharing educa�onal 
material in the field. It has objec�ve of 
Organizing related events, crea�ng a 
bilingual library of research papers on 
games and Gamifica�on (from the 
Oratorium ac�vity), establishing a vlog 
(blog of videos) on editorial reviews 
for educa�onal material in the field 
(from editorial seminars). Its vision is 
to focus on gamifica�on research, 
implementa�on of  educa�onal 
gamified experiences, and academic 
ar�cula�on of findings. All these with 
a strong bias towards findings. All 
these with a strong bias towards 
interna�onal col labora�on and 
empowerment of diversity. 

About IEEE Task Force 
in Gamification Research and 
Education, Argentina 
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FLAIR works to ensure Online 

Safety and Well-Being of 

Children, Adolescents and 

Young People. FLAIR works 

with all the stakeholders – (a) 

Children and Young People, (b) 

Parents and Guardians, (c) 

Teachers and School/College 

A d m i n i s t ra� o n ,  ( d )  L a w 

Enforcement, (e) Judicial 

Systems, (f) Internet Service 

Providers, (g) Social Media and 

Online Gaming Companies, (h) 

Psychologists, Psychiatrists 

and Sociologist to ensure 

SAFETY and WELL-BEING of 

Children and Young People.

About FLAIR, 
New Delhi 
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The digital revolu�on (or digitaliza�on) as the new phase of industrializa�on 

has had a tremendous impact on society, economy, polity, and power 

dynamics. This has led to the development of network society or digital 

society. The new poli�cal economy's ideological hegemony, technocra�c 

ra�onality's commercializa�on of knowledge, and the consumer society's 

emphasis on consumerism are invisible condi�oning that uses social media 

to persuade and inspire the ne�zens rather than use force to exert 

repressive control. Digital technologies today have power over human 

privacy, which has accelerated the legal commercializa�on of informa�on or 

big data. It has put people's personal security at risk and encouraged online 

fraud, criminality, internet addic�on, etc. 
New media like social media, digital media, popular culture, etc. have 

emerged as a powerful force in the economy, polity, and culture. The global 

world today is revolu�onized by new media in terms of data exchange, 

informa�on poli�cs, market economy, ac�vism, privacy and so on. 
Video game culture is one such trend in a digital society that has a huge 

impact on youths. A major sec�on of youths today is involved in it. It's not 

simply a game rather an industry, which connects technology, youths' 

mo�va�on for earning money, free �me consump�on and digital market. 

Concept Note 

To explore and frame policy recommenda�ons on 
trend of global digitaliza�on in the context of 
Industry 4.0/Industry 5.0, Digital Society and 
Digital Culture. 
To inves�gate and analyse the role of new media 
on global trend of societal and digital inclusion. 
To detect and analyse new social culture derived 
from gami-fica�on and videogame culture at 
global level. 

Goal of the 
Conference 
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Sub-
Theme

• Gamifica�on in academy 

• Videogames in academy 

• Gamifica�on and new trends in 

learning pla�orms 

• Health and gamifica�on 

• Videogames, Algorithms, Ar�ficial 

Intelligence and Ethics 

• Impact of videogames in human rights 

• Art as social expression in video games 

• Therapeu�c uses of gamifica�on and 

games 

• Ethnography of the games 

• Language and games 

• Digital ac�vism

• Game economy

• Games as cultural expression

• Effects of games in people socializa�on

• Legisla�on and ethics in games 

• Digitaliza�on and digital literacy

• Digitaliza�on and popular 

culture/culture industry

• New media and Youth Culture

• Digitaliza�on and Industry 

4.0/Industry 5.0

• Digital Economy and poverty

• Foreign Exchange Regula�ons and 

digital culture and game industry

• Any other

The paper is 
called on 
sub-themes 
(but not limited to) 
are: 
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Who Can 
Participate?

Publication

• Academician, Scien�sts, Policy makers
• Legal Experts
• Research Scholars and Students
• Video Game and gamifica�on 

community
• Any people interested in cultural and 

social perspec�ves of VG and 

gamifica�on
• Independent researcher working on 

Digitaliza�on, new media or any 

otherissues

Important Dates

Last date for submission of Abstract 
th

of Paper: September, 17 , 2023

In�ma�on of acceptance of abstract: 
thSeptember 24 , 2023

thLast date for submission of full-length paper: Nov. 15 , 2023

Last date for Conference Registra�on (with accommoda�on) 
st

October 31 ,2023

Last date for in�ma�on of travel plan by external delegates 
thfor accommoda�on and travel assistance: Nov. 15 , 2023

th
On Spot Registra�on (Without Accommoda�on): Nov. 29 , 2023

˃

˃

˃

˃

Selected papers will go 
through peer review 
process. These papers will 
be published in the Special 
Issue of Springer Nature 
Journal / Routledge 
Journal.
Papers will also be 
published in the edited 
book to be published by 
Publisher of interna�onal 
repute
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Guidelines of Abstract and Paper Submission
Abstract and paper should be sent through Email:
conference.digitalsociology@gmail.com

