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BIG DATA AND THE FUTURE OF ENTERTAINMENT
MIT Press How big data is transforming the creative industries, and how those industries can use lessons from Netﬂix,
Amazon, and Apple to ﬁght back. “[The authors explain] gently yet ﬁrmly exactly how the internet threatens
established ways and what can and cannot be done about it. Their book should be required for anyone who wishes to
believe that nothing much has changed.” —The Wall Street Journal “Packed with examples, from the nimble-footed
who reacted quickly to adapt their businesses, to laggards who lost empires.” —Financial Times Traditional network
television programming has always followed the same script: executives approve a pilot, order a trial number of
episodes, and broadcast them, expecting viewers to watch a given show on their television sets at the same time every
week. But then came Netﬂix's House of Cards. Netﬂix gauged the show's potential from data it had gathered about
subscribers' preferences, ordered two seasons without seeing a pilot, and uploaded the ﬁrst thirteen episodes all at
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once for viewers to watch whenever they wanted on the devices of their choice. In this book, Michael Smith and Rahul
Telang, experts on entertainment analytics, show how the success of House of Cards upended the ﬁlm and TV
industries—and how companies like Amazon and Apple are changing the rules in other entertainment industries,
notably publishing and music. We're living through a period of unprecedented technological disruption in the
entertainment industries. Just about everything is aﬀected: pricing, production, distribution, piracy. Smith and Telang
discuss niche products and the long tail, product diﬀerentiation, price discrimination, and incentives for users not to
steal content. To survive and succeed, businesses have to adapt rapidly and creatively. Smith and Telang explain how.
How can companies discover who their customers are, what they want, and how much they are willing to pay for it?
Data. The entertainment industries, must learn to play a little “moneyball.” The bottom line: follow the data.

DISRUPTIVE TECHNOLOGY, LEGAL INNOVATION, AND THE FUTURE OF REAL ESTATE
Springer Nature This book addresses challenges that new technologies and the big data revolution pose to existing
regulatory and legal frameworks. The volume discusses issues such as blockchain and its implications for property
transactions and taxes, three (or four) dimensional title registration, land use and urban planning in the age of big
data, and the future of property rights in light of these changes. The book brings together an interdisciplinary
collection of chapters that revolve around the potential inﬂuence of disruptive technologies on existing legal norms
and the future development of real estate markets. The book is divided into ﬁve parts. Part I presents a survey of the
current available research on blockchain and real estate. Part II provides a background on property law for the volume,
grounding it in fundamental theory. Part III discusses the changing landscapes of property rights while Part IV debates
the potential eﬀects of blockchain on land registration. Finally the book concludes with Part V, which is devoted to new
technological applications relevant to real estate. Providing an interdisciplinary perspective on emerging technologies
that have the potential to disrupt the real estate industry and the regulation of it, this book will appeal to a broad
audience, consisting of scholars, policy-makers, practitioners, and students, interested in real estate, law, economics,
blockchain, and technology policy.

VIDEOGAME CULTURES AND THE FUTURE OF INTERACTIVE ENTERTAINMENT
BRILL
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GLOBAL ENTERTAINMENT MEDIA: A CRITICAL INTRODUCTION
John Wiley & Sons Balancing provocative criticism with clear explanations ofcomplex ideas, this student-friendly
introduction investigates thecrucial role global entertainment media has played in the emergenceof transitional
capitalism. Examines the inﬂuence of global entertainment media on theemergence of transnational capitalism,
providing a framework forexplaining and understanding world culture as part of changingclass relations and media
practicesUses action adventure movies to demonstrate the complexrelationship between international media political
economy, entertainment content, global culture, and cu ...

PLATFORM POWER AND POLICY IN TRANSFORMING TELEVISION MARKETS
Springer This book seeks to investigate ‘platform power’ in the multi-platform era and unravels the evolution of power
structures in the TV industry as a result of platformisation. Multiple TV platforms and modes of distribution are
competing–not necessarily in a zero-sum game–to control the market. In the volume, the contributors work to extend
established ‘platform theory’ to the TV industry, which has become increasingly organised as a platform economy. The
book helps to understand how platform power arises in the industry, how it destabilises international relations, and
how it is used in the global media value chain. Platform Power and Policy in Transforming Television Markets
contributes to the growing ﬁeld of media industry studies, and draws on scholarly work in communication, political
economy and public policy whilst providing a deeper insight into the transformation of the TV industry from an
economic, political and consumer level. Avoiding a merely legal analysis from a technology-driven perspective, the
book provides a critical analysis of the dominant modes of power within the evolving structures of the global TV value
chain.

