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Computer Games and the Social Imaginary Feb 22 2022 Computer
games have fundamentally altered the relation of self and society in the
digital age. Analysing topics such as technology and power, the
formation of gaming culture and the subjective impact of play with
computer games, this text will be of great interest to students and
scholars of digital media, games studies and the information society.
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Computer Games as a Sociocultural Phenomenon Apr 14 2021
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.
Computer Games Mar 26 2022 Computer games are one of the most
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exciting and rapidly evolving media of our time. Revenues from console
and computer games have now overtaken those from Hollywood movies;
and online gaming is one of the fastest-growing areas of the internet.
Games are no longer just kids' stuff: the majority of players are now
adults, and the market is constantly broadening. The visual style of
games has become increasingly sophisticated, and the complexities of
game-play are ever more challenging. Meanwhile, the iconography and
generic forms of games are increasingly influencing a whole range of
other media, from films and television to books and toys. This book
provides a systematic, comprehensive introduction to the analysis of
computer and video games. It introduces key concepts and approaches
drawn from literary, film and media theory in an accessible and concrete
manner; and it tests their use and relevance by applying them to a small
but representative selection of role-playing and action-adventure games.
It combines methods of textual analysis and audience research, showing
how the combination of such methods can give a more complete picture
of these playable texts and the fan cultures they generate. Clearly
written and engaging, it will be a key text for students in the field and for
all those with an interest in taking games seriously.
Basic Computer Games Jul 30 2022
Philosophy Through Video Games May 04 2020 How can Wii Sports
teach us about metaphysics? Can playing World of Warcraft lead to
greater self-consciousness? How can we learn about aesthetics, ethics
and divine attributes from Zork, Grand Theft Auto, and Civilization? A
variety of increasingly sophisticated video games are rapidly overtaking
books, films, and television as America's most popular form of media
entertainment. It is estimated that by 2011 over 30 percent of US
households will own a Wii console - about the same percentage that
owned a television in 1953. In Philosophy Through Video Games, Jon
Cogburn and Mark Silcox - philosophers with game industry experience investigate the aesthetic appeal of video games, their effect on our
morals, the insights they give us into our understanding of perceptual
knowledge, personal identity, artificial intelligence, and the very
meaning of life itself, arguing that video games are popular precisely
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because they engage with longstanding philosophical problems. Topics
covered include: * The Problem of the External World * Dualism and
Personal Identity * Artificial and Human Intelligence in the Philosophy of
Mind * The Idea of Interactive Art * The Moral Effects of Video Games *
Games and God's Goodness Games discussed include: Madden Football,
Wii Sports, Guitar Hero, World of Warcraft, Sims Online, Second Life,
Baldur's Gate, Knights of the Old Republic, Elder Scrolls, Zork,
EverQuest Doom, Halo 2, Grand Theft Auto, Civilization, Mortal Kombat,
Rome: Total War, Black and White, Aidyn Chronicles
Critical Thinking Jun 04 2020 Do you need to demonstrate a good
argument or find more evidence? Are you mystified by your tutor's
comment 'critical analysis needed'? What does it really mean to think
well - and how do you learn to do it? Critical thinking is a set of
techniques. You just need to learn them. So here’s your personal toolkit
for demystifying critical engagement. I’ll show you how to sharpen your
critical thinking by developing and practicing this set of skills, so you
can… Spot an argument and get why reasoning matters Sniff out errors
and evaluate evidence Understand and account for bias Become a savvy
user of technology Develop clear, confident critical writing. Designed to
work seamlessly with a power pack of digital resources and exercises,
you'll find practical and effective tools to think and write critically in an
information-saturated age. No matter whether you're launching on your
first degree or arriving as an international or mature student, Critical
Thinking gives you the skills, insights and confidence to succeed. In your
critical thinking toolkit Watch the 10 commandments videos – life rules
to change how you think Smart Study boxes share excellent tips to whip
your work into shape BuzzFeed quizzes to test what (you think) you know
Space to scribble! Journal your thoughts, questions, eureka moments as
you go Chat more online with #TalkCriticalThinking Lecturers, request
your electronic inspection copy here. SAGE Study Skills are essential
study guides for students of all levels. From how to write great essays
and succeeding at university, to writing your undergraduate dissertation
and doing postgraduate research, SAGE Study Skills help you get the
best from your time at university. Visit the SAGE Study Skills hub for
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tips, resources and videos on study success!
