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to adult goals, 133, 164, 190
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to corporate computing, 145
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in SimCity 2000, 160

visual, in SimCity 2000, 125–126

Richmond, Todd, 148

Richtel, Matt, 41
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Rieber, Loyd, 46

Riverdeep, 41
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change, 193
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Rollerpark Tycoon, 153

Rules, breaking of, 178

Ruocco, Jennifer, 109
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Russell, Elizabeth, 38–39
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Scanlan, Margaret, 1, 4, 5, 10, 31, 191
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School learning, 56
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Score/scores, 39, 69, 72, 82, 108

in Island of Dr. Brain, The, 62

scorecards, 56

Scratch, 150

Screens, “good” vs. “bad,” 35

Screw Thy Neighbor, 82
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public, 34, 192, 193

reshaping of, 193
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91, 146, 147, 191

Self-actualization, and construction 

genre, 187
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Selfe, Cynthia L., 195n1

Self-esteem, 44, 56
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for construction genre, 155–156

for entertainment genre, 101–103

Serious games, 7
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Seyer, Ingrid, 23
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Shannon, Sheila M., 18, 23
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Sierra Online, 54

Silicon Valley Homebrew Computer 

Club, 145

Silly Noisy House, 93



Index 231
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152, 159, 182, 183, 188, 190
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137, 138–139, 156–185, 190
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case study of, 156–183
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SimEarth, 153
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Sites, fi eldwork, 20–24

Situations, breakdown, 59–61, 63

Skywalker, Luke, 154

Slater, Don, 11, 16

Smith, Jan, 46

Sociability, online, growth of, 192
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“Soft mastery” vs. “hard,” 146, 147

Software

adult, adaption of for kids, 151

construction, history and cultural 

context for, 144–154

“constructionist,” 144

educational, 35, 156

entertainment, 95, 100

genres of, 3, 5
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marketing of, 155–156
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Von Neumann, John, 195n2
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Women

and computer use, 146–154
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technologies of, 146–154
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Worlds
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virtual, marketing of, 155–156

Wozniak, Stephen, 145
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182–183

Wyman, Michael, 155
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