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Hairdresser What I See at Work-Hairdresser Publishing 2019-12-12 A great gift for anyone who loves his
job. On 120 pages in the dot-grid pattern there is plenty of room for ideas. Simple and elegant. This
novelty is the gift for Christmas or your birthday! Get your notebook now!
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Beyond Fun-Drew Davidson 2008 This book focuses on strategies for applying games, simulations and
interactive experiences in learning contexts. A facet of this project is the interactive and collaborative
method in which it was created. Instead of separated individual articles, the authors and editors have
orchestrated the articles together, reading and writing as a whole so that the concepts across the articles
resonate with each other. It is our intention that this text will serve as the basis of many more discussions
across conference panels, online forums and interactive media that in turn will engender more special
collaborative issues and texts.
Gameful Second and Foreign Language Teaching and Learning-Jonathon Reinhardt 2018-12-30 This book
offers a comprehensive examination of the theory, research, and practice of the use of digital games in
second and foreign language teaching and learning (L2TL). It explores how to harness the enthusiasm,
engagement, and motivation that digital gaming can inspire by adopting a gameful L2TL approach that
encompasses game-enhanced, game-informed, and game-based practice. The first part of the book situates
gameful L2TL in the global practices of informal learnful L2 gaming and in the theories of play and games
which are then applied throughout the discussion of gameful L2TL practice that follows. This includes
analysis of practices of digital game-enhanced L2TL design (the use of vernacular, commercial games),
game-informed L2TL design (gamification and the general application of gameful principles to L2
pedagogy), and game-based L2TL design (the creation of digital games purposed for L2 learning).
Designed as a guide for researchers and teachers, the book also offers fresh insights for scholars of
applied linguistics, second language acquisition, L2 pedagogy, computer-assisted language learning
(CALL), game studies, and game design that will open pathways to future developments in the field.
Virtual Justice-Greg Lastowka 2010-10-26 Tens of millions of people today are living part of their life in a
virtual world. In places like World of Warcraft, Second Life, and Free Realms, people are making friends,
building communities, creating art, and making real money. Business is booming on the virtual frontier, as
billions of dollars are paid in exchange for pixels on screens. But sometimes things go wrong. Virtual
criminals defraud online communities in pursuit of real-world profits. People feel cheated when their
avatars lose virtual property to wrongdoers. Increasingly, they turn to legal systems for solutions. But
when your avatar has been robbed, what law is there to assist you?In Virtual Justice, Greg Lastowka
illustrates the real legal dilemmas posed by virtual worlds. Presenting the most recent lawsuits and
controversies, he explains how governments are responding to the chaos on the cyberspace frontier. After
an engaging overview of the history and business models of today's virtual worlds, he explores how laws of
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property, jurisdiction, crime, and copyright are being adapted to pave the path of virtual law. Virtual
worlds are becoming more important to society with each passing year. This pioneering study will be an
invaluable guide to scholars of online communities for years to come.
Modeling and Designing Accounting Systems-C. Janie Chang 2007 Get the database skills that are in
demand More and more organizations are turning to database management systems to manage their
accounting and other operational data. These organizations are looking for accountants with database
skills and a good understanding of information technology. With Chang and Ingraham’s Data Modeling
and Database Design: Using Access to Build a Database you can develop the skills needed to build an
actual accounting information system. Taking an approach that is both conceptual and practical, this book
will help you understand the theory of data modeling, as well as its application and ultimate
implementation in database design. Key Features: Step-by-step detailed instructions show how to model
and design three essential processes of an accounting information system: the sales/collection process, the
acquisition/payment process, and the human resources/payroll process. Presents data modeling from an
REA (resource-event-agent) perspective. The approach is software-independent, but utilizes Microsoft
Access 2003 to implement the data models throughout the text. Multiple-choice and detailed problems at
the end of each chapter reinforce learning. Includes a CD-ROM containing the additional data and forms
you will need to complete each chapter.
