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Summary

This thesis is an introduction in the study of video games, examining them as an
independent and mature communication medium, and trying to bring out the characteristics
that determine the specificity of the medium. To accomplish this, we have taken a

multidirectional approach, to offer a wide perspective on the subject.

The first chapter clarifies the basic terms used in the paper, defining and developing the
concept of games, at first in the traditional sense and then narrowing (or, in certain cases,
expanding) the discussion to determine what video games are, in particular. In this process
we bring together established theorists of games, such as Johann Huizinga, Roger Caillois
and Brian Sutton-Smith, with new voices, directed especially (but not exclusively) towards
the digital space, represented by researchers such as Jesper Juul or Espen Aarseth and
designers including Eric Zimmerman and Chris Crawford, to offer as complete a view as

possible.

Next is a presentation of the historical context in which videogames developed, starting
with the researches in computer science after World War 11, through their escape from the
academic environment and the boom at the beginning of the 1980s, up to the seventh
generation of consoles, digital distribution and the spread of mobile devices. The way in
which the global developments, with the USA and Japan as forerunners, have reflected in
Romania is also discussed. Following past trends, we then attempt to outline a brief

estimation of future developments.

The third chapter introduces video games as part of the current media industry, starting
from the phrase “cultural industry” coined by Theodor Adorno and Max Horkheimer to
describe the state of culture in the first half of the 20' Century. The term, initially a cynical
remark, came to represent the media system, of which video game production is a part. The
integration in this system allows for a discussion on common grounds of video games in
parallel with other cultural artefacts such as films, television productions, music or books.

In this context, we open the debate on transmediation and media convergence, approaching



the new tendencies to extend universes previously present in a single medium into several
media, to take advantage of the specific characteristics of each one, and to develop new

business models to maximize the impact of any single intellectual property.

The following chapter outlines the need for a new way of looking at the use of interactive
media. The player has a much more active role and, as such, a much more important one, in
the process of meaning-making, than the viewer of a film or the reader of a book, for
example. Even if the meaning is generally shared between the creator, consumer and
community, in games, the player partially becomes a creator, influencing the shape of the
final product. This complicity between the two roles leads to an analysis of the cultural
artefact not as a static text in a fluid context, but as a fluid text in a fluid context. From this
perspective, games can be analysed only as experience, as interaction between player and
content. To facilitate this type of understanding, theories that bring into view the details of
the relationship of the user with the product are presented, introducing terms such as

gameplay, flow, immersion and presence.

In the fifth chapter we direct our attention more towards the production process, but from a
less common angle: game creation by players. More concretely, we discuss the
phenomenon of crowdsourcing, the way in which communities are built around video
games, and what the motivation of these voluntary producers is for offering their resources

for free.

The final two chapters examine video games as a communication medium more closely.
The sixth chapter looks into the use of online games as instruments for political
communication, in a society in which involvement in political debates is lower and lower.
Recent attempts to engage people in the political process have had to use new
communication media, infiltrating the virtual spaces in which more and more people spend
their free time, to be able to start a conversation. The nature of online content and of online
consumption, however, determines new ways of political engagement and a new paradigm,
in which video games can be a central element. In our research on the most popular
political games online we identified a set of characteristics of games that makes them
suited for use in political communication, but which, in their turn, direct the tone of the

conversation towards playfulness.



The final section of the thesis is dedicated to an in-depth analysis of the transmedia project
The Walking Dead. A very successful franchise at the moment, with a lot of products in
multiple media, offers a very good opportunity to identify the position and specific
characteristics of videogames in comparison to other media, and to see the relationship
between them. Concentrating on the main three products in the franchise, the comic book,
the television series and the adventure game, the research applies an analysis grid meant to
bring out the way in which similar contents behave differently when translated across
media, the way in which media can communicate between themselves and what the role of

the consumer is in each instance.

Beyond the conclusions of the studies and analyses in this paper, uniting these different
perspectives and methods of approaching video games in the current media landscape, we
create an image of the importance of the subject that is discussed, and contribute to and

encourage new research directions in the Romanian space.

Bibliography

Aarseth, Espen J. 2001. ,,Computer Game Studies, Year One.” Game Studies no. 1 (1).

—2006. ,,Genre Trouble: Narrativism and the Art of Simulation.” In First Person: New
Media as Story, Performace and Game, ed. Noah Wardrip-Fruin si Pat Harrigan, 45-
55. Cambridge, MA: The MIT Press.

Ahl, David H. 2008. ,,Mainframe Games and Simulation.” In The Video Game Explosion: A
History from Pong to Playstation and Beyond, ed. Mark J. P. Wolf, 31-34. Westport:
Greenwood Press.

Antin, Judd si Aaron Shaw. 2012. Social Desirability Bias and Self-Reports of Motivation:
A Study of Amazon Mechanical Turk in the US and India. Lucrare prezentata la ACM
SIGCHI Conference on Human Factors in Computing Systems, Austin, Texas.

Avedon, Elliott M. si Brian Sutton-Smith. 1971. The Study of Games. Editia ed. New York,
NY: John Wiley & Sons, Inc.

Barton, Matthew D. 2005. , The Future of Rational-Critical Debate in Online Public
Spheres.” Computers and Composition no. 22 (2):177-190.

