A Complete Bibliograph y of Games: R ese ar ch

and Pr actic e

Nelson H. F. Beeb e

Univ ersit y of Utah

Departmen t of Mathematics, 110 LCB

155 S 1400 E RM 233

Salt Lak e Cit y , UT 84112-0090

USA

T el: +1 801 581 5254

F AX: +1 801 581 4148

E-mail: beebe@math.utah.edu, beebe@acm.org,

beebe@computer.org (In ternet)

WWW URL: https://www.math.utah.edu/~beebe/

20 August 2024

V ersion 1.01

Title w ord cross-reference

3 [12].

across [15]. Action [38]. Activities [29]. Adv ancing [46]. Adv ertising

[33]. Affectiv e [19]. AI [44, 14]. Analysis [4]. Applying [40]. Asia [27].

Ask [45]. Audio [16, 12]. Av oidance [38].

Bac k [10]. Based [34, 33]. Been [32]. Beha vioral [43]. Belgian [42].

Benefits [12]. Best [32]. Bey ond [16, 13]. Bo x [25]. Broaden [22].

C [22]. Call [38]. Case [33]. Casual [15]. Cataclysmic [28]. Causes [37].

cen tric [45]. Challenges [3, 29]. Charting [13]. Chat [21]. Cheap [40].

Cheating [39]. Children [35]. Citizens [14]. Co [31]. Co-Creating [31].

Cognition [15]. Com bat [24]. Comm unities [39]. Compassion [32].

Comp etitiv e [40]. Compliance [25]. Concepts [36]. Conscious [3].

1

Con ten t [32, 12]. Con trol [24]. Cost [40]. Coun ter [29].

Coun ter-extremism [29]. Creating [31]. creativ e [12]. Critical [15].

Cross [39]. Cross-Industry [39]. Cultures [18].

D [12]. Data [13]. Decen tralized [17]. Deep [31]. Design

[35, 9, 19, 3, 31, 43]. Dev elop er [32]. Dev elop ers [34]. dev elopmen t [42].

Dialogue [38]. Diegesis [20]. Digital [35, 29]. Directions [36]. Div ersit y

[4]. Do [28]. Dynamics [39].

East [27]. Editorial [1, 14]. Education [26, 42]. Em b edding [35].

Em bracing [8]. Emotion [19]. En vironmen tally [3]. En vironmen ts [41].

Epic [25]. Ethical [34, 45]. Ethics [46, 42]. Eudaimonic [20]. Evidence

[34]. Evidence-Based [34]. Exp osure [24]. Extremism [23, 38, 30, 29].

Extremist [29]. Extremit y [4].

F aces [4, 42]. First [14]. F ramew ork [40, 39, 19]. F riedman [40]. F usion

[18]. F uture [10, 17, 11, 13]. F utures [5, 31].

Game [40, 39, 28, 3, 16, 31, 13, 41, 42]. Gamer [18]. Games

[2, 46, 19, 5, 1, 33, 24, 26, 10, 34, 17, 11, 14, 21, 37, 15, 36, 7, 6, 8, 4, 43, 12].

Gaming [44, 23, 38, 12, 29, 27, 30]. Global [26]. Go [28, 17, 33]. Guidance

[34]. guidelines [45]. Guiding [39].

Harassmen t [38]. Harm [39]. Hate [38, 41]. Health [37]. Here [28]. Host

[14].

Iden tit y [18]. Illuminated [10]. Impact [10]. implemen tation [12].

Inaugural [1]. Individual [24]. Industry [46, 44, 39, 23, 28, 38].

Infrastructure [8]. Input [20]. Inspired [36]. In teraction [20].

In teractivit y [19]. In terv en tion [39].

Justice [36].

Lab els [25]. Landscap e [27]. La y offs [28]. Lens [31]. Lessons [3]. Let [17].

Lifespan [15]. Ligh thouse [1]. Lo cation [33]. Lo cation-based [33].

Lo cativ e [33]. Lo oking [10]. Lo ot [25].

Manifesto [2]. Man y [42, 4]. Massiv e [4]. Massiv e-scale [4]. Matter [6].

