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™MIANOYPWNN 67% -1,2006 Mwa (the Entertainment Software Association) ESA-n »y y¥aw
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"awnn '‘znwn" .'11 (Handheld) nima znwn ninpn ,(Consoles) nirma pnwn nndn ,(Arcade) nimiy
.computer and video games nimn 7w XN DIAON KXIN
% Mark J. P. Wolf, "The Video Game as a Medium," in The Medium of the Video Game (2001), 13.
*The ESA, T op Ten Facts (2007 [cited); available from http://www.theesa.com/facts/top _10_facts.php.
* David M. Riley, Amount of Time Kids Spend Playing Video Games Is on the Rise (The NPD Group, 2007
[cited); available from http://www.npd.com/press/releases/press_071016a.html.
° DFC Intelligence, Dfc Intelligence Forecasts Video Game Market to Reach $44 Billion by 2011 (2006
[cited); available from http://www.dfcint.com/news/prsept262006.html.
6 PriceWaterhouseCoopers, "Global Entertainment and Media Outlook: 2007-2011," (2007).
" David Buckingham and Julian Sefton-Green, "Structure, Agency, and Pedagogy in Children's Media
Culture," in Pikachus Global Adventure - the Rise and Fall or Pokemon (2004), Ph.D. David Walsh,
"Video Game Violence and Public Policy," in Minneapolis: National Institute on Media and the Family
(2001).
8 Sanjay Jain and Charles R. McLean, "Integrated Simulation and Gaming Architecture for Incident

Management Training," in The Winter Simulation Conference (2005), Jonathan Sidener, "Games Get
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*(Bruno Latour) 71109 ™12 ™ (Ruth Schwartz Cowan) wp X mw M0 ,"*(Trevor J. Pinch)
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.PNONOLN MNNNM >N NN D17 DMIPNA

Serious " The San Diego Union-Tribune, September 25 2006. David Michael and Sande Chen, Serious
Games: Games That Educate, Train, and Inform (Thomson course technology, 2006).
J*7NNN MIv1a) DIYN IX? 2WNN 'PNYn NYSIN 7¢ NINNSNNN 1'70N K'N AWNN 'Zhwn 7¢ nnan o
7¥ nan" NTIAYA N1dN AR AT N DX CL(IT DT NNA0NA N2 I'RY TTIA AWNN 7Nwn 7w Nimon
7v n'm1ann nann" nirna (Construction) N'AN NN NWYIY WIN'y? n7apna "awnn '‘pnwn
AT DTV NN ANIRT AN "Nt
"% peter L. Berger and Thomas Luckmann, The Social Construction of Reality: A Treatise in the Sociology
of Knowledge (Anchor, 1967).
" Trevor J. Pinch and Wiebe E. Bijker, "The Social Construction of Facts and Artifacts: Of How the
Sociology of Science and the Sociology of Technology Might Benefit Each Other," Social Studies of
Science 14, no. 3 (1984).
'2 Wiebe E. Bijker, Of Bicycles, Bakelites, and Bulbs: Toward a Theory of Sociotechnical Change (MIT
Press, 1997).
'3 Pinch and Bijker, "The Social Construction of Facts and Artifacts: Of How the Sociology of Science and
the Sociology of Technology Might Benefit Each Other".
' Ruth Schwartz Cowan, "How the Refrigerator Got Its Hum," in The Social Shaping of Technology : How
the Refrigerator Got Its Hum, ed. Donald A. MacKenzie and Judy Wajcman (Philadelphia: Open
University Press, 1985). Ruth Schwartz Cowan, The Industrial Revolution in the Home (1985).
'* Bruno Latour, Reassembling the Social: An Introduction to Actor-Network-Theory (2005).
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19°9y1 2% P35 INTIY PAYN 590 WY 2329710 PRYN 1PN PRWNN . 2NN 2778 1987-2)
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1A MNI DY JPNYN MY THMN MHIYRIN DYV 1NN 1PV 1IN0 7N PHYNN .0DIYI
PNIVNNY >TOL TR DTPNMY NWTN 1PN NMNSN DN 1YY .2IWe) IMNND LYY PN 91D XN

Nintendo entertainment ) NES-n ,pnwnn  Symn 1oy N1mnn 1onoNo0 IR Y89 7N
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'® Mark J. P. Wolf and Bernard Perron, "Introduction," in The Video Game Theory Reader, ed. Mark J. P.
Wolf and Bernard Perron (Routledge, 2003).
"9 C. Kohler, Power-Up: How Japanese Video Games Gave the World an Extra Life
(BradyGAMES/Pearson Education, 2005).
DY 10701 RPAINKD NP0 1Y TN 2530 KINY IWWN M0 7NN WM P Y avnm pnwunn 2
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AUNN PRYN SY MNNIND MINMI NNON NINDNI D1T79) D2225795 N

M99 nYPY

NNON A0 IMNNNNY TMIDON NN XIN DT IPNNA MDD YINIWN NN NYYN 12 MM )
VIDOW NIV N0, 1PMIVIY NN INNONN X NIRNNDN M0 10N P2 9915 13 9 .SCOT

DMNONN NN NIPANN MDY PINONI
Bijker and ) /992901 922 121 DY DINNA W) SCOT MINN DY NYUNRIN BDHWN NNNN
DYINNNN DT DMIANNI DD DN DNIVN TONN . MNNONN NN DXV 21984 1 (Pinch
1N ONMLY (John Law) 19 373 DN 99010 02N T DY 1) /N9 P22 3T By ), NINONN NN

(Thomas P. Hughes)

%2 Pinch and Bijker, "The Social Construction of Facts and Artifacts: Of How the Sociology of Science and
the Sociology of Technology Might Benefit Each Other," 399-441.

