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A play-centered invitation to experience the power and delight
unlocked by imagination. Bernard De Koven (1941–2018)
was a pioneering designer of games and theorist of fun. He
studied games long before the field of game studies existed.
For De Koven, games could not be reduced to artifacts and
rules; they were about a sense of transcendent fun. This
book, his last, is about the imagination: the imagination as a
playground, a possibility space, and a gateway to wonder.
The Infinite Playground extends a play-centered invitation to
experience the power and delight unlocked by imagination. It
offers a curriculum for playful learning. De Koven guides the
readers through a series of observations and techniques,
interspersed with games. He begins with the fundamentals of
play, and proceeds through the private imagination, the
shared imagination, and imagining the world—observing, “the
things we imagine can become the world.” Along the way, he
reminisces about playing ping-pong with basketball great Bill
Russell; begins the instructions for a game called Reception
Line with “Mill around”; and introduces blathering
games—Blather, Group Blather, Singing Blather, and The
Blather Chorale—that allow the player's consciousness to
meander freely. Delivered during the last months of his life,
The Infinite Playground has been painstakingly cowritten with
Holly Gramazio, who worked together with coeditors Celia
Pearce and Eric Zimmerman to complete the project as
Bernie De Koven's illness made it impossible for him to
continue writing. Other prominent game scholars and
designers influenced by De Koven, including Katie Salen
Tekinba?, Jesper Juul, Frank Lantz, and members of Bernie's
own family, contribute short interstitial essays. Contributors
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Ian Bogost, Stephen Conway, Adriaan de Jongh, Elyon De
Koven, Rocky De Koven, Mary Flanagan, Gonzalo Frasca,
Tracy Fullerton, Holly Gramazio, Catherine Herdlick, Jesper
Juul, Frank Lantz, Colleen Macklin, Celia Pearce, Sebastian
Quack, Lee Rush, Katie Salen Tekinba?, John Sharp, Tassos
Stevens, Akira Thompson, Greg Trefry, Douglas Wilson, Zach
Wood, Eric Zimmerman
Should we allow performance-enhancing substances in
competitive athletics? The first book of its kind, Well Played
answers this question by urging us to a deeper appreciation
for the purpose of sport. Giving special reference to
performance-enhancing substances, Shafer challenges the
incompleteness of the ethical arguments and contributes a
Christian voice to the discussion. He initiates a theological
conversation that is both scholarly and accessible, arguing
that a distinctively Christian understanding of sport will have
far-reaching implications for how we treat ethical issues like
doping. The values, beliefs, and practices within the Christian
tradition show an alternative that prioritizes humility and
friendship, grace and gratitude over the "win at all costs"
mentality that drives the use of performance-enhancing
substances for a competitive advantage. This groundbreaking
book ventures into new theological territory as it explores the
intersections of theology, philosophy of sport, and the ethics
of doping. Theologians, ethicists, and pastors, as well as
coaches, athletes, and sports fans will benefit from this book's
thoughtful reflection on how Christians can play well in the
modern sports culture.
Gaming has long been a means for humans to share
knowledge, learn new concepts, and escape the constraints
of reality. Interdisciplinary Advancements in Gaming,
Simulations and Virtual Environments: Emerging Trends
investigates the role of games and computer-mediated
simulations in a variety of environments, including education,
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government, and business. Exploring psychological, social,
and cultural implications of games and simulations, as well as
policies related to their design and development, this
reference aims to support the work of researchers in this
growing field, as well as bridge the gap between theory and
practice in the application of electronic games to everyday
situations.
This book examines the local, regional and transnational
contexts of video games through a focused analysis on
gaming communities, the ways game design regulates
gender and class relations, and the impacts of colonization on
game design. The critical interest in games as a cultural
artifact is covered by a wide range of interdisciplinary work.
To highlight the social impacts of games the first section of
the book covers the systems built around high score game
competitions, the development of independent game design
communities, and the formation of fan communities and
cosplay. The second section of the book offers a deeper
analysis of game structures, gender and masculinity, and the
economic constraints of empire that are built into game
design. The final section offers a macro perspective on
transnational and colonial discourses built into the cultural
structures of East Asian game play.
