
[Free and download] Hollywood Gamers: Digital Convergence in the Film and Video Game Industries

Hollywood Gamers: Digital Convergence in the Film and Video 
Game Industries

Robert Alan Brookey 
DOC | *audiobook | ebooks | Download PDF | ePub

#2839357 in Books Brookey Robert Alan 2010-08-26 2010-08-26Original language:EnglishPDF # 1 8.50 x 
.56 x 5.50l, .55 #File Name: 0253222311188 pagesHollywood Gamers Digital Convergence in the Film and 

Video Game Industries | File size: 34.Mb

Robert Alan Brookey : Hollywood Gamers: Digital Convergence in the Film and Video Game Industries  before 
purchasing it in order to gage whether or not it would be worth my time, and all praised Hollywood Gamers: Digital 
Convergence in the Film and Video Game Industries: 

http://f3db.com/pub/links.php?id=0253222311


0 of 3 people found the following review helpful. Outstanding bookBy Keyser SozeDr. Brookey is a really intelligent 
guy! The book was great (even though it was required reading for his class).

For years, major film studios have licensed products related to their most popular films; video game spin-offs have 
become an important part of these licensing practices. Where blockbuster films are concerned, the video game release 
has become the rule rather than the exception. In Hollywood Gamers, Robert Alan Brookey explores the business 
conditions and technological developments that have facilitated the convergence of the film and video game industries. 
Brookey treats video games as rhetorical texts and critically examines several games to determine how specific 
industrial conditions are manifest in game design. Among the games (and films) discussed are Lord of the Rings, The 
Godfather, Spider-Man, and Iron Man.

With his clear, concise, and enthusiastic writing, Robert Alan Brookey provides an informative and timely 
contribution to the new and emerging fields of game studies and media industry studies. . . . Hollywood Gamers 
proves to be a rich source for scholars interested in the various levels of parallels and interdependence that goes on 
between the film and vieo game industries. (Convergence)Highly recommended. All levels. June 2011 (Choice) In 
touring the half-world of film-games, Brookey shows how brands are cross-marketed and why the production of 
multimedia brands has failed to live up to the talk. (Edward Castronova Indiana University)About the AuthorRobert 
Alan Brookey is Associate Professor of Communication Studies at Northern Illinois University and author of 
Reinventing the Male Homosexual (IUP, 2002). 