Blythe, Mark si Marc Hassenzahl. 2005. ,,The Semantics of Fun: Differentiating Enjoyable
Experiences.” In Funology: From Usability to Enjoyment, ed. Mark A. Blythe, Kees
Overbeeke, Andrew F. Monk si Peter C. Wright. New York: Kluwer Academic
Publishers/Springer.

Boon, Kevin Alexander. 2007. ,,Ontological Anxiety Made Flesh: The Zombie in Literature
Film and Culture.” In Monsters and the Monstruos. Myths and Metaphors of Enduring
Evil, ed. Niall Scott, 33-44. Amsterdam: Rodopi.

Borst, Irma. 2010. Understanding Crowdsourcing. Effects of motivation and rewards on
participation and performance in voluntary online activities, Erasmus Universiteit,
Rotterdam.



Brill, Marlene Targ. 2010. America in the 1980s. Minneapolis, MN: Twenty-First Century
Books.

Brown, Emily si Paul Cairns. 2004. A Grounded Investigation of Game Immersion. Lucrare
prezentata la CHI 2004 Human Factors in Computing Systems, 24-29.04.2004,
Vienna, Autria.

Bularca, Ruxandra. 2011. Collaboration: Architectures of a Storytelling Bazaar. Lucrare
prezentata la The Digital Generation. Self-representation, Urban Mythology and
Cultural Practices, 16-18 Sept. 2011, Cluj-Napoca, Romania.

Caillois, Roger. 2001. Man, Play and Games. Trad. Meyer Barash. Urbana, IL: University
of Illinois Press. Editia originala, 1958 (1961, English translation).

Calhoun, Craig. 1992. Habermas and the Public Sphere. Cambridge, MA: The MIT Press.

Chandler, Dana si Adam Kapelner. 2012. Breaking Monotony with Meaning: Motivation in
Crowdsourcing Markets. Massachusetts Institute of Technology & The Wharton
School of the University of Pennsylvania. Editia originala, 2010.

Chen, Jenova. 2006. Flow in Games, School of Cinematic Arts/Interactive Media Division,
University of Southern California.

————.2007. ,,Flow in games (and everything else).” Communications of the ACM no. 50
(4):31-34.

Cheng, Kevin si Paul A Cairns. 2005. Behaviour, realism and immersion in games. Lucrare
prezentata la CHI'05 Extended Abstracts on Human Factors in Computing Systems.

Costikyan, Greg. 2002. | Have No Words & | Must Design: Toward a Critical Vocabulary
for Games. Tn Computer Games and Digital Cultures, ed. Frans Mayra. Tampere:
Tampere University Press.

Costina, Andrei. 2012. Antropologia digitala si societatile virtuale. Studiu interdisciplinar
privind antropologia retelelor informationale, Universitatea ,,Babes-Bolyai”, Cluj-
Napoca.

Crawford, Chris. 1997. The Art of Computer Game Design: Washington State University
Vancouver.

———.2003. Chris Crawford on Game Design. Boston: New Riders.

Crossley, Nick si John Michael Roberts. 2004. After Habermas: New Perspectives on the
Public Sphere. Oxford: Blackwell.

Csikszentmihalyi, Mihaly. 1975. Beyond Boredom and Anxiety. San Francisco, CA: Jossey-
Bass.

———.1990. Flow: The Psychology of Optimal Experience. New York: Harper & Row.

———1997. Finding Flow: The Psychology of Engagement with Everyday Life. New York:
BasicBooks.

Curran, James. 1991. ,,Rethinking the Media as a Public Sphere.” In Communication and
Citizenship: Journalism and the Public Sphere, ed. Peter Dahlgren si Colin Sparks.
London: Taylor & Francis.

Dahlberg, Lincoln. 2001. , Computer - Mediated Communication and the Public Sphere: A
Critical Analysis.” Journal of Computer - Mediated Communication no. 7 (1):0-0.

——— 2007. ,,Rethinking the Fragmentation of the Cyberpublic: from Consensus to
Contestation.” New Media & Society no. 9 (5):827-847.

Dahlgren, Peter. 1991. , Introduction.” In Communication and Citizenship: Journalism and
the Public Sphere, ed. Peter Dahlgren si Colin Sparks. London: Taylor & Francis.



———.2005. ,, The Internet, Public Spheres, and Political Communication: Dispersion and
Deliberation.” Political Communication no. 22 (2):147-162.

Darabont, Frank. 2010. The Walking Dead. AMC.

de Peuter, Greig si Nick Dyer-Witheford. 2005. ,,A Playful Multitude? Mobilising and
Counter-Mobilising Immaterial Game Labour.” The Fibreculture Journal (5).

Debevec, Paul. 2013. Digital Ira: High-Resolution Facial Performance Playback. ITn ACM
SIGGRAPH 2013 Computer Animation Festival. Anaheim, CA: ACM.

Deci, E., R. Ryan si R. Koestner. 2001. ,,Extrinsic rewards and intrinsic motivation in
education: reconsidered once again.” Review of Educational Research no. 71 (1):28.

DeMaria, Rusel si Johnny L. Wilson. 2004. High Score!: The Illustrated History of
Electronic Games. Editia a I1I-a. Emeryville, CA: McGraw-Hill/Osborne.

