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Play helps define who we are as human beings. However, many of the

Materiale a stampa

Monografia



leisurely/ludic activities people participate in are created and governed
by corporate entities with social, political, and business agendas. As
such, it is critical that scholars understand and explicate the ideological
underpinnings of played-through experiences and how they affect the
player/performers who engage in them.This book explores how people
play and why their play matters, with a particular interest in how ludic
experiences are often constructed and controlled by the interests of
institutions, including corporation