KEY ISSUES IN THE ARTS AND ENTERTAINMENT INDUSTRY
Goodfellow Publishers Ltd The only book on contemporary issues which covers the arts and entertainment sectors, from
social networking and Twitter, to reality TV and digital rights management.

ENTERTAINMENT COMPUTING - ICEC 2004
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THIRD INTERNATIONAL CONFERENCE, EINDHOVEN, THE NETHERLANDS, SEPTEMBER 1-3, 2004, PROCEEDINGS
Springer Science & Business Media The advancement of information and communication technologies (ICT) has enabled
broad use of ICT and facilitated the use of ICT in the private and personal domain. ICT-related industries are directing
their business targets to home applications. Among these applications, entertainment will diﬀerentiate ICT
applications in the private and personal market from the of?ce. Comprehensive research and development on ICT plications for entertainment will be diﬀerent for the promotion of ICT use in the home and other places for leisure. So
far engineering research and development on enterta- ment has never been really established in the academic
communities. On the other hand entertainment-related industries such as the video and computer game industries
have been growing rapidly in the last 10 years, and today the entertainment computing bu- ness outperforms the
turnover of the movie industry. Entertainment robots are drawing theattentionofyoungpeople.
TheeventcalledRoboCuphasbeenincreasingthenumber of participants year by year. Entertainment technologies cover a
broad range of pr- ucts and services: movies, music, TV (including upcoming interactive TV), VCR, VoD (including music
on demand), computer games, game consoles, video arcades, g- bling machines, the Internet (e. g. , chat rooms, board
and card games, MUD), intelligent toys, edutainment, simulations, sport, theme parks, virtual reality, and upcoming
service robots. The?eldofentertainmentcomputingfocusesonusers’growinguseofentertainment technologies at work, in
school and at home, and the impact of this technology on their behavior. Nearly every working and living place has
computers, and over two-thirds of childreninindustrializedcountrieshavecomputersintheirhomesaswell.

DIGITAL ARTS AND ENTERTAINMENT: CONCEPTS, METHODOLOGIES, TOOLS, AND APPLICATIONS
CONCEPTS, METHODOLOGIES, TOOLS, AND APPLICATIONS
IGI Global In today’s interconnected society, media, including news, entertainment, and social networking, has
increasingly shifted to an online, ubiquitous format. Artists and audiences will achieve the greatest successes by
utilizing these new digital tools. Digital Arts and Entertainment: Concepts, Methodologies, Tools, and Applications
examines the latest research and ﬁndings in electronic media, evaluating the staying power of this increasingly
popular paradigm along with best practices for those engaged in the ﬁeld. With chapters on topics ranging from an
introduction to online entertainment to the latest advances in digital media, this impressive three-volume reference
source will be important to researchers, practitioners, developers, and students of the digital arts.
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DIGITAL RENAISSANCE
WHAT DATA AND ECONOMICS TELL US ABOUT THE FUTURE OF POPULAR CULTURE
Princeton University Press How digital technology is upending the traditional creative industries—and why that’s a good
thing The digital revolution poses a mortal threat to the major creative industries—music, publishing, television, and
the movies. Cheap, easy self-producing is eroding the position of the gatekeepers and guardians of culture. Does this
revolution herald the collapse of culture, as some commentators claim? Far from it. In Digital Renaissance, Joel
Waldfogel argues that digital technology is enabling a new golden age of popular culture—a digital renaissance.
Analyzing decades of production and sales data, as well as bestseller and best-of lists, Waldfogel ﬁnds that the new
digital model is just as powerful at generating high-quality, successful work as the old industry model, and in many
cases more so.