Dendle, Peter. 2007. ,,The Zombie as Barometer of Cultural Anxiety.” In Monsters and the
Monstruos. Myths and Metaphors of Enduring Evil, ed. Niall Scott, 45-57.
Amsterdam: Rodopi.

Donovan, Tristan. 2010. Replay: The History of Video Games. Lewes: Yellow Ant.

Douglas, Yellowlees si Andrew Hargadon. 2000. The pleasure principle: immersion,
engagement, flow. Lucrare prezentatd la Proceedings of the eleventh ACM on
Hypertext and hypermedia.

Edge Staff. 2013a. Get into Games (University Profiles). Edge, 180-198.

———. 2013b. PhysX By Nvidia. Edge, 162.

Ermi, Laura si Frans Mayré. 2007. ,,Fundamental Components of the Gameplay Experience:
Analysing Immersion.” In Worlds in Play: International Perspectives on Digital
Games Research, ed. Suzanne de Castell si Jeniffer Jenson, 37-53. New York: Peter
Lang Publishing.

Estellés-Arolas, Enrique si Fernando Gonzalez-Ladron-de-Guevara. 2012. ,,Towards and
Integrated Crowdsourcing Definition.” Journal of Information Science no. 38 (2):14.
doi: 10.1177/016555150000000.

Fiiller, Johann. 2006. ,,Why Consumers Engage in Virtual New Product Developments
Initiated by Producers.” Advances in Consumer Research no. 33:8.

Fullerton, Tracy, Christopher Swain si Steven S. Hoffman. 2008. Game Design Workshop:
A Playcentric Approach to Creating Innovative Games. Amsterdam: Elsevier.
Gambarato, Renira Rampazzo. 2012. How to Analyze Transmedia Narratives? Tn Baltic Film
and Media School Screen Studies, ed. Andres Joesaar. Tallinn: Tallinn University

Press.

Gerhards, Jirgen si Mike S Schifer. 2010. ,,Is the Internet a Better Public Sphere? Comparing
Old and New Media in the USA and Germany.” New Media & Society no. 12 (1):143-
160.

Goode, Luke. 2005. Jurgen Habermas: Democracy and the Public Sphere. London: Pluto
Press.

Habermas, Jurgen. 1991. The Structural Transformation of the Public Sphere: An Inquiry
into a Category of Bourgeois Society. Cambridge, MA: The MIT Press.

——— 2009. Europe: The Faltering Project. Cambridge: Polity.

Habermas, Jiirgen, Sara Lennox si Frank Lennox. 1974. ,, The public sphere: An encyclopedia
article (1964).” New German Critique (3):49-55.



Halpern, Daniel si Jennifer Gibbs. 2012. ,,Social Media as a Catalyst for Online Deliberation?
Exploring the Affordances of Facebook and YouTube for Political Expression.”
Computers in Human Behavior.

Hubner, John si William F. Kistner Jr. 1983. What Went Wrong at Atari? Infoworld, 151-
152.

Huizinga, Johan. 2007. Homo ludens. Tncercare de determinare a elementului ludic al
culturii. Trad. H. R. Radian. Bucuresti: Humanitas.

Hunicke, Robin, Marc LeBlanc si Robert Zubek. 2004. MDA: A Formal Approach to Game
Design and Game Research. Lucrare prezentata la Workshop on Challenges in Game
Al.

Ijsselsteijn, Wijnand, Yvonne de Kort, Karolien Poels, Audrius Jurgelionis si Francesco
Bellotti. 2007. Characterising and measuring user experiences in digital games.
Lucrare prezentata la International Conference on Advances in Computer
Entertainment Technology.

International Telecommunication Union. 2013. Percentage of individuals using the Internet.

Jenkins, Henry. 2006. Convergence Culture: Where Old and New Media Collide. New York:
New York University Press.

Jeppesen, Lars Bo si Mans J. Molin. 2003. ,,Consumers as co-developers: learning and
innovation outside the firm.” Technology Analysis & Strategic Management no. 15
(3):20. doi: 10.1080/09537320310001601531.

Johnson, Pauline. 2006. Rescuing the Public Sphere. London: Routledge.

Johnson, Thomas J., Weiwu Zhang, Shannon L. Bichard si Trent Seltzer. 2010. ,,United We
Stand? Online Social Network Sites and Civic Engagement.” In A Networked Self:
Identity, Community, and Culture on Social Network Sites, ed. Zizi Papacharissi, 185-
207. London: Routledge.

Jordan, Patrick W. 2005. Designing Pleasurable Products: An Introduction to the New
Human Factors. London: Taylor & Francis.

Juul, Jesper. 2001. ,,The Repeatedly Lost Art of Studying Games.” Recenzie la Elliott M.
Avedon & Brian Sutton-Smith (ed.): ,,The Study of Games”, New York: John Wiley
& Sons, 1971. Game Studies no. 1 (1).

————. 2005. Half-Real: Video Games between Real Rules and Fictional Worlds.
Cambridge, MA: The MIT Press.

———. 2010. A Casual Revolution. Reinventing Video Games and Their Players.
Cambridge, MA: The MIT Press.

