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Economics, science fiction, history, and comparative studies / Ha-Joon
Chang -- Future incorporated? / Laura Horn -- Currencies of social
organization: the future of money / Sherryl Vint -- Automating
economic revolution: Robert Heinlein's The moon is a harsh mistress /
Brian Willems -- Feeding like a parasite anime: extraction and science
fiction in capitalist dystopia / Carina Brand -- Pain camp economics /
AUDINT -- AT392-red / Khairani Barokka -- The new Black / Nora O
Murchu -- Fatbergs and sinkholes / Dan Gavshon Brady and James
Pockson -- Prefabricating communism: mass production and the Soviet
city / Owen Hatherley -- Megastructures, superweapons and global
architectures in science fiction computer games / Mark R Johnson --
Economic design fictions: finding the human scale / Bastien Kerspern
-- Valuing utopia in speculative and critical design / Tobias Revell et al.
-- Shooting the bridge: liminality and the end of capitalism / Tim
Jackson -- Speculative hyperstition at a northern further education
college / Judy Thorne -- The future encyclopedia of luddism / Miriam
Cherry -- Public money and democracy / Joseph Walton.

"Economics and science fiction rarely have much to do with each other.
As a discipline, economics is far removed from creative writing. Science
fiction arguably tells us little about the reality of day-to-day capitalism.
Economic Science Fictions challenges and changes that. By treating our
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economy as a series of ‘fictions' - stories and expectations regarding
the future - and treating science fiction-writing as a means of
anticipating different economic futures, this book offers various
imaginative and surprising new syntheses. It brings together social
science with fiction-writing; critique of everyday economic life with
visions of alternatives; design with politics; utopias with dystopias; and
academic scholarship with new styles of writing. Rooted in a sense that
contemporary ‘economic reality’ is no longer working and no longer
credible, it explores how we might draw on imagination and the
inherent uncertainty of the future, both to revitalise economic thinking,
and to re-imagine the present. This book will appeal to those working
in cultural studies, creative writing, sociology, political economy and
history of economic thought. Above all, it provides fresh and unusual
perspectives for anyone who believes that the economy is too
important to be left to the dry technicalities of economics" --

UNISALENT0991001691849707536
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communication from the President of the United States, transmitting
notification that the national emergency declared in Executive Order
13288 of March 6, 2003, with respect to the actions and policies of
certain members of the Government of Zimbabwe and other persons to
undermine Zimbabwe's democratic processes or institutions, is to
continue in effect beyond March 6, 2019, pursuant to 50 U.S.C. 1622
(d); Public law 94-412, Sec. 202(d); (90 Stat. 1257)

Washington : , : U.S. Government Publishing Office, , 2019

1 online resource (3 pages)
House document / 116th Congress, 1st session ; ; 116-15

Democracy - Zimbabwe

Economic sanctions, American - Zimbabwe
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Zimbabwe Politics and government 1980-
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"Referred to the Committee on Foreign Affairs."
"March 5, 2019."
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Intro -- Foreword -- HCI International 2024 Thematic Areas and
Affiliated Conferences -- List of Conference Proceedings Volumes
Appearing Before the Conference -- Preface -- 6th International
Conference on HCI in Games (HCI-Games 2024) -- HCI International
2025 Conference -- Contents - Part | -- Contents - Part Il -- Game
Design and Gamification -- Lost in Gamification Design: A
Scientometric Analysis -- 1 Introduction -- 2 Methods -- 2.1 Literature
Search and Settings -- 2.2 Analysis -- 2.3 Metrics -- 2.4 Clustering --

3 Results -- 3.1 Document Co-citation Analysis -- 3.2 Author Co-
citation Analysis -- 3.3 Keyword Co-occurrence Analysis -- 4
Discussion -- 4.1 (RQ1) What Are the Most Influential Documents in
Relation to the Design of Gameful Systems? -- 4.2 (RQ2) Who Are the
Most Influential Authors in Relation to the Design of Gameful systems?
-- 4.3 (RQ3) How Have Research Trends Changed over Time in Relation
to the Design Of gameful Systems? -- 5 Conclusions -- 6 Future
Agenda -- References -- Personalize Mobile Game Interface Design --
1 Introduction -- 2 Literature Review -- 2.1 Ul/UX -- 2.2 Game
Usability -- 2.3 Cognitive Load Theory -- 3 Research Model and Game
Design -- 3.1 Research Model -- 3.2 Game Design -- 4 Results

and Discussion -- 5 Conclusions -- References -- Long-Term
Gamification: A Survey -- 1 Introduction -- 2 Survey Method -- 3 Main
Findings -- 3.1 Customization and Personalization -- 3.2 Integrated
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4 Results and Discussion.