TECHNOLOGIES FOR INTERACTIVE DIGITAL STORYTELLING AND ENTERTAINMENT
SECOND INTERNATIONAL CONFERENCE, TIDSE 2004, DARMSTADT, GERMANY, JUNE 24-26, 2004,
PROCEEDINGS
Springer Interactive Digital Storytelling has evolved as a prospering research topic banding together formerly disjointed
disciplines stemming from the arts and humanities as well as computer science. It’s tied up with the notion of
storytelling as an eﬀective means for the communication of knowledge and social values since the existence of
humankind. It also builds a bridge between current academic trends investigating and formalizing computer games,
and developments towards the experience-based design of human-media interaction in general. In Darmstadt, a ﬁrst
national workshop on Digital Storytelling was organized by ZGDV e.V. in 2000, which at that time gave an impression
about the breadth of this new research ﬁeld for computer graphics (DISTEL 2000). An international follow-up was
planned: the 1st International Conference on Technologies for Interactive Digital Storytelling and Entertainment (TIDSE
2003). Taking place in March 2003, it showed a more focussed range of research speciﬁcally on concepts and ﬁrst protypes for automated storytelling and autonomous characters, including modelling of emotions and the user experience.
At TIDSE 2004, an established and still-growing community of researchers ga- ered together to exchange results and
visions. This conﬁrms the construction of a series of European conferences on the topic – together with the
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International Conf- ence on Virtual Storytelling, ICVS (conducted in 2001 and 2003 in France) – which will be further
cultivated.

A FUTURE FOR PUBLIC SERVICE TELEVISION
MIT Press A guide to the nature, purpose, and place of public service television within a multi-platform, multichannel
ecology. Television is on the verge of both decline and rebirth. Vast technological change has brought about ﬁnancial
uncertainty as well as new creative possibilities for producers, distributors, and viewers. This volume from Goldsmiths
Press examines not only the unexpected resilience of TV as cultural pastime and aesthetic practice but also the
prospects for public service television in a digital, multichannel ecology. The proliferation of platforms from Amazon
and Netﬂix to YouTube and the vlogosphere means intense competition for audiences traditionally dominated by
legacy broadcasters. Public service broadcasters—whether the BBC, the German ARD, or the Canadian Broadcasting
Corporation—are particularly vulnerable to this volatility. Born in the more stable political and cultural conditions of
the twentieth century, they face a range of pressures on their revenue, their remits, and indeed their very futures.
This book reﬂects on the issues raised in Lord Puttnam's 2016 Public Service TV Inquiry Report, with contributions
from leading broadcasters, academics, and regulators. With resonance for students, professionals, and consumers with
a stake in British media, it serves both as historical record and as a look at the future of television in an on-demand
age. Contributors include Tess Alps, Patrick Barwise, James Bennett, Georgie Born, Natasha Cox, Gunn Enli, Des
Freedman, Vana Goblot, David Hendy, Jennifer Holt, Amanda D. Lotz, Sarita Malik, Matthew Powers, Lord Puttnam,
Trine Syvertsen, Jon Thoday, Mark Thompson

ENTERTAINMENT COMPUTING - ICEC 2006
5TH INTERNATIONAL CONFERENCE, CAMBRIDGE, UK, SEPTEMBER 20-22, 2006, PROCEEDINGS
Springer This book constitutes the refereed proceedings of the 5th International Conference on Entertainment
Computing, ICEC 2006. The 17 revised full papers, 17 revised short papers and 28 poster papers presented together
with one keynote paper were carefully reviewed and selected. The papers are organized in topical sections on agents,
cultural and psychological metrics, transforming broadcast experience, culture, place, play, display technology,
authoring tools, object tracking, edutainment, and network games.
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THE MEDIA LAB
INVENTING THE FUTURE AT MIT
Penguin Group USA Provides a look at the future as it is envisioned by the Media Lab at MIT, where scientists are
retooling mass media to the desires and whims of the individual

