Digital Gameplay Essays On
The Nexus Of Game And
Gamer
If you ally infatuation such a referred Digital Gameplay Essays
On The Nexus Of Game And Gamer ebook that will meet the
expense of you worth, get the enormously best seller from us
currently from several preferred authors. If you desire to
entertaining books, lots of novels, tale, jokes, and more fictions
collections are in addition to launched, from best seller to one of
the most current released.
You may not be perplexed to enjoy all books collections Digital
Gameplay Essays On The Nexus Of Game And Gamer that we will
definitely offer. It is not more or less the costs. Its more or less
what you craving currently. This Digital Gameplay Essays On The
Nexus Of Game And Gamer, as one of the most lively sellers here
will definitely be among the best options to review.

Games of Empire Nick DyerWitheford 2013-11-30 In the
first decade of the twenty-first
century, video games are an
integral part of global media
culture, rivaling Hollywood in
revenue and influence. No
longer confined to a subculture
of adolescent males, video
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

games today are played by
adults around the world. At the
same time, video games have
become major sites of
corporate exploitation and
military recruitment. In Games
of Empire, Nick Dyer-Witheford
and Greig de Peuter offer a
radical political critique of such
video games and virtual
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environments as Second Life,
World of Warcraft, and Grand
Theft Auto, analyzing them as
the exemplary media of
Empire, the twenty-firstcentury hypercapitalist
complex theorized by Michael
Hardt and Antonio Negri. The
authors trace the ascent of
virtual gaming, assess its
impact on creators and players
alike, and delineate the
relationships between games
and reality, body and avatar,
screen and street. Games of
Empire forcefully connects
video games to real-world
concerns about globalization,
militarism, and exploitation,
from the horrors of African
mines and Indian e-waste sites
that underlie the entire
industry, the role of labor in
commercial game
development, and the synergy
between military simulation
software and the battlefields of
Iraq and Afghanistan
exemplified by Full Spectrum
Warrior to the substantial
virtual economies surrounding
World of Warcraft, the urban
neoliberalism made playable in
Grand Theft Auto, and the
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

emergence of an alternative
game culture through activist
games and open-source game
development. Rejecting both
moral panic and glib
enthusiasm, Games of Empire
demonstrates how virtual
games crystallize the cultural,
political, and economic forces
of global capital, while also
providing a means of resisting
them.
Japanese Horror Fernando
Gabriel Pagnoni Berns 2021
This book investigates the
philosophical, socio-cultural,
and artistic world of Japanese
horror through a varied range
of case studies, including video
games (Rule of Rose), manga
(Uzumaki), and anime (the
classic Devilman). Film is
represented with well-known
works such as Ringu and
overlooked filmmakers like
Mari Asato.
Digital Gameplay Nate
Garrelts 2014-09-17 In recent
years, computer technology
has permeated all aspects of
life—not just work and
education, but also leisure
time. Increasingly, digital
games are the way we play.
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This volume addresses the
world of digital games, with
special emphasis on the role
and input of the gamer. In
fifteen essays, the contributors
discuss the various ways the
game player interacts with the
game. The first half of the book
considers the physical and
mental aspects of digital game
play. The second section
concentrates on other factors
that influence play. Essays
cover the full range of digital
gaming, including computer
and video games. Topics
include several detailed
investigations of particular,
often controversial games such
as Grand Theft Auto: Vice City,
as well as a consideration of
the ways in which gameplaying crosses socioeconomic,
age, gender and racial lines.
The concluding essays discuss
scholars’ perceptions of digital
media and efforts to frame
them. Instructors considering
this book for use in a course
may request an examination
copy here.
Fifty Key Video Games
Bernard Perron This volume
examines fifty of the most
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

