web game portals

web game portals have rapidly transformed the way people access and enjoy
online gaming experiences. As digital platforms that curate, host, and
distribute a vast array of browser-based games, these portals provide gamers
with instant access to thousands of titles across genres like action, puzzle,
strategy, and multiplayer. This article explores the essential aspects of web
game portals, including their definition, key features, benefits for players
and developers, the most popular platforms, monetization strategies, and
current trends shaping the industry. Discover how web game portals continue
to shape the gaming landscape, offering both entertainment and opportunities
for game developers and publishers to reach global audiences.
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What Are Web Game Portals?

Web game portals are online platforms that aggregate and deliver a wide
selection of browser-based games to users around the world. Unlike
traditional gaming, which often requires downloads or installations, web game
portals enable instant gameplay through a web browser. These portals serve as
central hubs for various game categories, making it easy for users to
discover, play, and share games without the need for high-end hardware or
dedicated gaming devices. Web game portals often feature community elements,
leaderboards, and user ratings to enhance player engagement and foster social
interactions.

Key Features of Web Game Portals

Modern web game portals offer a rich set of features designed to enhance the
gaming experience for users and provide value to game developers and
publishers. These features distinguish top portals and contribute to their
widespread popularity.



Game Variety and Categorization

A hallmark of web game portals is their extensive library, covering genres
such as action, arcade, puzzle, adventure, sports, racing, and multiplayer
games. Games are typically organized into categories, tags, and playlists to
help users find content that matches their preferences quickly and
efficiently.

User Accounts and Personalization

Many portals allow users to create accounts, save progress, earn
achievements, and personalize their gaming experience. User profiles often
display badges, high scores, and favorite games, fostering a sense of
identity within the community.

Community Engagement and Social Features

Features such as chat rooms, forums, in—-game messaging, and leaderboards
encourage interaction among players. Social sharing options and tournaments
also help foster a vibrant gaming community.

Mobile Compatibility and Cross-Platform Access

With the rise of mobile gaming, top web game portals ensure their content is
accessible across devices. Responsive design and progressive web app
technology enable seamless gameplay on smartphones, tablets, laptops, and
desktops.

Curated and User-Generated Content

Some web game portals allow users or independent developers to submit their
own games, expanding the portal’s catalog and promoting creativity within the
gaming ecosystem.

e Extensive genre selection

e Personalized recommendations

e Leaderboards and achievements

e Community forums and discussions
e Mobile-friendly interfaces

e User—generated game submissions



Benefits of Using Web Game Portals

Web game portals offer significant advantages for both casual and avid
gamers, as well as for game developers and publishers looking to expand their
reach. These benefits contribute to the enduring popularity of browser-based
gaming.

Instant Access and No Installations

One of the major benefits is the ability to play games instantly, without the
need to download files or install software. This convenience appeals to users
who want quick entertainment with minimal setup.

Cost-Effective Gaming

Most web game portals offer free-to-play games, making them accessible to a
broad audience. Players can enjoy hundreds or even thousands of titles
without financial barriers.

Diverse Gaming Experiences

The vast selection of games ensures there is something for everyone,
regardless of age, skill level, or preference. Players can easily switch
between genres and discover new favorites.

Global Community and Competition

Web game portals bring together players from around the world, enabling
friendly competition and collaboration through multiplayer games,
tournaments, and leaderboards.

Opportunities for Developers

For game creators, portals offer exposure to large audiences, feedback from
real users, and potential revenue streams through advertising or in-game
purchases.

Popular Web Game Portals in 2024

The web game portal landscape is wvast, with several platforms standing out
due to their extensive libraries, user—-friendly designs, and active
communities. In 2024, a few portals continue to dominate the market and
attract millions of visitors each month.



Leading Names in the Industry

e Kongregate - Known for a large indie game library, user achievements,
and an active community.

e Poki - Features a mobile-friendly interface and a wide selection of
casual and skill-based games.

e Miniclip - Offers multiplayer experiences and action titles favored by
younger audiences.

e CrazyGames - Popular for HTML5 and mobile-compatible games with frequent
updates.

e Armor Games - Focuses on strateqgy, RPG, and adventure games with curated
content.

Emerging Platforms

Newer web game portals are leveraging advanced technologies like WebAssembly
and cloud gaming to deliver richer experiences. These platforms often
emphasize fast loading times, innovative gameplay, and integration with
social media.

Monetization Strategies for Web Game Portals

Monetizing web game portals is essential for sustainability and growth.
Portal operators and developers utilize a variety of revenue models to
generate income while maintaining a positive user experience.

Advertising and Sponsorships

The most common method involves displaying ads before, during, or alongside
games. Sponsored games and branded content offer additional revenue
opportunities for both the portal and game creators.

