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This book, 'Videogame Formalism' by Alex Mitchell and Jasper van
Vught, explores the formalist approach to understanding video games
and play in contemporary culture. It delves into the aesthetic, cultural,
and communicative aspects of games, aiming to elucidate the
‘gameness' and 'playfulness' inherent in both digital and non-digital
forms. The authors offer a peer-reviewed platform for scholarly
discussion, drawing connections between humanities, industry, and
design methodologies. The book is intended for academics,
researchers, and professionals interested in game studies, providing
theoretical, analytical, and historical perspectives. It highlights the
importance of formalism in understanding the structure and experience
of video games, and how these insights contribute to broader cultural
and communicative contexts.