2 Bijker, Of Bicycles, Bakelites, and Bulbs: Toward a Theory of Sociotechnical Change. Wiebe E. Bijker
and John Law, Shaping Technology / Building Society: Studies in Sociotechnical Change (MIT Press,
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1994). Wiebe E. Bijker, Thomas P. Hughes, and Trevor Pinch, The Social Construction of Technological
Systems.: New Directions in the Sociology and History of Technology (MIT Press, 1989).

* Cowan, "How the Refrigerator Got Its Hum".

%5 Ruth Schwartz Cowan, "The Consumption Junction: A Proposal for Research Strategies in the Sociology
of Technology," in The Social Construction of Technological Systems : New Directions in the Sociology
and History of Technology, ed. Wiebe E. Bijker, Thomas Parke Hughes, and Trevor. J. Pinch (MIT Press,
1987).

% Bijker, Of Bicycles, Bakelites, and Bulbs: Toward a Theory of Sociotechnical Change.

%" Eda Kranakis, Constructing a Bridge : An Exploration of Engineering Culture, Design, and Research in
Nineteenth-Century France and America (MIT Press, 1997).

8 W. Brian Arthur, "Competing Technologies and Economic Prediction," in The Social Shaping of
Technology: Second Edition, ed. Donald MacKenzie and Judi Wajcman (Open University Press, 1985).

% Anne-Jorunn Berg, "A Gendered Socio-Technical Construction: The Smart House," in The Social
Shaping of Technology: Second Edition, ed. Donald MacKenzie and Judi Wajcman (Open University Press,
1985).

% Donald MacKenzie, "Missile Accuracy: A Case Study in the Social Processes of Technological Change,"
in The Social Construction of Technological Systems : New Directions in the Sociology and History of
Technology, ed. Wiebe E. Bijker, Thomas Parke Hughes, and Trevor. J. Pinch (MIT Press, 1987).

* Thomas J. Misa, "Controversy and Closure in Technological Change: Constructing "Steel"," in Shaping
Technology/Building Society : Studies in Sociotechnical Change, ed. Wiebe E. Bijker and John Law (MIT
Press, 1992).

%2 W. Bernard Carlson, "Artifacts and Frames of Meaning: Thomas A. Edison, His Managers, and the
Cultural Construction of Motion Pictures," in Shaping Technology/Building Society : Studies in
Sociotechnical Change, ed. Wiebe E. Bijker and John Law (MIT Press, 1992).

% John Law and Michel Callon, "The Life and Death of an Aircraft: A Network Analysis of Technical
Change," in Shaping Technology/Building Society : Studies in Sociotechnical Change, ed. Wiebe E. Bijker
and John Law (MIT Press, 1992).
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SCOT Ry NN H2PNN NNONN IDIN . NTIAYN THNND YNIN ININ NNOND OO0 NN 2WNND

N NYNOVN ANNNND HY NPNIAN MNP P YNINND 1NN RYNN TONN DY UXT DWN

S 12V 2VNNN OPNYNRY MMYPN NPINNNN INNIN 12 19IND D02

,SCOT Ny 7NN 2220 NN NNY MINDN NN RIN YIDOY NYYN 12 735707 MDD 9NV 101112
M -Ppn onn ,(Video Game Studies) avwnn >pnwn 9pn oINNN MDA 0) WHNWUN
.(Cultural Studies) man »no onm (New Media Studies)

MYa .3 PINRN MUY PY DORNTPNR YW DY NIV NN TIVNY YNN AWNNN SPNYn 9PN 01NN
Ny >ans 190n 1701 ,*(Digital Games Research Association) DIGRA  nmmny nnpin m

N7 PT Y OINNA MI90N , NINY MINY 41 BN »an1a NWNa PN NN MM Oxwna

3 Nick Clayton, "Scot: Does It Answer?," Technology and Culture 43, no. 2 (2002), Werner Rammert,
"New Rules of Sociological Method: Rethinking Technology Studies," The British Journal of Sociology
48, no. 2 (1997).
% Landgon Winner, "Upon Opening the Black Box and Finding It Empty: Social Constructivism and the
Philosophy of Technology," Technology & Human Values 18, no. 3 (1993).
% Hughie Mackay and Gareth Gillespie, "Extending Social Shaping of Technology Approach: Ideology
and Appropriation," Social Studies of Science 22, no. 4 (1992).
¥ bid.
%8 Dmitri Williams, "Bridging the Methodological Divide in Game Research," Simulation & Gaming 36,
no. 4 (2005).

