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From Mark J P Walf Bernard Perron : TheVideo Game Theory Reader before purchasing it in order to gage
whether or not it would be worth my time, and all praised The Video Game Theory Reader:

0 of 0 people found the following review helpful. Very GoodBy NickThe book was delivered quickly and although the
book was advertised as used | would easily believed that the book was brand new. In addition, the seller included the
shipping information with asmall handwritten note on it wishing me a happy new year. This small detail was a step


http://f3db.com/pub/links.php?id=0415965799

above and beyond most other sellers. | will absolutely be buying from this seller again.O of 0 people found the
following review helpful. No ProblemBYy Acquisitions, UNLV LibrariesNo Problem3 of 5 people found the following
review helpful. Well worth itBy Customerthisis not light reading. There aren't any aliensto blast, citiesto conquer, or
my favorite, zombiesto re-kill. Instead, thisisfairly scholarly tome. It puts theories about why we really love blasting,
conqguering and re-killing. Not to be taken lightly but well worth the effort to read the science, psychology, marketing,
and art behind our games.

In the early days of Pong and Pac Man, video games appeared to be little more than an idle pastime. Today, video
games make up amulti-billion dollar industry that rivalstelevision and film. The Video Game Theory Reader brings
together exciting new work on the many ways video games are reshaping the face of entertainment and our
relationship with technology. Drawing upon examples from widely popular games ranging from Space Invaders to
Final Fantasy 1X and Combat Flight Simulator 2, the contributors discuss the relationship between video games and
other media; the shift from third- to first-person games, gamers and the gaming community; and the important
sociological, cultural, industrial, and economic issues that surround gaming. The Video Game Theory Reader isthe
essential introduction to a fascinating and rapidly expanding new field of media studies.

If anyone has doubts that video games warrant serious reflection and examination as a creative medium, The Video
Game Theory Reader will dispel them. If anyone involved in the creation of video gamesislooking for fresh
perspectives on their art, they'll find them right here.D.B. Weliss, author of Lucky Wander BoyComputer and video
games have been with us for only afew short decades. As with any young medium, important questions remain
unanswered: What exactly are video games and how do they function? How do video games relate to other forms of
media and culture? What is their effect on the minds and lives of players? And what are the larger implications for
society? The Video Game Theory Reader begins to answer these questions, and in doing so, sketches out an exciting,
emerging field of vital importance for the future of design, technology, and culture.Eric Zimmerman, CEO of

gamel ab, co-author of Rules of Play: Game Designh Fundamental sThe Video Game Theory Reader isa crucia and
timely edited volume which focuses exclusively on the theorization of video games, and thereby makes great strides
towards ameliorating a persisting gap in the academic literature..Robert T. Wood, University of Lethbridge--New
Media Society The Video Game Theory Reader serves as an excellent introduction to video game studies, the current
positionsin the field, and the current problems with video game studies..Laurie Taylor, University of Florida, Journal
of Film and Video, Winter 2003About the AuthorMark J. P. Wolf is Assistant Professor of Communications at
Concordia University, Wisconsin. A pioneering scholar of video game studies, he is editor of The Medium of the
Video Game. Bernard Perron is Assistant Professor of Cinema at the University of Montral.



