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Squire, Kurt, 8
Standardization, of educational
software, 39-40
Star Wars, 154
Status
in children’s hierarchies, 140
negotiations for, 190
in subculture, 170
Steinkuehler, Constance, 195n1
Stevens, Reed, 195n1
Storybook, interactive format, 109
Strategies
problem-solving, in Island of Dr. Brain,
The, 58-68
for SimCity 2000, 160-161, 165,
166-169
women gamers’, 147
Street culture, 88
Structuration, 15
Structure/structures, 15, 17
circumvention of, in SimCity 2000,
178-179, 183
institutional, transformation of, 193
Struggles among genres, 15-16
Studies
audience, 12-14
of childhood, 17-18
media, 12-14
technology, 11

Index

Subculture/subcultures
children’s, 88
fan, 185
hacker, 144-154, 185
SimCity 2000, 159
status in, 170
Subjectivity
adult, kids’ access to, 185
countercultural, 181
oppositional, 181
toward game, 152, 170
Subversion, 190
action games as, 134-136
authoring games as, 177-183
“engineered,” 183
enlistment of peers in, 180-181
in SimCity 2000, 166
Success
academic, 44, 46, 50
competitive, 48
recognition of, 61-62, 81
“Successful failure,” 36
Suchman, Lucy, 63
Sun, Jennifer Y., 149
Suppression, of imagination, 89
Sutton-Smith, Brian, 89, 90, 139
Systers, 147

Tanner, Clive, 156-159

Tapscott, Don, 1

Tasks, in Island of Dr. Brain, The, 57-58

Taylor, T. L., 147-148, 153, 195n1

Teachers, 89

Technical accomplishment, 166

Technical ecology of learning, 183

Technical Education Research Center, 93

Technical knowledge, 166

Technical literacy, 35-36, 150-154

Technical logic, in SimCity 2000, 167

Technical mastery, and construction
genre, 187

Technological determinism, 10-11

“Technological fluency,” 143
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Technology
domestication of, 35
and feminism, 146-154
gendering of, 149
“politics of,” 14
practices, association with gender, 149
and social change, 187
stabilization of, 11
studies, 11
Television, 86, 87, 92
as marketing tool, 87-88
public, 31, 35
Tension, 139-140
between collaborative learning,
competition, 72-81
between instruction, guessing, 67-68
between kids and adults, 62-68,
116-121, 130, 131, 139, 141
social, in 5thD, 177-178
Tests, intelligence, 54
“Thinking, critical,” 99
Thorne, Barrie, 18
Tie-ins, 109, 153
Tips, 64, 67
for SimCity 2000, 166-168
Titles, “evergreen,” 38-39
TLC, 29, 35, 38, 40, 41, 54, 86, 93, 96,
98
Tobin, Joseph, 153
Tools
adult, adaption of for kids, 151
authoring, 144, 145, 192
for bonding, toys as, 87
vs. content, uses in learning, 184
for learning, 32-33, 93, 143
multimedia, for learning, 93
programming, for learning, 143
in SimCity 2000, 159-161
toys as, for learning, 32-33
Toys, 87
advertising of, 88
vs. “games,” 152
history of, 87
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for learning, 32-33, 87, 144
link to construction genre, 153
as marketing tools, 154, 155
as open-ended tools, 152
as tools for bonding, 87
Trajectory/trajectories
breaks, in narrative, 131
historical, of children’s software, 191
learning, and video game play,
195n1
narrative, 56, 131
Transformation, institutional, and
practices of play, 193
Trial and error vs. instruction, 67
Turkle, Sherry, 127, 146, 147
“Twitch” games, 126

User authoring games, 144

User-generated content, growth of, 185

User interaction, with SimCity 2000,
159-162

“Users, power,” 166-170

Valentine, Gill, 10, 146, 147
Values
adult, childhood resistance to,
88-89
family, 33-34, 88
of kids vs. adults, 131, 184
moral, development of in learning,
144
Varenne, Hervé, 19, 36, 44, 68-69, 82
Varnelis, Kazys, 192
Vasquez, Olga A., 18, 19, 23
Victorian attitudes, 33
Video-based analysis, 19-20
Video game/games, 5, 35, 86, 90, 92,
100
culture, 103
play, and learning trajectories, 195n1
Violence
in fantasy, 87, 89
public debates over, 90
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Violent entertainment, illustration of,
134-137
Violent spectacle, and gender, 137,
139
Virtual worlds
construction of, 170-177
marketing of, 155-156
Visual Almanac, 92, 93
Visual culture, 86, 87, 90-91, 92, 93,
103
strengthening of, 98
Visual elements, similarity among
genres, 108
Visuals, in MSBEHB, kids’ preference
for, 116-121
Visual special effects
engagement with, 121-126
pleasure in, 126
Von Neumann, John, 195n2
Voyager, 86, 92, 93, 96
Vygotsky, Lev, 18
philosophy of education, 65

Wajcman, Judy, 146
Warschauer, Mark, 1, 36
Web authoring games, 151
Weil, Peggy, 93-95
Wenger, Etienne, 12, 19
Where in the World Is Carmen San Diego,
5, 85, 96, 188
“Whole language,” 93
“Wholesome” norms, 134
Wicat, 5
Women
and computer use, 146-154
and geek culture, 147
objectification of, 146
technologies of, 146-154
Work
children’s, 33
technologies of, 146
Workarounds, 63, 64

Index

Worlds
creation, role of imagination in, 175,
177
“life,” 192-193
virtual, marketing of, 155-156
Wozniak, Stephen, 145
Wright, Will, 152-153, 156, 181,
182-183
Wyman, Michael, 155

Yoda, 154
Youth culture, 148-149
Yu-Gi-Oh, 153

Zinesters, 148

Zone of proximal development (zoped),
19, 65

Zoombinis, 93

“Zoped” (zone of proximal
development), defined, 19
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