[171M2 21712000 [DANN N'TA ANZR " T T 20 N7amn N7RY NIYI NNV X (1KY %
0 Eludamos. Journal for Computer Game Culture ([cited); available from www.eludamos.org, Game

Studies. The International Journal of Computer Game Research ([cited); available from
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I

http://gamestudies.org, Games and Culture. A Journal of Interactive Media ([cited); available from
www.gamesandculture.com.
IT University of Copenhagen, Center for ) 12019157 NV'01Q1INA N¥N1 DI'D D'7ITAN D'TOINN TNX 4

(MIT Comparative Media Studies) MIT -2 n»j7 qon 71t ™ ,(Computer Games Research
“2 Katie Salen and Eric Zimmerman, Rules of Play - Game Design Fundamentals (The MIT Press, 2004).
Staffan Bjork and Jussi Holopainen, "Games and Design Patterns," in The Game Design Reader (The MIT
Press, 2006).
* Rrbecca R. Tews, "Archtypes on Acid - Video Games and Culture," in The Medium of the Video Game
(2001). Jos de Mul, "The Game of Life: Narrative and Ludic Identity Formation in Computer Games," in
Handbook of Computer Games Studies, ed. Joost Raessens and Jeffry Goldstein (MIT Press, 2005). Dafna
Lemish and Linda-Renee, "Pokemon in Israel," in Pikachu's Global Adventure: The Rise and Fall of
Pokemon (2004).
4 Henry Jenkins, "Games, the New Lively Art," in Handbook of Computer Game Studies, ed. Joost
Raessens and Jeffrey Goldstein (MIT Press, 2005).( Aaron Smuts, "Are Video Games Art?," Contemporary
Aesthetics 3 (2005).
®] effry Goldstein, "Violent Video Games," in Handbook of Computer Game Studies, ed. Joost Raessens
and Jeffrey Goldstein (MIT Press, 2005.( Mark Griffiths and Mark N. O., "Does Video Games Addiction
Exist?," in Handbook of Computer Game Studies, ed. Joost Raessens and Jeffrey Goldstein (MIT Press,
2005).
8 David Williamson Shaffer et al., "Video Games and the Future of Learning," (2004). Marc Prensky,
Digital Game-Based Learning (Paragon House, 2001).
" L. Herman et al., The History of Video Games (Gamespot, 2002 [cited); available from
http://gamespot.com/gamespot/features/video/hov/index.html. Steven L. Kent, The Ultimate History of
Video Games (2001). Steven Poole, Trigger Happy: Videogames and the Entertainment Revolution
(Arcade Publishing 2000). David Sheff and Andy Eddy, Game over, Press Start to Continue: The Maturing
of Mario (Cyberactive Media Group 1999). Stephan Kline, Nick Dyer-witheford, and Greig De Peuter,
Digital Play (2003) . Steven Malliet and Gust DeMeyer, "The History of the Video Game," in Handbook of
Computer Games Studies (2005).( Dmitri Williams, "The Video Game Lightning Rod: Constructions of a
New Media Technology, 1970-2000," Information, Communication and Society 6, no. 4 (2003).
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“9 Britta Neitzel, "Narrative in Computer Games," in Handbook of Computer Game Studies, ed. Joost
Raessens and Jeffrey Goldstein (MIT Press, 2005).
aNTIV ,(Russian formalisim) ‘0N 077210019 ,(Aristotle) 100X 7¢ NIMIX'MA NNRINNA 17X 1IRN NN %0
.(Bordwell) 2umia1 (Chatman) jnux'y ,(Genette) 0VIX'a ,(Todorov)
NYRIVAIN N220N NN ,NIDNI DDON AN ,ZNYNN NY9Y 1DIR¥NI AWAN 7NYNI 2070 2970 A >
AWK ,TTIA 7NWUn NNA0N1 X71) 7NWN7 pNun 2 DDRIYA N Y¥ANN 17'X D2 NINNSNN n1na . (‘ml
.(0m™IN DNIR 7¥ NINNSNN RIXNY7 NI ,NN'Y' 701 1D ,12 0a
°2 David Bordwell, Narration in the Fiction Film (Routledge, 1987).
%3 Seymour Benjamin Chatman, Story and Discourse: Narrative Structure in Fiction and Film (Cornell
University Press, 1978).
% Gerard Genette and Jane E. Lewin, Narrative Discourse: An Essay in Method (Basil Blackwell, 1980).
Gerard Genette and Jane E. Lewin, Narrative Discourse Revisited (Connell University Press, 1988).
% Henry Jenkins, "Game Design as Narrative Architecture," in First Person - New Media as Story,

Performance, and Game (MIT Press, 2004), 118-20.
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6

NNON XNNN NX NPT MXAD WY PN NPIDN NN 2 D00 N DM9DY NMT 9IN2

STd07m

(Simulation) 8910 NYI DMPNN DX NYDID AWNNN YPNYN PN DINNA NYIN90N

D MTINY DMNVNY’ D 025992 PNIAN (Gonzalo Frasca) Npoa9 191 .1 NTayY 0»OIMYIN
NDN NPHY DPAYNN MNP NN D¥IN 1IN D79, NOYY . 2avnn spnun o annn ona
NN 0PN OWRNWN 12 Lodology nMyyan  wiTnd N5 XYM NPOI DY INDND WD
a VNN HOYPNYN D725 77151 WHNNWND DNNNI DN DXODN DO . AWNNN YPNYN 1PN DINN
nMona. *(Participation) Monnwn W (Interactivity) NPDOPNIVIN DN DINK T OYSHND
.DNVIINIDN DXIINNNI PYND IPIN DNYIND DNYNIN 1T NTIAY