Text and Genre in Reconstruction-Willard McCarty 2010 In this broad-reaching, multi-disciplinary
collection, leading scholars investigate how the digital medium has altered the way we read and write
text. In doing so, it challenges the very notion of scholarship as it has traditionally been imagined.
Incorporating scientific, socio-historical, materialist and theoretical approaches, this rich body of work
explores topics ranging from how computers have affected our relationship to language, whether the book
has become an obsolete object, the nature of online journalism, and the psychology of authorship. The
essays offer a significant contribution to the growing debate on how digitization is shaping our collective
identity, for better or worse. Text and Genre in Reconstruction will appeal to scholars in both the
humanities and sciences and provides essential reading for anyone interested in the changing relationship
between reader and text in the digital age.
The Iron Way-William G. Thomas 2011-10-25 How railroads both united and divided us: “Integrates
military and social history…a must-read for students, scholars and enthusiasts alike.”—Civil War Monitor
Beginning with Frederick Douglass’s escape from slavery in 1838 on the railroad, and ending with the
driving of the golden spike to link the transcontinental railroad in 1869, this book charts a critical period
of American expansion and national formation, one largely dominated by the dynamic growth of railroads
and telegraphs. William G. Thomas brings new evidence to bear on railroads, the Confederate South,
slavery, and the Civil War era, based on groundbreaking research in digitized sources never available
before. The Iron Way revises our ideas about the emergence of modern America and the role of the
railroads in shaping the sectional conflict. Both the North and the South invested in railroads to serve
their larger purposes, Thomas contends. Though railroads are often cited as a major factor in the Union’s
victory, he shows that they were also essential to the formation of “the South” as a unified region. He
discusses the many—and sometimes unexpected—effects of railroad expansion, and proposes that
America’s great railroads became an important symbolic touchstone for the nation’s vision of itself. “In
this provocative and deeply researched book, William G. Thomas follows the railroad into virtually every
aspect of Civil War history, showing how it influenced everything from slavery’s antebellum expansion to
emancipation and segregation—from guerrilla warfare to grand strategy. At every step, Thomas
challenges old assumptions and finds new connections on this much-traveled historical landscape."—T.J.
Stiles, Pulitzer Prize-winning author of The First Tycoon: The Epic Life of Cornelius Vanderbilt
Digital Media and Society-A. White 2014-08-22 Referencing key contemporary debates on issues like
surveillance, identity, the global financial crisis, the digital divide and Internet politics, Andrew White
provides a critical intervention in discussions on the impact of the proliferation of digital media
technologies on politics, the economy and social practices.
Mindhacker-Ron Hale-Evans 2011-08-10 Compelling tips and tricks to improve your mental skills Don't
you wish you were just a little smarter? Ron and MartyHale-Evans can help with a vast array of witty,
practicaltechniques that tune your brain to peak performance. Founded incurrent research, Mindhacker
features 60 tips, tricks, andgames to develop your mental potential. This accessible compilationhelps
improve memory, accelerate learning, manage time, sparkcreativity, hone math and logic skills,
communicate better, thinkmore clearly, and keep your mind strong and flexible.
Games and Rules-Beat Suter 2019-03-31 Why do we play games and why do we play them on computers?
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The contributors of »Games and Rules« take a closer look at the core of each game and the motivational
system that is the game mechanics. Games are control circuits that organize the game world with their
(joint) players and establish motivations in a dedicated space, a »Magic Circle«, whereas game mechanics
are constructs of rules designed for interactions that provide gameplay. Those rules form the base for all
the excitement and frustration we experience in games. This anthology contains individual essays by
experts and authors with backgrounds in Game Design and Game Studies, who lead the discourse to get to
the bottom of game mechanics in video games and the real world - among them Miguel Sicart and Carlo
Fabricatore.