ENTERTAINMENT FOR EDUCATION. DIGITAL TECHNIQUES AND SYSTEMS
5TH INTERNATIONAL CONFERENCE ON E-LEARNING AND GAMES, EDUTAINMENT 2010, CHANGCHUN, CHINA,
AUGUST 16-18, 2010, PROCEEDINGS
Springer With the technical advancement of digital media and the medium of communication in recent years, there is a
widespread interest in digital entertainment. An emerging te- nical research area edutainment, or educational
entertainment, has been accepted as education using digital entertainment. Edutainment has been recognized as an
eﬀ- tive way of learning using modern digital media tools, like computers, games, mobile phones, televisions, or other
virtual reality applications, which emphasizes the use of entertainment with application to the education domain. The
Edutainment conference series was established in 2006 and subsequently - ganized as a special event for researchers
working in this new interest area of e-learning and digital entertainment. The main purpose of Edutainment
conferences is to facilitate the discussion, presentation, and information exchange of the scientiﬁc and technological
development in the new community. The Edutainment conference series becomes a valuable opportunity for
researchers, engineers, and graduate s- dents to communicate at these international annual events. The conference
series - cludes plenary invited talks, workshops, tutorials, paper presentation tracks, and panel discussions. The
Edutainment conference series was initiated in Hangzhou, China in 2006. Following the success of the ﬁrst event, the
second (Edutainment 2007 in Hong Kong, China), third (Edutainment 2008 in Nanjing, China), and fourth editions
(Edutainment 2009 in Banﬀ, Canada) were organized. Edutainment 2010 was held during August 16–18, 2010 in
Changchun, China. Two workshops were jointly org- ized together with Edutainment 2010.

VIDEOGAMES AND EDUCATION
Routledge Video games challenge our notions of identity, creativity, and moral value, and provide a powerful new
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avenue for teaching and learning. This book is a rich and provocative guide to the role of interactive media in cultural
learning. It searches for speciﬁc ways to interpret video games in the context of human experience and in the ﬁeld of
humanities research. The author shows how video games have become a powerful form of political, ethical, and
religious discourse, and how they have already inﬂuenced the way we teach, learn, and create. He discusses the major
trends in game design, the public controversies surrounding video games, and the predominant critical positions in
game criticism. The book speaks to all educators, scholars, and thinking persons who seek a fuller understanding of
this signiﬁcant and video games cultural phenomenon.

COMPUTATIONAL SOLUTIONS FOR KNOWLEDGE, ART, AND ENTERTAINMENT: INFORMATION EXCHANGE
BEYOND TEXT
INFORMATION EXCHANGE BEYOND TEXT
IGI Global As interactive application software such as apps, installations, and multimedia presentations have become
pervasive in everyday life, more and more computer scientists, engineers, and technology experts acknowledge the
inﬂuence that exists beyond visual explanations. Computational Solutions for Knowledge, Art, and Entertainment:
Information Exchange Beyond Text focuses on the methods of depicting knowledge-based concepts in order to assert
power beyond a visual explanation of scientiﬁc and computational notions. This book combines formal descriptions
with graphical presentations and encourages readers to interact by creating visual solutions for science-related
concepts and presenting data. This reference is essential for researchers, computer scientists, and academics focusing
on the integration of science, technology, computing, art, and mathematics for visual problem solving.

LATINO POLITICS: POWER, INTERSECTIONALITY, AND THE FUTURE OF AMERICAN DEMOCRACY
Cengage Learning Reyna's LATINO POLITICS: POWER, INTERSECTIONALITY, AND THE FUTURE OF AMERICAN DEMOCRACY
equips you with the skills to make sense of today's politics and 21st century democracy. Packed with the latest data
and research, it teaches you the analytical tools required to understand Latino political diversity. The book also guides
you in envisioning your own inclusive democracy as it explains how political power works, what critical thinking and
political skills are necessary in a modern democracy, and how you can personally get involved in the policymaking
process. In addition, focus and critical thinking questions help you put what you learn into action and maximize your
course success. Important Notice: Media content referenced within the product description or the product text may not
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be available in the ebook version.