Perceiving Play Mar 14 2021 "Computer games are increasingly
prevalent, and cause both curiosity and concern in the general public, so
understanding these games and play is important. Game researchers
need to work quickly to document, report, and analyse the effect on our
modern society as an increasing amount of people make new and
drastically different choices in how they spend their time. Perceiving
Play: The Art and Study of Computer Games looks at the directions and
findings of this research, and examines how game research integrates
the studies of social science, ethnography, textual analysis and criticism,
economy, law, and technology." --Book Jacket.
The Golden Age of Video Games Nov 29 2019 This book focuses on the
history of video games, consoles, and home computers from the very
beginning until the mid-nineties, which started a new era in digital
entertainment. The text features the most innovative games and
introduces the pioneers who developed them. It offers brief analyses of
the most relevant games from each time period. An epilogue covers the
events and systems that followed this golden age while the appendices
include a history of handheld games and an overview of the retro-gaming
scene.
Little Book of Video Games Jan 24 2022 Revisit your favorites, find
something new, or play your way through this light-hearted guide to the
most celebrated and iconic arcade, console, and computer games from
the 1950s to the 2000s. An accessible, informative look at the history and
evolution some of the most popular and iconic video games from their
early beginnings up to the 2000s. Author Melissa Brinks explores each
influential game and its impact on they would have on the games that
would follow, with brief, engaging profiles and surprising trivia that is
perfect for fans of all levels. From the groundbreaking games of the
1950s to the genre-defining games of the 60s and 70s to the modern
classics of the 1990s and early 2000s, The Little Book of Video Games
includes games from a wide variety of genres and consoles including (but
not limited to): Pong, Spacewar!, Adventure, Pac-Man, Rogue, Donkey
Kong, Galaga, Dragon's Lair, Tetris, Super Mario Bros., The Oregon
the-philosophy-of-computer-games-philosophy-of-engineering-and-technology

Trail, Castlevania, Legend of Zelda, Final Fantasy, Mega Man, SimCity,
Mother, Mortal Kombat, Myst, Doom, Warcraft, Diablo, Tomb Raider,
Pokémon, Tamagotchi, GoldenEye 007, Ultima Online, Metal Gear Solid,
Dance Dance Revolution, Half-Life, Silent Hill, The Sims, and more. Now
you can learn, share, and enjoy your favorite classic video games without
having to press a power button!
Algorithms and Networking for Computer Games Sep 07 2020 The
essential guide to solving algorithmic and networking problems in
commercial computer games, revised and extended Algorithms and
Networking for Computer Games, Second Edition is written from the
perspective of the computer scientist. Combining algorithmic knowledge
and game-related problems, it explores the most common problems
encountered in game programing. The first part of the book presents
practical algorithms for solving “classical” topics, such as random
numbers, procedural generation, tournaments, group formations and
game trees. The authors also focus on how to find a path in, create the
terrain of, and make decisions in the game world. The second part
introduces networking related problems in computer games, focusing on
four key questions: how to hide the inherent communication delay, how
to best exploit limited network resources, how to cope with cheating and
how to measure the on-line game data. Thoroughly revised, updated, and
expanded to reflect the many constituent changes occurring in the
commercial gaming industry since the original, this Second Edition, like
the first, is a timely, comprehensive resource offering deeper algorithmic
insight and more extensive coverage of game-specific networking
problems than ordinarily encountered in game development books.