PN OINN NNVONI  NIANIIY MDA 27 VINOY TN N NTIAY HY I NVDMNIN NPIN |, TIY qONI
1991 NVYI DINNA NANIY NPNVOXIN MNADN . AVNNTOP NYN NYMN DY AWNNN SPNYN

D’ YV DINNON NODID TR NMNN NPNVDIN NPRY  MIND D) VINW NYYN MIN G0N

.DTAYY D»VINDIN DYVIION

YRYNY POIMNMSIN NN T -1 IPNa YIPR PN VPPN DXAYNI AN SPHYN

Lev )/ Y2200 29 0¥0Y MIINNN X7 7PT0 -1) SY DIVPMIIND DOPNYNN N MODN»NN SN

D90 0>and .*'»The Language of New Media” 11902 > -1y mnnann 9y (Manovich

% Jesper Juul, "A Clash between Game and Narrative " in the Digital Arts and Culture Conference
(Bergen: 1998).

* Janet H. Murray, Hamlet on the Holodeck: The Future of Narrative in Cyberspace (MIT Press, 1997).
%8 Gonzalo Frasca, "Simulation Versus Narrative: Introduction to Ludology," in The Video Game Theory
Reader, ed. Mark J.P. Wolf and Bernard Perron. (Routledge, 2003).

% Joost Raessens, "Computer Games as Participatory Media Cultre," in Handbook of Computer Game
Studies (MIT Press, 2005).

60 Terry Flew, New Media: An Introduction (Oxford University Press, 2002).

1 Lev Manovich, The Language of New Media (MIT Press, 2001).
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n ®(Lisa Gitelman) 502 no>*9 ,% (Marshall McLuhan) ymopn Svan Sv 0¥ans omda

VNN OPNYNA SN SMON»NNY DY012 DN N

DONNNY DPNNNIN D¥25571D MDA NPTV NN NPXYD DI0IN) AWNNT YPNYNNI 91T PON

MPADN MAINN YY MNOPHDN DINN NPNNON I Avo &

AUNN SPNWNN 199 NYa PN
YMIN WY Y NVNNOND . MININ NIPYY MIIN MPY HY MNNINN NN N NN 1Y MYV

Production ) 7ma7n 737 nxIpIN (Richard A Peterson) )Y009 79737 Hw 19N 0 11 NTaya

P Art World” 902 (Howard Saul Becker) apa Taxmn »3nw monm *(of culture
SV VYT NN TN 7 MIAIND NN TOIN NN AP POIVH DO NPNNON NN NNON2
,MIN AN LO9Y M , VIV PIN ,TININIV : 1IN DINDON PA . WNINND NIN INNN DINDIND

o Mamy NP MYoN

®2 Marshall McLuhan, The Medium Is the Message (1967).

63Henry Jenkins, Convergence Culture: Where Old and New Media Collide (New York University Press,
2006). Lisa Gitelman, Always Already New: Media, History, and the Data of Culture (MIT Press, 2006).
o4 Smuts, "Are Video Games Art?."

® Richard A. Peterson, The Production of Culture (Sage Publications, 1976). Richard A. Peterson, "Five
Constraints on the Production of Culture: Law, Technology, Market, Organizational Structure and
Occupational Careers," The Journal of Popular Culture 16, no. 2 (1982).

% Howard Saul Becker, Art Worlds (University of California Press, 1984).

o7 Peterson, "Five Constraints on the Production of Culture: Law, Technology, Market, Organizational

Structure and Occupational Careers."
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PPN NN

ATAYN NN
NN, NNPMAVOAN NN MNYD NN JNM PN DYDY DY RN, N1 P9 505N 1N NIy

T2V MIPON NN 12 DIDD PIN (DXPNYNN NITO NN NN

: NYan
YIRNT DTN PTRY IPNNY NPOVINDIN NPNNONN NN, IPNNN NIRY DX PIN NXIANN P92
172N2 2AWNNHOPNYN DY 31OIDN DTPON NN INNDN . NTIAYN TYHND NIPY IMIN PN MnnD
T 779 NNDNA .V PNYNOV DY TIDND N0 NHINT DN AWNNTN SPNYN ¥ITH PIADN)
N 18PN (Casual Games) YRV YPNYN DY WITL , 2WNNDN YPNYN NMNVDIN DY PPN PN
MM MIPN . AVNHNN YPNWN DY MIOYIN MNVDINN NN DY JNIAN 1PN YNNON NN DPNRY IWINd
1T TPOTPN PIN NN . AYNHNTHOPNYN DY IONDNOLN 1PN NNY NININ NP dNINIY

LPINVDNIN THIRD 1727702 MNYN MNIN PA OMIWPN NN

Casual -n .Casual Games 7 OO NHNDN N7 DMNIVP IN DY DMV JNI1AN 2PN
DMAY DOVIVI DXPNYN 2 NTPNRNND DXPNYNN NYYYN TIN2 NNNANIY NI N NN Games
- NN DY>Ta0nN 0I»aNNN (Solitaire) IV¥9I0Y (Tetris) ©VLL NONT , AN DOWHPNWYN HNPY

1921 297 WM VWATIND , DN PHYY TNOO Hp oM O avnn Ypnwnn Casual Games
,NTI2Y2 ,1>22) DIPN D52 DY) DM DNA PNYD X721 (9552 DR) G0 NN WITI KD 0N pnvh
S8 MINDON PYoNa

PV OYOONRIPN TN ONPN INY T 5NPY  DYPNYNN DY TN SN IR IDNN DN DIMINND

69

AUNNNPNY ,13-17 DRI D PIORD  Frp»yr NN 191N OX . AWNNN YPRYN

%8 Casual Games Association, "Casual Games Market Report 2007: Business and Art of Games for

Everyone," (2007).