COMPUTER-MEDIATED COMMUNICATION IN PERSONAL RELATIONSHIPS
Peter Lang Kevin B. Wright (Ph.D., University of Oklahoma) is Professor in Communication at the University of
Oklahoma. His research examines interpersonal communication, social support related to health outcomes, and
computer-mediated relationships. He coauthored Health Communication in the 21st Century, and his research appears
in over 45 book chapters and journal articles, including the Journal of Communication, Communication Monographs, the
Journal of Social and Personal Relationships, Communication Quarterly Journal of Applied Communication Research,
Health Communication, and the Journal of Computer-Mediated Communication. --

REGULATION, GOVERNANCE AND CONVERGENCE IN THE MEDIA
Edward Elgar Publishing Media convergence is often propounded as inevitable and ongoing. Yet much of the governance
of the media sector’s key parts has developed along discrete evolutionary paths, mostly incremental in character. This
volume breaks new ground through exploring a diverse range of topics at the heart of the media convergence
governance debate, such as next generation networks, spectrum, copyright and media subsidies. It shows how
reluctance to accommodate non-market based policy solutions creates conﬂicts and problems resulting in only shallow
media convergence thus far.

LEVERAGING MOBILE MEDIA
CROSS-MEDIA STRATEGY AND INNOVATION POLICY FOR MOBILE MEDIA COMMUNICATION
Springer Science & Business Media Mobile communications and next generation wireless networks emerge as new
distribution channels for the media. This development oﬀers exciting new opportunities for media companies: the
mobile communication system creates new usage contexts for media content and services; the social use of mobile
communications suggests that identity representation in social networks, impulsive access to trusted media brands,
and micro-coordination emerge as new sources of value creation in the media industries. In the light of this
background, this book takes two diﬀerent viewpoints on the development of mobile media: from a competitive
strategy point of view it analyzes the extension of cross-media strategies and the emergence of cross-network
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strategies; from a public policy point of view it develops demands and requirements for an innovation policy that
fosters innovation in mobile media markets.

SPREADABLE MEDIA
CREATING VALUE AND MEANING IN A NETWORKED CULTURE
NYU Press "Spreadable Media" maps fundamental changes taking place in the contemporary media environment, a
space where corporations no longer tightly control media distribution. This book challenges some of the prevailing
frameworks used to describe contemporary media.

ARTIFICIAL INTELLIGENCE AND PLAYABLE MEDIA
Taylor & Francis This book introduces readers to artiﬁcial intelligence (AI) through the lens of playable media and
explores the impact of such software on everyday life. From video games to robotic companions to digital twins,
artiﬁcial intelligence drives large sectors of the culture industry where play, media and machine learning coexist. This
book illustrates how playable media contribute to our sense of self, while also harnessing our data, tightening our
bonds with computation and realigning play with the demands of network logic. Author Eric Freedman examines a
number of popular media forms - from the Sony AIBO robotic dog, video game developer Naughty Dog’s Uncharted and
The Last of Us franchises, to Peloton’s connected ﬁtness equipment - to lay bare the computational processes that
undergird playable media, and addresses the social, cultural, technological and economic forces that continue to shape
user-centered experience and design. The case studies are drawn from a number of related research ﬁelds, including
science and technology studies, media studies and software studies. This book is ideal for media studies students,
scholars and practitioners interested in understanding how applied artiﬁcial intelligence works in popular, public and
visual culture.

SOCIAL COMPUTING AND SOCIAL MEDIA. DESIGN, HUMAN BEHAVIOR AND ANALYTICS
11TH INTERNATIONAL CONFERENCE, SCSM 2019, HELD AS PART OF THE 21ST HCI INTERNATIONAL
CONFERENCE, HCII 2019, ORLANDO, FL, USA, JULY 26-31, 2019, PROCEEDINGS, PART I
Springer This two-volume set LNCS 11578 and 11579 constitutes the refereed proceedings of the 11th International
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Conference on Social Computing and Social Media, SCSM 2019, held in July 2019 as part of HCI International 2019 in
Orlando, FL, USA. HCII 2019 received a total of 5029 submissions, of which 1275 papers and 209 posters were accepted
for publication after a careful reviewing process. The 81 papers presented in these two volumes are organized in
topical sections named: Social Media Design and Development, Human Behaviour in Social Media, Social Network
Analysis, Community Engagement and Social Participation, Computer Mediated Communication, Healthcare
Communities, Social Media in Education, Digital Marketing and Consumer Experience.