Matters [32]. Ma y [14]. Meaning [20]. Meaningful [23]. Media [1].

Men tal [37]. Meta v erse [11, 16, 21]. Microsoft [25]. microtransactions

[45]. Mobile [4]. Mo derating [21]. Monetisation [4]. Multipla y er [41].

Museum [36]. Museum-Inspired [36].

names [42]. Needs [44, 22]. Net w orks [40]. Next [12]. Nexus [30].

Nin tendo [25].

Observ ations [27]. Off [41]. Online [23, 11, 41]. Op en [38].

Opp ortunities [29]. Ov erview [36].

pitfalls [12]. Platform [33]. Platforms [7, 25]. Pla y [18, 15]. Pla y able [1].

Pla y er [20, 4, 45]. Pla y er-cen tric [45]. Pla y ers [34, 45]. Pla yful [35]. p oin t

[12]. P ok ´ emon [33]. P olicy [36]. Practice [9]. Practices [32]. Presence

[25]. principles [45]. Probable [10]. Pro ductiv e [2]. Psyc hological [2].

Re [40]. Re-Applying [40]. Reac h [22]. Realism [12]. Reflection [20].

Reflections [27]. Researc h [2, 11, 36]. Resnic k [40]. Resp onsible [44].

Righ tful [14]. Righ ts [35]. Risks [18]. Round [46].

Safeguarding [34]. Safet y [21]. scale [4]. Science [13]. Shopping [25].

So cial [9, 10, 21, 7, 8]. So cialit y [8]. Son y [25]. South [27]. Spaces [29].

Sp ending [4]. Standard [22]. Step [12]. Study [41]. Sym b olic [36].

Symptoms [37]. Syn thesis [15]. Systems [9].

T able [46]. T eac hing [3]. tec hnical [12]. Therap eutic [37]. Thriving [17].

T o xic [40, 18]. T o xicit y [24, 41]. T ransactional [4]. T ransformativ e [31].

T ransitional [36]. T ransparency [23]. T reating [37].

Understanding [4]. Unpac king [39]. Unsatisfactory [25]. Usernames

[40].

via [4]. Video [40, 19, 16, 37, 36, 8, 43]. view [12]. V oice [21].

W arned [32]. W arning [25]. W arnings [32]. Where [28]. W orld [35, 11].

Y ou’v e [32].

References

Deterding:2023:IEL

[1] Sebastian Deterding, Kenn y Mitc hell, Rac hel Ko w ert, and Brad King. In-

augural editorial: a ligh thouse for games and pla y able media. Games: R e-

se ar ch and Pr actic e, 1(1):1:1–1:??, Marc h 2023. CODEN ???? ISSN 2832-

5516 (electronic). URL https://dl.acm.org/doi/10.1145/3585393 .

Ballou:2023:MMP

[2] Nic k Ballou. A manifesto for more pro ductiv e psyc hological games researc h.

Games: R ese ar ch and Pr actic e, 1(1):2:1–2:??, Marc h 2023. CODEN ????

ISSN 2832-5516 (electronic). URL https://dl.acm.org/doi/10.1145/

3582929 .

Fizek:2023:TEC

[3] Sonia Fizek, Mikhail Fiadotau, Hanna Wirman, and Maria Garda. T eac h-

ing en vironmen tally conscious game design: Lessons and c hallenges.

Games: R ese ar ch and Pr actic e, 1(1):3:1–3:??, Marc h 2023. CODEN ????

ISSN 2832-5516 (electronic). URL https://dl.acm.org/doi/10.1145/

3583058 .

Zendle:2023:MFM

[4] Da vid Zendle, Catherine Flic k, Sebastian Deterding, Jo e Cutting, Elena

Gordon-P etro vsk a y a, and Anders Drac hen. The man y faces of moneti-

sation: Understanding the div ersit y and extremit y of pla y er sp ending in

mobile games via massiv e-scale transactional analysis. Games: R ese ar ch

and Pr actic e, 1(1):4:1–4:??, Marc h 2023. CODEN ???? ISSN 2832-5516

(electronic). URL https://dl.acm.org/doi/10.1145/3582927 .

