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From The Brothers Karamazov to Star Trek to Twin Peaks, this collection explores a
variety of different imaginary worlds both historic and contemporary. Featuring
contributions from an interdisciplinary and international group of scholars, each essay
looks at a particular imaginary world in-depth, and world-building issues associated with
that world. Together, the essays explore the relationship between the worlds and the
media in which they appear as they examine imaginary worlds in literature, television,
film, computer games, and theatre, with many existing across multiple media
simultaneously. The book argues that the media incarnation of a world affects world
structure and poses unique obstacles to the act of world-building. The worlds discussed
include Nazar, Barsetshire, Skotopogonievsk, the Vorkosigan Universe, Grover’s
Corners, Gormenghast, Collinsport, Daventry, Dune, the Death Gate Cycle universe,
Twin Peaks, and the Star Trek galaxy. A follow-up to Mark J. P. Wolf ’s field-defining
book Building Imaginary Worlds, this collection will be of critical interest to students and
scholars of popular culture, subcreation studies, transmedia studies, literature, and
beyond.
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
This work looks at the gendered nature of the US video gaming industry. Although there
were attempts to incorporate women into development roles and market towards them
as players, the creation of video games and the industry began in a world strongly
gendered male. The early 1980s saw a blip of hope that the counter-cultural industry
focused on fun would begin to include women, but after the video game industry crash,
this free-wheeling freedom of the industry ended along with the beginnings of the
inclusion of women. Many of the threads that began in the early years continued or
have parallels with the modern video game industry. The industry continues to struggle
with gender relations in the workplace and with the strongly gendered male
demographic that the industry perceives as its main market.
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From their haunts in the shadowy corner of a bar, front and center at a convenience
store, or reigning over a massive mall installation bursting with light, sound, and action,
arcade games have been thrilling and addicting quarter-bearers of all ages ever since
Pong first lit up its paddles. Whether you wanted a few minutes’ quick-twitch
exhilaration or the taste of three-initial immortality that came with topping the high score
screen, you could get it from the diverse range of space shooters, dot-eating
extravaganzas, quirky beat-’em-ups, and more that have helped define pop culture for
more than four decades. In Attract Mode: The Rise and Fall of Coin-Op Arcade Games,
author Jamie Lendino celebrates both the biggest blockbusters (Pac-Man, Star Wars:
The Arcade Game) and the forgotten gems (Phoenix, Star Castle) of the Golden Age of
coin-op gaming, and pulls back the curtain on the personalities and the groundbreaking
technologies that brought them to glitzy, color-drenched life in the U.S., Japan, and all
over the world. You’ll start your journey exploring the electromechanical attractions and
pinball games of the early 20th century. Next, you’ll meet the earliest innovators, who
used college computers and untested electronics to outline the possibilities of the
emerging form, and discover the surprising history behind the towering megahits from
Nintendo, Sega, and others that still inform gaming today. Then you’ll witness the
devastating crash that almost ended it all—and the rebirth no one expected. Whether
you prefer the white-knuckle gameplay of Robotron: 2084, the barrel-jumping whimsy of
Donkey Kong, or the stunning graphics and animation of Dragon’s Lair, Attract Mode
will transport you back to the heyday of arcade games and let you relive—or experience
for the first time—the unique magic that transformed entertainment forever.
This volume examines fifty of the most 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 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.
Video Game Policy
First Edition
Comics and Videogames
PC/CORE/TURBO/ENGINE/GRAFX/16/CDROM2/SUPER/DUO/ARCADE/RX
Playing to Win
Production, Distribution, and Consumption
Rebooting Boyhood at the Video Game Arcade
Competitive gaming, or esports – referring to competitive tournaments of video games among both
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casual gamers and professional players – began in the early 1970s with small competitions like the one
held at Stanford University in October 1972, where some 20 researchers and students attended. By 2022
the estimated revenue of the global esports industry is in excess of $947 million, with over 200 million
viewers worldwide. Regardless of views held about competitive gaming, esports have become a modern
economic and cultural phenomenon. This book studies the full history of competitive gaming from the
1970s to the 2010s against the background of the arrival of the electronic and computer age. It
investigates how competitive gaming has grown into a new form of entertainment, a sport-like
competition, a lucrative business and a unique cultural sensation. It also explores the role of competitive
gaming in the development of the video game industry, making a distinctive contribution to our
knowledge and understanding of the history of video games. A History of Competitive Gaming will
appeal to all those interested in the business and culture of gaming, as well as those studying modern
technological culture.
