
Integrating Video Game
Research and Practice in
Library and Information
Science

Jacob A.[Ratliff
Independent Researcher , USA

A volume in the Advances in Library and
Information Science (AUS ) Book Series

IInformation ScienceI
REFERENCE

An Imprint of IGI Global



Table of Contents

Foreword . viii

Préfacé . x

Acknowledgment. xv

Section 1
Video Games , Players , and Gaming Culture

Chapter 1
A Classification of Video Games and Players . 1

A CLASSIFICATION OF VIDEO GAMES AND PLAYERS . 1

GENRE OF GAMES .4

PLATFORMS OF GAMES .12

CLASSIFICATION OF PLAYERS . 14

TIES .19

Chapter 2
Players as People . 22

GAME PLAYERS AS PEOPLE . 22

THE BARTLE TEST . 23

NICK YEE . 25
AESTHETICS OF GAMING . 28

GAMING RELATED ACTIVITES . 30

Chapter 3
Video Game Communication . 39

VIDEO GAME COMMUNICATION . 39

GAMING AS A SUBCULTURE . 40

NON -VERBAL COMMUNICATION . 40
COMMUNICATION PATTERNS TO BE PART OF A GROUP . 43

JARGON AND LINGO . 46

INFORMATION COMMUNITIES . 48



Chapter 4
Video Games and Health . 60

VIDEO GAMES AND HEALTH . 60
VIDEO GAMES AS DISTRACTION . 61
PHYSICAL ACTIVITY AND VIDEO GAMES . 63
OSTEOARTHRITIS AND STROKE . 64
ENHANCING LAPAROSCOPIC SKILLS . 66
MENTAL HEALTH . 68
ADHD . 74
AUTISM SPECTRUM DISORDERS . 77
COGNITIVE EFFECTS AND VIDEO GAMES . 82

RESULTS , GENERALIZABILITY , AND MOVING FORWARD . 89

Chapter 5
Video Games and Society . 98

VIDEO GAMES AND SOCIETY . 98
VIOLENCE AND VIDEO GAMES . 98
RIOT AND PLAYER BEHAVIOR . 106
WHAT IS VIDEO GAME ADDICTION ? . 109
CENSORSHIP OF VIDEO GAMES . 113

Chapter 6
Video Games and Government . 120

VIDEO GAMES AND GOVERNMENT . 120
COPYRIGHT . 120
ESPORTS AND GOVERNMENTS . 125

Section 2
Video Games in Library and Information Science

Chapter 7
Libraries and Video Games: Why?. 133

LIBRARIES AND VIDEO GAMES : WHY . 133
WHY GAMES IN LIBRARIES ? . 134
LITERACY AND VIDEO GAMES . 138

Chapter 8
Education and Video Games. 147

EDUCATION AND VIDEO GAMES . 147
GENDER DIFFERENCES IN VIDEO GAME EDUCATION . 148
VIDEO GAMES CAN BE MOTIVATING . 149
EDUCATION , NOT MOTIVATION . 152
PROBLEM SOLVING . 168
VIDEO GAMES AND EDUCATION : THE DOWNSIDES . 170



Chapter 9
Libraries and Video Games: The Practical. 176

LIBRARIES AND VIDEO GAMES : THE PRACTICAL . 176

COLLECTION DEVELOPMENT OF VIDEO GAMES . 176

VIDEO GAMES IN LIBRARIES . 181

LIBRARY GAMING PROGRAMS . 184

NEXT STEPS FOR VIDEO GAMES AND LIBRARIES . 188

Chapter 10
Gaming and Information Behavior . 193

GAMING AND INFORMATION BEHAVIOR . 193

INFORMATION ACTIVITIES . 195

TEXTUAL INFORMATION IN VIDEO GAMES . 198

AUDITORY INFORMATION IN VIDEO GAMES . 201

VISUAL INFORMATION IN VIDEO GAMES . 203

SEARCHING BEHAVIOR IN VIDEO GAMES . 204

PLATFORMS OF GAMES AND DIFFERENT INFORMATION BEHAVIORS . 207

PLAYERS AND THE INFORMATION THEY NEED ABOUT GAMES . 208

Chapter 11
Gaming and User-Centered Design . 216

GAMING AND USER-CENTERED DESIGN . 216

USER -CENTERED DESIGN . 217

USER TESTING . 226

Conclusion . 238

Related References . 250

Compilation of References . 282

About the Author . 297

Index 298


	Inhaltsverzeichnis
	[Seite 1]
	[Seite 2]
	[Seite 3]
	[Seite 4]