Kent, Steven L. 2001. The Ultimate History of Video Games: From Pongto Pokémon and
Beyond — The Story Behind the Craze That Touched Our Lives and Changed the
World. New York, NY: Thre Rivers Press.

Kerr, Aphra. 2006. The Business And Culture of Digital Games. Gamework/Gameplay.
Londra: SAGE.

Kirkman, Robert si Tony Moore. 2003. The Walking Dead: Image Comics.

Kirkman, Robert si Jay Bonansinga. 2011. The Walking Dead: The Rise of the Governor: St.
Martin's Press.

————. 2012. The Walking Dead: The Road to Woodbury: St. Martin's Press.

Koster, Raph. 2005. A Theory of Fun for Game Design. Scottsdale, AZ: Paraglyph Press.

Kucklich, Julian. 2005. ,,Precarious Playbour: Modders and the Digital Games Industry.”
The Fibreculture Journal (5).



Lazzarato, Maurizio. 1996. ,Immaterial labour.” Radical thought in Italy: A potential
politics:133-147.

Loguidice, Bill si Matt Barton. 2009. Vintage Games: An Insider Look at the History of
Grand Theft Auto, Super Mario, and the Most Influential Games of All Time.
Amsterdam: Focal Press.

Long, Geoffrey A. 2007. Transmedia Storytelling. Business, Aesthetics and Production at
the Jim Henson Company, Comparative Media Studies, Massachhusetts Institute of
Technology.

Manovich, Lev. 2001. The Language of New Media. Cambridge, Massachusetts: The MIT
Press.

McCoy, Josh, Mike Treanor, Ben Samuel, Noah Wardrip-Fruin si Michael Mateas. 2011.
Comme Il Faut: A System for Authoring Playable Social Models. Lucrare prezentata
la Seventh Artificial Intelligence and Interactive Digital Entertainment Conference.

McGuigan, Jim. 2005. ,, The Cultural Public Sphere.” European Journal of Cultural Studies
no. 8 (4):427-443.

McLure Wasko, Molly si Samer Faraj. 2005. ,,Why Should I Share? Examining Social
Capital and Knowledge Contribution in Electronic Networks of Practice.” MIS
Quarterly no. 29 (1):23.

Melenson, Jonathan. 2011. ,,The Axis of Good and Evil.” In Designing Games for Ethics:
Models, Techniques and Frameworks, ed. Karen Schrier si David Gibson, 57-71.
Hershey, PA: Information Science Reference.

Murray, Janet H. 1997. Hamlet on the Holodeck: The Future of Narrative in Cyberspace:
Simon & Schuster.

Myers, David. 2003. The Nature of Computer Games: Play as Semiosis. Ed. Steve Jones.
Vol. 16, Digital Formations. New York: Peter Lang.

Nacke, Lennart si Craig A Lindley. 2008. Flow and Immersion in First-Person Shooters:
Measuring the Player's Gameplay Experience. Lucrare prezentata la Conference on
Future Play: Research, Play, Share.

Newell, Gabe. 2013. Linux and Gaming. Tn LinuxCon. New Orleans, LA.

Neys, Joyce si Jeroen Jansz. 2010. ,,Political Internet Games: Engaging an Audience.”
European Journal of Communication no. 25 (3):227-241.

Nintendo Co. Ltd. 2013. Consolidated Sales Transition by Region.

Noble, Jennifer. 2012. Minority Voices of Crowdsourcing: Why We Should Pay Attention to
Every Member of the Crowd. Tn Computer Supported Cooperative Work. Seattle,
Washington.

Norris, Pippa. 2000. A Virtuous Circle: Political Communications in Postindustrial
Societies. New York: Cambridge University Press.

Nov, Oded. 2007. ,,What Motivates Wikipedians.” Communications of the ACM no. 50
(11):5.

Oxland, Kevin. 2004. Gameplay and Design. London: Addison-Wesley.

Papacharissi, Zizi. 2002. ,,The Virtual Sphere: The Internet as a Public Sphere.” New Media
& Society no. 4 (1):9-27.

Patrunjel, loan-Flaviu. 2012. The Hunt for Horror in Resident Evil Franchise: Games versus
Movies. Tn Videogame Cultures & the Future of Interactive Entertainment. Oxford.

Petrescu, Adrian, Gheorghe Rizescu, Paul Zamfirescu, Eugen Dobrovie, Nicolae Tapus,
Victor Cososchi, Nicolae Badea, Trandafir Moisa, Mihai Marsanu si Constantin



Harabor. 1991. Abc de calculatoare personale si... nu doar atat... Bucuresti: Editura
Tehnica.

Popescu, Veronica Adriana, Cristina Raluca Popescu si Gheorghe N. Popescu. 2011. ,,Real
Economy versus Virtual Economy — New Challenges for Nowadays Society.”
Manager (13):7-15.

Pratten, Robert. 2011. Getting Started with Transmedia Storytelling. f.l.: CreateSpace.

Rasmussen, Terje. 2009. ,,The Significance of Internet Communication in Public
Deliberation.” Javnost-The Public no. 16 (1):17-32.

Rollings, Andrew si Ernest Adams. 2003. Andrew Rollings and Ernest Adams on Game
Design. Boston: New Riders.

Rollings, Andrew si Dave Morris. 2004. Game Architecture and Design: A New Edition.
Boston: New Riders.

