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Even as the field of game studies has flourished, critical historical studies of games have lagged behind other
areas of research. Histories have generally been fact-by-fact chronicles; fundamental terms of game design
and development, technology, and play have rarely been examined in the context of their historical,
etymological, and conceptual underpinnings. This volume attempts to "debug" the flawed historiography of
video games. It offers original essays on key concepts in game studies, arranged as in a lexicon -- from
"Amusement Arcade" to "Embodiment" and "Game Art" to "Simulation" and "World Building."

Written by scholars and practitioners from a variety of disciplines, including game development, curatorship,
media archaeology, cultural studies, and technology studies, the essays offer a series of distinctive critical
"takes" on historical topics. The majority of essays look at game history from the outside in; some take deep
dives into the histories of play and simulation to provide context for the development of electronic and
digital games; others take on such technological components of games as code and audio. Not all essays are
history or historical etymology -- there is an analysis of game design, and a discussion of intellectual
property -- but they nonetheless raise questions for historians to consider. Taken together, the essays offer a
foundation for the emerging study of game history.

ContributorsMarcelo Aranda, Brooke Belisle, Caetlin Benson-Allott, Stephanie Boluk, Jennifer deWinter,
J. P. Dyson, Kate Edwards, Mary Flanagan, Jacob Gaboury, William Gibbons, Raiford Guins, Erkki
Huhtamo, Don Idhe, Jon Ippolito, Katherine Isbister, Mikael Jakobsson, Steven E. Jones, Jesper Juul, Eric
Kaltman, Matthew G. Kirschenbaum, Carly A. Kocurek, Peter Krapp, Patrick LeMieux, Henry Lowood,
Esther MacCallum-Stewart, Ken S. McAllister, Nick Monfort, David Myers, James Newman, Jenna Ng,
Michael Nitsche, Laine Nooney, Hector Postigo, Jas Purewal, Reneé H. Reynolds, Judd Ethan Ruggill,
Marie-Laure Ryan, Katie Salen Tekinba?, Anastasia Salter, Mark Sample, Bobby Schweizer, John Sharp,
Miguel Sicart, Rebecca Elisabeth Skinner, Melanie Swalwell, David Thomas, Samuel Tobin, Emma
Witkowski, Mark J.P. Wolf
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From reader reviews:

Dennis Taylor:

People live in this new moment of lifestyle always attempt to and must have the extra time or they will get
great deal of stress from both everyday life and work. So , if we ask do people have spare time, we will say
absolutely of course. People is human not a robot. Then we consult again, what kind of activity are there
when the spare time coming to you of course your answer will unlimited right. Then do you try this one,
reading books. It can be your alternative throughout spending your spare time, often the book you have read
will be Debugging Game History: A Critical Lexicon (Game Histories).

Julian Eaton:

Reading can called imagination hangout, why? Because when you find yourself reading a book mainly book
entitled Debugging Game History: A Critical Lexicon (Game Histories) your brain will drift away trough
every dimension, wandering in each and every aspect that maybe not known for but surely will become your
mind friends. Imaging every word written in a reserve then become one type conclusion and explanation that
maybe you never get ahead of. The Debugging Game History: A Critical Lexicon (Game Histories) giving
you an additional experience more than blown away the mind but also giving you useful facts for your better
life within this era. So now let us present to you the relaxing pattern the following is your body and mind are
going to be pleased when you are finished reading it, like winning a casino game. Do you want to try this
extraordinary shelling out spare time activity?

Helen Woodson:

Beside this specific Debugging Game History: A Critical Lexicon (Game Histories) in your phone, it can
give you a way to get nearer to the new knowledge or info. The information and the knowledge you may got
here is fresh in the oven so don't become worry if you feel like an old people live in narrow commune. It is
good thing to have Debugging Game History: A Critical Lexicon (Game Histories) because this book offers
for your requirements readable information. Do you occasionally have book but you do not get what it's all
about. Oh come on, that will not end up to happen if you have this within your hand. The Enjoyable blend
here cannot be questionable, like treasuring beautiful island. Techniques you still want to miss it? Find this
book in addition to read it from right now!

Jonathan Thurman:

Do you like reading a book? Confuse to looking for your favorite book? Or your book has been rare? Why so
many issue for the book? But any kind of people feel that they enjoy with regard to reading. Some people
likes reading through, not only science book but additionally novel and Debugging Game History: A Critical
Lexicon (Game Histories) or maybe others sources were given knowledge for you. After you know how the
great a book, you feel wish to read more and more. Science reserve was created for teacher as well as
students especially. Those publications are helping them to bring their knowledge. In additional case, beside
science e-book, any other book likes Debugging Game History: A Critical Lexicon (Game Histories) to



make your spare time more colorful. Many types of book like this.
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