important video games that
have contributed significantly
to the history, development, or
culture of the medium,
providing an overview of video
games from their beginning to
the present day. This volume
covers a variety of historical
periods and platforms, genres,
commercial impact, artistic
choices, contexts of play,
typical and atypical
representations, uses of games
for specific purposes, uses of
materials or techniques,
specific subcultures,
repurposing, transgressive
aesthetics, interfaces, moral or
ethical impact, and more. Key
video games featured include
Animal Crossing, Call of Duty,
Grand Theft Auto, The Legend
of Zelda, Minecraft, PONG,
Super Mario Bros., Tetris, and
World of Warcraft. Each game
is closely analyzed in order to
properly contextualize it, to
emphasize its prominent
features, to show how it
creates a unique experience of
gameplay, and to outline the
ways it might speak about
society and culture. The book
also acts as a highly accessible
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showcase to a range of
disciplinary perspectives that
are found and practiced in the
field of game studies. With
each entry supplemented by
references and suggestions for
further reading, Fifty Key
Video Games is an
indispensable reference for
anyone interested in video
games.
Computer Games as a
Sociocultural Phenomenon A.
Jahn-Sudmann 2008-01-17
Internationally renowned
media and literature scholars,
social scientists, game
designers and artists explore
the cultural potential of
computer games in this rich
anthology, which introduces
the latest approaches in the
central fields of game studies
and provides an extensive
survey of contemporary game
culture.
Playing to Win Robert Alan
Brookey 2015-01-12 In this era
of big media franchises, sports
branding has crossed
platforms, so that the sport, its
television broadcast, and its
replication in an electronic
game are packaged and
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

promoted as part of the same
fan experience. Editors Robert
Alan Brookey and Thomas P.
Oates trace this development
back to the unexpected success
of Atari's Pong in the 1970s,
which provoked a flood of sport
simulation games that have
had an impact on every sector
of the electronic game market.
From golf to football,
basketball to step aerobics,
electronic sports games are as
familiar in the American
household as the televised
sporting events they simulate.
This book explores the points
of convergence at which
gaming and sports culture
merge.
Gaming at the Edge Adrienne
Shaw 2015-01-01 Video games
have long been seen as the
exclusive territory of young,
heterosexual white males. In a
media landscape dominated by
such gamers, players who do
not fit this mold, including
women, people of color, and
LGBT people, are often
brutalized in forums and in
public channels in online play.
Discussion of representation of
such groups in games has
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frequently been limited and
cursory. In contrast, Gaming at
the Edge builds on feminist,
queer, and postcolonial
theories of identity and draws
on qualitative audience
research methods to make
sense of how representation
comes to matter. In Gaming at
the Edge, Adrienne Shaw
argues that video game players
experience race, gender, and
sexuality concurrently. She
asks: How do players identify
with characters? How do they
separate identification and
interactivity? What is the role
of fantasy in representation?
What is the importance of
understanding market logic? In
addressing these questions
Shaw reveals how
representation comes to matter
to participants and offers a
perceptive consideration of the
high stakes in politics of
representation debates. Putting
forth a framework for talking
about representation,
difference, and diversity in an
era in which user-generated
content, individualized media
consumption, and the blurring
of producer/consumer roles has
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

lessened the utility of
traditional models of media
representation analysis, Shaw
finds new insight on the edge
of media consumption with the
invisible, marginalized gamers
who are surprising in both
their numbers and their
influence in mainstream gamer
culture.
Playing Along Kiri Miller
2012-02-09 Why don't Guitar
Hero players just pick up real
guitars? What happens when
millions of people play the role
of a young black gang member
in Grand Theft Auto: San
Andreas? How are YouTubebased music lessons changing
the nature of amateur
musicianship? This book is
about play, performance, and
participatory culture in the
digital age. Miller shows how
video games and social media
are bridging virtual and
visceral experience, creating
dispersed communities who
forge meaningful connections
by "playing along" with popular
culture. Playing Along reveals
how digital media are brought
to bear in the transmission of
embodied knowledge: how a
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Grand Theft Auto player uses a
virtual radio to hear with her
avatar's ears; how a Guitar
Hero player channels the
experience of a live rock
performer; and how a
beginning guitar student
translates a two-dimensional,
pre-recorded online music
lesson into three-dimensional
physical practice and an
intimate relationship with a
distant teacher. Through a
series of engaging
ethnographic case studies,
Miller demonstrates that our
everyday experiences with
interactive digital media are
gradually transforming our
understanding of musicality,
creativity, play, and
participation.
Schizoanalytic Ventures at
the End of the World jan
jagodzinski 2019-03-21 This
book provides a thorough
application of theoretical ideas
from Deleuze and Guattari to a
series of examples drawn from
contemporary film and new
media arts. Chapters
demonstrate examples of how
to do schizoanalysis in
philosophically informed
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