Rouse, Richard. 2001. Game Design: Teory and Practice. Plano, TX: Wordware Publishing.

Ruppel, Marc Nathaniel. 2012. Vizualizing Transmedia Networks: Links, Paths and
Peripheries, English Language and Literature, University of Maryland.

Salen, Katie si Eric Zimmerman. 2004. Rules of Play: Game Design Fundamentals.
Cambridge, MA: The MIT Press.

Schulz, Winfried. 1997. ,,Changes of the Mass Media and the Public Sphere.” Javnost/The
Public no. 4 (2):5-16.

Smith, Gillian, Alexei Othenin-Girard, Jim Whitehead si Noah Wardrip-Fruin. 2012. PCG-
Based Game Design: Creating Endless Web. Tn Foundations of Digial Games, ed.
Magy Seif EI-Nasr, Mia Consalvo si Steven K. Feiner. Raleigh, NC, USA: ACM.

Steuer, Jonathan. 1992. ,,Defining Virtual Reality: Dimensions Determining Telepresence.”
Journal of Communication no. 42 (4):73-93. doi: 10.1111/j.1460-
2466.1992.tb00812.x.

Suits, Bernard. 1978. The Grasshopper. Games, Life and Utopia. Toronto: University of
Toronto Press.

Sullivan, Anne, April Grow, Michael Mateas si Noah Wardrip-Fruin. 2012. The Design of
Mismanor: Creating a Playable Quest-Based Story Game. In Foundations of Digital
Games, ed. Magy Seif EI-Nasr, Mia Consalvo si Steven K. Feiner. Raleigh, NC, USA:
ACM.

Sutton-Smith, Brian. 1997. The Ambiguity of Play. Londra: Harvard University Press.

Tamborini, Ron si Nicholas D. Bowman. 2009. ,,Presence in Video Games.” in Immersed in
Media. Telepresence in Everyday Life, ed. Cheryl Bracken Campanela si Paul D.
Skalski, 87-109. New York: Routledge.

Vallerand, R. 1997. ,,Toward a Hierarchical Model of Intrinsic and Extrinsic Motivation.”
Advances in Experimental Social Psychology (29):90.

Wilson, Douglas. 2011. ,,Brutally Unfair Tactics Totally OK Now: On Self-Effacing Games
and Unachievements.” Game Research no. 11 (1).

Wirth, Werner, Tilo Hartmann, Saskia Bocking, Peter VVorderer, Christoph Klimmt, Holger
Schramm, Timo Saari, Jari Laarni, Niklas Ravaja si Feliz Ribeiro Gouveia. 2007. ,,A
process model of the formation of spatial presence experiences.” Media Psychology
no. 9 (3):493-525.

Wittgenstein, Ludwig. 2003. Cercetari filozofice. Trad. Mircea Dumitru, Mircea Flonta si
Adrian-Paul Iliescu. Bucuresti: Humanitas.



Wolf, Mark J. P. 2008. The Video Game Explosion: A History from Pong to Playstation and
Beyond. Westport: Greenwood Press.

Online sources

1UP Staff. 17.08.2013. N-Gage Moves Under 5,000 Units [accesat la 22.08.2013]. disponibil
la adresa http://www.1lup.com/news/n-gage-moves-5000-units.

Barton, Matt si Bill Loguidice. The History of Pong: Avoid Missing Game to Start Industry,
09.01.2009 [accesat la 06.07.2013]. disponibil la adresa
http://www.gamasutra.com/view/feature/132293/the_history_of pong_avoid_missin
g_.php?print=1.

———. The History of Spacewar!: The Best Waste of Time in the History of the Universe,
10.07.2009 [accesat la 08.05.2013]. disponibil la adresa
http://www.gamasutra.com/view/feature/4047/the_history_of spacewar_the best_.p
hp.

Beyers, Tim. 2 Reasons "The Walking Dead" Could Be a Billion-Dollar Franchise,
21.04.2013 [accesat la 06.06.2013]. disponibil la adresa
http://www.fool.com/investing/general/2013/04/21/2-reasons-the-walking-dead-
could-be-a-billion-doll.aspx.

Bogost, lan. Proteus: A Trio of Artisanal Game Reviews, 15.02.2013 [accesat la 24.04.2013].
disponibil la adresa
http://www.gamasutra.com/view/feature/186735/proteus_a_trio_of artisanal_game__
.php?page=3.

Cifaldi, Frank. Vice President Biden's Warning to the Video Game Industry, 15.01.2013
[accesat la 23.06.2013]. disponibil la adresa
http://www.gamasutra.com/view/news/184816/.

Collins, Scott. AMC Original On- and Off-Script, 23.04.2012 [accesat la 06.04.2013].
disponibil la adresa http://www.adweek.com/sa-article/amc-139586.

Conway, Barry. How Is Player Immersion Affected by Breaking the Fourth Wall? |,
15.03.2013 [accesat la 30.07.2013]. disponibil la adresa
http://gamasutra.com/blogs/BarryConway/20130315/188600/How_is_player_immer
sion_affected_by breaking the fourth_wall.php.

Diamond Comic Distributors. Diamond Announces Top-Selling Comic Books and Graphic
Novels For Year 2012, 08.01.2013 [accesat la 10.03.2013]. disponibil la adresa
http://www.diamondcomics.com/Home/1/1/3/597?articlelID=129967.

