1. Record Nr.
Titolo

Pubbl/distr/stampa
ISBN

Descrizione fisica

Altri autori (Persone)

Disciplina
Soggetti

Lingua di pubblicazione
Formato

Livello bibliografico
Note generali

Nota di contenuto

UNINA9910454299003321

Serious games : mechanisms and effects / / edited by Ute Ritterfeld,
Michael Cody, and Peter Vorderer

New York ; ; London : , : Routledge, , 2009

1-135-84891-2
1-282-28411-8
9786612284113
0-415-99370-9
0-203-89165-1

1 online resource (553 p.)

CodyMichael J
RitterfeldUte
VordererPeter

793.01

Games - Psychological aspects
Learning

Games - Research

Electronic books.

Inglese

Materiale a stampa

Monografia

Description based upon print version of record.

Book Cover; Title; Copyright; Contents; Foreword: From Virtual U to
Serious Games to Something Bigger; Editors; Contributors; List of
Figures and Tables; Part | Serious Games: Explication of an Oxymoron;
Chapter 1 Introduction; Chapter 2 Classifying Serious Games; Chapter 3
Enjoyment of Digital Games: What Makes Them "Seriously" Fun?;
Chapter 4 Serious Games and Seriously Fun Games: Can They Be One
and the Same?; Part Il Theories and Mechanisms; Section | Serious
Games for Learning; Chapter 5 Deep Learning Properties of Good
Digital Games: How Far Can They Go?

Chapter 6 Deep Learning and Emotion in Serious GamesChapter 7
Psychological and Communicological Theories of Learning and Emotion
Underlying Serious Games; Chapter 8 Designing Serious Games for
Learning and Health in Informal and Formal Settings; Chapter 9 What
Do Children Learn from Playing Digital Games?; Section Il Serious



Games for Development; Chapter 10 The Impact of Serious Games on
Childhood Development; Chapter 11 Designing Serious Games for
Children and Adolescents: What Developmental Psychology Can Teach
Us

Chapter 12 Doors to Another Me: Identity Construction Through Digital
Game PlayChapter 13 Identity Formation and Emotion Regulation in
Digital Gaming; Section Ill Serious Games for Social Change; Chapter 14
Serious Games for Girls?: Considering Gender in Learning with Digital
Games; Chapter 15 Girls as Serious Gamers: Pitfalls and Possibilities;
Chapter 16 Serious Games and Social Change: Why They (Should) Work;
Chapter 17 Entertainment-Education Through Digital Games; Part IlI
Methodological Challenges

Chapter 18 Melding the Power of Serious Games and Embedded
Assessment to Monitor and Foster Learning: Flow and GrowChapter 19
Making the Implicit Explicit: Embedded Measurement in Serious Games;
Chapter 20 Evaluating the Potential of Serious Games: What Can We
Learn from Previous Research on Media Effects and Educational
Intervention?; Chapter 21 Improving Methodology in Serious Games
Research with Elaborated Theory; Chapter 22 Generalizability and
Validity in Digital Game Research; Chapter 23 Designing Game
Research: Addressing Questions of Validity

Part IV Applications, Limitations, and Future DirectionsChapter 24
Three-Dimensional Game Environments for Recovery from Stroke;
Chapter 25 Reducing Risky Sexual Decision Making in the Virtual and in
the Real World: Serious Games, Intelligent Agents, and a SOLVE
Approach; Chapter 26 From Serious Games to Serious Gaming; Chapter
27 Immersive Serious Games for Large Scale Multiplayer Dialogue and
Cocreation; Chapter 28 The Gaming Dispositif: An Analysis of Serious
Games from a Humanities Perspective; Index

Sommario/riassunto Serious Games provides a thorough exploration of the claim that
playing games can provide learning that is deep, sustained and
transferable to the real world. "'Serious games™ is defined herein as
any form of interactive computer-based game software for one or
multiple players to be used on any platform and that has been
developed to provide more than entertainment to players. With this
volume, the editors address the gap in exisiting scholarship on gaming,
providing an academic overview on the mechanisms and effects of
serious games. Contributors investigate the psychological mec
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Sommario/riassunto From the Pirate Parties in Northern Europe to Podemos in Spain and the
5-Star Movement in Italy, from the movements behind Bernie Sanders
in the US and Jeremy Corbyn in UK, to Jean-Luc Melenchon's
presidential bid in France, the last decade has witnessed the rise of a
new blueprint for political organisation: the 'digital party'. These new
political formations tap into the potential of social media, and use
online participatory platforms to include the rank-and-file. Paolo
Gerbaudo looks at the restructuring of political parties in the time of
Facebook, Twitter, Instagram and campaigning based on Big Data.
Drawing on interviews with key political leaders and digital organisers,
he argues that the digital party is very different from the class-based
‘mass party' of the industrial era. With new structures come worrying
changes in political forms, such as the growth of power cliques and the
need for centralised, charismatic leaders, the erosion of intermediary



party layers and the loss of accountability. However, there is also a
growth of strong unity at the centre and extreme flexibility at the
margins, creating a promising template which could counter the social
polarisation created by the Great Recession and the failures of liberal
democracy.