Forty original contributions on games and gaming culture
What does Pokémon Go tell us about globalization? What
does Tetris teach us about rules? Is feminism boosted or
bashed by Kim Kardashian: Hollywood? How does BioShock
Infinite help us navigate world-building? From arcades to
Atari, and phone apps to virtual reality headsets, video games
have been at the epicenter of our ever-evolving technological
reality. Unlike other media technologies, video games
demand engagement like no other, which begs the
question—what is the role that video games play in our lives,
from our homes, to our phones, and on global culture writ
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large? How to Play Video Games brings together forty original
essays from today’s leading scholars on video game culture,
writing about the games they know best and what they mean
in broader social and cultural contexts. Read about avatars in
Grand Theft Auto V, or music in The Legend of Zelda:
Ocarina of Time. See how Age of Empires taught a
generation about postcolonialism, and how Borderlands
exposes the seedy underbelly of capitalism. These essays
suggest that understanding video games in a critical context
provides a new way to engage in contemporary culture. They
are a must read for fans and students of the medium.
The book is about user interfaces to applications that have
been designed for social and physical interaction. The
interfaces are ‘playful’, that is, users feel challenged to
engage in social and physical interaction because that will be
fun. The topics that will be present in this book are interactive
playgrounds, urban games using mobiles, sensor-equipped
environments for playing, child-computer interaction, tangible
game interfaces, interactive tabletop technology and
applications, full-body interaction, exertion games,
persuasion, engagement, evaluation and user experience.
Readers of the book will not only get a survey of state-of-theart research in these areas, but the chapters in this book will
also provide a vision of the future where playful interfaces will
be ubiquitous, that is, present and integrated in home, office,
recreational, sports and urban environments, emphasizing
that in the future in these environments game elements will
be integrated and welcomed.
Computer games have become a major cultural and
economic force, and a subject of extensive academic interest.
Up until now, however, computer games have received
relatively little attention from philosophy. Seeking to remedy
this, the present collection of newly written papers by
philosophers and media researchers addresses a range of
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philosophical questions related to three issues of crucial
importance for understanding the phenomenon of computer
games: the nature of gameplay and player experience, the
moral evaluability of player and avatar actions, and the reality
status of the gaming environment. By doing so, the book aims
to establish the philosophy of computer games as an
important strand of computer games research, and as a
separate field of philosophical inquiry. The book is required
reading for anyone with an academic or professional interest
in computer games, and will also be of value to readers
curious about the philosophical issues raised by
contemporary digital culture.

This is a text for students in sport philosophy, sport
ethics, sport management and sport studies courses,
as well as a reference for professionals with an
interest in sport ethics. World-renowned experts
examine the moral and ethical issues surrounding
sport in contemporary society, addressing current
debates.
Sport and Art explores relationship of sport to art. It
does not argue that sport is one of the arts, but
rather that sport and art hold common ground. Both
are ways in which humans confront philosophical
challenges, though they do this through very
different media. While art deploys sensual media
such as paint or sound, sport is the pursuit of a
physical challenge at which the athlete may fail. This
is to propose, in an argument that has its roots in
Hegel’s aesthetics, that sport may be interpreted as
a way of reflecting upon metaphysical and normative
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issues, such as the nature of human freedom, fate
and chance, and even our sense of space and time.
This argument is developed by proposing the
concept of a ‘sportworld’, an ‘atmosphere of
theory’ and a ‘knowledge of history’ through which
an event is interpreted and thereby constituted as
sport. Ultimately, Sport and Art argues that in order
to be truly appreciated, sport must be understood
within a modernist aesthetics. That is to say that
sport is not about beauty, but rather about the
struggle to find meaning in sporting triumph and
crucially sporting failure. This book was published as
a special issue of Sport, Ethics and Philosophy.
Following on Well Played 1.0 and 2.0, this book will
also be full of in-depth close readings of video
games that parse out the various meanings to be
found in the experience of playing a game.
Contributors will analyze sequences in a game in
detail in order to illustrate and interpret how the
various components of a game can come together to
create fulfilling a playing experience unique to this
medium. Contributors will again be looking at video
games, some that were covered in Well Played 1.0
and 2.0 as well as new ones, in order to provide a
variety of perspectives on more great games.
The Well-Played GameA Player's PhilosophyMIT
Press
This book constitutes the refereed proceedings of
the 4th International Conference on Games and
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Learning Alliance, GALA 2015, held in Rome, Italy,
in December 2015. The 33 revised full papers and
15 short papers presented were carefully reviewed
and selected from 102 submissions. The papers
presented cover a variety of aspects and knowledge
fields. They are grouped around the following topics:
games for health, games for mobility, pervasive
gaming and urban mobility.