INSTITUTIONS IN PERSPECTIVE
FESTSCHRIFT IN HONOR OF RUDOLF RICHTER ON THE OCCASION OF HIS 80TH BIRTHDAY
Mohr Siebeck Rudolf Richter is one of the leading pioneers in the ﬁeld of the New Institutional Economics in Germany.
The articles in this Festschrift were written by renowned scholars from Germany and other countries. In addition to
general perspectives on the New Institutional Economics, the Festschrift also contains articles on the theory of the
ﬁrm, economic contract theory, on pricing and competition, macroeconomics and monetary economics and on various
aspects of law and economics.

INFORMATION TECHNOLOGIES FOR PERFORMING ARTS, MEDIA ACCESS, AND ENTERTAINMENT
SECOND INTERNATIONAL CONFERENCE, ECLAP 2013, PORTO, PORTUGAL, APRIL 8-10, 2013, REVISED
SELECTED PAPERS
Springer This book contains revised selected papers from the Second International Conference on Information
Technologies for Performing Arts, Media Access and Entertainment, ECLAP 2013, held in Porto, Portugal, in April 2013.
The 24 papers presented were carefully reviewed and selected for inclusion in this book. They are organized in topical
sections named: perspectives and (digital) strategies for cultural heritage institutions; trust, quality and tools for
cultural heritage digital libraries; educational services for the performing arts; dance in the world of data and objects;
acting and natural interaction; and music and opera of a digital generation.

THE SECOND AUSTRALASIAN CONFERENCE ON INTERACTIVE ENTERTAINMENT
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UNIVERSITY OF TECHNOLOGY, SYDNEY, AUSTRALIA, 23-25 NOVEMBER 2005
Yusuf Pisan The second Australasian conference on interactive entertainment is latest series of annual regional
meetings, in which advances in interactive entertainment and computer games are reported. It brings together a range
of experts from media studies, cultural studies, cognitive science and range of other areas.

ANALYZING FUTURE APPLICATIONS OF AI, SENSORS, AND ROBOTICS IN SOCIETY
IGI Global The rise of artiﬁcial intelligence and its countless branches have caused many professional industries to
rethink their traditional methods of practice and develop new techniques to keep pace with technological
advancement. The continued use of intelligent technologies in the professional world has propelled researchers to
contemplate future opportunities and challenges that artiﬁcial intelligence may withhold. Signiﬁcant research is a
necessity for understanding future trends of artiﬁcial intelligence and the preparation of prospective issues. Analyzing
Future Applications of AI, Sensors, and Robotics in Society provides emerging research exploring the potential uses
and future challenges of intelligent technological advancements and their impact in education, ﬁnance, politics,
business, healthcare, and engineering. Featuring coverage on a broad range of topics such as neuronal networks,
cognitive computing, and e-health, this book is ideally designed for practitioners, researchers, scientists, executives,
strategists, policymakers, academicians, government oﬃcials, developers, and students seeking current research on
future societal uses of intelligent technology.

YOUNG PEOPLE AND THE FUTURE OF NEWS
SOCIAL MEDIA AND THE RISE OF CONNECTIVE JOURNALISM
Cambridge University Press This book examines youth media practices on social media, introducing the concept of
connective journalism as a precursor to collective political action.

LOOKING TOWARD THE FUTURE OF TECHNOLOGY-ENHANCED EDUCATION: UBIQUITOUS LEARNING AND THE
DIGITAL NATIVE
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UBIQUITOUS LEARNING AND THE DIGITAL NATIVE
IGI Global "This book evaluated the incorporation of technology into educational processes reviewing topics from
primary and secondary school to higher education, from Second Life to wiki technology, from physical education to
cultural learning"--Provided by publisher.

SPECULATIVE EVERYTHING
DESIGN, FICTION, AND SOCIAL DREAMING
MIT Press How to use design as a tool to create not only things but ideas, to speculate about possible futures. Today
designers often focus on making technology easy to use, sexy, and consumable. In Speculative Everything, Anthony
Dunne and Fiona Raby propose a kind of design that is used as a tool to create not only things but ideas. For them,
design is a means of speculating about how things could be—to imagine possible futures. This is not the usual sort of
predicting or forecasting, spotting trends and extrapolating; these kinds of predictions have been proven wrong, again
and again. Instead, Dunne and Raby pose “what if” questions that are intended to open debate and discussion about
the kind of future people want (and do not want). Speculative Everything oﬀers a tour through an emerging cultural
landscape of design ideas, ideals, and approaches. Dunne and Raby cite examples from their own design and teaching
and from other projects from ﬁne art, design, architecture, cinema, and photography. They also draw on futurology,
political theory, the philosophy of technology, and literary ﬁction. They show us, for example, ideas for a solar kitchen
restaurant; a ﬂypaper robotic clock; a menstruation machine; a cloud-seeding truck; a phantom-limb sensation
recorder; and devices for food foraging that use the tools of synthetic biology. Dunne and Raby contend that if we
speculate more—about everything—reality will become more malleable. The ideas freed by speculative design increase
the odds of achieving desirable futures.