Algorithms and Networking for Computer Games, Second Edition:
Provides algorithmic solutions in pseudo-code format, which emphasises
the idea behind the solution, and can easily be written into a
programming language of choice Features a section on the Synthetic
player, covering decision-making, influence maps, finite-state machines,
flocking, fuzzy sets, and probabilistic reasoning and noise generation
Contains in-depth treatment of network communication, including deadreckoning, local perception filters, cheating prevention and on-line
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metrics Now includes 73 ready-to-use algorithms and 247 illustrative
exercises Algorithms and Networking for Computer Games, Second
Edition is a must-have resource for advanced undergraduate and
graduate students taking computer game related courses, postgraduate
researchers in game-related topics, and developers interested in
deepening their knowledge of the theoretical underpinnings of computer
games and in learning new approaches to game design and
programming.
The Meaning of Video Games Jul 06 2020 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.
The Psychology of Video Games Aug 26 2019 What impact can video
games have on players? How does psychology influence video game
creation? Why do some games become cultural phenomena? The
Psychology of Video Games explores the relationship between psychology
and video games from the perspective of both game developers and
the-philosophy-of-computer-games-philosophy-of-engineering-and-technology

players. It looks at how games are made and what makes them fun and
successful, the benefits gaming can have on players in relation to
education and healthcare, concerns over potential negative impacts such
as pathological gaming, and ethics considerations. With gaming being
one of the most popular forms of entertainment today, The Psychology of
Video Games shows the important role played by an understanding of the
human brain and its mental processes in the development of ethical and
inclusive video games.
Advances in Computer Games Jul 18 2021 This book constitutes the
refereed conference proceedings of the 15th International Conference,
ACG 2017, held in Leiden, The Netherlands, in July 2017.The 19 revised
full papers were selected from 23 submissions and cover a wide range of
computer games. They are grouped in four classes according to the order
of publication: games and puzzles, go and chess, machine learning and
MCTS, and gaming.
The Comic Book Story of Video Games Feb 10 2021 A complete,
illustrated history of video games--highlighting the machines, games, and
people who have made gaming a worldwide, billion-dollar
industry/artform--told in a graphic novel format. Author Jonathan
Hennessey and illustrator Jack McGowan present the first full-color,
chronological origin story for this hugely successful, omnipresent
artform and business. Hennessey provides readers with everything they
need to know about video games--from their early beginnings during
World War II to the emergence of arcade games in the 1970s to the rise
of Nintendo to today's app-based games like Angry Birds and Pokemon
Go. Hennessey and McGowan also analyze the evolution of gaming as an
artform and its impact on society. Each chapter features spotlights on
major players in the development of games and gaming that contains
everything that gamers and non-gamers alike need to understand and
appreciate this incredible phenomenon.
Playbooks and Checkbooks Oct 09 2020 "What economic rules govern
sports? How does the sports business differ from other businesses? [This
book examines] the fundamental economic relationships shaping modern
sports. Focusing on the ways that the sports business does and does not
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overlap with economics, the book uncovers the core paradox at the heart
of the sports industry. Unlike other businesses, the sports industry would
not survive if competitors obliterated each other to extinction, financially
or otherwise--without rivals there is nothing to sell. Playbooks and
Checkbooks examines how this unique economic truth plays out in the
sports world, both on and off the field"--Publisher marketing.
Computer Games and Language Learning Oct 28 2019 A
comprehensive and accessible overview for language educators,
researchers, and students, this book examines the relationship between
technological innovation and development in the field of computerassisted language learning, exploring relevant theories and providing
practical evidence about the use of computer games in language
learning.
On Video Games Jan 12 2021 Today over half of all American
households own a dedicated game console and gaming industry profits
trump those of the film industry worldwide. In this book, Soraya Murray
moves past the technical discussions of games and offers a fresh and
incisive look at their cultural dimensions. She critically explores
blockbusters likeThe Last of Us, Metal Gear Solid, Spec Ops: The Line,
Tomb Raider and Assassin's Creed to show how they are deeply
entangled with American ideological positions and contemporary
political, cultural and economic conflicts.As quintessential forms of visual
material in the twenty-first century, mainstream games both mirror and
spur larger societal fears, hopes and dreams, and even address complex
struggles for recognition. This book examines both their elaborately
constructed characters and densely layered worlds, whose social and
environmental landscapes reflect ideas about gender, race, globalisation
and urban life. In this emerging field of study, Murray provides novel
theoretical approaches to discussing games and playable media as
culture. Demonstrating that games are at the frontline of power
relations, she reimagines how we see them - and more importantly how
we understand them.