Discovery Channel. 2012. Zombie Apocalypse, 16.12.2012 [accesat la 16.03.2013].
comunicat de presa disponibil la adresa
http://press.discovery.com/us/dsc/programs/zombie-apocalypse/.

Dredge, Stuart. Grand Theft Auto 5: 29m Sales Spur Soaring Financials for Its Publisher,

30.10.2013 [accesat la 30.10.2013]. disponibil la adresa
http://www.theguardian.com/technology/2013/oct/30/grand-theft-auto-5-29m-sales-
gta-5.

Eisenbeis, Richard. | Played the Oculus Rift for Five Hours Straight, 02.08.2013 [accesat la
02.08.2013]. disponibil la adresa http://kotaku.com/i-played-the-oculus-rift-for-five-
hours-straight-987568701.



Frank N. Magid Associates. Smartphones and Tablets: The Heartbeat of Connected Culture,
14.10.2013 [accesat la 16.10.2013]. disponibil la adresa
http://magid.com/sites/default/files/pdf/20130930MagidMobileStudyPreview.pdf.

Friedersdorf, Conor. The Mayor Who Took a Sledgehammer to NYC's Pinball Machines,
13.01.2013 [accesat. disponibil la adresa
http://www.theatlantic.com/politics/archive/2013/01/the-mayor-who-took-a-
sledgehammer-to-nycs-pinball-machines/267309/.

Game Research Dictionary. 20009. Game Research, http://game-
research.com/index.php/dictionary/.

Gera, Emily. Former Nintendo President Hiroshi Yamauchi Passes Away at 85, 19.09.2013
[accesat la 19.09.2013]. disponibil la adresa
http://www.polygon.com/2013/9/19/4747590/former-nintendo-president-hiroshi-
yamauchi-passes-away-at-85.

Geron, Tomio. 2013. Sony To Acquire Cloud Gaming Startup Gaikai For $380 Million,
02.07.2012 [accesat la 19.08.2013]. disponibil la adresa
http://www.forbes.com/sites/tomiogeron/2012/07/02/sony-to-acquire-cloud-gaming-
startup-gaikai-for-380-million/.

Harris, Sonia. Committed: The ComiXology Reader Survey, 10.10.2013 [accesat la
20.10.2013]. disponibil la adresa
http://goodcomics.comicbookresources.com/2013/10/10/committed-the-comixology-
reader-surveyl/.

Hoffman, Erin. Opinion: Journey Succeeds Because It Affirms Our Existence, 16.04.2013
[accesat la 20.04.2013]. disponibil la adresa
http://www.polygon.com/2013/4/16/4231282/opinion-journey-succeeds-because-it-
affirms-our-existence.

Howe, Jeff. 2012. The Rise of Crowdsourcing [accesat la 5 november]. disponibil la adresa
http://www.wired.com/wired/archive/14.06/crowds.html.

*** |BM100 - Deep Blue. f.a. [accesat la 02.08.2013]. disponibil la adresa http://www-
03.ibm.com/ibm/history/ibm100/us/en/icons/deepblue/.

Jenkins, Henry. Transmedia Storytelling, 15.01.2003 [accesat la 26..03.2012]. disponibil la
adresa http://www.technologyreview.com/news/401760/transmedia-storytelling/.

Johnson, Daniel. Parents Television Council Targets ‘The Walking Dead’ Over TV-14 Rating
[accesat la 07.04.2013]. disponibil la adresa http://screenrant.com/parents-television-
council-walking-dead/.

Johnson, Soren. Theme is Not Meaning (Part 1), 14.07.2010 [accesat la 17.04.2013].
disponibil la adresa http://www.designer-notes.com/?p=237.

———— Theme is Not Meaning (Part I1), 2010/07/14 [accesat la 2013/04/17]. disponibil la
adresa http://www.designer-notes.com/?p=240.

Key, Ed. What Are Games, 01.02.2013 [accesat la 24.04.2013]. disponibil la adresa
http://lwww.visitproteus.com/what-are-game/.

Launder, William. ‘Walking Dead' Propels AMC Networks, 26.2.2013 [accesat la
10.03.2013]. disponibil la adresa
http://online.wsj.com/news/articles/SB1000142412788732388430457832801383795
4522.



Lawler, Ryan. With 35M Unique Viewers a Month, Twitch Hires an In-House Ad Sales Team
to Ramp Up Monetization, 05.06.2013 [accesat la 13.08.2013]. disponibil la adresa
http://techcrunch.com/2013/06/05/twitch-in-house-sales-team!/.

Leadbetter, Richard. Mobile Kepler Revealed: More Powerful than Current-Gen Console?,
24.07.2013 [accesat la 28.07.2013]. disponibil la adresa
http://www.eurogamer.net/articles/digitalfoundry-mobile-kepler-revealed.

————— PS4 Developer: Sony Mandates Vita Remote Play for All Games, 29.05.2013
[accesat la 17.08.2013]. disponibil la adresa
http://www.eurogamer.net/articles/digitalfoundry-sony-mandates-vita-remote-play-
for-ps4-games.