Subject of the Email must be men�oned as "Abstract of Paper for the 
Conference". In case of full paper, subject must be "Full Length Paper 
for the Conference”
Length  of  abstract  should  be  of  maximum 300 words .
The abstract should include �tle of the Paper, Author's name and 
designa�on, ins�tu�onal affilia�on, e-mail address and mobile 
number. 
For both abstract and full paper, front Style must be Times New 
Roman, Line Spacing must be 1.5 and 12 font size for text.
Front size of �tle of the paper and headings must be 14.
Front size of sub-headings must be 12 in Italic.
Full Paper should be within 6000-8000 words limit.

Registration and Accommodation
Due to severe paucity of Funds, no TA/DA will be paid to the par�cipants 

/delegates by the organizers of the Conference.
1. The par�cipants/delegates are requested to arrange their travel expenses 

from their respec�ve universi�es/ins�tu�ons. However, providing local 

hospitality will be our privilege.
2. No accommoda�on will be provided to local delegates/par�cipants. Further, 

it may not be possible to provide accommoda�on to outside delegates who 

come for on spot registra�on.
3. Registra�on Fee covers food and seminar kit for all registered delegates and 

also accommoda�on for outside delegates provided it is confirmed prior to 

arrival. (Outside par�cipants will be provided breakfast, lunch and dinner, but local 

par�cipants only lunch besides tea, etc.).

4. The delegates who want more comfortable accommoda�on and outside 

delegates who register on spot may stay in nearby hotels on payment basis for 

which the local Organizing Commi�ee may extend co-opera�on.



Registration fees
Interna�onal Par�cipants:
Registra�on with Accommoda�on                                           100 USD
Registra�on without Accommoda�on                                     50 USD 

Par�cipants from India:
Faculty Members with Accommoda�on                                  Rs. 4000/-
Accompanying person                                                                 Rs. 2500/-
Faculty Members without Accommoda�on                            Rs. 2000/-
Research Scholars/ Students with accommoda�on               Rs. 3000/-
Research Scholar/ Students without accommoda�on          Rs. 1500/-

(without accommoda�on)Local Faculty Members                        Rs. 1500/-
(without accommoda�on)Local Research Scholars / Students   Rs. 1000/-

Payment of Registration fee shall be made in the following account:

h�ps://forms.gle/8NHaeto4EhumW2V6A 

Registration Link

Chief Patron :  Prof. Syed Ainul Hasan, Hon'ble Vice-Chancellor, MANUU
Patron  :  Prof. Abha Chauhan, President, Indian Sociological Society 
                   Prof. Sk Ish�aque Ahmed, Registrar, MANUU

Organizing Committee

International  Organizing Committee
Joint-Organizing Secretary: Daniela López De Luise, Vice chair IEEE Task 
Force on Gamifica�on Research and Educa�on (GRE), Universidad Autónoma 
de Entre Rios(UADER) Argen�na 
Conference Director: Prof. Farida Siddiqui, Dean, School of Arts and Social 
Sciences &Head, Department of Economics, MANUU, Hyderabad
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Account Name: FLAIR
Acc. No: 923010041797823
IFSC code: UTIB0003176

Axis Bank, 
Hinoo Branch, 
Ranchi

https://forms.gle/8NHaeto4EhumW2V6A


•     Prof.  David Duenas-Cid, President, TG 10 Digital Sociology, Interna�onal Sociological Associa�on

•    Prof. Abdul Ma�n, Former Professor, Dept. of Sociology, Aligarh Muslim University, Aligarh, India  

    &  Convenor, Digital Sociology Adhoc-01 Group, Indian Sociological Society

•    Prof. Manish Kumar Verma,  Secretary, Indian Sociological Society

•    Eduard Leonardo Sierra Ballén, Chair IEEE Task Force on Gamifica�on Research and Educa�on 

    (GRE), Universidad Militar Nueva Granada (UMNG), Colombia

•    Mario Bruno, Vice Chair IEEE Task Force on Gamifica�on Research and Educa�on (GRE), 

