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This book provides the first in-depth exploration of video games as
history. Chapman puts forth five basic categories of analysis for understanding
historical video games: simulation and epistemology, time, space, narrative, and
affordance. Through these methods of analysis he explores what these games
uniquely offer as a new form of history and how they produce representations of
the past. By taking an inter-disciplinary and accessible approach the book
provides a specific and firm first foundation upon which to build further
examination of the potential of video games as a historical form.
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This book provides the first in-depth exploration of video games as history. Chapman puts forth five basic
categories of analysis for understanding historical video games: simulation and epistemology, time, space,
narrative, and affordance. Through these methods of analysis he explores what these games uniquely offer as
a new form of history and how they produce representations of the past. By taking an inter-disciplinary and
accessible approach the book provides a specific and firm first foundation upon which to build further
examination of the potential of video games as a historical form.
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Editorial Review

Review

This book provides the first in-depth exploration of video games as history. Chapman puts forth five basic
categories of analysis for understanding historical video games: simulation and epistemology, time, space,
narrative, and affordance. Through these methods of analysis he explores what these games uniquely offer as
a new form of history and how they produce representations of the past. By taking an inter-disciplinary and
accessible approach the book provides a specific and firm first foundation upon which to build further
examination of the potential of video games as a historical form.

About the Author

Adam Chapman is a Post-Doctoral Fellow in Historical Games in the Department of Education,
Communication and Learning at the University of Gothenburg, Sweden

Users Review

From reader reviews:

Sam Grimes:

Book is to be different for every single grade. Book for children till adult are different content. As it is
known to us that book is very important usually. The book Digital Games as History: How Videogames
Represent the Past and Offer Access to Historical Practice (Routledge Advances in Game Studies) was
making you to know about other knowledge and of course you can take more information. It is very
advantages for you. The book Digital Games as History: How Videogames Represent the Past and Offer
Access to Historical Practice (Routledge Advances in Game Studies) is not only giving you more new
information but also being your friend when you really feel bored. You can spend your spend time to read
your guide. Try to make relationship using the book Digital Games as History: How Videogames Represent
the Past and Offer Access to Historical Practice (Routledge Advances in Game Studies). You never truly feel
lose out for everything when you read some books.

Bethel Stockton:

Do you considered one of people who can't read satisfying if the sentence chained within the straightway,
hold on guys that aren't like that. This Digital Games as History: How Videogames Represent the Past and
Offer Access to Historical Practice (Routledge Advances in Game Studies) book is readable by means of you
who hate those straight word style. You will find the facts here are arrange for enjoyable reading through
experience without leaving perhaps decrease the knowledge that want to supply to you. The writer connected
with Digital Games as History: How Videogames Represent the Past and Offer Access to Historical Practice
(Routledge Advances in Game Studies) content conveys the thought easily to understand by a lot of people.
The printed and e-book are not different in the content but it just different available as it. So , do you



nonetheless thinking Digital Games as History: How Videogames Represent the Past and Offer Access to
Historical Practice (Routledge Advances in Game Studies) is not loveable to be your top collection reading
book?

Helen Mota:

Does one one of the book lovers? If so, do you ever feeling doubt when you find yourself in the book store?
Attempt to pick one book that you find out the inside because don't assess book by its handle may doesn't
work this is difficult job because you are frightened that the inside maybe not because fantastic as in the
outside look likes. Maybe you answer is usually Digital Games as History: How Videogames Represent the
Past and Offer Access to Historical Practice (Routledge Advances in Game Studies) why because the
wonderful cover that make you consider in regards to the content will not disappoint you. The inside or
content will be fantastic as the outside or cover. Your reading 6th sense will directly assist you to pick up this
book.

Elizabeth Givens:

Reading a book for being new life style in this season; every people loves to go through a book. When you
read a book you can get a great deal of benefit. When you read guides, you can improve your knowledge,
mainly because book has a lot of information onto it. The information that you will get depend on what types
of book that you have read. If you would like get information about your study, you can read education
books, but if you act like you want to entertain yourself you are able to a fiction books, these us novel,
comics, and also soon. The Digital Games as History: How Videogames Represent the Past and Offer Access
to Historical Practice (Routledge Advances in Game Studies) offer you a new experience in looking at a
book.
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