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Introduction to the medium; history of video games; video games as aesthetic products, cultural
products, economic outputs; policy issues, effects, and sites of community.
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This chapter will explain both the imagery and the reality. For both industrial and political reasons,
the early 1980s were a crucial turning point in the social history of video game play. What began as
an open and free space for cultural and social mixing was quickly transformed through social
constructions that had little to do with content, the goals of the producers, or even demand. The
legacy of that era persists today, influencing who plays, how we view games, and even how we
investigate their uses and effects.
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@3 Social networks are beginning to have a bigger role in building community and catalyzing
neighborhood co-operation and social action. Neighborhood sites appear to be playing a
consolidating role, building a stronger attachment on already-sound foundations. They help to raise
and debate local issues transparently and provide a channel and encouragement for people to get
involved in civic and community issues.
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& 4 [F Inthe field of communication, there are three main research methodologies: quantitative,
qualitative, and rhetorical. As students progress in their careers, they will likely find themselves using

one of these far more often than the others.
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2 5 B Analyzing the structure and competition in the U.S. News and Media Industry. This chapter is
grounded in the industrial organization approach, a process derived from applied micro- economic
theory that provides a frame- work for organizing the industry into a comprehensive whole while
maintaining enough flexibility to examine its unique characteristics.
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65 Social Science of games: Motivation, player types, presence, effects.
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Musical Goals, Graphical Lure and Narrative Drive: Visual Audio in Games
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