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Manifestations of Queerness in Video Games Jun 07 2020 Taking the reader on a journey
through queer manifestations in games, this book advocates for video games as a rich, political
and cultural medium, which provides us with tools to navigate the future of gaming. Situated at
the intersection of New Media, Game, Cultural and Queer Studies, the book navigates diverse
interspecies relationships, queer villains from the past, Pokémon memes on border politics,
flânerie in post-industrial cities and one-sided erotic fights. It provides new critical engagements
with the works of Jose Esteban Muñoz, Bonnie Ruberg, Guy Debord and Jack Halberstam,
examining queer representation, gaming subcultures and dissident play practices. Making the
bold claim that video games might be the queerest medium today, this book provides organic,
self-reflective and, ultimately, thought-provoking thinking in which both games and gamers are
queered. This book will be of interest to scholars researching game studies, sex, gender and
sexuality in new media, but also readers interested in literature, digital media, society,
participatory culture and queer studies.
Video Games Jun 19 2021 From their inception, video games quickly became a major new arena

of popular entertainment. Beginning with very primitive games, they quickly evolved into
interactive animated works, many of which now approach film in terms of their visual
excitement. But there are important differences, as Arthur Asa Berger makes clear in this
important new work. Films are purely to be viewed, but video involves the player, moving from
empathy to immersion, from being spectators to being actively involved in texts. Berger, a
renowned scholar of popular culture, explores the cultural significance of the expanding
popularity and sophistication of video games and considers the biological and psychoanalytic
aspects of this phenomenon.Berger begins by tracing the evolution of video games from simple
games like Pong to new, powerfully involving and complex ones like Myst and Half-Life. He
notes how this evolution has built the video industry, which includes the hardware (game-playing
consoles) and the software (the games themselves), to revenues comparable to the American film
industry.
Representations of Poverty in Videogames Oct 24 2021 This book argues that videogames
address contemporary, middle-class anxieties about poverty in the United States. The early
chapters consider gaming as a modern form of slumming and explore the ways in which titles
like The Elder Scrolls V: Skyrim and World of Warcraft thematize poverty. The argument turns
to the field of literary studies to identify analytical frameworks for addressing and understanding
these themes. Throughout, the book considers how the academic area of inquiry known as game
studies has developed over time, and makes use of such scholarship to present, frame, and value
its major claims and findings. In its conclusion, the book models how poverty themes might be
identified and associated for the purpose of gaining greater insights into how games can shape,

and also be shaped by, the player’s economic expectations.
Exploring Videogames with Deleuze and Guattari Oct 12 2020 Videogames are a unique
artistic form, and to analyse and understand them an equally unique language is required. Cremin
turns to Deleuze and Guattari’s non-representational philosophy to develop a conceptual toolkit
for thinking anew about videogames and our relationship to them. Rather than approach
videogames through a language suited to other media forms, Cremin invites us to think in terms
of a videogame plane and the compositions of developers and players who bring them to life.
According to Cremin, we are not simply playing videogames, we are creating them. We exceed
our own bodily limitations by assembling forces with the elements they are made up of. The
book develops a critical methodology that can explain what every videogame, irrespective of
genre or technology, has in common and proceeds on this basis to analyse their differences.
Drawing from a wide range of examples spanning the history of the medium, Cremin discerns
the qualities inherent to those regarded as classics and what those qualities enable the player to
do. Exploring Videogames with Deleuze and Guattari analyses different aspects of the medium,
including the social and cultural context in which videogames are played, to develop a nuanced
perspective on gendered narratives, caricatures and glorifications of war. It considers the
processes and relationships that have given rise to industrial giants, the spiralling costs of making
videogames and the pressure this places developers under to produce standard variations of
winning formulas. The book invites the reader to embark on a molecular journey through worlds
neither ‘virtual’ nor ‘real’ exceeding image, analogy and metaphor. With clear explanations and
detailed analysis, Cremin demonstrates the value of a Deleuzian approach to the study of

