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Worldsin Play , amap of the «state of play» in digital games research today, illustrates the great variety and extreme contrasts in the landscape cleft by contemporary digital
games research. The chaptersin this volume are the work of an international review board of seventy game-study specialists from fields spanning socia sciences, arts, and
humanities to the physical and applied sciences and technologies. A wellspring of inspiring concepts, models, protocols, data, methods, tools, critical perspectives, and
directions for future work, Worldsin Play will support and assist in reading not only within, but across fields of play - disciplinary, temporal, and geographical - and
encourage all of usto widen our focus to encompass the omni-dimensional phenomenon of «worldsin play.»

Contents: Suzanne de Castell/Jen Jenson: Introduction - Janet H. Murray: Games as Joint Attentional Scenes - José P. Zagal/Michael Mateas/Clara Fernandez-Vara/Brian
Hochhalter/Nolan Lichti: Towards an Ontological Language for Game Analysis - Laura Ermi/Frans Méyré: Fundamental Components of the Gameplay Experience:
Anayzing Immersion - Renata Gomes: The Design of Narrative as an Immersive Simulation - Ulrike Spierling: Interactive Digital Storytelling: Towards a Hybrid Conceptual
Approach - lan Bogost: Frame and Metaphor in Political Games - Patrick Crogan: Playing Through: The Future of Alternative and Critical Game Projects - Holin
Lin/Chuen-Tsai Sun: «White-Eyed» and «Griefer» Player Culture: Deviance Construction in MMORPGs - Seth Giddings: Playing with Non-Humans: Digital Games as
Technocultural Form - Kenji Ito: Possibilities of Non-Commercial Games: The Case of Amateur Role-Playing Games Designers in Japan - John A. L. Banks: Opening the
Production Pipeline: Unruly Creators - Stephen N. Griffin: Push. Play: An Examination of the Gameplay Button - Clara Fernandez-V ara/José Pablo Zagal/Michael Mateas:
Evolution of Spatial Configurationsin Videogames - William Huber: Fictive Affinitiesin Final Fantasy XI: Complicit and Critical Play in Fantastic Nations - Debra Polson/
Marcos Caceres: Lesser-Known Worlds: Bridging the Telematic Flows with Located Human Experience through Game Design - Peter Edelmann: Framing Virtual Law - Ron
Wakkary/Marek Hatala/lRobb Lovell/Milena Droumeval/Alissa Antle/Dale Evernden/Jim Bizzocchi: Socio-Ec(h)o: Ambient Intelligence and Gameplay - Simon Niedenthal:
Shadowplay: Simulated Illumination in Game Worlds - Leif Gruenwoldt/Michael Katchabaw/Stephen Danton: Achieving Redlistic Reactionsin Modern Video Games -
Mary Flanagan/Daniel C. Howe/Helen Nissenbaum: New Design Methods for Activist Gaming - Darryl Charles’Michael McNeill/Moira McAlister/Michaela Black/Adrian
Moore/Karl Stringer/Julian Kucklich/Aphra Kerr: Adaptive Game Technology as a Player-Centered Approach to Game Design - Michael Mateas/Andrew Stern: Build It to
Understand It: Ludology Meets Narratology in Game Design Space - Mike Carbonaro/Maria Cutumisu/Matthew McNaughton/Curtis Onuczko/Thomas Roy/Jonathan
Schaeffer/Duane Szafron/Stephanie Gillis: Interactive Story Writing in the Classroom: Using Computer Games - Rikke Magnussen: Games as a Platform for Situated Science
Practice - Diane Carr: Contexts, Pleasures, and Preferences: Girls Playing Computer Games - James Paul Gee: Are Video Games Good for Learning?

The Editors: Suzanne de Castell is Professor of Education at Simon Fraser University, where she researches literacies, media studies, and game-based educational
technologies. She is completing a three-year study of new attentional economies for learning, and chaired the DiGRA (Digital Games Research Association) 2005
International Conference, from which this collection of papers was drawn.

Jennifer Jenson is Associate Professor of Pedagogy and Technology in the Faculty of Education at Y ork University. Working with Suzanne de Castell and a team of
students, sheis co-designing an educational game,  Contagion , and she is completing a three-year study of gender and digital gameplay.

Our prices are recommended sales prices and do not include postage and handling. Prices are subject to change without notice. We allow a 5% discount for library orders. * includes VAT - only
valid for Germany ** includes VAT - only valid for Austria

Peter Lang AG ¢ International Academic Publishers Tel. ++41 (0)32 376 17 17 « Fax ++41 (0)32 376 17 27
Moosstrasse 1 « P.O.Box 350 e-mail: info@peterlang.com
CH-2542 Pieterlen / Switzerland Website: www.peterlang.com


http://www.peterlang.com/Index.cfm?vID=68643&vLang=E
http://www.peterlang.com/Index.cfm?vID=68643&vLang=E