THE PROJECTED AND PROPHETIC: HUMANITY IN CYBERCULTURE, CYBERSPACE, AND SCIENCE FICTION
BRILL The papers collected in this volume document the exchange and development of ideas that comprised the 5th
Global Conference on Visions of Humanity in Cyberculture, Cyberspace, and Science Fiction, hosted at Mansﬁeld
College, Oxford, United Kingdom, in July 2010.
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BLOCKCHAIN AND DISTRIBUTED LEDGER TECHNOLOGY USE CASES
APPLICATIONS AND LESSONS LEARNED
Springer Nature Blockchain and other trustless systems have gone from being relatively obscure technologies, which
were only known to a small community of computer scientists and cryptologists, to mainstream phenomena that are
now considered powerful game changers for many industries. This book explores and assesses real-world use cases
and case studies on blockchain and related technologies. The studies describe the respective applications and address
how these technologies have been deployed, the rationale behind their application, and ﬁnally, their outcomes. The
book shares a wealth of experiences and lessons learned regarding ﬁnancial markets, energy, SCM, healthcare, law
and compliance. Given its scope, it is chieﬂy intended for academics and practitioners who want to learn more about
blockchain applications.

THE ROUTLEDGE INTERNATIONAL HANDBOOK OF CHILDREN, ADOLESCENTS AND MEDIA
Routledge The roles that media play in the lives of children and adolescents, as well as their potential implications for
their cognitive, emotional, social and behavioral development, have attracted growing research attention in a variety
of disciplines. The Routledge International Handbook of Children, Adolescents and Media analyses a broad range of
complementary areas of study, including children as media consumers, children as active participants in media
making, and representations of children in the media. The handbook presents a collection that spans a variety of
disciplines including developmental psychology, media studies, public health, education, feminist studies and the
sociology of childhood. Essays provide a unique intellectual mapping of current knowledge, exploring the relationship
of children and media in local, national, and global contexts. Divided into ﬁve parts, each with an introduction
explaining the themes and topics covered, the handbook features 57 new contributions from 71 leading academics
from 38 countries. Chapters consider vital questions by analyzing texts, audience, and institutions, including: the role
of policy and parenting in regulating media for children the relationships between children’s’ on-line and oﬀ-line social
networks children’s strategies of resistance to persuasive messages in advertising media and the construction of
gender and ethnic identities The Handbook’s interdisciplinary approach and comprehensive, international scope make
it an authoritative, state of the art guide to the nascent ﬁeld of Children’s Media Studies. It will be indispensable for
media scholars and professionals, policy makers, educators, and parents.
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CULTURAL PERSPECTIVES OF VIDEO GAMES: FROM DESIGER TO PLAYER
BRILL Understanding that video games are a fundamentally human creation, in this volume international scholars,
designers, developers, and most importantly gamers, share with us their common connection though video game
culture.

UNDERSTANDING MEDIA
THE EXTENSIONS OF MAN
Createspace Independent Publishing Platform When ﬁrst published, Marshall McLuhan's Understanding Media made history
with its radical view of the eﬀects of electronic communications upon man and life in the twentieth century.