cinema studies, new media,
and arts based education.
Schizoanalysis, as proposed by
Deleuze and Guattari in
distinction to Lacanian
psychoanalysis, provides an
imaginary basis to address the
precarity of the contemporary
world order: from the growing
populism with its authoritarian
fascist tendencies to the
growing concerns regarding
climate change within the
Anthropocene. Part I of this
book initiates this
understanding through
cinematic examples. Part II
calls for a schizoanalytic
pedagogical imagination, which
is needed to provide insight
into the structures of desire as
they circulate in media,
especially videogames, and the
tensions between analogue and
digital technological
manifestations. Such pedagogy
enables an understanding of
the ‘new materialism’ where
nonhuman and inhuman (AI)
agencies are taken into
account. To this end
schizoanalytic pedagogy calls
for a ‘new earth’ of
transformed values and
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relationships.
Horror Video Games Bernard
Perron 2014-01-10 In this indepth critical and theoretical
analysis of the horror genre in
video games, 14 essays explore
the cultural underpinnings of
horror’s allure for gamers and
the evolution of “survival”
themes. The techniques and
story effects of specific games
such as Resident Evil, Call of
Cthulhu, and Silent Hill are
examined individually.
Immersion, Narrative, and
Gender Crisis in Survival
Horror Video Games Andrei
Nae 2021-09-09 This book
investigates the narrativity of
some of the most popular
survival horror video games
and the gender politics implicit
in their storyworlds. In a
thorough analysis of the genre
that draws upon detailed
comparisons with the
mainstream action genre,
Andrei Nae places his analysis
firmly within a political and
social context. In comparing
survival horror games to the
dominant game design norms
of the action genre, the author
differentiates between classical
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

and postclassical survival
horror games to show how the
former reject the norms of the
action genre and deliver a
critique of the conservative
gender politics of action
games, while the latter are
more heterogeneous in terms
of their game design and,
implicitly, gender politics. This
book will appeal not only to
scholars working in game
studies, but also to scholars of
horror, gender studies, popular
culture, visual arts, genre
studies and narratology.
Videogames and the Gothic
Ewan Kirkland 2021-09-30 This
book explores the many ways
Gothic literature and media
have informed videogame
design. Through a series of
detailed case studies,
Videogames and the Gothic
illustrates the extent to which
particular tropes of Gothic
culture –neo-medieval
aesthetics, secret-filled
labyrinthine spaces, the sense
of a dark past impacting upon
the present – have been
appropriated by and
transformed within digital
games. Moving beyond the
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study of the generic influences
of horror on digital gaming,
Ewan Kirkland focuses in on
the Gothic, a less visceral mode
tending towards the unsettling,
the uncertain and the uncanny.
He explores the extent to
which imagery, storylines and
narrative preoccupations taken
from Gothic fiction facilitate
the affordances and limitations
of the videogame medium. A
core contention of this book is
that videogames have
developed as an inherently
Gothic form of popular
entertainment. Arguing for
close proximity between Gothic
culture and the videogame
medium itself, this book will be
a key contribution to both
Gothic and digital game
scholarship; as such, it will
have resonance with scholars
and students in both areas, as
well as those interested in
Gothic novels, media and
popular culture, digital games
and interactive fiction.
Crash Course in Gaming
Suellen Adams 2013-11-25
Video games aren't just for kids
anymore. This book will
describe the "why" and "how"
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

to start or expand a video
gaming program in the library,
including some specific
examples of how to target adult
and female gamer patrons.
Masculinities in Play Nicholas
Taylor 2018-10-06 This volume
addresses the persistent and
frequently toxic associations
between masculinity and
games. It explores many of the
critical issues in contemporary
studies of
masculinity—including issues
of fatherhood, homoeroticism,
eSports, fan cultures, and
militarism—and their
intersections with digital
games, the contexts of their
play, and the social futures
associated with sustained
involvement in gaming
cultures. Unlike much of the
research and public discourse
that put the onus of “fixing”
games and gaming cultures on
those at its margins—women,
LGBTQ, and people of
color—this volume turns
attention to men and
masculinities, offering vital and
productive avenues for both
practical and theoretical
intervention.
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The Gothic World Glennis
Byron 2013-10-08 The Gothic
World offers an overview of
this popular field whilst also
extending critical debate in
exciting new directions such as
film, politics, fashion,
architecture, fine art and
cyberculture. Structured
around the principles of time,
space and practice, and
including a detailed general
introduction, the five sections
look at: Gothic Histories Gothic
Spaces Gothic Readers and
Writers Gothic Spectacle
Contemporary Impulses. The
Gothic World seeks to account
for the Gothic as a multifaceted, multi-dimensional
force, as a style, an aesthetic
experience and a mode of
cultural expression that
traverses genres, forms, media,
disciplines and national
boundaries and creates,
indeed, its own ‘World’.
Shimmering Literacies
Bronwyn T. Williams 2009 This
book examines the powerful
role of popular culture in the
daily online literacy practices
of young people. Whether as
subject matter, discourse, or
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