A History of Video Games in 64 Objects Sep 27 2019 Inspired by the
groundbreaking A History of the World in 100 Objects, this book draws
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on the unique collections of The Strong museum in Rochester, New York,
to chronicle the evolution of video games, from Pong to first-person
shooters, told through the stories of dozens of objects essential to the
field’s creation and development. Drawing on the World Video Game Hall
of Fame’s unmatched collection of video game artifacts, this fascinating
history offers an expansive look at the development of one of the most
popular and influential activities of the modern world: video gaming.
Sixty-four unique objects tell the story of the video game from inception
to today. Pithy, in-depth essays and photographs examine each object’s
significance to video game play—what it has contributed to the history of
gaming—as well as the greater culture. A History of Video Games in 64
Objects explains how the video game has transformed over time. Inside,
you’ll find a wide range of intriguing topics, including: The first edition of
Dungeons & Dragons—the ancestor of computer role-playing games The
Oregon Trail and the development of educational gaming The Atari 2600
and the beginning of the console revolution A World of Warcraft server
blade and massively multiplayer online games Minecraft—the backlash
against the studio system The rise of women in gaming represented by
pioneering American video game designers Carol Shaw and Roberta
Williams’ game development materials The prototype Skylanders Portal
of Power that spawned the Toys-to-Life video game phenomenon and
shook up the marketplace And so much more! A visual panorama of
unforgettable anecdotes and factoids, A History of Video Games in 64
Objects is a treasure trove for gamers and pop culture fans. Let the
gaming begin!
The Ethics of Computer Games Jun 28 2022 Why computer games can
be ethical, how players use their ethical values in gameplay, and the
implications for game design. Despite the emergence of computer games
as a dominant cultural industry (and the accompanying emergence of
computer games as the subject of scholarly research), we know little or
nothing about the ethics of computer games. Considerations of the
morality of computer games seldom go beyond intermittent portrayals of
them in the mass media as training devices for teenage serial killers. In
this first scholarly exploration of the subject, Miguel Sicart addresses
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broader issues about the ethics of games, the ethics of playing the
games, and the ethical responsibilities of game designers. He argues that
computer games are ethical objects, that computer game players are
ethical agents, and that the ethics of computer games should be seen as
a complex network of responsibilities and moral duties. Players should
not be considered passive amoral creatures; they reflect, relate, and
create with ethical minds. The games they play are ethical systems, with
rules that create gameworlds with values at play. Drawing on concepts
from philosophy and game studies, Sicart proposes a framework for
analyzing the ethics of computer games as both designed objects and
player experiences. After presenting his core theoretical arguments and
offering a general theory for understanding computer game ethics, Sicart
offers case studies examining single-player games (using Bioshock as an
example), multiplayer games (illustrated by Defcon), and online
gameworlds (illustrated by World of Warcraft) from an ethical
perspective. He explores issues raised by unethical content in computer
games and its possible effect on players and offers a synthesis of design
theory and ethics that could be used as both analytical tool and
inspiration in the creation of ethical gameplay.
The History of Video Games Nov 09 2020 This book is a potted history of
video games, telling all the rollercoaster stories of this fascinating young
industry that’s now twice as big globally than the film and music
industries combined. Each chapter explores the history of video games
through a different lens, giving a uniquely well-rounded overview.