The story of a pioneering microcomputer: its beginnings as part of a national Computer Literary Project,
its innovative hardware, and its creative uses. In 1982, the British Broadcasting Corporation launched its
Computer Literacy Project, intended “to introduce interested adults to the world of computers and
computing.” The BBC accompanied this initiative with television programs, courses, books, and
software—an early experiment in multi-platform education. The BBC, along with Acorn Computers, also
introduced the BBC Microcomputer, which would be at the forefront of the campaign. The BBC Micro
was designed to meet the needs of users in homes and schools, to demystify computing, and to counter
the general pessimism among the media in Britain about technology. In this book, Alison Gazzard looks
at the BBC Micro, examining the early capabilities of multi-platform content generation and
consumption and the multiple literacies this approach enabled—not only in programming and software
creation, but also in accessing information across a range of media, and in “do-it-yourself” computing.
She links many of these early developments to current new-media practices. Gazzard looks at games
developed for the BBC Micro, including Granny's Garden, an educational game for primary schools, and
Elite, the seminal space-trading game. She considers the shift in focus from hardware to peripherals,
describing the Teletext Adapter as an early model for software distribution and the Domesday Project
(which combined texts, video, and still photographs) as a hypermedia-like experience. Gazzard's account
shows the BBC Micro not only as a vehicle for various literacies but also as a user-oriented machine that
pushed the boundaries of what could be achieved in order to produce something completely new.
The cultural contradictions of early video games: a medium for family fun (but mainly for middle-class
boys), an improvement over pinball and television (but possibly harmful) Beginning with the release of
the Magnavox Odyssey and Pong in 1972, video games, whether played in arcades and taverns or in
family rec rooms, became part of popular culture, like television. In fact, video games were sometimes
seen as an improvement on television because they spurred participation rather than passivity. These
“space-age pinball machines” gave coin-operated games a high-tech and more respectable profile. In
Atari Age, Michael Newman charts the emergence of video games in America from ball-and-paddle
games to hits like Space Invaders and Pac-Man, describing their relationship to other amusements and
technologies and showing how they came to be identified with the middle class, youth, and masculinity.
Newman shows that the “new media” of video games were understood in varied, even contradictory
ways. They were family fun (but mainly for boys), better than television (but possibly harmful), and
educational (but a waste of computer time). Drawing on a range of sources—including the games and
their packaging; coverage in the popular, trade, and fan press; social science research of the time;
advertising and store catalogs; and representations in movies and television—Newman describes the
series of cultural contradictions through which the identity of the emerging medium worked itself out.
Would video games embody middle-class respectability or suffer from the arcade's unsavory reputation?
Would they foster family togetherness or allow boys to escape from domesticity? Would they make the
new home computer a tool for education or just a glorified toy? Then, as now, many worried about the
impact of video games on players, while others celebrated video games for familiarizing kids with
technology essential for the information age.
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A historical, critical, and personal look at the defining video game of the NES era.
The concept of world and the practice of world creation have been with us since antiquity, but they are
now achieving unequalled prominence. In this timely anthology of subcreation studies, an international
roster of contributors come together to examine the rise and structure of worlds, the practice of worldbuilding, and the audience's reception of imaginary worlds. Including essays written by world-builders
A.K. Dewdney and Alex McDowell and offering critical analyses of popular worlds such as those of Oz,
The Lord of the Rings, Star Trek, Star Wars, Battlestar Galactica, and Minecraft, Revisiting Imaginary
Worlds provides readers with a broad and interdisciplinary overview of the issues and concepts involved
in imaginary worlds across media platforms.