videogames, making it an accessible and valuable resource for students, scholars, developers and
enthusiasts.
Gamification: Concepts, Methodologies, Tools, and Applications Jun 27 2019 Serious games
provide a unique opportunity to engage students more fully than traditional teaching approaches.
Understanding the best way to utilize games and play in an educational setting is imperative for
effectual learning in the twenty-first century. Gamification: Concepts, Methodologies, Tools, and
Applications investigates the use of games in education, both inside and outside of the classroom,
and how this field once thought to be detrimental to student learning can be used to augment
more formal models. This four-volume reference work is a premier source for educators,
administrators, software designers, and all stakeholders in all levels of education.
Video Games Have Always Been Queer Jan 15 2021 Argues for the queer potential of video
games While popular discussions about queerness in video games often focus on big-name,
mainstream games that feature LGBTQ characters, like Mass Effect or Dragon Age, Bonnie
Ruberg pushes the concept of queerness in games beyond a matter of representation, exploring
how video games can be played, interpreted, and designed queerly, whether or not they include
overtly LGBTQ content. Video Games Have Always Been Queer argues that the medium of
video games itself can—and should—be read queerly. In the first book dedicated to bridging
game studies and queer theory, Ruberg resists the common, reductive narrative that games are
only now becoming more diverse. Revealing what reading D. A. Miller can bring to the popular
2007 video game Portal, or what Eve Sedgwick offers Pong, Ruberg models the ways game
worlds offer players the opportunity to explore queer experience, affect, and desire. As players

attempt to 'pass' in Octodad or explore the pleasure of failure in Burnout: Revenge, Ruberg
asserts that, even within a dominant gaming culture that has proved to be openly hostile to those
perceived as different, queer people have always belonged in video games—because video
games have, in fact, always been queer.
Violent and Explicit Video Games Dec 02 2019
The Art of Videogames Mar 29 2022 The Art of Videogames explores how philosophy of the
artstheories developed to address traditional art works can also beapplied to videogames.
Presents a unique philosophical approach to the art ofvideogaming, situating videogames in the
framework of analyticphilosophy of the arts Explores how philosophical theories developed to
addresstraditional art works can also be applied to videogames Written for a broad audience of
both philosophers and videogameenthusiasts by a philosopher who is also an avid gamer
Discusses the relationship between games and earlier artisticand entertainment media, how
videogames allow for interactivefiction, the role of game narrative, and the moral status ofviolent
events depicted in videogame worlds Argues that videogames do indeed qualify as a new and
excitingform of representational art
The Legal Status of Video Games: Comparative Analysis in National Approaches Sep 30
2019 This report analyzes the classification that each country has adopted for video games, and
provides, in the final section, a tentative classification of these complex works, considering their
nature, the elements they are made of and the creative process.
Storytelling in Video Games Jul 21 2021 Beginning with the structural features of design and
play, this book explores video games as both compelling examples of story-telling and important

cultural artifacts. The author analyzes fundamentals like immersion, world building and player
agency and their role in crafting narratives in the Mass Effect series, BioShock, The Last of Us,
Fallout 4 and many more. The text-focused "visual novel" genre is discussed as a form of
interactive fiction.
Encyclopedia of Video Games: The Culture, Technology, and Art of Gaming, 2nd Edition
[3 volumes] Jan 27 2022 Now in its second edition, the Encyclopedia of Video Games: The
Culture, Technology, and Art of Gaming is the definitive, go-to resource for anyone interested in
the diverse and expanding video game industry. This three-volume encyclopedia covers all
things video games, including the games themselves, the companies that make them, and the
people who play them. Written by scholars who are exceptionally knowledgeable in the field of
video game studies, it notes genres, institutions, important concepts, theoretical concerns, and
more and is the most comprehensive encyclopedia of video games of its kind, covering video
games throughout all periods of their existence and geographically around the world. This is the
second edition of Encyclopedia of Video Games: The Culture, Technology, and Art of Gaming,
originally published in 2012. All of the entries have been revised to accommodate changes in the
industry, and an additional volume has been added to address the recent developments, advances,
and changes that have occurred in this ever-evolving field. This set is a vital resource for scholars
and video game aficionados alike. Explores games, people, events, and ideas that are influential
in the industry, rather than simply discussing the history of video games Offers a detailed
understanding of the variety of video games that have been created over the years Includes
contributions from some of the most important scholars of video games Suggests areas of further

