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Jump start your journey with electronics! If you've thought about
getting into electronics, but don’t know where to start, this book gives
you the information you need. Starting with the basics of electricity and
circuits, you'll be introduced to digital electronics and microcontrollers,
capacitors and inductors, and amplification circuits — all while gaining
the basic tools and information you need to start working with low-
power electronics. Electronics for Beginners walks the fine line of
focusing on projects-based learning, while still keeping electronics
front and center. You'll learn the mathematics of circuits in an
uncomplicated fashion and see how schematics map on to actual
breadboards. Written for the absolute beginner, this book steers clear
of being too math heavy, giving readers the key information they need
to get started on their electronics journey. You will: Review the basic
“patterns” ofresistor usage—pull up, pull down, voltage divider, and
current limiter Understand the requirements for circuits and how they
are put together Read and differentiate what various parts of the
schematics do Decide what considerations to take when choosing
components Use all battery-powered circuits, so projects are safe.



2. Record Nr.

Autore
Titolo

Pubbl/distr/stampa

ISBN

Edizione
Descrizione fisica
Collana

Disciplina
Soggetti

Lingua di pubblicazione
Formato
Livello bibliografico

Nota di contenuto

UNINA9911024078203321
Krampe Theresa
Metareference in Videogames

Oxford : , : Taylor & Francis Group, , 2025
©2025

1-003-59599-5
1-04-039254-7

[1st ed.]
1 online resource (269 pages)
Routledge Advances in Game Studies

794.8

Games & Activities / Video & Mobile
Social Science / Media Studies
Social sciences

Games

Inglese
Materiale a stampa
Monografia

Cover -- Endorsement -- Half Title -- Series Information -- Title Page
-- Copyright Page -- Table of Contents -- List of Figures --
Acknowledgements -- 1 Introduction -- The Communicative Situation
in (Metareferential) Videogames -- Structure of the Book -- Notes --
Games Cited -- Works Cited -- 2 Theorizing Metareference: Concepts,
Definitions, Models -- 2.1 Theoretical Origins and Metafiction -- 2.2
Metareference as a Transmedial Phenomenon -- 2.2.1 Theories of
Metareference Across Media -- 2.2.2 Metareference in Videogame
Research -- 2.3 The Metareferential Potential of Related Devices --
2.3.1 Mise En Abyme -- 2.3.2 Metalepsis -- 2.3.3 Intertextual and
Intermedial References -- 2.4 Definition, Problematization, Delimitation
-- 2.4.1 Hypothetical Design Intention -- 2.4.2 Hypothetical Players --
2.4.3 Medium Awareness -- Notes -- Games Cited -- Works Cited -- 3
Metareferential Elements in Videogames: Proposal of an Analytical
Model -- 3.1 Theoretical and Methodological Premises -- 3.2 Form --
3.2.1 Gameworld-Centred Forms -- 3.2.2 System-Centred Forms --
3.2.3 Game-Transcending Forms -- 3.3 Content -- 3.3.1 Gameworld-
Centred Comments -- 3.3.2 System-Centred Comments -- 3.3.3
Game-Transcending Comments -- 3.4 The Model -- Notes -- Games



Sommario/riassunto

Cited -- Works Cited -- 4 Gameworld-Centred Forms of Metareference
in What Remains of Edith Finch -- 4.1 Layers of Mediation: The Frame
Narrative -- 4.2 Intertextuality and Remediation: Milton's Story and The
Unfinished Swan -- 4.3 Comics Aesthetics: Barbara's Story -- 4.4 An
Allegory of Immersion: Lewis's Story -- 4.5 Conclusion -- Notes --
Games Cited -- Works Cited -- 5 System-Centred Forms of
Metareference in The Magic Circle -- 5.1 A Game About Game Design:
The Prologue -- 5.2 Metareferential Mechanics: Pro Mode -- 5.3 Taking
Control: The Finale -- 5.4 Making Videogames: Level Creator and Post-
Credits.

5.5 Conclusion -- Notes -- Games Cited -- Works Cited -- 6 Game-
Transcending Forms of Metareference in OneShot -- 6.1 Metaleptic
Thresholds: Arrival in the World -- 6.2 Multiplied Windows: The First
Playthrough -- 6.3 Transgressive Play: New Game Plus and Solstice --
6.4 The Paradoxes of Interactive Fiction: OneShot's "True Ending" --
6.5 Conclusion -- Notes -- Games Cited -- Works Cited -- 7

Conclusion -- Note -- Games Cited -- Works Cited -- Index.

Taking an original, in-depth approach, this book investigates the forms
and functions of metareference in videogames. This book will appeal to
videogame researchers and transmedial narratologists as well as to
those interested in metaization in media and popular culture across
disciplines.