.0'INTTN AWNN 27NWN DNIX 7'Tann 072D Aawnn N7 12Th 12 KN " 69
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9¥ 79 95 DINDM NNV LA IR TAN P DY NIONA M) N Casual Games -2 pnwnn

LDINDNN MAOV YON DN DM ,D712)) DOV, 0N DOPNWN O : NN NI TONN

1MIAN 29PRY NPVINDIN MNYN MNIN NN

DMoN 1wa "0

T2 POYN HY NOYONN NN IVIRY PRV NINDN PN DNYRIN AWNNN SPNYN
DMVN DOPNWYND DXAMYNN DIPINN TINX YT DY MMM NV NN VY DIPNYNN 1IN
AN YV Y¥IY GWAN NTTYS LT NINK PRUN NNONY (MNY1TI) WINWN punn | TIND ,Np¥97))

D2 ppunn mnMovhs R PNV TYSN XM 7

DXPNYNN D35 O MLVINDIN DD DMNA
VNN HOPNHYNR MNNONT NN JNAN JN2 NN NNX NN PRYNRN NNV

1 DY DN DMPANN ,DNIPNYN T YY MNAPY O SDIPN NPND VNN PATH DY INMOY DOPNYN
NNXAPD O MVINTIN NIDINA DNVNN  IVYY MNP TN YIDY MVYD IDNNY DXNNINN
DI I NN .YDNN TN IR MNP, YNIPM MO0 DIWN NINYN .NNNDN
YYNI DPOINHKN DXDI9N D) .ONDHN DNT 222IND DNSY IN PTHND ONIPNY D NIVIN
Y NN NIN NNIN . DMIMNYN DN DMON DNINTY OXNNA DMNYN DIPNYND DY DIPOINN
VNN YPNYHN MNNSND NN NN N2

TUNRN YPNYN 1900 . TUHRN PRVRY 21 ,N0o8Nn XN NN ,avnn phvn 0319 DPNna

NTIAYN MDT2 MIANN DOPNYN MIHTO .MNNINN HvNIND NNINDN I DIV DIPNYN NITO DMINY

.Pac-man-1 Space invaders ,Pong nnait o'znwn 70
NIN'SI IX¥NN TAZDW R INK TIA X'¥nn ,(Baer) 182 9781 XIn PRwnn Nnaiouyo (v yiynn |
D'7NYNNN TNX X'¥Nnd DA 0019Nn ,1972 2 Magnavox-n ,N"NoN NX9INY NIIYNIN PNYnNN NNIISYT7o
.Simon |N>'Th Pnwn ,dnira o RvIvidN 0 TN 00T

Steven L. Kent, "Forgotten Fathers," in The Ultimate History of Video Games

(2001).

. DN7IWD DX V"7 152 NANIN 2173 INNID 21 ITIN WIN'W NWYl DA DD DNIK 2
NINY¥NN NNX?7 NWN DI TV ANTY IMNON NNYYNY 1DTY NRIWRIA PYNN NNAISVYo1 NNX 7>
12YNN NINONISN NIBOI PNYWN NINNISVYO .Atari 2600 -0 NNIISVYS X'N D'PNYAN N"YYNI NI NI7ITAN
PNUNN NINNIBY79 .Sega Master system-n NX ,(Nintendo Entertainment system) NES n nx ni7710
[N 7NYn NIMIvYY 9w 191 nnown .Wii-ni Xbox 360 , PlayStation 3 -n X N771> orrn niMx71919n
Nintendo n1an 7¢ GameBoy n X'n [N2AW NNO1I9AN NITIN NINNISV79N

™ Mark J. P. Wolf, "Genre and the Video Game," in The Medium of the Video Game (2001).
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YMIVNVN YINVY PNIN DOP AUND , TV PRYN NNOY PIANPD GWIND NIDODD NIDSNY PRYNY

S MNNANN NN N2 NPWHYN NN NN DIPNYNN NITO . INDSNY NOT 925V XMNa vinova

VNN YPNYN

72NN ,220700 , NONIV PA PINNN YR D W NNV NN NIXN MININHDN MNINND NNI 902
MY . INY P> MNNINNN NOD , ANV DN DMIINND TN DI DY AYaVWnn Y 1ON .Manm
INRND NN DMN DNOYN INNNN L, OTNHD NPWY MIN DX NN NNX D2 MNNINNN NNV

