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Where do computer games »happen«? The articles collected in this
pioneering volume explore the categories of »space«, »place« and »
territory« featuring in most general theories of space to lay the
groundwork for the study of spatiality in games. Shifting the focus
away from earlier debates on, e.g., the narrative nature of games, this
collection proposes, instead, that thorough attention be given to the
tension between experienced spaces and narrated places as well as to
the mapping of both of these.

»Ein Sammelband, der das relativ breite Forschungsfeld zur
Raumlichkeit digitaler Spiele um interessante Ansatze und Thesen
erweitert.« Markus Spohrer, MEDIENwissenschatft, 2-3 (2020)