Llamas, Ramon T., Ryan Reith si Michael Shirer. 2013. Apple Cedes Market Share in
Smartphone Operating System Market as Android Surges and Windows Phone Gains,
According to IDC, 07.08.2013 [accesat. comunicat de presd disponibil la adresa
http://www.businesswire.com/news/home/20130807005280/en/Apple-Cedes-
Market-Share-Smartphone-Operating-System.

Loguidice, Bill si Matt Barton. A History of Gaming Platforms: Mattel Intellivision,
08.05.2018 [accesat. disponibil la adresa
http://www.gamasutra.com/view/feature/3653/a_history_of gaming_platforms_.php

Lynley, Matthew. Behind the Hit iPhone Game “The Walking Dead”, 04.01.2013 [accesat
la 10.03.2013]. disponibil la adresa http://blogs.wsj.com/digits/2013/01/04/behind-
the-hit-iphone-game-the-walking-dead/.

Madigan, Jamie. Analysis: The Psychology of Immersion in Video Games 25.08.2010
[accesat la 03.08.2013]. disponibil la adresa
http://www.gamasutra.com/view/news/29910/Analysis_The_Psychology of_Immers
ion_in_Video_Games.php.

McElroy, Justin. The Walking Dead: Survival Instinct Review: Human Suffering, 19.03.2013

[accesat la 17.07.2013]. disponibil la adresa
http://www.polygon.com/2013/3/19/4125248/the-walking-dead-survival-instinct-
review.

Miller, John Jackson. July 2012 Comic Book Sales Figures [accesat la 06.04.2013].
disponibil la adresa http://www.comichron.com/monthlycomicssales/2012/2012-
07.html.

———. Comics up 15% in 2012, Walking Dead tops comic, GN charts, 07.01.2013 [accesat
la 10.03.2013]. disponibil la adresa http://blog.comichron.com/2013/01/comics-up-
15-in-2012-walking-dead-tops.html.

———— Overall Print Comics Market Topped $700 Million in 2012, 17.02.2013 [accesat la
16.06.2013]. disponibil la adresa http://blog.comichron.com/2013/02/overall-print-
comics-market-topped-700.html.

Mosby, John. Walking Dead - Staggering Numbers, 16.07.2012 [accesat la 06.04.2013].
disponibil la adresa http://www.impactonline.co/news/849-walking-dead-staggering-

numbers.
Muller, Trudy si Natalie Kerris. 2012. iPhone 5 First Weekend Sales Top Five Million,
24.09.2012 [accesat. comunicat de  presd  disponibil la  adresa

https://www.apple.com/pr/library/2012/09/24iPhone-5-First-Weekend-Sales-Top-
Five-Million.html.



Nichols, Phil. Go Ahead, Mess With Texas Instruments, 30.08.2013 [accesat la 07.09.2013].
disponibil la adresa http://www.theatlantic.com/technology/archive/2013/08/go-
ahead-mess-with-texas-instruments/278899/.

*** Nintendo's Yamauchi: No More Playing Around [accesat la 17.08.2013]. disponibil la
adresa  http://www.businessweek.com/stories/1994-02-20/nintendos-yamauchi-no-
more-playing-around.

O'Connell, Michael. TV Ratings: 'The Walking Dead' Surges Again, Hits Record 16.1 Million
Viewers, 14.10.2013 [accesat la 16.10.2103]. disponibil la adresa
http://www.hollywoodreporter.com/live-feed/tv-ratings-walking-dead-surges-
648190.

Oculus. Oculus Rift: Step Into the Game [accesat la 29.07.2013]. disponibil la adresa
http://www.kickstarter.com/projects/1523379957/oculus-rift-step-into-the-game.

Pomerantz, Dorothy. Three Lessons From The Record-Breaking Finale Of 'The Walking
Dead', 01.04.2013 [accesat la 06.04.2013]. disponibil la  adresa
http://www.forbes.com/sites/dorothypomerantz/2013/04/01/three-lessons-from-the-
record-breaking-finale-of-the-walking-dead/.

Rogers, Vaneta. WALKING DEAD vs. AVENGERS and the Comics Sales Carryover,
11.05.2012 [accesat. disponibil la adresa http://www.newsarama.com/9507-walking-
dead-vs-avengers-and-the-comics-sales-carryover.html.

Rose, Mike. Chasing the Whale: Examining the Ethics of Free-to-Play Games, 09.07.2013
[accesat la 18.08.2013].

———. It's totally OK to not like ‘anti-games', 01.02.2013 [accesat la 24.04.2013].
disponibil la adresa
http://www.gamasutra.com/view/news/185885/Opinion_Its_totally OK to not_like
_antigames.php.

Schenker, Brett. Facebook Fandom Spotlight: The Walking Dead, 28.10.2013 [accesat la
28.10.2013]. disponibil la adresa http://graphicpolicy.com/2013/10/28/facebook-
fandom-spotlight-the-walking-dead/.

Schumacher, Eric si Jim Redner. 2013. Oculus VR Closes $16M Series A to Bring Consumer
Virtual Reality Platform to Market, 19.06.2013 [accesat la 29.07.2013]. comunicat de
presa disponibil la adresa http://www.oculusvr.com/press/oculus-vr-closes-16m-
series-a-to-bring-consumer-virtual-reality-platform-to-market/.

