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Post-Nationalist American Studies seeks to revise the cultural
nationalism and celebratory American exceptionalism that tended to
dominate American Studies in the Cold War era. The goal of the book's
contributors is a less insular, more trans-national, comparative
approach to American Studies, one that questions dominant American
myths rather than canonizes them. Articulating new ways to think
about American Studies, these essays demonstrate how diverse the
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field has become. Contributors are concerned with cross-cultural
communication, race and gender, global and local identities, and the
complex tensions between symbolic and political economies. Their
essays explore, among other topics, the construction of "foreign"
peoples and cultures; the notion of borders-territorial, racial,
economic, and sexual; the "multilingual reality" of the United States; the
place of the Mexican-American War in U.S. history; and the significance
of Tiger Woods in today's global market of consumption. Together, the
essays propose a renewed vision of the United States' role in the world
and how American Studies scholarship can address that vision. Each
contributor includes a sample syllabus showing how the issues
discussed in individual essays can be brought into the classroom.
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This volume focuses on games to manage and facilitate rehabilitation.
It emphasizes user practice, attitudes, and experience, and their
changing place within developing rehabilitation frameworks. It looks at
how users have adopted, integrated, and innovated with games to
facilitate rehabilitation. Topics include game technology, game design
and accessibility, web-based technologies vs pervasive and mobile
technologies, social and collaborative aspects, and rehabilitative
outcome. Games for rehabilitation are gaining interest from different
communities such as medicine, psychology, and rehabilitation. A
distinction can be made between games specifically made for
rehabilitative purposes and games made for the general public but that
are used in rehabilitation as well. Games have allowed the building of
new/complementary forms for rehabilitation and offered new options
to produce rehabilitative activities and experiences.
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