Founded in 2004, the Games for Health Project
supports community, knowledge and business
development efforts to use cutting-edge games and
game technologies to improve health and health
care. The Games for Health Conference brings
together researchers, medical professionals and
game developers to share information about the
impact of games, playful interaction and game
technologies on health, health care and policy. Over
two days, more than 400 attendees participate in
over 60 sessions provided by an international array
of 80+ speakers, cutting across a wide range of
activities in health and health care. Topics include
exergaming, physical therapy, disease management,
health behavior change, biofeedback, rehab,
epidemiology, training, cognitive health, nutrition and
health education.
In The Well-Played Game, games guru Bernard De
Koven explores the interaction of play and games,
offering players -- as well as game designers,
educators, and scholars -- a guide to how games
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work. De Koven's classic treatise on how human
beings play together, first published in 1978,
investigates many issues newly resonant in the era
of video and computer games, including social
gameplay and player modification. The digital game
industry, now moving beyond its emphasis on
graphic techniques to focus on player interaction,
has much to learn from The Well-Played Game.De
Koven explains that when players congratulate each
other on a "well-played" game, they are expressing a
unique and profound synthesis that combines the
concepts of play (with its associations of playfulness
and fun) and game (with its associations of rulefollowing). This, he tells us, yields a larger concept:
the experience and expression of excellence. De
Koven -- affectionately and appreciatively hailed by
Eric Zimmerman as "our shaman of play" -- explores
the experience of a well-played game, how we share
it, and how we can experience it again; issues of
cheating, fairness, keeping score, changing old
games (why not change the rules in pursuit of new
ways to play?), and making up new games; playing
for keeps; and winning. His book belongs on the
bookshelves of players who want to find a game in
which they can play well, who are looking for others
with whom they can play well, and who have
discovered the relationship between the well-played
game and the well-lived life.
Games allow players to experiment and play with
Page 8/21

Online Library The Well Played Game A Players
Philosophy
subject positions, values and moral choice. In game
worlds players can take on the role of antagonists;
they allow us to play with behaviour that would be
offensive, illegal or immoral if it happened outside of
the game sphere. While contemporary games have
always handled certain problematic topics, such as
war, disasters, human decay, post-apocalyptic
futures, cruelty and betrayal, lately even the most
playful of genres are introducing situations in which
players are presented with difficult ethical and moral
dilemmas. This volume is an investigation of "dark
play" in video games, or game play with
controversial themes as well as controversial play
behaviour. It covers such questions as: Why do
some games stir up political controversies? How do
games invite, or even push players towards dark
play through their design? Where are the boundaries
for what can be presented in a games? Are these
boundaries different from other media such as film
and books, and if so why? What is the allure of dark
play and why do players engage in these practices?
Improvisation informs a vast array of human activity,
from creative practices in art, dance, music, and
literature to everyday conversation and the
relationships to natural and built environments that
surround and sustain us. The two volumes of the
Oxford Handbook of Critical Improvisation Studies
gather scholarship on improvisation from an
immense range of perspectives, with contributions
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from more than sixty scholars working in
architecture, anthropology, art history, computer
science, cognitive science, cultural studies, dance,
economics, education, ethnomusicology, film,
gender studies, history, linguistics, literary theory,
musicology, neuroscience, new media,
organizational science, performance studies,
philosophy, popular music studies, psychology,
science and technology studies, sociology, and
sound art, among others.
?????????????????????????????????????????;????
???????????????????????????????????????
An impassioned look at games and game design
that offers the most ambitious framework for
understanding them to date. As pop culture, games
are as important as film or television—but game
design has yet to develop a theoretical framework or
critical vocabulary. In Rules of Play Katie Salen and
Eric Zimmerman present a much-needed primer for
this emerging field. They offer a unified model for
looking at all kinds of games, from board games and
sports to computer and video games. As active
participants in game culture, the authors have written
Rules of Play as a catalyst for innovation, filled with
new concepts, strategies, and methodologies for
creating and understanding games. Building an
aesthetics of interactive systems, Salen and
Zimmerman define core concepts like "play,"
"design," and "interactivity." They look at games
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through a series of eighteen "game design
schemas," or conceptual frameworks, including
games as systems of emergence and information, as
contexts for social play, as a storytelling medium,
and as sites of cultural resistance. Written for game
scholars, game developers, and interactive
designers, Rules of Play is a textbook, reference
book, and theoretical guide. It is the first
comprehensive attempt to establish a solid
theoretical framework for the emerging discipline of
game design.