exploration for students of video games
The Video Game Theory Reader Dec 26 2021 In the early days of Pong and Pac Man, video
games appeared to be little more than an idle pastime. Today, video games make up a multibillion dollar industry that rivals television and film. The Video Game Theory Reader brings
together exciting new work on the many ways video games are reshaping the face of
entertainment and our relationship with technology. Drawing upon examples from widely
popular games ranging from Space Invaders to Final Fantasy IX and Combat Flight Simulator 2,
the contributors discuss the relationship between video games and other media; the shift from
third- to first-person games; gamers and the gaming community; and the important sociological,
cultural, industrial, and economic issues that surround gaming. The Video Game Theory Reader
is the essential introduction to a fascinating and rapidly expanding new field of media studies.
Mental Health | Atmospheres | Video Games Aug 29 2019 Gaming has never been disconnected
from reality. When we engage with ever more lavish virtual worlds, something happens to us.
The game imposes itself on us and influences how we feel about it, the world, and ourselves.
How do games accomplish this and to what end? The contributors explore the video game as an
atmospheric medium of hitherto unimagined potential. Is the medium too powerful, too
influential? A danger to our mental health or an ally through even the darkest of times? This
volume compiles papers from the Young Academics Workshop at the Clash of Realities
conferences of 2019 and 2020 to provide answers to these questions.
Rating Video Games Aug 22 2021
Videogames and Horror Mar 05 2020 Videogames are full of horrors – and of horror, a facet of

the media that has been largely overlooked by the academic community in terms of lengthy
studies in the fast-growing field of videogame scholarship. This book engages with the research
of prominent scholars across the humanities to explore the presence, role and function of horror
in videogames, and in doing so it demonstrates how videogames enter discussion on horror and
offer a unique, radical space that horror is particularly suited to fill. The topics covered include
the construction of stories in videogames, the role of the monster and, of course, how death is
treated as a learning tool and as a facet of horror.
Video Gamers Jul 01 2022 Video gaming is economically, educationally, culturally, socially
and theoretically important, and has, in a relatively short period of time, firmly cemented its
place within contemporary life. It is fair to say, however, that the majority of research to date has
focused most specifically on either the video games themselves, or the direct engagement of
gamers with a specific piece of game technology. In contrast, Video Gamers is the first book to
explicitly and comprehensively address how digital games are engaged with and experienced in
the everyday lives, social networks and consumer patterns of those who play them. In doing so,
the book provides a key introduction to the study of gamers and the games they play, whilst also
reflecting on the current debates and literatures surrounding gaming practices.
Designing Virtual Worlds May 31 2022 A comprehensive resource on the principles and
techniques of virtual world design and programming covers everything from MUDS to MMOs
and MMORPGs, explaining how virtual worlds work, creating games for multiple users, and the
underlying design principles of online games. Original. (Advanced)
Game Feel Sep 03 2022 "Game Feel" exposes "feel" as a hidden language in game design that no

one has fully articulated yet. The language could be compared to the building blocks of music
(time signatures, chord progressions, verse) - no matter the instruments, style or time period these building blocks come into play. Feel and sensation are similar building blocks where game
design is concerned. They create the meta-sensation of involvement with a game. The
understanding of how game designers create feel, and affect feel are only partially understood by
most in the field and tends to be overlooked as a method or course of study, yet a game's feel is
central to a game's success. This book brings the subject of feel to light by consolidating existing
theories into a cohesive book. The book covers topics like the role of sound, ancillary indicators,
the importance of metaphor, how people perceive things, and a brief history of feel in games.
The associated web site contains a playset with ready-made tools to design feel in games, six key
components to creating virtual sensation. There's a play palette too, so the desiger can first
experience the importance of that component by altering variables and feeling the results. The
playset allows the reader to experience each of the sensations described in the book, and then
allows them to apply them to their own projects. Creating game feel without having to program,
essentially. The final version of the playset will have enough flexibility that the reader will be
able to use it as a companion to the exercises in the book, working through each one to create the
feel described.
Embodied Metaphors in Film, Television, and Video Games Sep 10 2020 In cognitive
research, metaphors have been shown to help us imagine complex, abstract, or invisible ideas,
concepts, or emotions. Contributors to this book argue that metaphors occur not only in
language, but in audio visual media well. This is all the more evident in entertainment media,