VN MNP PORNN WP NN ST Yy P TWONNN

TIPNDNOV NNIAVYH NMINNANM : NNYNI NNI

PRYN NN IN NNNAVIA NNIND NPTV NININ DY NOVIDN NIDN XIN AWNND PHYN
PRYN MNON (Arcade) NN PAVHN MINOKN : DINDD MPINI NINMYN PRVHRN NNV
NN NIMYRIN MTMN pnvnn Mnon .(Handheld) mym pnwn nimom (Consoles) nynda
=920 Y N9YT NI YN PRV NN YW NNYSNN .7°1976-1 Mattel ©y18y8n nan > Yy
112 MADN MH2N Y31 DY 1990V8N Mattel DN . DMDIT »PHI NMINKA YTINIY MDION Mattel
nan AN Y N MVIPMTN I Sony-y Coleco, Milton-Bradley, Atari, Sega, Nokia
D17 DN DY I TV 80-N NNV NYNNN YNNI Pva NI MIpNY nmynNv Nintendo
1212 .Nintendo DS-m Game Boy Advance-n ,Game Boy-n ,Game & Watch nv71o ona
, VINOJDN 1210 MYTN DYNINO0V MDD MTMIN PRVARN NN 51901 DNWYN

MNM TN MYTH MDA DY DXVNNWN D7 DXPNYNR .MNo8m GPS moayn ,omanipm

.92y20 N2579) NPYY 199N PRYNN
MNNANT DY MDD PN NITHIN DOPNYNTI NMINIOVIY MNNINN N ¥ NIRIN NTIAYN TONN2
SV MM yawn ,01”MIAIN-0MNIIN  DYT27 210N TN 257N ND XON X T HNONOV

.D»2>0) OPNNMIX D22571 HD1D) DXDIVIN MNP

& Kent, The Ultimate History of Video Games 200.

32nn 17 Ty



"WYY IRINYG NN nyxn '2'07N1-1100n Y'n

IINT MNNIND : NIY NN
NN OMEM " pRwNn YW DXPIND NN NN DX PTHIN NNVYI DXTMY DPRYN HY DDYDIa
YT DY DINDIPN NNYT NPNN YL DIPNYNI . OMINN DIPNYNNI PRYNN NN NDITANY PRVHN TPNN
. YN9IPA AMVDI OMNN! T ANMKIPNY T NN TOMINTD DMI¥) Y DMPANN ,DIPNYN
DTN, NINDN NPNIND DIXNINNI MINHD YTN SPNYN 1PV DIONNN DPNYN D27 DMPN1
PNYN O 9 HY IPNVDINN TITN MIAN DX DONIM POMNIN’ 1 >TD»NI MDVPIDIIVLY NI

AVNNn

D»0N DPNWR . *(Puzzle games) SINON XPAWN DN T NIN TNV DMINIINN DINNIN THN

NN DN PTHINN XAN YOPN INRNNDY 29D MTN NINS OXTPNNND DT NINX’T OY

Games in which the primary conflict is not so much between the player-
character and other characters, but rather the figuring out of a solution,
which often involves solving enigmas, navigation, learning how to use

different tools, and the manipulating or reconfiguring of objects.*

NN NN P TOOY PRYNT TR ,MINNDN 70-70 NNV 9125 INMY DINYRIN DTN YPNYNI
15M (Pajitnov) anv/aN9 YOIOK T 5y MSYIND N122 1985 mwa nmaw Tetris PO KOO NN
nma Tetris YW NINDNRN INNYNN NN 11991 27 NAIRD YN TURD 1988 Mwa P NNYSNY
NPINDINGN NMOY OY PINKD NUYL IMNX NNYI) ANYD 1DOUNN NN 1DPYY D27 DIPNUN

N19N 0N DwNon PN ,Casual Gaming-m  IRJDONOIPNVH |, VITVIRN PPNVYN DY

"® Salen and Zimmerman, Rules of Play - Game Design Fundamentals 80.
77 Bjork and Holopainen, "Games and Design Patterns," 412.
e Wolf, "Genre and the Video Game".
Match & remove - DWA AT X7 D'on'nn omwYy
8 Wolf, "Genre and the Video Game."
# Malliet and DeMeyer, "The History of the Video Game."
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DPAYNNN ON DN’ 1 DY DIMN DOPAYNN N PN .NNANMY  PYNN DX’ T NYTIND
2INAN YPNYN DY DMIMINNN TN .Zuma ,Bejeweled ,Minesweeper 0na 02ya 0»ININON

N2 DINONOPAWN  HW DIMARNN TAN . PN NNYY  T0Y TNN NN & 1152207 nNonan
DMITNOVN DIIMANNT . VIV TIND MWON PYHNN TMN-1T PYNN |, I1DY MOLWHN X1 PNONOV

.D1PNM DXNNNN ,DIPAYN YT HY NN DANI 12 19INNN PIN DNNK DXDONM

NN I YN OMIPANY DXNNNNT LD PHYN DY NMIDNMNN IO PN DY PN 1Y 779 NNONI
NPNNNIND NPNOVIDON ,NPDONN , NPNINIVN NMINNININ NN PN NN/ 12 DOPHYND