through rhetorical patterns,
popular culture dominates both
the form and the content of
online reading and writing. In
order to understand not only
how but why online
technologies have changed
literacy and popular culture
practices, this book looks at
online participatory popular
culture from MySpace and
Facebook pages to fan forums
to fan fiction. Interviews and
observations reveal the skills
and practices students develop,
as they sit multitasking at their
computers, across popular
culture genres and electronic
media. For educators, the book
provides significant insights
into popular culture literacy
practices, thus illuminating
how students are making
meaning and performing
identity every day as they read
and write online.
Playing War Matthew Payne
2016-04-05 No video game
genre has been more popular
or more lucrative in recent
years than the “military
shooter.” Franchises such as
Call of Duty, Battlefield, and
those bearing Tom Clancy’s
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name turn over billions of
dollars annually by promising
to immerse players in historic
and near-future battles,
converting the reality of
contemporary conflicts into
playable, experiences. In the
aftermath of 9/11, these games
transformed a national crisis
into fantastic and profitable
adventures, where seemingly
powerless spectators became
solutions to these virtual Wars
on Terror. Playing War
provides a cultural framework
for understanding the
popularity of military-themed
video games and their
significance in the ongoing War
on Terror. Matthew
Payneexamines post-9/11
shooter-style game design as
well as gaming strategies to
expose how these practices
perpetuate and challenge
reigning political beliefs about
America’s military prowess and
combat policies. Far from
offering simplistic escapist
pleasures, these post-9/11
shooters draw on a range of
nationalist mythologies,
positioning the player as the
virtual hero at every level.
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

Through close readings of key
games, analyses of marketing
materials, and participant
observations of the war gaming
community, Playing War
examines an industry
mobilizing anxieties about
terrorism and invasion to craft
immersive titles that transform
international strife into
interactive fun.
Silent Hill Bernard Perron
2012-01-03 The second entry in
the Landmark Video Games
series
Digital Gaming Re-imagines
the Middle Ages Daniel T. Kline
2013-09-11 Digital gaming’s
cultural significance is often
minimized much in the same
way that the Middle Ages are
discounted as the backward
and childish precursor to the
modern period. Digital Gaming
Reimagines the Middle Ages
challenges both perceptions by
examining how the Middle
Ages have persisted into the
contemporary world via digital
games as well as analyzing how
digital gaming translates,
adapts, and remediates
medieval stories, themes,
characters, and tropes in
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interactive electronic
environments. At the same
time, the Middle Ages are
reinterpreted according to
contemporary concerns and
conflicts, in all their
complexity. Rather than a
distinct time in the past, the
Middle Ages form a space in
which theory and narrative,
gaming and textuality, identity
and society are remediated and
reimagined. Together, the
essays demonstrate that while
having its roots firmly in
narrative traditions,
neomedieval gaming—where
neomedievalism no longer
negotiates with any reality
beyond itself and other
medievalisms—creates cultural
palimpsests, multiply-layered
trans-temporal artifacts. Digital
Gaming Re-imagines the
Middle Ages demonstrates that
the medieval is more than just
a stockpile of historically static
facts but is a living, subversive
presence in contemporary
culture.
Mediating Nature Sidney I.
Dobrin 2019-10-31 Mediating
Nature considers how
technology acts as a mediating
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