Gaming and the Arts of Storytelling-Darshana Jayemanne 2019-07-12 This book examines the notion of
storytelling in videogames. This topic allows new perspectives on the enduring problem of narrative in
digital games, while also opening up different avenues of inquiry. The collection looks at storytelling in
games from many perspectives. Topics include the remediation of Conrad’s Heart of Darkness in games
such as Spec Ops: The Line; the storytelling similarities in Twin Peaks and Deadly Premonition, a new
concept of ‘choice poetics’; the esthetics of Alien films and games, and a new theoretical overview of early
game studies on narrative
Digital Scholarly Editing-Elena Pierazzo 2016-03-16 This book provides an up-to-date, coherent and
comprehensive treatment of digital scholarly editing, organized according to the typical timeline and
workflow of the preparation of an edition: from the choice of the object to edit, the editorial work, postproduction and publication, the use of the published edition, to long-term issues and the ultimate
significance of the published work. The author also examines from a theoretical and methodological point
of view the issues and problems that emerge during these stages with the application of computational
techniques and methods. Building on previous publications on the topic, the book discusses the most
significant developments in digital textual scholarship, claiming that the alterations in traditional editorial
practices necessitated by the use of computers impose radical changes in the way we think and manage
texts, documents, editions and the public. It is of interest not only to scholarly editors, but to all involved
in publishing and readership in a digital environment in the humanities.
Gaming Rhythms-Tom Apperley 2009 "Global gaming networks are heterogenous collectives of localized
practices, not unified commercial products. Shifting the analysis of digital games to local specificities that
build and perform the global and general, Gaming Rhythms employs ethnographic work conducted in
Venezuela and Australia to account for the material experiences of actual game players. This book
explores the materiality of digital play across diverse locations and argues that the dynamic relation
between the everyday life of the player and the experience of digital game play can only be understood by
examining play-practices in their specific situations." -- Website.
Games and Bereavement-Sabine Harrer 2019-03-31 How can videogames portray love and loss? Games
and Bereavement answers this question by looking at five videogames and carrying out a participatory
design study with grievers. Sabine Harrer highlights possible connections between grief and videogames,
arguing that game design may help make difficult personal feelings tangible. After a brief literary review
of grief concepts and videogame theory, the book deep-dives into examples of tragic inter-character
relationships from videogame history. Building on these examples, the book presents a case study on
pregnancy loss as a potential grief experience that can be validated through game design dialogue.
Data Visualization in Society-Martin Engebretsen 2020-03-21 Today we are witnessing an increased use of
data visualization in society. Across domains such as work, education and the news, various forms of
graphs, charts and maps are used to explain, convince and tell stories. In an era in which more and more
data are produced and circulated digitally, and digital tools make visualization production increasingly
accessible, it is important to study the conditions under which such visual texts are generated,
disseminated and thought to be of societal benefit. This book is a contribution to the multi-disciplined and
multi-faceted conversation concerning the forms, uses and roles of data visualization in society. Do data
visualizations do 'good' or 'bad'? Do they promote understanding and engagement, or do they do
ideological work, privileging certain views of the world over others? The contributions in the book engage
with these core questions from a range of disciplinary perspectives.
Videogames-James Newman 2004 James Newman's lucid, engaging introduction guides readers through
the world of videogaming, providing a history of the videogame from its origins in the computer lab to its
contemporary status as a global entertainment industry.
MMOs from the Inside Out-Richard A. Bartle 2015-12-30 This is an astonishing collection of ideas,
information, and instruction from one of the true pioneers of Massively-Multiplayer Online Role-Playing
Games. MMOs from the Inside Out: The History, Design, Fun, and Art of Massively-Multiplayer Rolemanagerial-accounting-cybertext-project-answers
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playing Games speaks to the designers and players of MMOs, taking it as axiomatic that such games are
inspirational and boundless forces for good. The aim of this book is to enthuse an up-coming generation of
designers, to inspire and educate players and designers-to-be, and to reinvigorate those already working
in the field who might be wondering if it’s still all worthwhile. Playing MMOs is about fun, immersion, and
identity. Creating MMOs is about imagination, expression, and art. MMOs are so packed with potential
that today's examples are little more than small, pioneering colonies on the shore of a vast, uncharted
continent. What wonders wait beyond the horizon? What treasures will explorers bring back to amaze us?