If you’re fascinated by words and language, you’ll
revel in Word Up! A Lively Look at English by Rob
Kyff a.k.a. “The Word Guy.” Drawn from Kyff's
nationally syndicated column on language, this
spirited book treats readers to a zesty verbal
smorgasbord: handy tips on good writing and usage,
fascinating stories behind word and phrase origins,
whimsical word play and linguistic oddities. With wit
and warmth, Word Up! explores everything from the
split infinitive controversy to apostrophe
catastrophes to the true etymology of “hooker.”
Each chapter concludes with a quiz that gives you a
chance to test your word knowledge. A blend of
William Safire and Dave Barry, Word Up! combines
learning and laughter in ways that will surprise and
delight you.
Playfulness isn't an achievement, it's a gift. And that
gift comes to those who choose to receive it. Even
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though I rigorously claim that "playful path is the
shortest road to happiness," it often happens that we
don't choose to be playful. We could, but we don't.
Maybe we're not happy enough. Maybe some
perverse part of ourselves is having more fun being
miserable. But even the best of us, even the most
professionally playful of us, forget to be playful. And
even though we have the choice and we know we
have the choice, we simply can't get ourselves to
play. We can't act playfully, or feel playful or be
playful. This book serves as a reminder, as a guide,
as a tool to help you find your own playful path, to
help you help others find theirs. It's designed so that
you can read it from cover to cover, or just open it
anywhere, just to see what comes up, just for the fun
of it. Bernard DeKoven has been exploring
playfulness for more than 45 years. His book, The
Well-Played Game, originally served to help guide
people who had discover the power of play through
the New Games Foundation. Today it serves
designers of videogames who also want to share the
power of play through their new games and new
visons of playfulness. There's much more on his
website - deepfun.com
For nearly two decades, Brian Crecente has been
the driving force behind some of the most influential
gaming publications in the world. He established
Gawker's Kotaku, co-founded Vox Media's Polygon
and was the video game editor for Rolling Stone and
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Variety. In this collection of essays, Crecente talks to
the biggest names behind the world's biggest
games, he opines on freedom of speech and guns in
games, and examines the fascinating world of game
players and game makers.
The return of a classic book about games and play
that illuminates the relationship between the wellplayed game and the well-lived life. In The WellPlayed Game, games guru Bernard De Koven
explores the interaction of play and games, offering
players—as well as game designers, educators, and
scholars—a guide to how games work. De Koven's
classic treatise on how human beings play together,
first published in 1978, investigates many issues
newly resonant in the era of video and computer
games, including social gameplay and player
modification. The digital game industry, now moving
beyond its emphasis on graphic techniques to focus
on player interaction, has much to learn from The
Well-Played Game. De Koven explains that when
players congratulate each other on a “well-played”
game, they are expressing a unique and profound
synthesis that combines the concepts of play (with
its associations of playfulness and fun) and game
(with its associations of rule-following). This, he tells
us, yields a larger concept: the experience and
expression of excellence. De Koven—affectionately
and appreciatively hailed by Eric Zimmerman as
“our shaman of play”—explores the experience of a
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well-played game, how we share it, and how we can
experience it again; issues of cheating, fairness,
keeping score, changing old games (why not change
the rules in pursuit of new ways to play?), and
making up new games; playing for keeps; and
winning. His book belongs on the bookshelves of
players who want to find a game in which they can
play well, who are looking for others with whom they
can play well, and who have discovered the
relationship between the well-played game and the
well-lived life.
This book provides the latest research and theory in
the area of children's play with their parents. It
includes discussions of the basic processes involved
in parent-child play, parent-child play in atypical
populations of children, and parent-child play in
cross-cultural perspective. An opening section on
basic processes provides a general background on
the mechanisms involved in play and provides a
foundation for the rest of the book. The section on
atypical populations focuses on parent-child play
among clinical populations, including Down
syndrome children, premature children, hyperactive
children, and economically distressed families and
families with depressed parents. It expands the
context of the populations' data described in the first
section and provides some additional insight into
mechanisms. Finally, the book describes some of
the enormous cross-cultural variations in play
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behavior.