device in the construction and
circulation of images that
inform how we see and know
nature. Scholarship in
environmental communication
has focused almost exclusively
on verbal rather than visual
rhetoric, and this book engages
ecocritical and
ecocompositional inquiry to
shift focus onto the making of
images. Contributors to this
dynamic collection focus their
efforts on the intersections of
digital media and
environmental/ecological
thinking. Part of the book’s
larger argument is that
analysis of mediations of
nature must develop more
critical tools of analysis toward
the very mediating
technologies that produce such
media. That is, to truly
understand mediations of
nature, one needs to
understand the creation and
production of those mediations,
right down to the algorithms,
circuit boards, and power
sources that drive mediating
technologies. Ultimately,
Mediating Nature contends
that ecological literacy and
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environmental politics are
inseparable from digital
literacies and visual rhetorics.
The book will be of interest to
scholars and students working
in the fields of Ecocriticism,
Ecocomposition, Media
Ecology, Visual Rehtoric, and
Digital Literacy Studies.
Videogames, Identity and
Digital Subjectivity Rob
Gallagher 2017-07-06 This
book argues that games offer a
means of coming to terms with
a world that is being
transformed by digital
technologies. As blends of
software and fiction,
videogames are uniquely
capable of representing and
exploring the effects of
digitization on day-to-day life.
By modeling and incorporating
new technologies (from
artificial intelligence routines
and data mining techniques to
augmented reality interfaces),
and by dramatizing the
implications of these
technologies for
understandings of identity,
nationality, sexuality, health
and work, games encourage us
to playfully engage with these
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

issues in ways that traditional
media cannot.
Gender Divide and the
Computer Game Industry
Prescott, Julie 2013-09-30 "This
book takes a look at the games
industry from a gendered
perspective and highlights the
variety of ways in which
women remain
underrepresented in this
industry"--Provided by
publisher.
Keys to Play Roger Moseley
2016-10-28 A free ebook
version of this title is available
through Luminos, University of
California Press’s Open Access
publishing program for
monographs. Visit
www.luminosoa.org to learn
more. How do keyboards make
music playable? Drawing on
theories of media, systems, and
cultural techniques, Keys to
Play spans Greek myth and
contemporary Japanese digital
games to chart a genealogy of
musical play and its animation
via improvisation,
performance, and recreation.
As a paradigmatic digital
interface, the keyboard forms a
field of play on which the
12/22

Downloaded from
skydeals.shop on
September 26, 2022 by
guest

book’s diverse objects of
inquiry—from clavichords to
PCs and eighteenth-century
musical dice games to the
latest rhythm-action
titles—enter into analogical
relations. Remapping the
keyboard’s topography by way
of Mozart and Super Mario,
who head an expansive cast of
historical and virtual actors,
Keys to Play invites readers to
unlock ludic dimensions of
music that are at once old and
new.
An Introduction to New
Media and Cybercultures
Pramod K. Nayar 2010-01-11
This introduction to
cybercultures provides a
cutting-edge and much needed
guide to the rapidly changing
world of new media and
communication. Considers
cyberculture and new media
through contemporary race,
gender and sexuality studies
and postcolonial theory Offers
a clear analysis of some of the
most complex issues in
cybercultures, including
identity, network societies, new
geographies, and connectivity
Includes discussions of gaming,
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

social networking, geography,
net-democracy, aesthetics,
popular internet culture, the
body, sexuality and politics
Examines key questions in the
political economy, racialization,
gendering and governance of
cyberculture
Diversifying Barbie and
Mortal Kombat:
Intersectional Perspectives
and Inclusive Designs in
Gaming Yasmin B. Kafai
2017-03-21 In Diversifying
Barbie and Mortal Kombat, the
third edited volume in the
series that includes From
Barbie to Mortal Kombat and
Beyond Barbie and Mortal
Kombat, we expand the
discussions on gender, race,
and sexuality in gaming. We
include intersectional
perspectives on the
experiences of diverse players,
non-players and designers and
promote inclusive designs for
broadening access and
participation in gaming, design
and development. Contributors
from media studies, gender
studies, game studies,
educational design, learning
sciences, computer science,
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and game development
examine who plays, how they
play, where and what they
play, why they play (or choose
not to play), and with whom
they play. This volume further
explores how we can diversify
access, participation and
design for more inclusive play
and learning.
Women in Classical Video
Games Jane Draycott
2022-08-11 Despite the
prevalence of video games set
in or inspired by classical
antiquity, the medium has to
date remained markedly
understudied in the disciplines
of classics and ancient history,
with the role of women in these
video games especially
neglected. Women in Classical
Video Games seeks to address
this imbalance as the first
book-length work of
scholarship to examine the
depiction of women in video
games set in classical antiquity.
The volume surveys the history
of women in these games and
the range of figures presented
from the 1980s to the modern
day, alongside discussion of
issues such as historical
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