OIN3D OMMVYN OOPNYNI wNINNY

DOPNYN NITO MNNINM : HYIHY N9
MINIPND TYNNHOPNYN MNPAY D27 DMIPNAY 12 NPINDN NN NONNN AVNN PRYN

NN DM NXNNYNIUNN THN DNY 990N DY Y9N DINN YN DYPNWYN . NHDY DOPNYN NYTO

YPNWN NN 7YY Luxor pnwnmn . Ny NN MN»pPn phvnmn NiNI0o9 NPNDIO0Y DNy
YNV, DOPY TYNN YPNVN MY PRVND INY INNISN MIAPYA .2005 Nva MNWYNXIY XY Puzzle-n

. PRYNN SY HmnNn Sy NoDany Mahjong pRwnd XODMI NMY PRYH NINIOVIAY NINDIN-NN

BAZAM 17702 PRYN MMNAY NTIAYN MDA NPYTAY NN N OPNYN N ITO MNNINN NN

APNNY DOWMN DNLP DXNNY T HY Y¥IAM) 7192 O NI DWTIN

TIMYRY DMWY DPNYRN P2 ODTINND , DXPNYNN NITOL DOPNYNN NN PN T P79 NNONI
SV OMYN PIOIN DY NN NMIYN PHYNN MXDI) P2 ODTINN . DN DDTIND M ON DY

DY INVYNIT MN N I DDTIND M0 . NMNMINY SO0 ,2dP07) ,7NONOV : PRvND

'75INn7 2wn1 2'011N 20N (Quests) DrvolR IX (Action Adventure) NIXPNOIN 'PNYN N DMIX'TA 82
DI, NIYNYN 73 2'0M17 N K7 7T89N PNwn NIR'T NINNSNN DYY NINNY .JIXR'Th NINNSNNA 'Mivawn DY

0T MIX'T NINNONN NNA0N2A 2'0N7 NIvnwn nn"p
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DOVINT INDIDNNY DINNNDY  PRYNI NN PIVY MM PHNINPOY  DMYN DININN
,(PNYNY nNN) NOMIN NYNOV HY MINNSNN P2 HTANN DX TIAN N PIva .pnvnd
PNYNIA 010N DMV DOXVININ MNNANM (IINY PNVYNI) PRV TPNINIV MNNIND

.Y NON NTI9N NN Y¥IY 1) DN NN

(PMPOM T 0190
P2 PONNN OON HYW 55D IPANY JNIAN PN TINHN MIPON NIN DMWYN 1NN 1PN NINH INND
PN NNPON DX PITAN N 2N 1PN NYY > ONIN NMIYN MNIA MM 192N ,2P07) ,71PNDNOV

IVNOL IN VITVIN N DINX TV OYSNND D) NPLVIMYIIN VNN OPNYND P NPTIN
DN NPNYNIV NMNNINND NXOND SCOT MNINN DY NNNXRNNA PTX 12 19 .PDVPRIVIN

VNV 2INY 151 N2 YD INNIY MNRNM DXNWI) MNINONN DY PMDIN ,AWNNN SPNYN
NNV 1IN XIN DR : 220I-1ID0N ¥ON DY INNNA PTR GONI .AVNN PNYN NIY NN IPNN DD

Y N0N O DY IHPNVDYT MNNINN INND IODY T DINN DINTNIV DIYIN YMINN 1IN

9PNN MOV

195 w3 NN .SCOT nYINN SY mINTINNND NN 1Y 9PNN2 DTN IPNNRN VY
: DM DHWIN 190N
MONOVN VN MNNANND ToNN1 : (Relevant Social Groups) HPVMNSH NPNIIN MHap
VIOV, MNY MIVN NP D30 . POX MMYUPHI NNV NPNIIN MXIAP 1900 MNP
.TPNINOVN HY NNY MYIN DIMNY DYIIXY MNDNOVI NNV
YT HY NMYNWYN DX NYAPN OOV : (Interpretive Flexibility) mawqa mwiny e
.TPDLN NNZIYH DIYN NI NMIY NPNIAN MXIAP N NINNY NNYIN
mMXIPN MNINOLVLN MNNONN ToN2 : (Closure and Stabilization) /28NN NN

MAXMNNN INNRD . NAXONN TINNIVM NIDONY NITTN MYHIN NPVINDIN NPNIAND
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NYLVINDIN MSAPN DY IV MY DX ISYI GX DITPYD) VNN MIDNOVN MNN

Bnnms nmvn

NN NN, NIV, MNNN : (Technological Frame) 599500 nyonn e

D022 NNYN) THININOVLN NNOND . NPVINYIN NPNIINT MXIAPN D30 DXIMWNN

MYN MXIPN 9 SW DNNWIo

MNION (1) DAOY I90N2 YNINND TN MNYNOV MNNIN N OV MM RN SCOT » by
NN OV MNY MDA NI (2) ,  1ONDNIVN NNDNA NPVLINDIN NPNIAND MXIAPN
YN MNTNT MNVN MNIAPN DY NNIYIAN NN (3),71NDNO0N NINNINND DMVINDI OMNINOV
DO TY MNYN MNP PA TPIPRIVIND NNN (4) ,  NMIYIIN MY MIAYNND TIN
927N WNINN T 9201 7INIDNIVN DY MIANONM