    Universidad de Playa Ancha (UPLA), Chile

•    Wilson Javier Sarmiento, Staff IEEE Task Force on Gamifica�on Research and Educa�on (GRE), 

    Universidad Militar Nueva Granada (UMNG), Colombia

•    Nicolás A. Barriga, Staff IEEE Task Force on Gamifica�on Research and Educa�on (GRE), 

    Universidad de Talca(UTALCA), Chile

Advisory Members:

Organizing Secretary: Dr K. M. Ziyauddin, Associate Professor, Dept. of Sociology, MANUU
Joint-Organizing Secretary: M Hasan Laskar, Execu�ve Member, Digital Sociology Adhoc Group, 

Indian Sociological Society

Members: 
•  Mr. Rizwan Ahmad, Director, IMC, MANUU
•  Mr. Abid Abdul Wasay, PRO, MANUU
•  Dr. Sukanya Das, Associate Prof. Dept. of Sociology, Amity University, Noida, UP
•  Dr. Nabarun Purkayastha, Assistant Prof. Dept. of Sociology, USTM
•  Dr. Nazia Parveen, Assistant Prof. Dept. of Sociology, USTM
•  Ajay Kumar Sinha, Execu�ve Director, FLAIR, New Delhi
•  Dheeman Goud, Member, Digital Sociology Adhoc Group, Indian Sociological Society
•  Ankita Sharma, Member, Digital Sociology Adhoc Group, Indian Sociological Society

National Organizing Committee

Local Organizing Committee
•  Prof. Mushtaq I Patel, DDE, MANUU

Dr. Akumarthi Nageswara Rao, Dept. of Pol. Sc. MANUU•  
Dr. Kahkashan La�f, Dept. of Transla�on Studies, MANUU•  
Dr. Syed Hasan Qayed, Dept. of Economics, MANUU•  
Dr. Jameel Ahamed, CSIT, MANUU•  
Mr. Mustajab Kha�r, Dept. of Economics, MANUU•  
Dr. Jawed, Dept. of Economics, MANUU•  
Dr. Mujahid, Dept. of Economics, MANUU•  
Dr. Md. Ehtesham Akhtar, Dept. of Sociology, MANUU•  
Dr. Md Afroz, Dept. of Poli�cal Science, MANUU•  
Dr. Im�yaz Ahmad, DDE (Sociology), MANUU•  
Dr. Hilal Ahmed War, Dept. of Sociology, MANUU•  
Research Scholars of Sociology and Economics•  

Communication 
Committee

•  Dr. Mohasina Anjum A 
   Ansari, Department of  
   Educa�on and Training, 
   MANUU

•  Dr. Mohd Kareem, CSSEIP, 
   MANUU

•  Anusa 

•  M. Vijay Kumar

•  Taimur
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Joint Organizing Secretary Mb:+91 78969 66597

Organizing Secretary  Mb : +91-9966255073

All Communica�ons may be at:

       E-mail: 
conference.digitalsociology@gmail.com

In urgency:

•
•

Air / Railways / Bus connectivity to MANUU

Nearest Metro Sta�on 

to MANUU:

Raidurg Metro Sta�on connects 

major railway sta�ons (4 km)

Nearest Railway sta�ons 

to MANUU: 

1. Secunderabad - 21km

2. Hyderabad Deccan 

    (Nampally)       - 14 km

3. Lingampally     - 11 km

Note: All nearby ci�es are well 

connected by road, with regular 

and luxury buses every day.

Airports: 

Rajiv Gandhi Interna�onal 

Airport (Shamshabad) is 33 km

Bus Sta�ons: 

Mahatma Gandhi Bus Sta�on 

(Imlibun Bus Stand)

FLAIR, New Delhi : h�ps://www.flairindia.org

Maulana Azad Na�onal Urdu University, Hyderabad: h�ps://www.manuu.edu.in/

visit us

Digital Sociology, Indian Sociological Society:  h�ps://www.insoso.org/

TG 10 Digital Sociology, Interna�onal Sociological Associa�on: h�ps:// www. isa-
sociology.org/en/research-networks/thema�c-groups/ tg10-digital-sociology

TG 10 Digital Sociology, Interna�onal Sociological Associa�on: h�ps://www.isa-
sociology.org/en/research-networks/thema�c-groups/tg10-digital-sociology

IEEE Task Force in Gamifica�on Research and Educa�on, Argen�na: h�ps:// r9. ie 
ee.org/argen�na-cis/inicio/redeindevj/
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