Packed with pictures and stats, this book is for video gamers nostalgic
for the good old days of gaming, and young gamers curious about how it
all began. If you’ve ever enjoyed a video game, or you just want to see
what all the fuss is about, this book is for you. There are stories about
the experimental games of the 1950s and 1960s; the advent of home
gaming in the 1970s; the explosion – and implosion – of arcade gaming in
the 1980s; the console wars of the 1990s; the growth of online and
mobile games in the 2000s; and we get right up to date with the 2010s,
including such cultural phenomena as twitch.tv, the Gamergate scandal,
and Fortnite. But rather than telling the whole story from beginning to
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end, each chapter covers the history of video games from a different
angle: platforms and technology, people and personalities, companies
and capitalism, gender and representation, culture, community, and
finally the games themselves.
The Epic Evolution of Video Games Jul 26 2019 Have you ever
wondered what video games would be like if they never changed? The
first games were little more than bouncing dots on a plain screen.
Modern games include astonishing action, realistic environments, and
epic story lines. Take a look at how video games have evolved over the
years, and learn about the kinds of games we might be playing in the
future.
The Philosophy of Computer Games Nov 02 2022 Computer games have
become a major cultural and economic force, and a subject of extensive
academic interest. Up until now, however, computer games have
received relatively little attention from philosophy. Seeking to remedy
this, the present collection of newly written papers by philosophers and
media researchers addresses a range of philosophical questions related
to three issues of crucial importance for understanding the phenomenon
of computer games: the nature of gameplay and player experience, the
moral evaluability of player and avatar actions, and the reality status of
the gaming environment. By doing so, the book aims to establish the
philosophy of computer games as an important strand of computer
games research, and as a separate field of philosophical inquiry. The
book is required reading for anyone with an academic or professional
interest in computer games, and will also be of value to readers curious
about the philosophical issues raised by contemporary digital culture.
From Barbie® to Mortal Kombat Jun 24 2019 Girls and computer
games—and the movement to overcome the stereotyping that dominates
the toy aisles. Many parents worry about the influence of video games on
their children's lives. The game console may help to prepare children for
participation in the digital world, but at the same time it socializes boys
into misogyny and excludes girls from all but the most objectified
positions. The new "girls' games" movement has addressed these
concerns. Although many people associate video games mainly with boys,
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the girls games' movement has emerged from an unusual alliance
between feminist activists (who want to change the "gendering" of digital
technology) and industry leaders (who want to create a girls' market for
their games). The contributors to From Barbie® to Mortal Kombat
explore how assumptions about gender, games, and technology shape
the design, development, and marketing of games as industry seeks to
build the girl market. They describe and analyze the games currently on
the market and propose tactical approaches for avoiding the stereotypes
that dominate most toy store aisles. The lively mix of perspectives and
voices includes those of media and technology scholars, educators,
psychologists, developers of today's leading games, industry insiders,
and girl gamers. Contributors Aurora, Dorothy Bennett, Stephanie
Bergman, Cornelia Brunner, Mary Bryson, Lee McEnany Caraher, Justine
Cassell, Suzanne de Castell, Nikki Douglas, Theresa Duncan, Monica
Gesue, Michelle Goulet, Patricia Greenfield, Margaret Honey, Henry
Jenkins, Cal Jones, Yasmin Kafai, Heather Kelley, Marsha Kinder, Brenda
Laurel, Nancie Martin, Aliza Sherman, Kaveri Subrahmanyam
Computer Games for Learning Aug 31 2022 A comprehensive and upto-date investigation of what research shows about the educational value
of computer games for learning. Many strong claims are made for the
educational value of computer games, but there is a need for systematic
examination of the research evidence that might support such claims.
This book fills that need by providing, a comprehensive and up-to-date
investigation of what research shows about learning with computer
games. Computer Games for Learning describes three genres of game
research: the value-added approach, which compares the learning
outcomes of students who learn with a base version of a game to those of
students who learn with the base version plus an additional feature; the
cognitive consequences approach, which compares learning outcomes of
students who play an off-the-shelf computer game for extended periods
to those of students who do not; and the media comparative approach,
which compares the learning outcomes of students who learn material by
playing a game to those of students who learn the same material using
conventional media. After introductory chapters that describe the
the-philosophy-of-computer-games-philosophy-of-engineering-and-technology

rationale and goals of learning game research as well as the relevance of
cognitive science to learning with games, the book offers examples of
research in all three genres conducted by the author and his colleagues
at the University of California, Santa Barbara; meta-analyses of
published research; and suggestions for future research in the field. The
book is essential reading for researchers and students of educational
games, instructional designers, learning-game developers, and anyone
who wants to know what the research has to say about the educational
effectiveness of computer games.