Social, Casual and Mobile Games
Handbook of Digital Games
The Routledge Companion to Video Game Studies
The BBC Micro
The World of Scary Video Games
Boss Fight Books #13
Gender and the Early Video Game Industry in the United States (1950s–1980s)
Video games exemplify contemporary material objects, resources, and spaces that
people use to define their culture. Video games also serve as archaeological sites in the
traditional sense as a place, in which evidence of past activity is preserved and has
been, or may be, investigated using the discipline of archaeology, and which represents
a part of the archaeological record. This book serves as a general introduction to
"archaeogaming"; it describes the intersection of archaeology and video games and
applies archaeological method and theory into understanding game-spaces as both site
and artifact.
This book analyzes the effect of policy on the digital game complex: government,
industry, corporations, distributors, players, and the like. Contributors argue that digital
games are not created nor consumed outside of the complex power relationships that
dictate the full production and distribution cycles, and that we need to consider those
relationships in order to effectively "read" and analyze digital games. Through
examining a selection of policies, e.g. the Australian government’s refusal (until
recently) to allow an R18 rating for digital games, Blizzard’s policy in regards to
intellectual property, Electronic Arts’ corporate policy for downloadable content (DLC),
they show how policy, that is to say the rules governing the production, distribution and
consumption of digital games, has a tangible effect upon our understanding of the
digital game medium.
A cultural study of video game afterlife, whether as emulation or artifact, in an archival
box or at the bottom of a landfill. We purchase video games to play them, not to save
them. What happens to video games when they are out of date, broken, nonfunctional,
or obsolete? Should a game be considered an “ex-game” if it exists only as emulation,
as an artifact in museum displays, in an archival box, or at the bottom of a landfill? In
Game After, Raiford Guins focuses on video games not as hermetically sealed within
time capsules of the past but on their material remains: how and where video games
persist in the present. Guins meticulously investigates the complex life cycles of video
games, to show how their meanings, uses, and values shift in an afterlife of disposal,
ruins and remains, museums, archives, and private collections. Guins looks closely at
video games as museum objects, discussing the recontextualization of the Pong and
Brown Box prototypes and engaging with curatorial and archival practices across a
range of cultural institutions; aging coin-op arcade cabinets; the documentation role of
game cartridge artwork and packaging; the journey of a game from flawed product to
trash to memorialized relic, as seen in the history of Atari's infamous E.T. The ExtraPage 4/14
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Terrestrial; and conservation, restoration, and re-creation stories told by experts
including Van Burnham, Gene Lewin, and Peter Takacs. The afterlife of video
games—whether behind glass in display cases or recreated as an iPad app—offers a new
way to explore the diverse topography of game history.
This book offers the first comprehensive study of the many interfaces shaping the
relationship between comics and videogames. It combines in-depth conceptual
reflection with a rich selection of paradigmatic case studies from contemporary media
culture. The editors have gathered a distinguished group of international scholars
working at the interstices of comics studies and game studies to explore two
interrelated areas of inquiry: The first part of the book focuses on hybrid medialities and
experimental aesthetics "between" comics and videogames; the second part zooms in
on how comics and videogames function as transmedia expansions within an
increasingly convergent and participatory media culture. The individual chapters
address synergies and intersections between comics and videogames via a diverse set
of case studies ranging from independent and experimental projects via popular
franchises from the corporate worlds of DC and Marvel to the more playful forms of
media mix prominent in Japan. Offering an innovative intervention into a number of
salient issues in current media culture, Comics and Videogames will be of interest to
scholars and students of comics studies, game studies, popular culture studies,
transmedia studies, and visual culture studies.
Recomposing the Past is a book concerned with the complex but important ways in
which we engage with the past in modern times. Contributors examine how media on
stage and screen uses music, and in particular early music, to evoke and recompose a
distant past. Culture, popular and otherwise, is awash with a stylise - sometimes
contradictory - musical history. And yet for all its complexities, these representations of
the past through music are integral to how our contemporary and collective
imaginations understand history. More importantly, they offer a valuable insight into
how we understand our musical present. Such representative strategies, the book
argues, cross generic boundaries, and as such it brings together a range of multimedia
discussion on the subjects of film (Lord of the Rings, Dangerous Liasions), television
(Game of Thrones, The Borgias), videogame (Dragon Warrior, Gauntlet), and opera
(Written on Skin, Taverner, English ‘dramatick opera’). This collection constitutes a
significant, and interdisciplinary, contribution to a growing literature which is unpacking
our ongoing creative dialogue with the past. Divided into three complementary sections,
grouped not by genre or media but by theme, it considers: ‘Authenticity,
Appropriateness, and Recomposing the Past’, ‘Music, Space, and Place: Geography as
History’, and ‘Presentness and the Past: Dialogues between Old and New’. Like the
musical collage that is our shared multimedia historical soundscape, it is hoped that
this collection is, in its eclecticism, more than the sum of its parts.