MMOs from the Inside Out is for people with a spark of creativity: it pours gasoline on that spark. It:
Explains what MMOs are, what they once were, and what they could – and should – become. Delves into
why players play, and why designers design. Encourages, enthuses, enrages, engages, enlightens,
envisions, and enchants. Doesn't tell you what to think, it tells you to think. What You Will Learn: Myriad
ways to improve MMOs – and to decide for yourself whether these are improvements. What MMOs are;
who plays them, and why. How MMOs became what they are, and what this means for what they will
become. That you have it in you to make MMOs yourself. Whom This Book is For:MMOs from the Inside
Out is a book for those who wish to know more about game design in general and MMO design in
particular. It's for people who play MMOs, for people who design MMOs, and for people who study MMOs.
It's for people with a yearning to see beyond the world around them and to make manifest the worlds of
their imagination.
Interactive Storytelling-Rogelio E. Cardona-Rivera 2019-12-22 This book constitutes the refereed
proceedings of the 12th International Conference on Interactive Digital Storytelling, ICIDS 2019, held in
Little Cottonwood Canyon, UT, USA, in November 2019. The 14 revised full papers and 10 short papers
presented together with 19 posters, 1 demo, and 3 doctoral consortiums were carefully reviewed and
selected from 66 submissions. The papers are organized in the following topical sections: Creating the
Discipline: Interactive Digital Narrative Studies, Impacting Culture and Society, Interactive Digital
Narrative Practices and Applications, Theoretical Foundations, Technologies, Human Factors, Doctoral
Consortium, and Demonstrations.
Expressive Processing-Noah Wardrip-Fruin 2012-02-10 From the complex city-planning game SimCity to
the virtual therapist Eliza: how computational processes open possibilities for understanding and creating
digital media. What matters in understanding digital media? Is looking at the external appearance and
audience experience of software enough—or should we look further? In Expressive Processing, Noah
Wardrip-Fruin argues that understanding what goes on beneath the surface, the computational processes
that make digital media function, is essential. Wardrip-Fruin looks at “expressive processing” by
examining specific works of digital media ranging from the simulated therapist Eliza to the complex cityplanning game SimCity. Digital media, he contends, offer particularly intelligible examples of things we
need to understand about software in general; if we understand, for instance, the capabilities and
histories of artificial intelligence techniques in the context of a computer game, we can use that
understanding to judge the use of similar techniques in such higher-stakes social contexts as surveillance.
Software Takes Command-Lev Manovich 2013-07-04 Offers the first look at the aesthetics of
contemporary design from the theoretical perspectives of media theory and 'software studies'.
Applied Cryptography-Bruce Schneier 2015 From the world's most renowned security technologist, Bruce
Schneier, this 20th Anniversary Edition is the most definitive reference on cryptography ever published
and is the seminal work on cryptography. Cryptographic techniques have applications far beyond the
obvious uses of encoding and decoding information. For developers who need to know about capabilities,
such as digital signatures, that depend on cryptographic techniques, there's no better overview than
Applied Cryptography, the definitive book on the subject. Bruce Schneier covers general classes of
cryptographic protocols and then specific techniques, detailing the inner workings of real-world
cryptographic algorithms including the Data Encryption Standard and RSA public-key cryptosystems. The
book includes source-code listings and extensive advice on the practical aspects of cryptography
implementation, such as the importance of generating truly random numbers and of keeping keys secure.
". . .the best introduction to cryptography I've ever seen. . . .The book the National Security Agency
wanted never to be published. . . ." -Wired Magazine ". . .monumental . . . fascinating . . . comprehensive . .
. the definitive work on cryptography for computer programmers . . ." -Dr. Dobb's Journal ". . .easily ranks
as one of the most authoritative in its field." -PC Magazine The book details how programmers and
electronic communications professionals can use cryptography-the technique of enciphering and
deciphering messages-to maintain the privacy of computer data. It describes dozens of cryptography
algorithms, gives practical advice on how to implement them into cryptographic software, and shows how
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they can be used to solve security problems. The book shows programmers who design computer
applications, networks, and storage systems how they can build security into their software and systems.