Invent Your Own Computer Games with Python, 4th Edition Sep 19 2021
Invent Your Own Computer Games with Python will teach you how to
make computer games using the popular Python programming
language—even if you’ve never programmed before! Begin by building
classic games like Hangman, Guess the Number, and Tic-Tac-Toe, and
then work your way up to more advanced games, like a text-based
treasure hunting game and an animated collision-dodging game with
sound effects. Along the way, you’ll learn key programming and math
concepts that will help you take your game programming to the next
level. Learn how to: –Combine loops, variables, and flow control
statements into real working programs –Choose the right data structures
for the job, such as lists, dictionaries, and tuples –Add graphics and
animation to your games with the pygame module –Handle keyboard and
mouse input –Program simple artificial intelligence so you can play
against the computer –Use cryptography to convert text messages into
secret code –Debug your programs and find common errors As you work
through each game, you’ll build a solid foundation in Python and an
understanding of computer science fundamentals. What new game will
you create with the power of Python? The projects in this book are
compatible with Python 3.
Encyclopedia of Computer Graphics and Games Aug 19 2021
Game Art Oct 01 2022 A comprehensive guide to computer game art
includes some five hundred full-color examples from the most popular
games, tracing the history of the art form from such early pioneers as
Space Invaders and Pac-Man to such advanced designs as Tomb Raider,
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Everquest, Diablo, and others.
Computer Games and Immersive Entertainment Mar 02 2020 The
intersection between intellectual property law and video games and
immersive entertainment is exciting, fast-paced, and complex, as
technology evolves at breakneck speed and often outpaces established
case law. This one-of-kind handbook covers the intellectual property
issues that game developers routinely wrestle with and need legal
counsel about, from end-user license agreements to the scope and
limitations of copyright protection to approaches for simulating reality
without conflicting with existing trademark and brand rights of realworld companies, and more. Each chapter covers important IP issues
involved with computer games and immersive entertainment, including
end-user license agreements, copyrights, patents, trademarks, trade
secrets, rights of publicity, and international considerations.
Computer Games and Instruction Oct 21 2021 There is intense interest in
computer games. A total of 65 percent of all American households play
computer games, and sales of such games increased 22.9 percent last
year. The average amount of game playing time was found to be 13.2
hours per week. The popularity and market success of games is evident
from both the increased earnings from games, over $7 Billion in 2005,
and from the fact that over 200 academic institutions worldwide now
offer game related programs of study. In view of the intense interest in
computer games educators and trainers, in business, industry, the
government, and the military would like to use computer games to
improve the delivery of instruction. Computer Games and Instruction is
intended for these educators and trainers. It reviews the research
evidence supporting use of computer games, for instruction, and also
reviews the history of games in general, in education, and by the
military. In addition chapters examine gender differences in game use,
and the implications of games for use by lower socio-economic students,
for students’ reading, and for contemporary theories of instruction.
Finally, well known scholars of games will respond to the evidence
reviewed.
Computer Games and Technical Communication Jun 16 2021 Taking as
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its point of departure the fundamental observation that games are both
technical and symbolic, this collection investigates the multiple
intersections between the study of computer games and the discipline of
technical and professional writing. Contributors engage with questions
related to workplace communities and gamic simulations; industry
documentation; manuals, gameplay, and ethics; training, testing, and
number crunching; and the work of games and gamifying work.
