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Co-editors sought for journal ‘Electronic Games and Virtual
Environments’

By Tanner— Fue, 2008 - 028 - 26 {495

What: Journal, "Co-editors sought for journal Electronic Games and Virtual Environments
Deadline: 1 March 2005

Co-editors are sought for a new journal to be published by Intellect fram 2002, titled ‘Electronic
Games and %irtual Environment’. The journal will integrate theaoretical and critical approaches tao
computer game studies, studies on virtual erwironments and online communities as well as
commercial, industrial, design and marketing aspects of the entetainment software industry.

Agsociate Editars: Dr Astrid Ensslin and Dr Eben Muse Research Centre for Yideo Games and
Yirtual Environments, MNational Institute for Excellence in the Creative Industries, Bangor
University, LIK

Flease send your expression of interest including a C% outlining your bio, research interests,
publications and prior editorial experience to a.ensslinbangor.ac.uk by 1st March 2008,

read more
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The International
Journal of Computer
Game Research

Our Mission - To
explare the rich cultural
genre of games; to give
scholars a
peer-reviewed forum
for their ideas and
theories; to provide an
acadernic channel for
the ongoing discussions
on games and gaming.

Game Studies is a
crossdisciplinary journal
dedicated to games
research, web-published
several times a year at
www . gamestudies.org.

Qur prirnary focus is
aesthetic, cultural and
communicative aspects
of computer garmes, but
any previous|y
unpublished article
focused on garmes and
gaming is welcore,
Proposed articles should
be jargon-free, and
should atternpt to shed
new light on garmes,
rather than simply use
games as metaphor or
illustration of some
other theory or
phenomenon,

Myths, Monsters and
Markets: Ethos,
Identification, and the Yideo
Game Adaptations of The
Lord of the Rings

by Mark Rowell Wallin

Marshal McLuhan noted in
Understanding Media that there
comes a paint in the
development of a new aesthetic
form where the new media
attermnpts to gain legitirmation by
rmeans of association with
previous forms.

[more]

Tragedies of the ludic
commons - understanding
cooperation in multiplayer
games

by Jonas Heide Smith

Canflict, it is often assumed, is
the essence of games. Modern
rmultiplayer garmes, howewver,
also rely heavily on the
cooperation between plavers, In
fact, given the rapidly increasing
popularity and complexity of
these gares, game designers
are arguably engaged in one of
the most ambitious experiments
with social software in recent
Years,

[more]

Adapting the Principles of
Ludology to the Method of
¥Yideo Game Content Analysis

Marrative, Games, and
Theory

by lan Simons

Dwring the last quarter of a
century, narrativity has been a
key concept in the hurnanities.

[more]

Dynamic Lighting for Tension
in Games

by Magy Seif El-Mazr, Simon
Niedenthal, Igor Knez, Priva
Almeida, Joseph Zupkao

Viden and cormputer games are

among the most complex forms b
of interactive media, Games

simulate many elements of

traditional media, such as plot,

characters, sound and rmusic,

lighting and mise-&n-scene.

However, games are digital

artifacts played through graphic

interfaces and controllers.

[more]

Screw the Grue: Mediality,
Metalepsis, Recapture

by Terry Haroold .ﬂ
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Center for Computer Games Research
IT University of Copenhagen

Computer games are an important part of contemporary culture, We need new
research to understand the nature of games, their structure, their function and
their impack,

At the Center for Computer Games Research we research game aesthetics,
game design, game spaces, game worlds, gaming cultures, and learning in
games,

We are offering a game program for Danish and
- international students
More details here

The Center for Computer Games Research is located at the cross-disciplinary IT
University of Copenhagen,
How to get here,

As part of our IT University activities, we continuously host and teach courses on
game analysis, methodology, culture and design on Master and Ph.D. level,



Handbook of i J0OSE Raessens . Jeffrey Goldstein

Computer Game Studies

J. Raessens and Jeffrey H. Goldstein
(editors) handbook of

MIT Press, 2005
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Les jeux vidéos : a la recherche

d’'un monde meilleur

Jean-Paul Lafrance LES jEllK ﬁdéﬂ

Hermes Science Publications, 2006

& la recherche dtin monde meillenr

Jean-Paul Lafrance




1 xtvnomn TV «cofapdv Touxvididv» (“serious games”)

TO NAEKTPOVIKO TtayVvidL dev elvat HOVo Eva TPOTTOC Yuxaywyiag,

OAA& KO EVA LOXVPOTATO HECO ETIKOLVAVIAC,

10 oTrolo pumopel va xpnotpomomnOel yioo oxomovg Tepav TNe kabopr|c

Staokédaomnc
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Serious Games Taxonomy Shared

Posted by Ben Sawyer on 02-02-19

Earlier today Peter Smith & I shared the first wersion of our Serious Garmes Taxonomy, This is an effort to
develop a much broader and well defined look at the serious games figld, Ever since the first time I shared
pieces of this earlier last year there have been many requests for this work, We've tried to resist sharing it
too much because it was still 2 work in progress, In fact, it still is.