accuracy, authenticity, gender,
sexuality, monstrosity,
hegemony, race and ethnicity,
and the use of tropes. A wide
range of games of different
types and modes are discussed,
with particular attention paid
to the Assassin's Creed
franchise's 21st-century
ventures into classical antiquity
(first in Origins (2017), set in
Hellenistic Egypt, and then in
Odyssey (2018), set in classical
Greece), which have caught the
imagination not only of gamers,
but also of academics,
especially in relation to their
accompanying educational
Discovery Modes. The detailed
case studies presented here
form a compelling case for the
indispensability of the medium
to both reception studies and
gender studies, and offer
nuanced answers to such
questions as how and why
women are portrayed in the
ways that they are.
Playing the Field Sascha
Pöhlmann 2019-08-19
American Studies has only
gradually turned its attention
to video games in the twentyfirst century, even though the
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medium has grown into a
cultural industry that is
arguably the most important
force in American and global
popular culture today. There is
an urgent need for a
substantial theoretical
reflection on how the field and
its object of study relate to
each other. This anthology, the
first of its kind, seeks to
address this need by asking a
dialectic question: first, how
may American Studies apply its
highly diverse theoretical and
methodological tools to the
analysis of video games, and
second, how are these theories
and methods in turn affected
by the games? The eighteen
essays offer exemplary
approaches to video games
from the perspective of
American cultural and
historical studies as they
consider a broad variety of
topics: the US-American games
industry, Puritan rhetoric,
cultural geography, mobility
and race, urbanity and space,
digital sports, ludic textuality,
survival horror and the
eighteenth-century novel,
gamer culture and
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

neoliberalism, terrorism and
agency, algorithm culture,
glitches, theme parks,
historical guilt, visual art, sonic
meaning-making, and
nonverbal gameplay.
Parables of the Posthuman
Jonathan Boulter 2015-10-12 In
its intimate joining of self and
machine, video gaming works
to extend the body into a fluid,
dynamic, unstable, and
discontinuous entity. While
digital gaming and culture has
become a popular field of
academic study, there has been
a lack of sustained
philosophical analysis of this
direct gaming experience. In
Parables of the Posthuman:
Digital Realities, Gaming, and
the Player Experience, author
Jonathan Boulter addresses
this gap by analyzing video
games and the player
experience philosophically.
Finding points of departure in
phenomenology and
psychoanalysis, Boulter argues
that we need to think seriously
about what it means to enter
into a relationship with the
game machine and to assume
(or to have conferred upon you)
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a machinic, posthuman
identity. Parables of the
Posthuman approaches the
experience of gaming by
asking: What does it mean for
the player to enter the
machinic "world" of the game?
What forms of subjectivity does
the game offer to the player?
What happens to consciousness
itself when one plays? To this
end, Boulter analyzes the
experience of particular roleplaying video games, including
Fallout 3, Half-Life 2, Bioshock,
Crysis 2, and Metal Gear Solid
4. These games both thematize
the idea of the posthuman—the
games are “about” subjects
whose physical and intellectual
capacities are extended
through machine or other
prosthetic means—and also
enact an experience of the
posthuman for the player, who
becomes more than what he
was as he plays the game.
Boulter concludes by exploring
how the game acts as a parable
of what the human, or
posthuman, may look like in
times to come. Academics with
an interest in the intersection
of philosophy, psychoanalysis,
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