which strategically "sell" their products by addressing their viewers’ immediate, reflexive
understanding through pictures, sounds, and language. This volume applies cognitive metaphor
theory (CMT) to film, television, and video games in order to analyze the embodied aesthetics
and meanings of those moving images.
Hunting, Gathering, & Videogames Jul 09 2020 The common conservative answer to the
question Why do we work? is that it's to pursue maximum wealth and status, regardless of
personal fulfillment. The common rebellious answer, on the other hand, is that work is for
pursuing one's inner calling, regardless of financial consequences. This book was written for the
philosophically-minded teenager and young adult struggling to make sense out of these
contradictory approaches. PART I: Why Do We Have to Work? looks at the history of why
we've always had to work, tracing the common link between the workday of the prehistoric
hunter and gatherer, the first millennium b.c. farmer, the a.d. first century pottery-maker, the
nineteenth century assembly-line worker, and today's videogame programmer. Included in this
overview is an explanation of why we use this odd thing called money: why the complications of
bartering inevitably lead communities with multiple goods and services to use some type of
medium-of-exchange (be it beads or dollar bills) to solve their trading problems. PART II: Work,
Wealth, & Status focuses on today's world, and contrasts our culture's guideline for happiness-the
wealth, status, and identity we derive from our careers-with a guideline that instead aims for a
balance of our physical, emotional, mental, and spiritual dimensions. The insights I've gained
from writing this book have helped me find (relative) peace within employment, and it's my hope
they'll help the reader as well.

Levelling Up: The Cultural Impact of Contemporary Videogames Sep 22 2021
Unlimited Replays Dec 14 2020 This book explores the intersections of values and meanings in
two types of replay: where video games meet classical music, and vice versa. From the bleeps
and bloops of 1980s arcades to the world's most prestigious concert halls, classical music and
video games have a long history together. Medieval chant, classical symphonies, postminimalist
film scores, and everything in between fill the soundtracks of many video games, while worldrenowned orchestras frequently perform concerts of game music to sold-out audiences. Yet
combining video games and classical music also presents a challenge to traditional cultural
values around these media products. Classical music is frequently understood as high art,
insulated from the whims of popular culture; video games, by contrast, are often regarded as pure
entertainment, fundamentally incapable of crossing over into art. By delving into the shifting and
often contradictory cultural meanings that emerge when classical music meets video games,
Unlimited Replays offers a new perspective on the possibilities and challenges of art in
contemporary society. - William Gibbons is Assistant Professor of Musicology at Texas
Christian University.
Understanding Video Games Nov 24 2021 From Pong to PlayStation 3 and beyond,
Understanding Video Games is the first general introduction to the exciting new field of video
game studies. This textbook traces the history of video games, introduces the major theories used
to analyze games such as ludology and narratology, reviews the economics of the game industry,
examines the aesthetics of game design, surveys the broad range of game genres, explores player
culture, and addresses the major debates surrounding the medium, from educational benefits to