At this stage however we want to begin sharing the work to increase the feedback we've gotten, So I've
posted a POF of our sides from yesterday's talk at The Serious Games Surnmmit @ GODC, We welcome your
feedhack at this time and we're excited by the reception to this work,

Our goal at this point is to polish up this work and turn it into a paper for publication, We expect a final
wersion of this wark in slide form to be posted later this year, Thankfully the year just got started.

ESA announces Serious Games component to E3

Posted by Peter Smith on 06-10-13

As you probably already knowe E3 has been transformed into a smaler more intimate, by invitation only,
conference to foster one on one contact between the press and the games industry, This year's event
will take place in July in Santa Monica, California, 1UP.com and rost garme nesws industey ran the story of
Doug Lowenstien's announcement of more detals on the event, We were excited to see that during the
event there wil be daily luncheons with top executives, and special events like a “Serious Games
Showcase”, We here at the Serious Games Initiative think it is a great that opportunity that the ES2 is

Events
ame Developers
Conference 2006

Discussion Lists
Serious Games
zames For Health

Games For Change

Recent Entries
Serious Games
Taxonomy Shared

ES& announces Serious
Games component ko E3
Games in Education
Widen

Last Chance Far Early
Regiskration For 555 DC
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Serious Games at CEDEC
WTech expands Y. Smile
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UTTOPOVHE OVTKOC v p&Bovpe StaokedAlovTag ;

SIAS kot avTIOETIKO VONUA Yiot T AEET) «OXOA» :

In onuaoia : n apyla, n arpoia, n EMenpn aoyoAiag

> OXOAX(w : €Xw eAevOepo xpOVO

2n onuaoia : AVTO GTO OTOIO APLEPWVETAL O XPOVOC TNC TXOATC,
omovdola HeAETT), StdxoKoA
> OXOAE(0 : 0 TOTTOC OTOV OO0 TTPAYUATOTTOLEITOU 1) MEAETT (LT,

KOTA TNV QP TNG TXOAC




TOLO AEXTPOVIKO ALY VIOL apéTel ;

TX NAEKTPOVIKA& Ttay vidia dev mavovv va efvat oy vidia xad,
@WC EK TOVTOV, APETOLVYV OTAV TTOPAUEVOVV

- evxpnota (usable)

- evtaukTa (playable)
KO, TO KUPLOTEPO,

- SlaokedaoTik& (fun)




Tt onpaivel SlaokeSaoTIKO TTOUXVIOL 5

StaoxedaoTikotnTa (funability) :

1 18LOTNTA eVOC ALY VIOV vat UnV eivou fapeto kat 1) tkavoTnT& TOV VO XX
dtooxedd(el, o PaOuo Tov Oxt pOvVo va TTad(ovpe HEXPL VA keEPSITOVHE OAAK

Kot va ovvexiCovpe ooV £xovpe 11 kepdioet




Ao O XAPAKTNPLOTIKA TTPOKVTITEL ) SIXOKEDAOTIKOTN T ;

- 0 PAVTAOTIKOC KOOUOC (fantasy) Tov Tatyvidov,

KO 1) ETEVOLOT) OTOV KOOUO UTOV

- 1) Tepépyela (curiosity), Vo KATAVOT|OOVUE Tt TUPAiveEL OTO

oty VIOt kot ylotl, Ko Tt PO ETPUAKOCTETAL OTT) CUVEXELX

- 1) TpoéxAnon (challenge), va emitvxovpe évary oTOXO TTOV
ytvetou 6Ao xat o dvakolog, kavovtag aféfoua TNV €kPaom

™G TpooTdbel&g pag




TL propel va eivat Eva pafnotako nAextpovikd oy viot ;

- eva T VIOL TP TIOTOC SlaokedaoTIKO

- Mg kd&molo pabnotaxd meplexouevo TEPAV TNC e€otkelwonc e To (8o To
maty vidt kot To Yn@lako PO, ETOUEVHOC e KATTOLOV KOOUO TTOV VX