Deterding:2023:GF

[5] Sebastian Deterding, Kenn y Mitc hell, Rac hel Ko w ert, and Brad King.

Games futures I. Games: R ese ar ch and Pr actic e, 1(1):5:1–5:??, Marc h

2023. CODEN ???? ISSN 2832-5516 (electronic). URL https://dl.acm.

org/doi/10.1145/3585394 .

T a ylor:2023:GM

[6] T. L. T a ylor. Games matter. Games: R ese ar ch and Pr actic e, 1(1):6:1–6:??,

Marc h 2023. CODEN ???? ISSN 2832-5516 (electronic). URL https://

dl.acm.org/doi/10.1145/3582928 .

Steinkuehler:2023:GSP

[7] Constance Steinkuehler. Games as so cial platforms. Games: R ese ar ch

and Pr actic e, 1(1):7:1–7:??, Marc h 2023. CODEN ???? ISSN 2832-5516

(electronic). URL https://dl.acm.org/doi/10.1145/3582930 .

V oll:2023:SV G

[8] Kim b erly D. V oll. The so cialit y of video games: Em bracing games as so cial

infrastructure. Games: R ese ar ch and Pr actic e, 1(1):8:1–8:??, Marc h 2023.

CODEN ???? ISSN 2832-5516 (electronic). URL https://dl.acm.org/

doi/10.1145/3582931 .

Co ok:2023:DPS

[9] Daniel Co ok. A design practice for so cial systems. Games: R ese ar ch and

Pr actic e, 1(1):9:1–9:??, Marc h 2023. CODEN ???? ISSN 2832-5516 (elec-

tronic). URL https://dl.acm.org/doi/10.1145/3583184.

Grace:2023:SIG

[10] Lindsa y D. Grace. So cial impact games, a probable future illuminated b y

lo oking bac k. Games: R ese ar ch and Pr actic e, 1(1):10:1–10:??, Marc h 2023.

CODEN ???? ISSN 2832-5516 (electronic). URL https://dl.acm.org/

doi/10.1145/3583986 .

Koster:2023:O WM

[11] Raph Koster. F rom online w orld to meta v erse: The future of online games

and games researc h. Games: R ese ar ch and Pr actic e, 1(1):11:1–11:??, Marc h

2023. CODEN ???? ISSN 2832-5516 (electronic). URL https://dl.acm.

org/doi/10.1145/3582932 .

Rieger:2023:ANS

[12] Martin Rieger and Dominik Zingler. 3D audio: The next step in realism

for gaming: Benefits and pitfalls of 3D audio in games from a creativ e

con ten t and tec hnical implemen tation p oin t of view. Games: R ese ar ch and

Pr actic e, 1(1):12:1–12:??, Marc h 2023. CODEN ???? ISSN 2832-5516

(electronic). URL https://dl.acm.org/doi/10.1145/3583059 .

W allner:2023:BGC

[13] G ¨ un ter W allner and Anders Drac hen. Bey ond the game: Charting the

future of game data science. Games: R ese ar ch and Pr actic e, 1(1):13:1–

13:??, Marc h 2023. CODEN ???? ISSN 2832-5516 (electronic). URL

https://dl.acm.org/doi/10.1145/3582933 .

Mitc hell:2023:EGM

[14] Kenn y Mitc hell. Editorial: Games ma y host the first righ tful AI citizens.

Games: R ese ar ch and Pr actic e, 1(2):18:1–18:??, June 2023. CODEN ????

ISSN 2832-5516 (electronic). URL https://dl.acm.org/doi/10.1145/

3606834 .

Squire:2023:CGC

[15] Kurt Squire, Garrison W ells, Maria J. Anderson-Coto, and Constance

Steinkuehler. Casual games, cognition, and pla y across the lifespan: a

critical syn thesis. Games: R ese ar ch and Pr actic e, 1(2):14:1–14:??, June

2023. CODEN ???? ISSN 2832-5516 (electronic). URL https://dl.acm.

org/doi/10.1145/3594534 .

McGregor:2023:V GA

[16] Iain McGregor. Video game audio in the meta v erse and b ey ond.