Essays on Media, Structure, and Subcreation
The Routledge Companion to Transmedia Studies
Recomposing the Past: Representations of Early Music on Stage and Screen
The Emergence of Video Games in America
Game History and the Local
Revisiting Imaginary Worlds
Exploring Imaginary Worlds
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 promoted as part of
the same fan experience. Editors Robert Alan Brookey and Thomas P.
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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.
Forty original contributions on games and gaming culture What does
Pokémon Go tell us about globalization? What does Tetris teach us
about rules? Is feminism boosted or bashed by Kim Kardashian:
Hollywood? How does BioShock Infinite help us navigate world-building?
From arcades to Atari, and phone apps to virtual reality headsets,
video games have been at the epicenter of our ever-evolving
technological reality. Unlike other media technologies, video games
demand engagement like no other, which begs the question—what is the
role that video games play in our lives, from our homes, to our
phones, and on global culture writ large? How to Play Video Games
brings together forty original essays from today’s leading scholars on
video game culture, writing about the games they know best and what
they mean in broader social and cultural contexts. Read about avatars
in Grand Theft Auto V, or music in The Legend of Zelda: Ocarina of
Time. See how Age of Empires taught a generation about
postcolonialism, and how Borderlands exposes the seedy underbelly of
capitalism. These essays suggest that understanding video games in a
critical context provides a new way to engage in contemporary culture.
They are a must read for fans and students of the medium.
Contributors examine the early days of video game history before the
industry crash of 1983 that ended the medium’s golden age.
Thirty-nine essays explore the vast diversity of video game history
and culture across all the world's continents. Video games have become
a global industry, and their history spans dozens of national
industries where foreign imports compete with domestic productions,
legitimate industry contends with piracy, and national identity faces
the global marketplace. This volume describes video game history and
culture across every continent, with essays covering areas as
disparate and far-flung as Argentina and Thailand, Hungary and
Indonesia, Iran and Ireland. Most of the essays are written by natives
of the countries they discuss, many of them game designers and
founders of game companies, offering distinctively firsthand
perspectives. Some of these national histories appear for the first
time in English, and some for the first time in any language. Readers
will learn, for example, about the rapid growth of mobile games in
Africa; how a meat-packing company held the rights to import the Atari
VCS 2600 into Mexico; and how the Indonesian MMORPG Nusantara Online
reflects that country's cultural history and folklore. Every country
or region's unique conditions provide the context that shapes its
national industry; for example, the long history of computer science
in the United Kingdom and Scandinavia, the problems of piracy in
China, the PC Bangs of South Korea, or the Dutch industry's emphasis
on serious games. As these essays demonstrate, local innovation and
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diversification thrive alongside productions and corporations with
global aspirations. Africa • Arab World • Argentina • Australia •
Austria • Brazil • Canada • China • Colombia • Czech Republic •
Finland • France • Germany • Hong Kong • Hungary • India • Indonesia •
Iran • Ireland • Italy • Japan • Mexico • The Netherlands • New
Zealand • Peru • Poland • Portugal • Russia • Scandinavia • Singapore
• South Korea • Spain • Switzerland • Thailand • Turkey • United
Kingdom • United States of America • Uruguay • Venezuela
Video gaming: it’s a boy’s world, right? That’s what the industry
wants us to think. Why and how we came to comply are what Carly A.
