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Game Cultures
By Helen W. Kennedy,Jon Dovey

Tata McGraw-Hill Education Pvt. Ltd., 2010. Softcover. Condition: New. First edition. This book
introduces the critical concepts and debates that are shaping the emerging field of game studies.
Exploring games in the context of cultural studies and media studies, it analyses computer games
as the most popular contemporary form of new media production and consumption. The book: *
Argues for the centrality of play in redefining reading, consuming and creating culture * Offers
detailed research into the political economy of games to generate a model of new media
production * Examines the dynamics of power in relation to both the production and consumption
of computer games This is key reading for students, academics and industry practitioners in the
fields of cultural studies, new media, media studies and game studies, as well as human-computer
interaction and cyberculture. TABLE OF CONTENTS: Chapter 1. Studying Computer Games Chapter
2. Play, Technology and Culture Chapter 3. Game Cultures Chapter 4. Cultures of Production Chapter
5. Networks of Technicity Chapter 6. Computer Game as Media Text? Chapter 7. Bodies and
Machines: Cyborg Subjectivity and Gameplay Chapter 8. Interventions and Recuperations? Printed
Pages: 184.
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Reviews
Extremely helpful to all of category of men and women. it had been writtern extremely completely and helpful. You are going to like the way the blogger
compose this publication.
-- Joha tha n Ha a g
It is great and fantastic. I have go through and i am sure that i will likely to study again once again later on. I am just easily could possibly get a enjoyment
of looking at a published book.
-- Ta d Sta nton Sr .
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