AVTATTOKPIVETOU O EVVOLEC TTPOC UAOnom
OAAK, TAVTOXPOVAL, KO

- Me i kpuppevn padnotoaxr otoyxobeoio (hidden agenda), ®ote va pnv
x&vetou péoa o€ ot TUTKT) Stadikaoior «rayvidlov» To vonua e (Stag e

Staokédaomnc
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Les Hoobs (http://www.radio-canada.ca/jeunesse/leshoobs/)

¥33eux | Les hoobs | Zone des petits | Radio-Canada.ca - Mozilla Firefox
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Learning
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whaere knowiedge makes a difference

e-Learning Centre ..
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Access a vast collection of selected and reviewed links to e-Learning resources.
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Latest

Latest Additions
Get Listed

Contents

Library

Showcase

Events

Products and Services
Bookshop

About

Site map

Subscribe

ELC Updates
Related

e-Learning Job Centre
Latest Johs

Learning Light

Learning Light
LL Newsletter
LL Blog

Library *» Games-based Learning =

Games-based Learning

This page provides links to some resources on games-based learning - that is
using games as part of a learning solution.

Aricles in date order, most recent first.

© Submit a new Library itermn

Learning in Video Games.com E

"A reqgularly updated weblog and online resource that focuses especially on video
garme research and its implications for learning. Articles, resources, game reviews,
and moare information can be found here. It's a valuable referencedresource page.”

Added: 20 December 2006
Reviewer's Note:
A blog on Serows/Educational games with & reaearch focus

Talking Favourites G

"A podoast on game based learning. Talking Favourites provides thinking room
about applications of garmes to learning in a netwaorked environment. It looks far
beyond arcade and video games to social gaming in formal and infarmal learning
contexts.\We believe the show and the treatment of the topici's) is a unioue view of
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projects Teaching with Games

Adventure Author F flag for fallow-up EL print =1 send to friend ?

Astroversity

Beyond Current Horizons
Create-A-Scape
Debating the Evidence
Cresign Challenge
Ecolibrium

Enguiring Minds

ESRC seminar series
Exploratree

Fizzees

Fountaineers

Future Landscapes
iLAB 2015

Innovate to Educate
Innovations Workshops
Iya-ola

I-Curriculum
Jungulator

Language Train

La Piazza

Learning Networks seminar series
Mediastage
MobiMissions

Models of Innovation
Mooyl

Mudlarking in Deptford
My-E

Mewtoan

overview | details partners James research

Summary

Teaching with Games was a year-long project investigating the place
of rnainstrearm commercial computer garmes in the classroom. The
project aimed to provide practical and inforrmmed evidence of the
implications and potential of the use of these games in school, and
an informed strategy for future educational development
requirements, based upon collaborative discussions between industry
and the education comrmunity .

Project type and status

Research project: completed

Parthers

Electronic Arts

Microsoft

Take-Two

Interactive Software Federation of Europe (ISFE)

Links

Teaching with Games: Final reoort {(1mb odf)
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¢ propel va Paototel ) padnom oe Yneloxd oy vidia ;

- Yoo vAIKO,

EMOUEVAC TTOAVUECIKO KO TOAVOVAAEKTIKO TTEPIEXOUEVO

- ok o vidia,

eMOMEVOC avaykada Stdkdpaan pe afefata ExPfoon

- o vidiax ko &)L xoknoELg,

EMOMEVMOC U1 aEloNOYIKT) Kot Un) TIHPNTIKY Stodikaoia

- dlaoxedoon kat Oxt p&onua,

eMOMEVRC 0 dXToKkaAoC-BonBdc




avamtuEn Ynerakod vAKov oto TAaIo1o Tov épyov

- OepaTikég evoTNnTEC TPOTAONC €PYOV
- OepatoAdylo pabnotakdv oToXwV
- (®VeC VAIKOV

- Pneokd VAKO xat oxEdtar poOnudTwV

Baowkéc opiCovoeg e Sradikaoiag avtic
- T TadL& voe BéAovv
- 0 d&okaog va unv eftvot pOvVog Tov otV T&EN

- 0 OTOXOC VO elval TTAVTOTE 1) AUTOVOUT] KOWVROVIKT] (woT)