Schwartz, Terri. 'The Walking Dead" College Course Instructors Teach Zombie Apocalypse
Preparedness, 11.10.2013 [accesat la 21.10.2013]. disponibil la adresa
http://blog.zap2it.com/pop2it/2013/10/the-walking-dead-college-course-instructors-
teach-zombie-apocalypse-preparedness.html.

Seidman, Robert. AMC's 'The Walking Dead' Renewed for 13 Episode Season Two as Second
Episode = Big Ratings, 08.11.2010 [accesat la 16.10.2013]. disponibil la adresa
http://tvbythenumbers.zap2it.com/2010/11/08/amcs-the-walking-dead-renewed-for-
13-episode-season-two-as-second-episode-big-ratings/71238/.

Sheffield, Brandon. The Journey to Create Journey — The Quest for Emotion, 07.02.2013
[accesat la 08.08.2013]. disponibil la adresa
http://www.gamasutra.com/view/news/186282/The_journey_to_create_Journey__th
e_quest_for_emotion.php#.URTV4Gd-jbM.



Sinclair, Brendan. Two-Thirds of Whales Are Males, 22.08.2013 [accesat la 23.08.2013].
disponibil la adresa http://www.gamesindustry.biz/articles/2013-08-22-two-thirds-
of-whales-are-males.

Sinha-Roy, Piya, Eric Kelsey si Cynthia Osterman. 'The Walking Dead' Season Premiere
draws 16.1 Million Viewers, 16.10.2013 [accesat la 16.10.2013]. disponibil la adresa
http://www.reuters.com/article/2013/10/16/entertainment-us-thewalkingdead-

idUSBRE99D0P920131016.
Stelter, Brian. Ownership of TV Sets Falls in U.S., 03.05.2011 [accesat la 6.05.2013].
disponibil la adresa

http://www.nytimes.com/2011/05/03/business/media/03television.html?_r=0.
Tach, Dave. 2012. Eight years deep, the Black Mesa project perseveres, 28 Aug 2012

[accesat la 2.11.2012]. disponibil la adresa
http://www.polygon.com/gaming/2012/8/28/3275083/black-mesa-project-
preservers.

Tan, Maurice. 2013. Mass Effect 2 player choice statistics are surprising, 23.11.2013
[accesat la 24.04.2013]. disponibil la adresa http://www.destructoid.com/mass-effect-
2-player-choice-statistics-are-surprising-188362.phtml.

Telltale. 2013a. Telltale Games and Skybound Announce The Walking Dead: 400 Days as
new DLC for Award-Winning Game Series, 11.06.2013 [accesat. comunicat de presa
disponibil la adresa http://www.telltalegames.com/press/50481/telltale-games-and-
skybound-announce-the-walking-dead-400-days-as-new-dlc-for-award-winning-
game-se.

———. The Walking Dead coming to OUYA, 01.11.2013 [accesat la 12.09.2013]. disponibil
la adresa http://www.telltalegames.com/blog/50490/the-walking-dead-coming-to-
ouya.

*** The Open Source Definition. 2012. [accesat la 06.12.2012]. disponibil la adresa
http://opensource.org/docs/osd.

*** Top 100 Comics: July 2012 2012. Diamond Comic Distributors, Inc.

Totilo, Stephen. 2013. Two Thirds of You Played Mass Effect 3 As a Paragon. Mostly as
Soldiers, 23.03.2013 [accesat la 24.04.2013]. disponibil la adresa
http://kotaku.com/5992092/two-thirds-of-you-played-mass-effect-3-as-a-paragon-
mostly-as-soldiers.

Turrill, Dounia. 2013. Viewing on Demand: The Cross-Platform Report. September 2013.
The Nielsen Company, Inc.

Valjalo, David. Antichamber review [accesat la 05.08.2013]. disponibil la adresa
http://www.pcgamer.com/review/antichamber-review/.

Vietri, Patrick, Nicole Pike si Bill Hopkins. 2013. U.S. Gaming: A360° View. The Nielsen
Company, Inc.

Williamson, Alan. Lost for Words: New Relationships and Journey [accesat la 08.08.2013].
disponibil  la  adresa  http://nightmaremode.net/2012/11/lost-for-words-new-
relationships-and-journey-23265/.

Ludography

Briscoe, Robert. 2012. Dear Esther. thechineseroom.
Bragderbund. 1989. Prince of Persia. Brgderbund.
Cyan. 1993. Myst. Bragderbund.



Gamagio Limited. 2012. The Walking Dead: Assault. Skybound LLC.
Key, Ed si David Kanaga. 2012. Proteus. self-published.

Maxis. 2000. The Sims. Electronic Arts.

Quantic Dream. 2005. Fahrenheit. Atari.

———— 2010. Heavy Rain. Sony Computer Entertainment.

———. 2013 (TBR). Beyond: Two Souls. Sony Computer Entertainment.
Telltale Games. 2012. The Walking Dead. Telltale Games.

Terminal Reality. 2013. The Walking Dead: Survival Instinct. Activision.
Thatgamecompany. 2012. Journey. Sony Computer Entertainment.
Valve Corporation. 1998. Half-Life. Sierra Entertainment.

———1999. Counter-Strike. Sierra Studios.