NN VIWINOY DI NDOY 190N WSN TR DNVYN IMIAN PN NN N NVIWI WHNWUN 1T NTIAYI

VNN OPNYN MNY NVIYN NHNNN

, DPNYN XANYN)  NNON SWIN DY NN DN MMNPN 190N Y DDA JNAN MIPH NNON
% o pnwn NP ©PIN DN Mand ,Forna oonon DIPNY) D¥an 03NN
MPNRY O MVINDT DNNON DINN DPRTPN DMINNKD DM9DY ¥ 1NNV DIPDIN DI
DXPNYN , DMVID 1D DXAINI XY DIMNA D) YIDW N DNWN MMPHI P . 0NWD 1NN

LOVRN HYIN DM

® Hans Klein and Daniel Lee Kleinman, "The Social Construction of Technology: Structural
Considerations," Science, Technology & Human Values 27, no. 1 (2002).
, A"WYNI D7U9N DAY DDA ISNNY' DN DFPAYAN NPWYNY 0077 0013 NNAoNA X! nnrkn
. INURINR INIT2 NIIANDNN NIYXARA VNVI'RN NYA 2N NIN'Y 7'99N1 NIV7PN NIY¥NRA
AWPANI PN . D'¥DIN DI'RI TAY2 DN 7T DMWY DF7AYAN NMWYNA 0N 0*Nio oonon &
.DNN P7N2 WIN'Y QWORN MTPR IPNN NIX? 0'ONonl wnnuny

EGM Electronic Gaming Monthly lup.com ,www,gamespot.com 8

. 87
www.wired.com
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NN POSN L, PNININDN (1 25Y)  DYOUMDIN MSIAPN IXINNN ININD POIN DY INND
VP NN MINKD NSIAPY DN NXIAP YD DY NININHD DX, NINIAP DI DY DNYN DOIVPND
O2W” P2 NN IMN ,MNIAP MR OV YPIA MTPHND TN NMYN MNP P2 PONIN
VNN YPNYNI MNOT MIANYNN NPNIIND MXIAPN . MAINN DY INDPIDN NNDNA NNNIN
MINY L ( NMOVYIIN PAYN)  TNTNOVN XY ,ONDPNYN NN YOI MNYT , 29Dy i
, 112 NSINDY AYNNN HOPNWYN NMYYNND DXINNND |, 1DOVDIN IN PAVNN NAY NINTNOVN NPNVYNN
Y2 NPIOIIN MXIAPN NNN XD TINTNOVN MNP NXIAP . TIY) DMIPAND , PRVNT OPNYNI OO0
DOINPONY MDY I N8P TINT MYNINAN DN PAND NI DY PAVNRD MNNIND NN
STIIND 2ASYN |, DMYNIV DXANYN ,DOPNYN YNNI ,DOPNYN 191N YANYN NN VYW MINIAP->NND

N9NY ORNNA DITNN NNV MNP ONN .OOPXAN) O PDUPRIVIN DIXNID *AMD

IGDA  »mIN9»2N DPNYNT NN TIPN T Y Y ¥y$12Y 290 DINNA DNYN D PPINN

XYY PYNN 0N N¥IAP NN g pon P(International game development association)
TIVYINPR AN, MNYN MNI2 2WNNN YPNYN DY MNNINNN NN D¥210Y DPNPH NIVYI
SIP2 IR POIVA HYIT IO MIAINN DY MINOPIIDN DINDN NPININON MYNNND PION N
MNNAN MNNANND YAXY MNIAPN DIV XIN NPVINDIN NPNIIND MXIAPN DY 2IVN 1INND
M2, OHNN NNMAVYIIN VXY, AVNND PNRYN IURD . TINZNIVN N NNINND NPVIND
DOVIN TNY ITMNXINND 1D 9Y INY DY DIPN 7P 7INDNI0 NNIN DY NIN NTD 0PN
L NP ANY IOY AN ANV DITY MY 1YY HNPN , DOV DIDIA DI INY YPYY ,INY T
PRYN MINNAND TNIND MNYN MXIAPN DY WTIND NN PISN  JINY MNP NINNAND

AVNNn

N9YN D5 . 1M1 NIPN D52 MNNANND NPVLINIIN MNONT NN PIN (2 ADYW) MNONN NN 2DVWA
PYNNN , POYNRN NN , PRVNN VLI : DN D20 DIMIRNI  DNNTIPN NNY PN ININY

TMDNOLY  PAVNRN NNNAVIS NONONOV |, PRYNN NMNONOV [, THIRDN ,NPPaNN JPNYd

8 IGDA, "Igda Curriculum Framework - the Study of Games and Game Development," (2003) .
http://www.igda.org/academia/IGDA_Curriculum Framework Feb03.pdf
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MIMAN TONNY DIXIN D) 1D MNYN MNDNN P2 D29 DIPNIA .PHRYNN NN NNV

CTAYTA PN PIONN MY DX Y XD DYDY MNON IN D1NON KXY DNOY

95 NDANI TXYD PN YT 7 VYIS MY’ NNNA VDY N (3 2DW) MMDNN MM 1OvWA
DXMNNI . MNYN MXIAPNOIPYL ,IND ON P ONONOV ON Pa, NIMIN Y92 PIANND 5D NN
NNN NMYN MMYNN YN, INIAP 95 92 NYTNIVHD NYaa 1590102 »d SCOT Hv 0»oNOp
MNIND NN XY MNYN MNYNN D27 DMIPN DOPNYNI VTN TWUND . NPY JNIND MNIND
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