Oepatikéc evotTnTEC TPOTAGOTIC EpYyOUV

- Ypo@n, av&yvwaor), YAOooX Kot YAWootkég 0e€totnTeg kabnueptvric (wnc

- aplOUNTIKY, poONuaTik Kot paldnuoTikéc de€tomTeg kalbnueptvnc (wnc

- SIATTPOC WTIIKEC TYETELC KA ETKOV@VIQ, yvopula pe tnv evijAkn (o

- eEMAEYUEVEC YVWOTIKEG eVOTNTEC AT TN OLOAKTIKY) VAN TN¢ devtepof&Oag
eldIkng exmTaidevong

- Pneproxr) Snuovpyikr) amaoyOAnon kot eAeV0epo Yn@rako oy vidt




OepoaToAdylo pabnolax@v otoéxmv

1) Ceom) e
Touc ahhovg

EYW KU TO
GO pHov 1 Ceot) pe v
opado

TOL TTPOLY HOXTOL
yUpw pov
oL AZTEIC Kol
ot apiBpoi

1 Caotj pov
KaBe pepa




OepatoAdyto pabnolak®dv otéoxwv (CvvEy.)

TX TTPAYHATX YUP® HOV

1 (o1} pov k&Oe pépa

ot Aégelg xat ot aplOpol

HeyEOn

XPOHATO

OXT AT

St&xpton (Opota — StapopeTik)
opadomoinomn (6polx)

TAELVOUNOT) WG TPOC XAPAKTNPLOTIKO
OLVOPHOAOYNOT) WG TPOG TPOTLTIO
TPOTAVATONTUOC OTO XOPO

KoOnueptv avtikelpevo
TPOCTAVATOAMTUOC OTO XPOVO
TPOYPAPT)

TPOAVAYV®OT)

mpoopibunon

ypo@n

VY VROT)

apiOunon

YPOUUOTIKT

aplOunTIKN




OepatoAdyto pabnolak®dv otéoxwv (CvvEy.)

EY® KOl TO OWUX POV OOHATOYV@O{n
ovvaoOiuoTo
TPOCWTIKY VYIELVT)
VTUOIUO
drarpogn) & TpO@IHA

1 (@1 oTN VO (oo xat QUT&
@LOIKo TTEPPAAOV
ETOXEC KL KXLPOC
TpooTaoio Tov TePPAANOVTOC
1 (w1} pe Tovg &AAovg OLUTEPLPOPX TTPOC TOVE GAANOVG
@\ kot TTapéax
1 AY&Tn AVAPEOK OTOVG VO
TX VA, TO O€E, 1] AVATOPXYW®YT)
T OLKOYEVEIX
oL Eévol




OepatoAdyto pabnolak®dv otéoxwv (CvvEy.)

1 (o1} pe v opdda

1 (®1) 0TO OTTL

1N (@1 otV TOAN

ey Kat 1 (wr) pov

(w poll pe Toug &KAAovg

mal(w pali pe Tovg dAAovg
ov{NTA pe Tovg dAAovG

KAV® Tp&ypaTa pa(l pe Toug dAAovg
@poVvTidal TOV OTITIOV

MOYEIPIKT Kot PVl

AOPANEL OTO OTIITL
OLUTEPLPOPA OTO SNUOCIO XWDPO
OVYKOLV®VieC

SlevBvvoelc

KUKAO@QOpPLOKT] Xy®YH

TNAEPOVI AT

XpijoTo

TIMEG

vyeio

k{vovvol

Yuxaywyia

evnuépwon ko MME
EMAYYEAHO




OepatoAdyto pabnolak®dv otéoxwv (CvvEy.)

Covn A : yneraxd padnotoncd oy vidio
(emAeypEVO VPLOTAPEVO VAIKO KAl KOAK TapadelypaT)

Ccovn B : 1oToplec xau emeloodIax
(avamTvoTOUEVO VAIKO)

oV T : avropoBéc
I'/1. mouyvidta Yneproxnc Staoxédaone  I/2. epyoeia Ynepraxric Snuovpyiog




TPAKTIKY) AOKNOT) OTO TTAQUGLO TOV £pyov

- Pneokd VAKS kot oxédtar poOnuaTwV

- OEUVAPIX TIPAKTIKNG XOKNOTC

- EQAPHUOYT] HE OVOTNUA ETOTITEIOG




This work is licensed under the Creative Commons

Attribution-Noncommercial-Share Alike 3.0 License.

To view a copy of this license,

Visit
http://creativecommons.org/licenses/by-nc-sa/3.0/
or send a letter to
Creative Commons, 171 Second Street, Suite 300,
San Francisco, California, 94105, USA.
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