History of Video Games Dec 11 2020 Highlighting important
milestones in video game history, this informational text examines the
history of video games, from the very first computer game created in
1940, to modern-day games created for mobile platforms. Developed by
Timothy Rasinski and Lori Oczkus, this book includes essential text
features like an index, captions, glossary, and table of contents. The
detailed sidebars, fascinating images, and Dig Deeper section prompt
students to connect back to the text and encourage multiple readings.
Check It Out! includes suggested resources for further reading. Aligned
with state standards, this title features complex content appropriate for
students preparing for college and career readiness.
Sid Meier's Memoir!: A Life in Computer Games May 16 2021 The life
and career of the legendary developer celebrated as the “godfather of
computer gaming” and creator of Civilization, featuring his rules of good
game design. "Sid Meier is a foundation of what gaming is for me today."
— Phil Spencer, head of Xbox Over his four-decade career, Sid Meier has
produced some of the world’s most popular video games, including Sid
Meier’s Civilization, which has sold more than 51 million units worldwide
and accumulated more than one billion hours of play. Sid Meier’s
Memoir! is the story of an obsessive young computer enthusiast who
helped launch a multibillion-dollar industry. Writing with warmth and
ironic humor, Meier describes the genesis of his influential studio,
MicroProse, founded in 1982 after a trip to a Las Vegas arcade, and
recounts the development of landmark games, from vintage classics like
Pirates! and Railroad Tycoon, to Civilization and beyond. Articulating his
philosophy that a video game should be “a series of interesting
decisions,” Meier also shares his perspective on the history of the
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industry, the psychology of gamers, and fascinating insights into the
creative process, including his rules of good game design.
Play Redux Nov 21 2021 "Play Redux excels in tying together intellectual
traditions that are rooted in literary studies, cognitive science, play
studies and several other fields, thereby creating a logical whole.
Through this, the book makes service to several academic communities
by pointing out their points of contact. This is clearly an important
contribution to a growing academic field, and will no doubt become
important in many future discussions about digital games and play." --Frans Mäyrä, University of Tampere, Finland "David Myers has
researched video games longer than anyone else. Play Redux shows him
continually relevant, never afraid of courting controversy." ---Jesper Juul,
IT University of Copenhagen, Denmark Play Redux is an ambitious
description and critical analysis of the aesthetic pleasures of video game
play, drawing on early twentieth-century formalist theory and models of
literature. Employing a concept of biological naturalism grounded in
cognitive theory, Myers argues for a clear delineation between the
aesthetics of play and the aesthetics of texts. In the course of this study,
Myers asks a number of interesting questions: What are the mechanics of
human play as exhibited in computer games? Can these mechanisms be
modeled? What is the evolutionary function of cognitive play, and is it, on
the whole, a good thing? Intended as a provocative corrective to the
currently ascendant, if not dominant, cultural and ethnographic
approach to game studies and play, Play Redux will generate interest
among scholars of communications, new media, and film. David Myers is
Reverend Aloysius B. Goodspeed Distinguished Professor at the School of
Mass Communication, Loyola University New Orleans.
Dungeons and Desktops Apr 02 2020 Computer role-playing games
(CRPGs) are a special genre of computer games that bring the tabletop
role-playing experience of games such as Dungeons & Dragons to the
computer screen. Thisnew edition inlcudes two new chapters: The
Modern Age, and a chapter on Indies and Mobile CRPGs. The new
modern age chapter will cover, among other topics, Kickstarter/FIG
crowdfunded projects such as Torment: Tides of Numenera and Pillars of
the-philosophy-of-computer-games-philosophy-of-engineering-and-technology

Eternity. It'll also bring the book up to date with major games such as
Dragon Age, Witcher, Skyrim. Expanded info in first chapter about
educational potential of CRPGs. Color figures will be introduced for the
first time. Key Features gives reviews of hundreds of games across many
platforms. comprehensive book covering the history of computer RPGs.
comprehensive index at the back, letting you quickly look up your
favourite titles
The Philosophy of Computer Games Apr 26 2022 Computer games
have become a major cultural and economic force, and a subject of
extensive academic interest. Up until now, however, computer games
have received relatively little attention from philosophy. Seeking to
remedy this, the present collection of newly written papers by
philosophers and media researchers addresses a range of philosophical
questions related to three issues of crucial importance for understanding
the phenomenon of computer games: the nature of gameplay and player
experience, the moral evaluability of player and avatar actions, and the
reality status of the gaming environment. By doing so, the book aims to
establish the philosophy of computer games as an important strand of
computer games research, and as a separate field of philosophical
inquiry. The book is required reading for anyone with an academic or
professional interest in computer games, and will also be of value to
readers curious about the philosophical issues raised by contemporary
digital culture.