the effects of violence. Throughout the book, the authors ask readers to consider larger questions
about the medium: what defines a video game? who plays games? why do we play games? how
do games affect the player? Extensively illustrated, Understanding Video Games is an
indispensable and comprehensive resource for those interested in the ways video games are
reshaping entertainment and society. A Companion Website
(www.routledge.com/textbooks/9780415977210) features student resources including discussion
questions for each chapter, a glossary of key terms, a video game timeline, and links to other
video game studies resources for further study.
Language, Gender and Videogames Oct 31 2019 This book explores how corpus linguistic
techniques can be applied to close analysis of videogames as a text, particularly examining how
language is used to construct representations of gender in fantasy videogames. The author
demonstrates a wide array of techniques which can be used to both build corpora of videogames
and to analyse them, revealing broad patterns of representation within the genre, while also
zooming in to focus on diachronic changes in the representation of gender within a best-selling
videogame series and a Massively Multiplayer Online Role Playing Game (MMORPG). The
book examines gender as a social variable, making use of corpus linguistic methods to
demonstrate how the language used to depict gender is complex but often repeated. This book
combines fields including language and gender studies, new media studies, ludolinguistics, and
corpus linguistics, and it will be of interest to scholars in these and related disciplines.
Poetic Videogames: A Haiku Perspective May 19 2021 This book was originally submitted to the
IT University of Copenhagen as a master's thesis in 2013 under the title of ""Games and Poetry:

Player associations with poetic game experiences."" It explores the concept of the poetic
videogame, a game that has an imaginative or sensitively emotional style of expression or effect
on the player that, as a whole, is different from the kinds of experiences that shape the current
videogame landscape. It offers a framework for the creation of poetic videogames by looking at
one specific type of poetry; haiku. This is accomplished by applying the forms and conventions
of haiku, such as its three elements; when, where, what, or the five-seven-five pattern, to
videogames.
The Meaning of Video Games Nov 05 2022 The Meaning of Video Games takes a textual studies
approach to an increasingly important form of expression in today’s culture. It begins by
assuming that video games are meaningful–not just as sociological or economic or cultural
evidence, but in their own right, as cultural expressions worthy of scholarly attention. In this
way, this book makes a contribution to the study of video games, but it also aims to enrich
textual studies. Early video game studies scholars were quick to point out that a game should
never be reduced to merely its "story" or narrative content and they rightly insist on the
importance of studying games as games. But here Steven E. Jones demonstrates that textual
studies–which grows historically out of ancient questions of textual recension, multiple versions,
production, reproduction, and reception–can fruitfully be applied to the study of video games.
Citing specific examples such as Myst and Lost, Katamari Damacy, Halo, Façade, Nintendo’s
Wii, and Will Wright’s Spore, the book explores the ways in which textual studies
concepts–authorial intention, textual variability and performance, the paratext, publishing history
and the social text–can shed light on video games as more than formal systems. It treats video

games as cultural forms of expression that are received as they are played, out in the world,
where their meanings get made.
Mazes in Videogames Mar 17 2021 From the text adventures of Zork, to the arcade game of PacMan, to the corridors of Doom, and on to the city streets of Grand Theft Auto IV, the maze has
often been used as a space to trap and confuse players in their navigation of gameworlds.
However, the maze as a construction on the landscape has a long history before the invention of
the videogame. By examining the change in the maze from the landscapes of open spaces and
closed gardens through to the screen of the videogame, both mazes and labyrinths are discussed
in terms of historical reference, alongside the author’s personal experiences of walking and
playing these structures. This book shows how our cultural experiences of real world maze
landscapes may have changed, and how we negotiate videogame worlds along the various paths
and meanings they so often create for us.
Video Games and Spatiality in American Studies Feb 13 2021 While video games have
blossomed into the foremost expression of contemporary popular culture over the past decades,
their critical study occupies a fringe position in American Studies. In its engagement with video
games, this book contributes to their study but with a thematic focus on a particularly important
subject matter in American Studies: spatiality. The volume explores the production,
representation, and experience of places in video games from the perspective of American
Studies. Contributions critically interrogate the use of spatial myths ("wilderness," "frontier," or
"city upon a hill"), explore games as digital borderlands and contact zones, and offer novel
approaches to geographical literacy. Eventually, Playing the Field II brings the rich theoretical