With a new Introduction by the author, this premium edition will be a keepsake for all those committed to
computer and cyber security.
Contemporary Trends in Systems Development-Maung K. Sein 2012-12-06 This book is a result of
ISD2000-The Ninth International Conference on Infor mation Systems Development: Methods and Tools,
Theory and Practice, held August 14-16, in Kristiansand, Norway. The ISD conference has its roots in the
first Polish Scandinavian Seminar on Current Trends in Information Systems Development Method
ologies, held in Gdansk, Poland in 1988. This year, as the conference carries into the new millennium this
fine tradition, it was fitting that it returned to Scandinavia. Velkommen tilbake! Next year, ISD crosses the
North Sea and in the traditions of the Vikings, invades England. Like every ISD conference, ISD2000 gave
participants an opportunity to express ideas on the current state of the art in information systems
development, and to discuss and exchange views about new methods, tools and applications. This is
particularly important now, since the field of ISD has seen rapid, and often bewildering, changes. To quote
a Chinese proverb, we are indeed cursed, or blessed, depending on how we choose to look at it, to be
"living in interesting times".
The Johns Hopkins Guide to Digital Media-Marie-Laure Ryan 2014-04-15 The study of what is collectively
labeled “New Media”—the cultural and artistic practices made possible by digital technology—has become
one of the most vibrant areas of scholarly activity and is rapidly turning into an established academic field,
with many universities now offering it as a major. The Johns Hopkins Guide to Digital Media is the first
comprehensive reference work to which teachers, students, and the curious can quickly turn for reliable
information on the key terms and concepts of the field. The contributors present entries on nearly 150
ideas, genres, and theoretical concepts that have allowed digital media to produce some of the most
innovative intellectual, artistic, and social practices of our time. The result is an easy-to-consult reference
for digital media scholars or anyone wishing to become familiar with this fast-developing field.
Watch Me Play-T.L. Taylor 2018-10-16 A look at the revolution in game live streaming and esports
broadcasting Every day thousands of people broadcast their gaming live to audiences over the internet
using popular sites such as Twitch, which reaches more than one hundred million viewers a month. In
these new platforms for interactive entertainment, big esports events featuring digital game competitors
live stream globally, and audiences can interact with broadcasters—and each other—through chat in real
time. What are the ramifications of this exploding online industry? Taking readers inside home studios and
backstage at large esports events, Watch Me Play investigates the rise of game live streaming and how it
is poised to alter how we understand media and audiences. Through extensive interviews and immersion
in this gaming scene, T. L. Taylor delves into the inner workings of the live streaming platform Twitch.
From branding to business practices, she shows the pleasures and work involved in this broadcasting
activity, as well as the management and governance of game live streaming and its hosting communities.
At a time when gaming is being reinvented through social media, the potential of an ever-growing
audience is transforming user-generated content and alternative distribution methods. These changes will
challenge the meaning of ownership and intellectual property and open the way to new forms of creativity.
The first book to explore the online phenomenon Twitch and live streaming games, Watch Me Play offers a
vibrant look at the melding of private play and public entertainment.
Iran and the Challenge of Diversity-Ailreza Asgharzadeh 2007-06-11 This interrogates the racist
construction of Aria and Aryanism in an Iranian context, arguing that these concepts gave the IndoEuropean speaking Persian ethnic group an advantage over Iran's non-Persian nationalities and
communities.
Always Already New-Lisa Gitelman 2008 An analysis of the ways that new media are experienced and
studied as the subjects of history, using the examples of early recorded sound and digital networks.
Rhetoric/Composition/Play through Video Games-R. Colby 2013-03-20 An edited collection whose
contributors analyze the relationship between writing, learning, and video games/videogaming, these
essays consist of academic essays from writing and rhetoric teacher-scholars, who theorize, and
contextualize how computer/video games enrich writing practices within and beyond the classroom and
the teaching of writing.