and popular culture forms and
video gamers with an interest
in thinking about the
implications of gaming will
enjoy this volume.
Frontiers of Cyberspace Daniel
Riha 2012-11 The content of
this volume reflects theoretical
and practical discussions on
cultural issues influenced by
increased adoption of
information and
communication technologies.
The penetration of new forms
of communication, such as
online social networking, i
Social, Casual and Mobile
Games Michele Willson
2016-02-25 Social, casual and
mobile games, played on
devices such as smartphones,
tablets, or PCs and accessed
through online social networks,
have become extremely
popular, and are changing the
ways in which games are
designed, understood, and
played. These games have
sparked a revolution as more
people from a broader
demographic than ever play
games, shifting the stereotype
of gaming away from that of
hardcore, dedicated play to
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that of activities that fit into
everyday life. Social, Casual
and Mobile Games explores the
rapidly changing gaming
landscape and discusses the
ludic, methodological,
theoretical, economic, social
and cultural challenges that
these changes invoke. With
chapters discussing locative
games, the new freemium
economic model, and gamer
demographics, as well as close
studies of specific games
(including Candy Crush Saga,
Angry Birds, and Ingress), this
collection offers an insight into
the changing nature of games
and the impact that mobile
media is having upon
individuals and societies
around the world.
Digital Vision and the
Ecological Aesthetic (1968 2018) Lisa FitzGerald
2020-12-10 Digital technology
has transformed the way that
we visualise the natural world,
the art we create and the
stories we tell about our
environments. Exploring
contemporary digital art and
literature through an
ecocritical lens, Digital Vision
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

and the Ecological Aesthetic
(1968 - 2018) demonstrates the
many ways in which critical
ideas of the sublime, the
pastoral and the picturesque
have been renewed and shaped
in digital media, from
electronic literature to music
and the visual arts. The book
goes on to explore the
ecological implications of these
new forms of cultural
representation in the digital
age and in so doing makes a
profound contribution to our
understanding of digital art
practice in the 21st century.
Game Love Jessica Enevold
2015-01-09 What does love
have to do with gaming? As
games have grown in
complexity, they have
increasingly included
narratives that seek to engage
players with love in a variety of
ways. While media attention
often focuses on violent
emotions and behavior in
gaming, love has always been
central to the experience. We
love to play games, we have
titles that we love, and
sometimes we love too much or
love terrible games for their
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shortcomings. Love in gaming
is rather like love in life—often
complicated and frustrating
but also exciting and
gratifying. This collection of
fresh essays explores the
meaning and role of love in
gaming, describing a number
of ways—from coding to
cosplay—in which love can be
expressed in, for and around
games. Investigating how
gaming involves love is also
key to understanding the
growing importance of games
and gamers as cultural
markers.
Sport Beyond Television Brett
Hutchins 2012 Television is no
longer the only screen
delivering footage and news to
people about sport. Computers,
the Internet, Web, mobile and
other digital media are
increasingly important
technologies in the production
and consumption of sports
media. Sport Beyond Television
analyzes the changes that have
given rise to this situation,
combining theoretical insights
with original evidence
collected through extensive
research and interviews with
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

people working in the media
and sport industries. It locates
sports media as a pivotal
component in online content
economies and cultures, and
counteracts the scant scholarly
attention to sports media when
compared to music, film and
publishing in convergent media
cultures. An expanding array of
popular sports media –
industry, user, club, athlete
and fan produced – is now
available and accessible in
networked digital
communications environments.
This change is confounding the
thinking of major sports
organizations that have lived
off the generous revenue
flowing from exclusive
broadcast contracts with freeto-air and subscription
television networks for the last
five decades. These
developments are creating
commercial and policy
confusion, particularly as
sports audiences and the
advertising market fragment in
line with the proliferation of
niche channels and sources of
digital sports media. Chapters
in this title examine the shift
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from broadcast to online sports
media markets, the impact of
social networking platforms
like Twitter and Facebook,
evolving user and fan
practices, the changing
character of sports journalism,
and the rise of sports computer
gaming. Each chapter traces
the socio-cultural implications
of trends and trajectories in
media sport.
Digital Media Criticism
Anandam P. Kavoori 2010
Digital Media Criticism is an
introductory text about media
criticism - the act of
interpreting and making sense
of a range of new media texts
that we use (and create) on a
daily basis - offering a critical
language and a methodological
template for interrogating and
analyzing the complex texts of
digital media. Individual
chapters connect key methods
of media criticism - genre,
auteur, cultural/ideological,
and ethnographic - with digital
culture. Case studies of social
media, user generated content,
cell phones, and video games
are provided, which include
everything from downloading
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