Kocurek investigates in this provocative consideration of how an
industry’s craving for respectability hooked up with cultural
narratives about technology, masculinity, and youth at the video
arcade. From the dawn of the golden age of video games with the launch
of Atari’s Pong in 1972, through the industry-wide crash of 1983, to
the recent nostalgia-bathed revival of the arcade, Coin-Operated
Americans explores the development and implications of the “video
gamer” as a cultural identity. This cultural-historical journey takes
us to the Twin Galaxies arcade in Ottumwa, Iowa, for a close look at
the origins of competitive gaming. It immerses us in video gaming’s
first moral panic, generated by Exidy’s Death Race (1976), an
unlicensed adaptation of the film Death Race 2000. And it ventures
into the realm of video game films such as Tron and WarGames, in which
gamers become brilliant, boyish heroes. Whether conducting a
phenomenological tour of a classic arcade or evaluating attempts, then
and now, to regulate or eradicate arcades and coin-op video games,
Kocurek does more than document the rise and fall of a now-booming
industry. Drawing on newspapers, interviews, oral history, films, and
television, she examines the factors and incidents that contributed to
the widespread view of video gaming as an enclave for young men and
boys. A case study of this once emergent and now revived medium became
the presumed enclave of boys and young men, Coin-Operated Americans is
history that holds valuable lessons for contemporary culture as we
struggle to address pervasive sexism in the domain of video games—and
in the digital working world beyond.
Sports, Video Games, and the Culture of Play
The Media Snatcher
Video Games and Classical Music
The Routledge Companion to Imaginary Worlds
The Oxford Handbook of Music and Advertising
Game After
Out of Sync & Out of Work

This book brings together essays on game history and historiography that reflect on
the significance of locality. Game history did not unfold uniformly and the
particularities of space and place matter, yet most digital game and software
histories are silent with respect to geography. Topics covered include: hyper-local
games; temporal anomalies in platform arrival and obsolescence; national
videogame workforces; player memories of the places of gameplay; comparative
reception studies of a platform; the erasure of cultural markers; the localization of
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games; and perspectives on the future development of ‘local’ game history. Chapters
1 and 12 are available open access under a Creative Commons Attribution 4.0
International License via link.springer.com.
The Oxford Handbook of Music and Advertising is an essential guide to the crucial
role that music plays in relation to the audio or audiovisual advertising message,
from the perspectives of its creation, interpretation, and reception. The book's unique
three-part organization reflects this life cycle of an advertisement, from industry
inception to mass-mediated text to consumer behaviour. Experts well versed in the
practice, analysis, and empirical studies of the commercial message have
contributed to the collection's forty-two chapters, which collectively represent the
most ambitious and comprehensive attempt to date to address the important
intersections of music and advertising. Handbook chapters are self-contained yet
share borders with other contributions within a given section and across the major
sections of the book, so readers can either study one topic of particular interest or
read through to gain an understanding of the broader issues at stake. Within the
book's Introduction, each editor has provided an overview of the unifying themes for
the section for which they were responsible, with brief summaries of individual
contributions at the beginnings of the sections. The lists of recommended readings at
the end of chapters are intended to assist readers in finding further literature about
the topic. An overview of industry practices by a music insider is provided in the
Appendix, giving context for the three parts of the book.
More than live : game "a-liveness" and immediacy -- Game presence and
mediatization -- Pausing and resuming -- Saving and restoring -- An instinct towards
repetition : "replay value," mastery, and re-creation -- Recursive temporalities -- Case
studies
This encyclopedia collects and organizes theoretical and historical content on the
topic of video games, covering the people, systems, technologies, and theoretical
concepts as well as the games themselves. * More than 300 A–Z cross-referenced
and integrated entries, from Atari to Zelda * Dozens of screenshots and photographs
* A "Further Reading" bibliography section is included with many entries
The sprawl of Adventure. The addictiveness of Breakout. The intensity of Space
Invaders. Once upon a time, you could only experience this kind of excitement at the
arcade. But in 1977 that changed forever. You, and maybe a friend or a sibling, could
instantly teleport from your own living room to a dazzling new world—with nothing
more than a small plastic cartridge. This was the promise of the Atari 2600—and it
was delivered in ways no one ever expected. No, the games it put on your TV weren’t
what you saw when you plunked in your quarters at the convenience store or in the
noisy, smoky business on the other side of town. But they brought the arcade
home—and it hasn’t left since. With Adventure: The Atari 2600 at the Dawn of
Console Gaming, Jamie Lendino takes you to the front lines of the home gaming
revolution, exploring the history of the world-changing console and delves into the
coin-op ports and original titles that still influence gaming today. Before your next
trip to a magical universe with your Xbox One, PlayStation 4, or Nintendo Switch, see
how the home gaming industry truly began.