Continuous Auditing-David Y. Chan 2018-03-21 Continuous Auditing provides academics and practitioners
with a compilation of select continuous auditing design science research, and it provides readers with an
understanding of the underlying theoretical concepts of a continuous audit, ideas on how continuous audit
can be applied in practice, and what has and has not worked in research.
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Passions Pedagogies and 21st Century Technologies-Gail Hawisher 1999 Gail Hawisher and Cynthia Selfe
created a volume that set the agenda in the field of computers and composition scholarship for a decade.
The technology changes that scholars of composition studies faced as the new century opened couldn't
have been more deserving of passionate study. While we have always used technologies (e.g., the pencil)
to communicate with each other, the electronic technologies we now use have changed the world in ways
that we have yet to identify or appreciate fully. Likewise, the study of language and literate exchange,
even our understanding of terms like literacy, text, and visual, has changed beyond recognition,
challenging even our capacity to articulate them. As Hawisher, Selfe, and their contributors engage these
challenges and explore their importance, they "find themselves engaged in the messy, contradictory, and
fascinating work of understanding how to live in a new world and a new century." The result is a broad,
deep, and rewarding anthology of work still among the standard works of computers and composition
study.
Schizoanalytic Ventures at the End of the World-jan jagodzinski 2019-03-21 This book provides a thorough
application of theoretical ideas from Deleuze and Guattari to a series of examples drawn from
contemporary film and new media arts. Chapters demonstrate examples of how to do schizoanalysis in
philosophically informed cinema studies, new media, and arts based education. Schizoanalysis, as
proposed by Deleuze and Guattari in distinction to Lacanian psychoanalysis, provides an imaginary basis
to address the precarity of the contemporary world order: from the growing populism with its
authoritarian fascist tendencies to the growing concerns regarding climate change within the
Anthropocene. Part I of this book initiates this understanding through cinematic examples. Part II calls for
a schizoanalytic pedagogical imagination, which is needed to provide insight into the structures of desire
as they circulate in media, especially videogames, and the tensions between analogue and digital
technological manifestations. Such pedagogy enables an understanding of the ‘new materialism’ where
nonhuman and inhuman (AI) agencies are taken into account. To this end schizoanalytic pedagogy calls for
a ‘new earth’ of transformed values and relationships.
Whose Book is it Anyway?-Janis Jeffries 2019-03-12 Whose Book is it Anyway? is a provocative collection of
essays that opens out the copyright debate to questions of open access, ethics, and creativity. It includes
views – such as artist’s perspectives, writer’s perspectives, feminist, and international perspectives – that
are too often marginalized or elided altogether. The diverse range of contributors take various
approaches, from the scholarly and the essayistic to the graphic, to explore the future of publishing based
on their experiences as publishers, artists, writers and academics. Considering issues such as intellectual
property, copyright and comics, digital publishing and remixing, and what it means (not) to say one is an
author, these vibrant essays urge us to view central aspects of writing and publishing in a new light.
Whose Book is it Anyway? is a timely and varied collection of essays. It asks us to reconceive our
understanding of publishing, copyright and open access, and it is essential reading for anyone invested in
the future of publishing.
Interactive Storytelling-Nuno Nunes 2017-11-13 This book constitutes the refereed proceedings of the
10th International Conference on Interactive Digital Storytelling, ICIDS 2017, held in Funchal, Madeira,
Portugal, in November 2017. The 16 revised full papers and 4 short papers presented were carefully
reviewed and selected from 65 submissions. The papers are organized in topical sections on story design,
location and generation, history and learning, games, emotion and personality, posters and demos.