repertoire of the study of space in American Studies into conversation with questions about the
production, representation, and experience of space in video games.
Playing with Videogames May 07 2020 Playing with Videogames documents the richly
productive, playful and social cultures of videogaming that support, surround and sustain this
most important of digital media forms and yet which remain largely invisible within existing
studies. James Newman details the rich array of activities that surround game-playing, charting
the vibrant and productive practices of the vast number of videogame players and the extensive
'shadow' economy of walkthroughs, FAQs, art, narratives, online discussion boards and fan
games, as well as the cultures of cheating, copying and piracy that have emerged. Playing with
Videogames offers the reader a comprehensive understanding of the meanings of videogames
and videogaming within the contemporary media environment.
The Medium of the Video Game Feb 25 2022 Over a mere three decades, the video game has
become the entertainment medium of choice for millions of people, who now spend more time in
the interactive virtual world of games than they do in watching movies or even television. The
release of new games or game-playing equipment, such as the PlayStation 2, generates great
excitement and even buying frenzies. Yet, until now, this giant on the popular culture landscape
has received little in-depth study or analysis. In this book, Mark J. P. Wolf and four other
scholars conduct the first thorough investigation of the video game as an artistic medium. The
book begins with an attempt to define what is meant by the term "video game" and the variety of
modes of production within the medium. It moves on to a brief history of the video game, then
applies the tools of film studies to look at the medium in terms of the formal aspects of space,

time, narrative, and genre. The book also considers the video game as a cultural entity, object of
museum curation, and repository of psychological archetypes. It closes with a list of video game
research resources for further study.
Translation and Localisation in Video Games Oct 04 2022 This book is a multidisciplinary study
of the translation and localisation of video games. It offers a descriptive analysis of the industry –
understood as a global phenomenon in entertainment – and aims to explain the norms governing
present industry practices, as well as game localisation processes. Additionally, it discusses
particular translation issues that are unique to the multichannel nature of video games, in which
verbal and nonverbal signs must be cohesively combined with interactivity to achieve maximum
playability and immerse players in the game’s virtual world. Although positioned within the
theoretical framework of descriptive translation studies, Bernal-Merino incorporates research
from audiovisual translation, software localisation, computer assisted translation, comparative
literature, and video game production. Moving beyond this framework, Translation and
Localisation in Video Games challenges some of the basic tenets of translation studies and
proposes changes to established and unsatisfactory processes in the video game and language
services industries.
Video Games Jan 03 2020 Video games are not necessarily uniform in the "lessons" they teach
players. Indeed, even violent video games are not simply hotbeds of violent content. For
example, the popular Call of Duty and Resident Evil series require players to behave violently in
order to protect other people or computer characters. Thus, in these games, aggression is taught
in simultaneity with altruism. The questions, then, arise 1) whether social learning is an

appropriate explanation for long-term effects of games, and 2) whether games can only teach
antisocial lessons. The first chapter of this book addresses video game effects from a long-term,
holistic perspective, focusing on antisocial and prosocial outcomes, using a conveniently
collected survey dataset. Moreover, this book also analyzes video games by different genres.
Furthermore, this book provides information on associations and gender differences in children's
situational motivation, rate of perceived exertion and physical activity levels in exergaming; the
efficiency of brain training versus recreational video games; the effect of social media in the
video game industry; video games and their correlation with school and cognitive performance;
video games and the effect they may have on seizures; and video gaming and the enhancement of
prosocial behaviors.
Encyclopedia of Video Games: M-Z Apr 17 2021 This two-volume encyclopedia addresses the
key people, companies, regions, games, systems, institutions, technologies, and theoretical
concepts in the world of video games, serving as a unique resource for students. The work
comprises over 300 entries from 97 contributors, including Ralph Baer and Nolan Bushnell,
founders of the video game industry and some of its earliest games and systems. Contributing
authors also include founders of institutions, academics with doctoral degrees in relevant fields,
and experts in the field of video games.
Video Games and the Global South Nov 12 2020 Video Games and the Global South redefines
games and game culture from south to north, analyzing the cultural impact of video games, the
growth of game development and the vitality of game cultures across Africa, the Middle East,
Central and South America, the Indian subcontinent, Oceania and Asia.