Coin-Operated Americans
Attract Mode: The Rise and Fall of Coin-Op Arcade Games
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Playback – A Genealogy of 1980s British Videogames
Hot Tubs and Pac-Man
History and the Obsolescence of Labor in Contemporary Culture
Unlimited Replays
Video Games Around the World
This book covers the state-of-the-art in digital games research and
development for anyone working with or studying digital games and
those who are considering entering into this rapidly growing industry.
Many books have been published that sufficiently describe popular
topics in digital games; however, until now there has not been a
comprehensive book that draws the traditional and emerging facets of
gaming together across multiple disciplines within a single volume.
Through interviews with developers, gamers, and journalists examining
the phenomena of bedroom coding, arcade gaming, and format wars,
mapped onto enquiry into the seminal genres of the time including
driving, shooting, and maze chase, Playback: A Genealogy of 1980s
British Videogames examines how 1980s Britain has become the culture
of work in the 21st century and considers its meaning to contemporary
society. This crucial and timely work fills a lacuna for students and
researchers of sociology, media, and games studies and will be of
interest to employees of the videogames and media industries. Research
into videogames have never been greater, but exploration of their
historic drivers is as elided as the technology is influential, giving
rise to a range of questions. What were the social and economic
conditions that gave rise to a billion dollar industry? What were the
motivations of the early 'bedroom coders'? What are the legacies of
the seminal videogames of the 1980s and how do they inform the current
social, political and cultural landscape? With a focus on the
characteristics of the UK videogame industry in the 1980s, Wade
explores these questions from perspectives of consumption, production
and leisure, outlining the construction of a habitus unique to this
time.
Since the "Automatic Binding Bricks" that LEGO produced in 1949, and
the LEGO "System of Play" that began with the release of Town Plan No.
1 (1955), LEGO bricks have gone on to become a global phenomenon, and
the favorite building toy of children, as well as many an AFOL (Adult
Fan of LEGO). LEGO has also become a medium into which a wide number
of media franchises, including Star Wars, Harry Potter, Pirates of the
Caribbean, Batman, Superman, Lord of the Rings, and others, have
adapted their characters, vehicles, props, and settings. The LEGO
Group itself has become a multimedia empire, including LEGO books,
movies, television shows, video games, board games, comic books, theme
parks, magazines, and even MMORPGs. LEGO Studies: Examining the
Building Blocks of a Transmedial Phenomenon is the first collection to
examine LEGO as both a medium into which other franchises can be
adapted and a transmedial franchise of its own. Although each essay
looks at a particular aspect of the LEGO phenomenon, topics such as
adaptation, representation, paratexts, franchises, and interactivity
intersect throughout these essays, proposing that the study of LEGO as
a medium and a media empire is a rich vein barely touched upon in
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Media Studies.
This companion provides a definitive and cutting-edge guide to the
study of imaginary and virtual worlds across a range of media,
including literature, television, film, and games. From the Star Trek
universe, Thomas More’s classic Utopia, and J. R. R. Tolkien’s Arda,
to elaborate, user-created game worlds like Minecraft, contributors
present interdisciplinary perspectives on authorship, world
structure/design, and narrative. The Routledge Companion to Imaginary
Worlds offers new approaches to imaginary worlds as an art form and
cultural phenomenon, explorations of the technical and creative
dimensions of world-building, and studies of specific worlds and
worldbuilders.