ring tones and making new
(Facebook) friends, to creating
an avatar, texting, and opening
a window on RL (real-life).
Insightful and accessible, the
book looks at the possibilities
and limits of the digital age for
us - as creators, consumers,
and distributors of content. It
will be useful to
undergraduates studying
media criticism, digital culture
and communication, and media
literacy, and is written to invite
them into a conversation about
the culture of the digital age.
Dungeons, Dragons, and
Digital Denizens Gerald A.
Voorhees 2012-02-16
Dungeons, Dragons, and
Digital Denizens is a collection
of scholarly essays that seeks
to represent the far-reaching
scope and implications of
digital role-playing games as
both cultural and academic
artifacts. As a genre, digital
role playing games have
undergone constant and
radical revision, pushing not
only multiple boundaries of
game development, but also
the playing strategies and
experiences of players. Divided
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into three distinct sections, this
premiere volume captures the
distinctiveness of different
game types, the forms of play
they engender and their social
and cultural implications.
Contributors examine a range
of games, from classics like
Final Fantasy to blockbusters
like World of Warcraft to
obscure genre bending titles
like Lux Pain. Working from a
broad range of disciplines such
as ecocritism, rhetoric,
performance, gender, and
communication, these essays
yield insights that enrich the
field of game studies and
further illuminate the cultural,
psychological and philosophical
implications of a society that
increasingly produces, plays
and discourses about role
playing games.
Encyclopedia of Video Games:
The Culture, Technology, and
Art of Gaming, 2nd Edition [3
volumes] Mark J. P. Wolf
2021-05-24 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
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

diverse and expanding video
game industry. This threevolume 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,
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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
Guns, Grenades, and Grunts
Gerald A. Voorhees 2012-11-02
Known for their visibility and
tendency to generate
controversy, first-person
shooter (FPS) games are
cultural icons and powder-kegs
in American society.
Contributors will examine a
range of FPS games such as
the Doom, Half-Life, System
Shock, Deus Ex, Halo, Medal of
Honor and Call of Duty
franchises. By applying and
enriching a broad range of
perspectives, this volume will
address the cultural relevance
and place of the genre in game
studies, game theory and the
cultures of game players. Guns,
Grenades, and Grunts gathers
digital-gameplay-essays-on-the-nexus-of-game-and-gamer

scholars from all disciplines to
bring the weight of
contemporary social theory and
media criticism to bear on the
public controversy and
intellectual investigation of
first-person shooter games. As
a genre, FPS games have
helped shepherd the game
industry from the early days of
shareware distribution and
underground gaming clans to
contemporary multimillion
dollar production budgets,
Hollywood-style launches,
downloadable content and
worldwide professional gaming
leagues. The FPS has been and
will continue to be a staple of
the game market.
Gaming Matters Judd Ethan
Ruggill 2011-05-11 Explores
the essence of video games,
delineating the fundamental
characteristics of the medium.
Co-written by the author of
Game Work.
The World of Scary Video
Games Bernard Perron
2018-05-31 As for film and
literature, the horror genre has
been very popular in the video
game. The World of Scary
Video Games provides a
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comprehensive overview of the
videoludic horror, dealing with
the games labelled as “survival
horror” as well as the
mainstream and independent
works associated with the
genre. It examines the ways in
which video games have
elicited horror, terror and fear
since Haunted House (1981).
Bernard Perron combines an
historical account with a
theoretical approach in order
to offer a broad history of the
genre, outline its formal
singularities and explore its
principal issues. It studies the
most important games and
game series, from Haunted
House (1981) to Alone in the
Dark (1992- ), Resident Evil
(1996-present), Silent Hill
(1999-present), Fatal Frame
(2001-present), Dead Space
(2008-2013), Amnesia: the
Dark Descent (2010), and The
Evil Within (2014). Accessibly
written, The World of Scary
Video Games helps the reader
to trace the history of an
important genre of the video
game.
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The Rhetoric of Videogames as
Embodied Practice Steve
Holmes 2017-09-11 The
Rhetoric of Videogames as
Embodied Practice offers a
critical reassessment of
embodiment and materiality in
rhetorical considerations of
videogames. Holmes argues
that rhetorical and
philosophical conceptions of
"habit" offer a critical resource
for describing the interplay
between thinking (writing and
rhetoric) and embodiment. The
book demonstrates how
Aristotle's understanding of
character (ethos), habit (hexis),
and nature (phusis) can
productively connect rhetoric
to what Holmes calls
"procedural habits": the ways
in which rhetoric emerges from
its interactions with the
dynamic accumulation of
conscious and nonconscious
embodied experiences that
consequently give rise to
meaning, procedural
subjectivity, control, and
communicative agency both in
digital game design discourse
and the activity of play.
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