Islamism and Cultural Expression in the Arab World Jul 29 2019 Whereas most studies of
Islamism focus on politics and religious ideology, this book analyses the ways in which Islamism
in the Arab world is defined, reflected, transmitted and contested in a variety of creative and
other cultural forms. It covers a range of contexts of production and reception, from the early
twentieth century to the present, and with reference to cultural production in and/or about
Morocco, Algeria, Tunisia, Egypt, Yemen, the Gulf, Lebanon and Israel/Palestine. The material
engaged with is produced in Arabic, English and French and includes fiction, autobiography,
feature films, television series, television reportage, the press, rap music and video games.
Throughout, the book highlights the multiple forms and contested interpretations of Islamism in
the Arab world, exploring trends and tensions in the ways Islamism is represented to (primarily)
Arab audiences and complicating simplistic perspectives on this phenomenon. The book
considers repeated and idiosyncratic themes, modes of characterisation, motifs, structures of
feeling and forms of engagement, in the context of an ongoing struggle for symbolic power in the
region.
The Video Game Theory Reader Aug 10 2020 First Published in 2003. Routledge is an imprint of
Taylor & Francis, an informa company.
Playing Video Games Apr 29 2022 From security training simulations to war games to roleplaying games, to sports games to gambling, playing video games has become a social
phenomena, and the increasing number of players that cross gender, culture, and age is on a
dramatic upward trajectory. Playing Video Games: Motives, Responses, and Consequences
integrates communication, psychology, and technology to examine the psychological and

mediated aspects of playing video games. It is the first volume to delve deeply into these aspects
of computer game play. It fits squarely into the media psychology arm of entertainment studies,
the next big wave in media studies. The book targets one of the most popular and pervasive
media in modern times, and it will serve to define the area of study and provide a theoretical
spine for future research. This unique and timely volume will appeal to scholars, researchers, and
graduate students in media studies and mass communication, psychology, and marketing.
Science Fiction Video Games Aug 02 2022 Understand Video Games as Works of Science
Fiction and Interactive Stories Science Fiction Video Games focuses on games that are part of
the science fiction genre, rather than set in magical milieux or exaggerated versions of our own
world. Unlike many existing books and websites that cover some of the same material, this book
emphasizes critical analysis, especially the analysis of narrative. The author analyzes narrative
via an original categorization of story forms in games. He also discusses video games as works
of science fiction, including their characteristic themes and the links between them and other
forms of science fiction. Delve into a Collection of Science Fiction Games The beginning
chapters explore game design and the history of science-fictional video games. The majority of
the text deals with individual science-fictional games and the histories and natures of their
various forms, such as the puzzle-based adventure and the more exploratory and immediate
computer role-playing game (RPG).
The Composition of Video Games Feb 02 2020 Video games are a complex, compelling medium
in which established art forms intersect with technology to create an interactive text. Visual arts,
architectural design, music, narrative and rules of play all find a place within, and are constrained

by, computer systems whose purpose is to create an immersive player experience. In the
relatively short life of video game studies, many authors have approached the question of how
games function, some focusing on technical aspects of game design, others on rules of play.
Taking a holistic view, this study explores how ludology, narratology, visual rhetoric, musical
theory and player psychology work (or don't work) together to create a cohesive experience and
to provide a unified framework for understanding video games.
Digital Games, Revised Edition Apr 05 2020 In 2006, about 67 percent of Americans played
video games using a computer or game console such as PlayStation, Xbox, or Wii. Video games
have come a long way since they were developed in the 1970s. In the past, game programs used a
computer-like gadget that could be connected to the television. The players would look at the
image on the television screen, hence the name "video game." With the development of personal
computers in the 1980s, the computer monitor became a more popular display device, leading to
the new term "computer game." These terms, along with "digital game," are now
interchangeable. Digital Games, Revised Edition explains the history of digital games, explores
how the games have affected players and society, and discusses emerging trends in the digital
gaming industry.
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