Before the CrashEarly Video Game HistoryWayne State University Press
Early Video Game History
Encyclopedia of Video Games: A-L
Dragon's Lair and the Fantasy of Interactivity
Archaeogaming
A Cultural Study of Video Game Afterlife
A Study in Videoludic Horror
The Changing Gaming Landscape

Out of Sync & Out of Work explores the representation of
obsolescence, particularly of labor, in film and literature during a
historical moment in which automation has intensified in capitalist
economies. Joel Burges analyzes texts such as The Invention of
Hugo Cabret, Wreck-It Ralph, Fantastic Mr. Fox, and Iron Council,
and examines their “means” of production. Those means include a
range of subjects and narrative techniques, including the “residual
means” of including classic film stills in a text, the “obstinate
means” of depicting machine breaking, the “dated means” of
employing the largely defunct technique of stop-motion animation,
and the “obsolete” means of celebrating a labor strike. In every
case, the novels and films that Burges scrutinizes call on these
means to activate the reader’s/viewer’s awareness of historical time.
Out of Sync & Out of Work advances its readers’ grasp of the
complexities of historical time in contemporary culture, moving the
study of temporality forward in film and media studies, literary
studies, critical theory, and cultural critique.
Around the globe, people now engage with media content across
multiple platforms, following stories, characters, worlds, brands and
other information across a spectrum of media channels. This
transmedia phenomenon has led to the burgeoning of transmedia
studies in media, cultural studies and communication departments
across the academy. The Routledge Companion to Transmedia
Studies is the definitive volume for scholars and students interested
in comprehending all the various aspects of transmediality. This
collection, which gathers together original articles by a global roster
of contributors from a variety of disciplines, sets out to
contextualize, problematize and scrutinize the current status and
Page 10/14

Read Online Before The Crash Early Video Game History Contemporary
Approaches To Film And Media Series
future directions of transmediality, exploring the industries, arts,
practices, cultures, and methodologies of studying convergent
media across multiple platforms.
While so many books on technology look at new advances and digital
technologies, The Routledge Companion to Media Technology and
Obsolescence looks back at analog technologies that are
disappearing, considering their demise and what it says about media
history, pop culture, and the nature of nostalgia. From card catalogs
and typewriters to stock tickers and cathode ray tubes, contributors
examine the legacy of analog technologies, including those, like
vinyl records, that may be experiencing a resurgency. Each essay
includes a brief history of the technology leading up to its peak, an
analysis of the reasons for its decline, and a discussion of its
influence on newer technologies.
As for film and literature, the horror genre has been very popular in
the video game. The World of Scary Video Games provides a
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.
The Routledge Companion to Adaptation offers a broad range of
scholarship from this growing, interdisciplinary field. With a basis
in source-oriented studies, such as novel-to-stage and stage-to-film
adaptations, this volume also seeks to highlight the new and
innovative aspects of adaptation studies, ranging from theatre and
dance to radio, television and new media. It is divided into five
sections: Mapping, which presents a variety of perspectives on the
scope and development of adaptation studies; Historiography, which
investigates the ways in which adaptation engages with – and
disrupts – history; Identity, which considers texts and practices in
adaptation as sites of multiple and fluid identity formations;
Reception, which examines the role played by an audience,
considering the unpredictable relationships between adaptations
and those who experience them; Technology, which focuses on the
effects of ongoing technological advances and shifts on specific
adaptations, and on the wider field of adaptation. An emphasis on
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adaptation-as-practice establishes methods of investigation that
move beyond a purely comparative case study model. The Routledge
Companion to Adaptation celebrates the complexity and diversity of
adaptation studies, mapping the field across genres and disciplines.
LEGO Studies
Understanding Temporality in Video Games
Now the Chips Are Down
Encyclopedia of Video Games: The Culture, Technology, and Art of
Gaming, 2nd Edition [3 volumes]
The Routledge Companion to Adaptation
A Subcreation Studies Anthology
An Introduction to Archaeology in and of Video Games

The study of narrative—the object of the rapidly growing discipline of
narratology—has been traditionally concerned with the fictional narratives
of literature, such as novels or short stories. But narrative is a
transdisciplinary and transmedial concept whose manifestations
encompass both the fictional and the factual. In this volume, which
provides a companion piece to Tobias Klauk and Tilmann Köppe’s
Fiktionalität: Ein interdisziplinäres Handbuch, the use of narrative to
convey true and reliable information is systematically explored across
media, cultures and disciplines, as well as in its narratological, stylistic,
philosophical, and rhetorical dimensions. At a time when the notion of truth
has come under attack, it is imperative to reaffirm the commitment to facts
of certain types of narrative, and to examine critically the foundations of
this commitment. But because it takes a background for a figure to emerge
clearly, this book will also explore nonfactual types of narratives, thereby
providing insights into the nature of narrative fiction that could not be
reached from the narrowly literary perspective of early narratology.