Games: R ese ar ch and Pr actic e, 1(2):15:1–15:??, June 2023. CODEN ????

ISSN 2832-5516 (electronic). URL https://dl.acm.org/doi/10.1145/

3593242.

Ka jiok a:2023:GLG

[17] E. Drak e Ka jiok a. Games that let go: Thriving in a decen tralized future.

Games: R ese ar ch and Pr actic e, 1(2):16:1–16:??, June 2023. CODEN ????

ISSN 2832-5516 (electronic). URL https://dl.acm.org/doi/10.1145/

3600235 .

Ko w ert:2023:YWY

[18] Rac hel Ko w ert, Alexi Martel, and William B. Sw ann. Y ou are what y ou

pla y: The risks of iden tit y fusion in to xic gamer cultures. Games: R ese ar ch

and Pr actic e, 1(2):17:1–17:??, June 2023. CODEN ???? ISSN 2832-5516

(electronic). URL https://dl.acm.org/doi/10.1145/3604402 .

Croissan t:2023:ED V

[19] Maximilian Croissan t, Guy Sc hofield, and Cade McCall. Emotion design for

video games: a framew ork for affectiv e in teractivit y . Games: R ese ar ch and

Pr actic e, 1(3):19:1–19:??, Septem b er 2023. CODEN ???? ISSN 2832-5516

(electronic). URL https://dl.acm.org/doi/10.1145/3624537 .

Gomez:2023:EPI

[20] Argenis Ramirez Gomez and Mic hael Lank es. Eudaimonic pla y er in terac-

tion: a reflection on input diegesis and meaning. Games: R ese ar ch and

Pr actic e, 1(3):20:1–20:??, Septem b er 2023. CODEN ???? ISSN 2832-5516

(electronic). URL https://dl.acm.org/doi/10.1145/3617670 .

P appas:2023:SSG

[21] Mik e P appas. So cial safet y in games: Mo derating v oice c hat in the meta-

v erse. Games: R ese ar ch and Pr actic e, 1(3):21:1–21:??, Septem b er 2023.

CODEN ???? ISSN 2832-5516 (electronic). URL https://dl.acm.org/

doi/10.1145/3624356 .

Da vidson:2023:CSN

[22] Guy Da vidson. The C++ standard needs to broaden its reac h. Games:

R ese ar ch and Pr actic e, 1(3):22:1–22:??, Septem b er 2023. CODEN ????

ISSN 2832-5516 (electronic). URL https://dl.acm.org/doi/10.1145/

3626207 .

Deedman:2023:EOM

[23] Jon Deedman. Extremism online: Meaningful transparency for the gaming

industry

. Games: R ese ar ch and Pr actic e, 1(4):23:1–23:??, Decem b er 2023.

CODEN ???? ISSN 2832-5516 (electronic). URL https://dl.acm.org/

doi/10.1145/3630026.

REFERENCES 10

June 2024. CODEN ???? ISSN 2832-5516 (electronic). URL https://dl.

acm.org/doi/10.1145/3672088 .

Canca:2024:W GI

[44] Cansu Canca, Laura Haab er Ihle, and Annik a Marie Sc ho ene. Wh y the

gaming industry needs resp onsible AI. Games: R ese ar ch and Pr actic e, 2

(2):17:1–17:??, June 2024. CODEN ???? ISSN 2832-5516 (electronic).

URL https://dl.acm.org/doi/10.1145/3675803 .

P etro vsk a y a:2024:APP

[45] Elena P etro vsk a y a. Ask the pla y ers! Pla y er-cen tric principles as guidelines

for ethical microtransactions. Games: R ese ar ch and Pr actic e, 2(2):18:1–

18:??, June 2024. CODEN ???? ISSN 2832-5516 (electronic). URL https:

//dl.acm.org/doi/10.1145/3675802 .

Blum b erg:2024:AEG

[46] F ran C. Blum b erg. Adv ancing ethics in the games industry: a round table.

Games: R ese ar ch and Pr actic e, 2(2):19:1–19:??, June 2024. CODEN ????

ISSN 2832-5516 (electronic). URL https://dl.acm.org/doi/10.1145/

3677008.