What if every part of our everyday life was turned
into a game? The implications of “gamification.”
What if our whole life were turned into a game?
What sounds like the premise of a science fiction
novel is today becoming reality as “gamification.” As
more and more organizations, practices, products,
and services are infused with elements from games
and play to make them more engaging, we are
witnessing a veritable ludification of culture. Yet
while some celebrate gamification as a possible
answer to mankind's toughest challenges and others
condemn it as a marketing ruse, the question
remains: what are the ramifications of this “gameful
world”? Can game design energize society and
individuals, or will algorithmic incentive systems
become our new robot overlords? In this book, more
than fifty luminaries from academia and industry
examine the key challenges of gamification and the
ludification of culture—including Ian Bogost, John M.
Carroll, Bernie DeKoven, Bill Gaver, Jane
McGonigal, Frank Lantz, Jesse Schell, Kevin Slavin,
McKenzie Wark, and Eric Zimmerman. They outline
major disciplinary approaches, including rhetorics,
economics, psychology, and aesthetics; tackle
issues like exploitation or privacy; and survey main
application domains such as health, education,
design, sustainability, or social media.
What is sport? Why does sport matter? How can we
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use philosophy to understand what sport means
today? This engaging and highly original introduction
to the philosophy of sport uses dialogue – a form of
philosophical investigation – to address the
fundamental questions in sport studies and to
explore key contemporary issues such as fair play,
gender, drug use, cheating, entertainment and
identity. Providing a clear, informative and
accessible introduction to the philosophy of sport,
every chapter includes current sporting examples as
well as review questions and guides to further
reading. The dialogue form enables students to
engage in debate and raise questions, while
encouraging them to think from the perspectives of
athlete, coach, spectator and philosopher. The
issues raised present real and complex ethical
dilemmas that relate to a variety of sports from
around the world such as soccer, athletics, baseball,
basketball, hockey and tennis. No other book brings
this rich subject to life through the use of dialogue,
making this an indispensable companion to any
course on the philosophy or ethics of sport.
From Today Show contributor, Meredith Sinclair,
comes this ultimate resource for awakening your
playful spirit, jumpstarting your relationships, and
upping your happiness quotient. In our age of digital
addiction, many of us have lost our ability to be
spontaneous. More parents are complaining that
they no longer even remember how to play…with their
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children, their spouse, and even with their own
friends. Don’t fret! In Well Played, expert Meredith
Sinclair helps families relearn what used to come
naturally and shows how to find happiness through
play. For children, playing comes naturally…or at
least it used to. But today that kind of easy-going fun
is harder to come by, for both kids and their parents.
With hectic lifestyles and constant technology
overload, families have simply forgotten how to play.
The solution? Relearn how to integrate fun and
creative play into our day-to-day lives. Well Played
will show you how to simplify your overscheduled
lives with plenty of original and entertaining ideas,
including: Why a disco ball is an essential kitchen
appliance Lip Sync Battle, family edition Parent-child
slumber parties…don’t forget the popcorn! Party like
it’s 1949 with old-school table games 12 dates that
are way better than dinner and a movie Stop
helicopter parenting yourself—find things that thrill
and slightly alarm you all at the same time! Grownup field trips to slap on your schedule Packed with
fun and engaging line drawings, entertaining DIY
projects, and hundreds of lists and tips on capturing
the game-changing joy of goofing off, Well Played is
an indispensable guide for families to incorporate
quality fun and playtime into our daily lives.
Compared to its ‘cousin’ innovation, academic
research on creativity has been less well covered in
journals and books. This is despite the fact that
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creativity has a profound role in many different
subject disciplines. This book is a unique collection
of some of the latest research from a range of
leading creativity researchers. Providing a clear
understanding of the main concepts, this book:
Introduces creativity from an inter-disciplinary
perspective Discusses the environmental
determinants of creativity development Explores
creativity research in the differing disciplines of
business, music and education Creativity Research
will be of interest and importance to researchers
across a variety of subject disciplines, as well as
students and practitioners of creativity, innovation
and organizational behaviour, amongst others.