Play Money Jan 30 2020 Play Money explores a remarkable new
phenomenon that's just beginning to enter public consciousness:
MMORPGs, or Massively MultiPlayer Online Role-Playing Games, in
which hundreds of thousands of players operate fantasy characters in
virtual environments the size of continents. With city-sized populations of
nearly full-time players, these games generate their own cultures,
governments, and social systems and, inevitably, their own economies,
which spill over into the real world. The desire for virtual goods -- magic
swords, enchanted breastplates, and special, hard-to-get elixirs -- has
spawned a cottage industry of "virtual loot farmers": People who play the
games just to obtain fantasy goods that they can sell in the real world.
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The best loot farmers can make between six figures a year and six
figures a month.Play Money is an extended walk on the weird side: a
vivid snapshot of a subculture whose denizens were once the stuff of
mere sociological spectacle but now -- with computer gaming poised to
eclipse all other entertainments in dollar volume, and with the lines
between play and work, virtual and real increasingly blurred -- look more
and more like the future.
Learning Android Game Programming Dec 31 2019 Provides information
on creating games for Android mobile devices, covering such topics as
implementing the game loop, integrating user input, building virtual
worlds with tile maps, and creating a scoring framework.
100 Computer Games to Play Before You Die Aug 07 2020 This is a
must-have book for any computer enthusiast whether they are young or
old. Covering the100 best games ever to be produced from Pac-Man Vs
andPokemon Red/Blue to Grand Theft Auto: Vice City and Worms -- make
sure you've not missed out any of the cult classics. With detailed
descriptions of each game, the design process behind them and the
secrets that lie within, this book will rekindle games from your childhood
as well as introducing you to previously un-played games.
Artificial Intelligence for Computer Games Dec 23 2021 Learn to
make games that are more fun and engaging! Building on fundamental
principles of Artificial Intelligence, Funge explains how to create NonPlayer Characters (NPCs) with progressively more sophisticated
capabilities. Starting with the basic capability of acting in the game
world, the book explains how to develop NPCs who can perceive, remem
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Gaming the Iron Curtain May 28 2022 How amateur programmers in
1980s Czechoslovakia discovered games as a medium, using them not
only for entertainment but also as a means of self-expression. Aside from
the exceptional history of Tetris, very little is known about gaming
culture behind the Iron Curtain. But despite the scarcity of home
computers and the absence of hardware and software markets,
Czechoslovakia hosted a remarkably active DIY microcomputer scene in
the 1980s, producing more than two hundred games that were by turns
creative, inventive, and politically subversive. In Gaming the Iron
Curtain, Jaroslav Švelch offers the first social history of gaming and
game design in 1980s Czechoslovakia, and the first book-length
treatment of computer gaming in any country of the Soviet bloc. Švelch
describes how amateur programmers in 1980s Czechoslovakia
discovered games as a medium, using them not only for entertainment
but also as a means of self-expression. Sheltered in state-supported
computer clubs, local programmers fashioned games into a medium of
expression that, unlike television or the press, was neither regulated nor
censored. In the final years of Communist rule, Czechoslovak
programmers were among the first in the world to make activist games
about current political events, anticipating trends observed decades later
in independent or experimental titles. Drawing from extensive interviews
as well as political, economic, and social history, Gaming the Iron
Curtain tells a compelling tale of gaming the system, introducing us to
individuals who used their ingenuity to be active, be creative, and be
heard.
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