THE WORK OF THE FUTURE
BUILDING BETTER JOBS IN AN AGE OF INTELLIGENT MACHINES
MIT Press Why the United States lags behind other industrialized countries in sharing the beneﬁts of innovation with
workers and how we can remedy the problem. The United States has too many low-quality, low-wage jobs. Every
country has its share, but those in the United States are especially poorly paid and often without beneﬁts. Meanwhile,
overall productivity increases steadily and new technology has transformed large parts of the economy, enhancing the
skills and paychecks of higher paid knowledge workers. What’s wrong with this picture? Why have so many workers
beneﬁted so little from decades of growth? The Work of the Future shows that technology is neither the problem nor
the solution. We can build better jobs if we create institutions that leverage technological innovation and also support
workers though long cycles of technological transformation. Building on ﬁndings from the multiyear MIT Task Force on
the Work of the Future, the book argues that we must foster institutional innovations that complement technological
change. Skills programs that emphasize work-based and hybrid learning (in person and online), for example, empower
workers to become and remain productive in a continuously evolving workplace. Industries fueled by new technology
that augments workers can supply good jobs, and federal investment in R&D can help make these industries workerfriendly. We must act to ensure that the labor market of the future oﬀers beneﬁts, opportunity, and a measure of
economic security to all.
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LEARNING AND KNOWLEDGE ANALYTICS IN OPEN EDUCATION
SELECTED READINGS FROM THE AECT-LKAOE 2015 SUMMER INTERNATIONAL RESEARCH SYMPOSIUM
Springer This book explores trends in learning and knowledge analytics in open education, as explored in proceedings
papers from AECT-LKAOE 2015 International Research Symposium. The chapters investigate various issues surrounding
open education in all disciplines, such as learning design in open-ended learning environments, MOOCs (Massive Open
Online Courses), learning analytics studies and applications, and technology and new media. The chapter authors
provide guidance for how to design and develop most eﬀective, eﬃcient, and appealing instruction as well as
suggesting learning strategies relevant to the open education era.

THE STRUCTURE OF SCHOOLING
SAGE This comprehensive reader in the sociology of education examines important topics and exposes students to
examples of sociological research on schools. Drawing from classic and contemporary scholarship, the editors have
chosen readings that examine current issues and reﬂect diverse theoretical approaches to studying the eﬀects of
schooling on individuals and society.

A COMPANION TO J. R. R. TOLKIEN
John Wiley & Sons The new edition of the deﬁnitive academic companion to Tolkien’s life and literature A Companion to J.
R. R. Tolkien provides readers with an in-depth examination of the author’s life and works, covering Tolkien’s ﬁction
and mythology, his academic writing, and his continuing impact on contemporary literature and culture. Presenting
forty-one essays by a panel of leading scholars, the Companion analyzes prevailing themes found in The Hobbit and
The Lord of the Rings, posthumous publications such as The Silmarillion and The Fall of Arthur, lesser-known ﬁction
and poetry, literary essays, and more. This second edition of the Companion remains the most complete and up-to-date
resource of its kind, encompassing new Tolkien publications, original scholarship, The Hobbit ﬁlm adaptations, and the
biographical drama Tolkien. Five entirely new essays discuss the history of fantasy literature, the inﬂuence of classical
mythology on Tolkien, folklore and fairytales, diversity, and Tolkien fandom. This Companion also: Explores Tolkien’s
impact on art, ﬁlm, music, gaming, and later generations of fantasy ﬁction writers Discusses themes such as
mythmaking, medieval languages, nature, war, religion, and the defeat of evil Presents a detailed overview of
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Tolkien’s legendarium, including Middle-earth mythology and invented languages and writing systems Includes a brief
chronology of Tolkien’s works and life, further reading suggestions, and end-of-chapter bibliographies A Companion to
J. R. R. Tolkien, Second Edition is essential reading for anyone formally studying or teaching Tolkien in academic
settings, and an invaluable resource for general readers with interest in Tolkien’s works or fans of the ﬁlms wanting to
discover more.

MATERIALITY AND POPULAR CULTURE
THE POPULAR LIFE OF THINGS
Taylor & Francis This book critically approaches contemporary meanings of materiality and discuses ways in which we
understand, experience, and engage with objects through popular culture in our private, social and professional lives.
Appropriating Arjun Appadurai’s famous phrase: "the social life of things", with which he inspired scholars to take
material culture more seriously and, as a result, treat it as an important and revealing area of cultural studies, the
book explores the relationship between material culture and popular practices, and points to the impact they have
exerted on our co-existence with material worlds in the conditions of late modernity.
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