Well Played is a concept of providing in-depth close
readings of video games that parse out the various
meanings to be found through the experience of
playing a game. Around Halloween in 2020, the Well
Played Journal started its 10th volume. Looking
back, the first “well played” presentation and article
was in 2003, with the first book coming out in 2009,
and the first journal issue released in 2011. Thinking
of Well Played during the pandemic underscored
how games have been a part of our experiences,
and the value and role games have had in people’s
lives this past year or so. This Well Played
retrospective, along with companion essays on
games during the pandemic, capture a critical history
of Well Played and highlight how much games can
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matter in our lives. The retrospective essays and the
pandemic essays have resonant themes, so we’ve
woven them together to share a written tapestry of
Well Played and games, value, and meaning.
More than live : game "a-liveness" and immediacy -Game presence and mediatization -- Pausing and
resuming -- Saving and restoring -- An instinct towards
repetition : "replay value," mastery, and re-creation -Recursive temporalities -- Case studies
Students love math games and puzzles, but how much
are they really learning from the experience? Too often,
math games are thought of as just a fun activity or
enrichment opportunity. Well Played shows you how to
make games and puzzles an integral learning
component that provides teachers with unique access to
student thinking. This third book in the series helps you
engage students in grades 6-8 in discussions of
mathematical ideas and deepen their conceptual
understanding. It also helps you develop students'
fluency with number systems; ratio and proportional
relationships; expressions and equations, statistics and
probability; and patterns, graphs, and functions. The
twenty-five games and puzzles in Well Played, which
have all been field-tested in diverse classrooms, contain:
explanations of the mathematical importance of each
game or puzzle and how it supports student learning;
variations for each game or puzzle to address a range of
learning levels and styles; clear step-by-step directions;
and classroom vignettes that model how best to
introduce the featured game or puzzle. The book also
includes a separate chapter with suggestions for how to
Page 19/21

Online Library The Well Played Game A Players
Philosophy
effectively manage games and puzzles in diverse
classrooms; reproducibles that provide directions, game
boards, game cards, and puzzles; assessment ideas;
and suggestions for online games, puzzles, and apps.
Well Played will help you tap the power of games and
puzzles to engage students in sustained and productive
mathematical thinking.
"Thank you for this LITTLE book which is a GREAT read.
It gave me some very enjoyable hours of insight and
contemplation." Dr. Reiner Knizia Welcome to the
philosophy and metaphysics of the EUROGAME. Beat
cognitive biases while sharpening thinking, all in a
pressure cooker of fun. Play is the path that can shape
our characters - for the better!
Create the Digital Games You Love to Play Discover an
exercise-driven, non-technical approach to game design
without the need for programming or artistic expertise
using Game Design Workshop, Third Edition. Author
Tracy Fullerton demystifies the creative process with a
clear and accessible analysis of the formal and dramatic
systems of game design. Examples of popular games,
illustrations of design techniques, and refined exercises
strengthen your understanding of how game systems
function and give you the skills and tools necessary to
create a compelling and engaging game. The book puts
you to work prototyping, playtesting, and revising your
own games with time-tested methods and tools. It
provides you with the foundation to advance your career
in any facet of the game industry, including design,
producing, programming, and visual design.
How games can make a real-world difference in
Page 20/21

Online Library The Well Played Game A Players
Philosophy
communities when city leaders tap into the power of play
for local impact. In 2016, city officials were surprised
when Pokémon GO brought millions of players out into
the public space, blending digital participation with the
physical. Yet for local control and empowerment, a new
framework is needed to guide the power of mixed reality
and pervasive play. In Locally Played, Benjamin Stokes
describes the rise of games that can connect strangers
across zip codes, support the “buy local” economy, and
build cohesion in the fight for equity. With a mix of highand low-tech games, Stokes shows, cities can tap into
the power of play for the good of the group, including
healthier neighborhoods and stronger communities.
Stokes shows how impact is greatest when games “fit”
to the local community—not just in terms of culture, but at
the level of group identity and network structure. By
pairing design principles with a range of empirical
methods, Stokes investigates the impact of several
games, including Macon Money, where an alternative
currency encouraged people to cross lines of
socioeconomic segregation in Macon, Georgia; Reality
Ends Here, where teams in Los Angeles competed to tell
multimedia stories around local mythology; and
Pokémon GO, appropriated by several cities to serve
local needs through local libraries and open street
festivals. Locally Played provides game designers with a
model to strengthen existing networks tied to place and
gives city leaders tools to look past technology trends in
order to make a difference in the real world.
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