Beyond Choices-Miguel Sicart 2013-09-06 Today's blockbuster video games -- and their never-ending
sequels, sagas, and reboots -- provide plenty of excitement in high-resolution but for the most part fail to
engage a player's moral imagination. In Beyond Choices, Miguel Sicart calls for a new generation of video
and computer games that are ethically relevant by design. In the 1970s, mainstream films -- including The
Godfather, Apocalypse Now, Raging Bull, and Taxi Driver -- filled theaters but also treated their audiences
as thinking beings. Why can't mainstream video games have the same moral and aesthetic impact? Sicart
argues that it is time for games to claim their place in the cultural landscape as vehicles for ethical
reflection. Sicart looks at games in many manifestations: toys, analog games, computer and video games,
interactive fictions, commercial entertainments, and independent releases. Drawing on philosophy, design
theory, literary studies, aesthetics, and interviews with game developers, Sicart provides a systematic
account of how games can be designed to challenge and enrich our moral lives. After discussing such
topics as definition of ethical gameplay and the structure of the game as a designed object, Sicart offers a
theory of the design of ethical game play. He also analyzes the ethical aspects of game play in a number of
current games, including Spec Ops: The Line, Beautiful Escape: Dungeoneer, Fallout New Vegas, and
Anna Anthropy's Dys4Ia. Games are designed to evoke specific emotions; games that engage players
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ethically, Sicart argues, enable us to explore and express our values through play.
The Palgrave Handbook of Male Psychology and Mental Health-John A. Barry 2019-03-01 This Handbook
represents the first concerted effort to understand male mental health in a way that facilitates a positive
step forward in both theory and treatment. An alarming number of men experience serious mental health
issues, as demonstrated by high rates of suicide and violent offending. Despite these problems, the study
of male psychology has either been overlooked, or viewed as a problem of defective masculinity. This
handbook brings together experts from across the world to discuss men’s mental health, from prenatal
development, through childhood, adolescence, and fatherhood. Men and masculinity are explored from
multiple perspectives including evolutionary, cross-cultural, cognitive, biological, developmental, and
existential viewpoints, with a focus on practical suggestions and demonstrations of successful clinical
work with men. Throughout, chapters question existing models of understanding and treating men’s
mental health and explore new approaches, theories and interventions. This definitive handbook
encapsulates a new wave of positive theory and practice in the field of male psychology and will be of
great value to professionals, academics, and those working with males through the lifespan in any sector
related to male mental health and wellbeing.
Gaming Lives in the Twenty-First Century-G. Hawisher 2016-06-07 This volume examines the claim that
computer games can provide better literacy and learning environments than schools. Using case-studies in
the US at the beginning of the twenty-first century and the words and observations of individual gamers,
the book offers historical and cultural analyses of their literacy development, practices and values.
Fifty Years of Gathering, Fishing, and Unusual Animal Encounters-Joe Lunkas 2013-04 The second book in
the author's series of three books featuring many lessons learned during his years as a Michigan
outdoorsman.
A Companion to Digital Humanities-Susan Schreibman 2008-04-15 This Companion offers a thorough,
concise overview of the emerging field of humanities computing. Contains 37 original articles written by
leaders in the field. Addresses the central concerns shared by those interested in the subject. Major
sections focus on the experience of particular disciplines in applying computational methods to research
problems; the basic principles of humanities computing; specific applications and methods; and
production, dissemination and archiving. Accompanied by a website featuring supplementary materials,
standard readings in the field and essays to be included in future editions of the Companion.
Conducting Qualitative Research of Learning in Online Spaces-Hannah R. Gerber 2016-03-17 Qualitative
researchers have grappled with how online inquiry shifts research procedures such as gaining access to
spaces, communicating with participants, and obtaining informed consent. Drawing on a multimethod
approach, Conducting Qualitative Research of Learning in Online Spaces explores how to design and
conduct diverse studies in online environments. Authors Hannah R. Gerber, Sandra Schamroth Abrams,
Jen Scott Curwood, and Alecia Marie Magnifico focus on formal and informal learning practices that occur
in evolving online spaces. The text shows researchers how they can draw upon a variety of theoretical
frameworks, methodological approaches, and data sources. Examples of qualitative research in online
spaces, along with guiding questions, support readers at every phase of the research process.
Knowing Capitalism-Nigel Thrift 2005-02-16 This title looks at what the author calls 'the cultural circuit of
capitalism', the mechanism for generating new theories of capitalism. The book traces the rise of this
circuit from the 1960s to the present day.
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