The number of publications dealing with video game studies has exploded
over the course of the last decade, but the field has produced few
comprehensive reference works. The Routledge Companion to Video Game
Studies, compiled by well-known video game scholars Mark J. P. Wolf and
Bernard Perron, aims to address the ongoing theoretical and
methodological development of game studies, providing students,
scholars, and game designers with a definitive look at contemporary video
game studies. Features include: comprehensive and interdisciplinary
models and approaches for analyzing video games; new perspectives on
video games both as art form and cultural phenomenon; explorations of the
technical and creative dimensions of video games; accounts of the
political, social, and cultural dynamics of video games. Each essay
provides a lively and succinct summary of its target area, quickly bringing
the reader up-to-date on the pertinent issues surrounding each aspect of
the field, including references for further reading. Together, they provide an
overview of the present state of game studies that will undoubtedly prove
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invaluable to student, scholar, and designer alike.
Classical music is everywhere in video games. Works by composers like
Bach and Mozart fill the soundtracks of games ranging from arcade
classics, to indie titles, to major franchises like BioShock, Civilization, and
Fallout. Children can learn about classical works and their histories from
interactive iPad games. World-renowned classical orchestras frequently
perform concerts of game music to sold-out audiences. But what do such
combinations of art and entertainment reveal about the cultural value we
place on these media? Can classical music ever be video game music, and
can game music ever be classical? Delving into the shifting and often
contradictory cultural definitions that emerge when classical music meets
video games, Unlimited Replays offers a new perspective on the
possibilities and challenges of trying to distinguish between art and pop
culture in contemporary society.
This book revives a neglected video game classic through a critical
examination of its design, its makers, its recording medium, and its
imagery. The investigation of these facets reveals a game shaped by the
demands of its context and is instructive for contemporary debates in
media studies.
The first collection dedicated to analysing the casual, social, and mobile
gaming movements that are changing games the world over.
Game Time
A History of Competitive Gaming
Narrative Factuality
The Routledge Companion to Media Technology and Obsolescence
How to Play Video Games
From Hybrid Medialities to Transmedia Expansions
An in-depth exploration of a neglected video game platform of the 1990s and a reflection on the way
we construct the cultural history of video games. In The Media Snatcher, Carl Therrien offers an indepth exploration of NEC's PC Engine/TurboGrafx-16, a little-studied video game platform released
in the late 1980s. The PC Engine was designed to bring technological expandability to the world of
game consoles; The Media Snatcher's subtitle evokes some of the expansions and the numerous
rebranded versions of the system released by NEC, including the first CD-ROM add-on in video game
history. The platform makers hoped that expandability would allow its console to remain at the
cutting edge and even catch up with such perceptually rich media as cinema and anime. More than a
simple shape-shifter, the PC Engine became a media snatcher. Therrien examines the
multidirectional interactions of video game technologies, commercial structures, and cultural
dynamics. He considers, among other things, hyperbolic marketing and its impact on how we
construct video game history; glitches, technological obsolescence, and the difficulty of conducting
media archaeology of the recent past; the emergence of male-centered power fantasies through
audiovisual rewards; the rise of original genres such as visual novels; and the sustained efforts to
integrate PC Engine software in the sprawling media landscape of Japan (where the PC Engine
found much of its success). Avoiding the usual techno-industrial glorification, Therrien recounts the
bold technological aspirations of the platform makers and the struggles to make the actual technology
Page 13/14

Read Online Before The Crash Early Video Game History Contemporary
Approaches To Film And Media Series
realize its potential.
Examining the Building Blocks of a Transmedial Phenomenon
Before the Crash
Atari Age
Adventure: The Atari 2600 at the Dawn of Console Gaming
Fifty Key Video Games
Super Mario Bros. 3
A Handbook
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