Content

Introduction
Space - The Theoretical Frontier ........oovvviiiieiiie e 7
l. Spaces

What Do They Represent?
Computer Games as Spatial Concepts

Stephan GUNZEI .........coooiiii i e 13
Playing with Sight

Construction of Perspective in Videogames

Stephan SCAWINGEIEE ........coee e 4

From Background to Protagonist
Spatial Concepts in ‘Portal’ and ‘Echochrome’

Karla TREIIRGDEr ... 61
The Art of Being There

Artistic Practices of Presence in Narrative Media

Teun DUBBEIMAN ... e 75

Space and Narrative in Computer Games

Sebastian DOMSCR ..o 103
II. Places

Ludoforming

Changing Actual, Historical or Fictional Topographies into Ludic Topologies

ESPEN AGISEN oo 127



https://doi.org/10.14361/9783839447307-toc 
https://www.inlibra.com/de/page/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/

There's No Place Like Home
Dwelling and Being at Home in Digital Games
Daniel VRIIG .......oeeeie e 141

Videogame Wastelands as (Non-)Places and ‘Any-Space-Whatevers’

SOUVIK MUKREIEE ... 167
The Game and ‘The Stack'’

The Infrastructural Pleasures of ‘Pokémon Go'

Bijarke LiDOTIUSSEN ....eeve et 185
No End of Worlds

Michael NItSCRE ... oo 201

lll. Territories

Itineraria Picta
Itineraria Scripta
Mathi@s FUCRS ... e 215

Distance and Fear
Defining the Play Space
SEDASHIAN MBFING ...ooeei e 231

The Rhetoric of Game Space
Lotman’s Spatial Semantics as a Method for Analysing Videogames
NIKIGS SCAFAPE ... 245

Morphology and Meaning in ‘Castle Wolfenstein 3D’
Paul Martin ......ooooiiiii 27

Combinatorial Explorations
A Brief History of Procedurally-Generated Space in Videogames
Mark J.P.Walf .. 295



https://doi.org/10.14361/9783839447307-toc 
https://www.inlibra.com/de/page/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/