In-Game Purchases and Microtransactions

Many games on these portals include optional purchases for cosmetic items,
in-game currency, or premium features. This model allows users to enjoy free
content while offering additional value for paying players.

Subscription Services

Some web game portals offer ad-free or premium experiences through



subscription plans, providing exclusive games, early access, or enhanced
features for a monthly or annual fee.

Affiliate Marketing and Partnerships

Portals may partner with other gaming companies, merchandise retailers, or
streaming platforms to generate additional revenue through affiliate programs
and cross-promotions.

Current Trends in Web Game Portals

The web game portal industry continues to evolve, embracing new technologies
and responding to changing user preferences. Staying ahead of trends is
crucial for maintaining relevance and attracting users.

HTML5 and WebAssembly Adoption

With the decline of Flash, most modern portals now rely on HTML5 and
WebAssembly, enabling smoother performance, better graphics, and
compatibility with a wider range of devices.

Integration of Cloud Gaming

Cloud gaming solutions are being integrated into web game portals, allowing
users to play resource-intensive titles directly in their browsers without
the need for powerful hardware.

Focus on Mobile-First Design

As mobile usage continues to rise, web game portals prioritize responsive
design and mobile optimization to ensure seamless gaming on all devices.

Enhanced Social Features
Portals are increasingly adding features such as live chat, streaming, and

friend lists to build stronger communities and boost engagement.

How Web Game Portals Impact Game Developers

Web game portals play a pivotal role in the success of independent and small-
scale game developers by providing immediate access to large audiences. These
platforms offer tools for tracking performance, gathering user feedback, and



iterating on game design.

Distribution and Exposure

By hosting their games on popular portals, developers can reach millions of
players worldwide without the need for expensive marketing campaigns or
distribution deals.

Monetization Opportunities

Portals often share advertising revenue or provide direct payment for high-
performing games, enabling developers to generate income and reinvest in
future projects.

Community Feedback and Iteration

Instant user feedback through ratings, reviews, and comments helps developers
identify areas for improvement and refine their games for maximum engagement.

The Future of Web Game Portals

Web game portals are poised for continued growth as technology advances and
user expectations evolve. Future developments may include deeper integration
of artificial intelligence for personalized recommendations, further support
for user—-generated content, and expanded cross-platform capabilities. As long
as there is a demand for accessible, diverse, and social gaming experiences,
web game portals will remain a vital part of the online entertainment
industry.

Q: What are web game portals?

A: Web game portals are online platforms that host, curate, and distribute a
wide variety of browser-based games, allowing users to play directly in their
web browsers without downloads or installations.

Q: How do web game portals generate revenue?

A: Web game portals typically monetize through advertising, in-game
purchases, premium subscriptions, sponsorships, and affiliate marketing
partnerships.

Q: What are the advantages of using web game portals
for players?

A: Players benefit from instant access to a diverse library of games, cost-
effective entertainment, social engagement, and the ability to play on



multiple devices without installations.

Q: What are some popular web game portals in 20247

A: Leading web game portals in 2024 include Kongregate, Poki, Miniclip,
CrazyGames, and Armor Games, each offering unique libraries and features.

Q: Can developers submit their games to web game
portals?

A: Yes, many web game portals accept submissions from independent developers,
providing tools for uploading, tracking performance, and monetizing their
creations.

Q: Are web game portals safe for children?

A: Most reputable web game portals implement safety measures, content
moderation, and parental controls to ensure a secure environment for younger
audiences.

Q: How have web game portals adapted to mobile
devices?

A: Web game portals employ responsive design and HTML5 technology to offer
seamless gameplay on smartphones, tablets, and desktop computers.

Q: What types of games can be found on web game
portals?

A: Users can find a wide range of genres including action, puzzle, strategy,
adventure, sports, racing, and multiplayer games on web game portals.

Q: What is the role of social features on web game
portals?

A: Social features like leaderboards, chat, forums, and multiplayer modes
help build community, increase engagement, and foster friendly competition
among users.

Q: What technologies power modern web game portals?

A: Modern web game portals primarily use HTML5, WebAssembly, and cloud gaming
technologies to deliver high-quality, cross-platform gaming experiences.

Web Game Portals
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web game portals: Web Portals Arthur Tatnall, 2005-01-01 A Web portal is a special web site
designed to act as a gateway giving convenient access to other related sites. This book investigates
the various types of portals and describes how they can be used in business applications. After
considering the nature of portals, the book describes the first general portals like Yahoo, and how
they came into being. Portals are used in businesses of all types and sizes and this book discusses
how portals can be used in large business corporations as well as small to medium enterprises. Web
portals have increasing importance to marketers as, by their nature, they retain their users who
must return to them frequently. They also provide a useful means of making information and
knowledge readily available in a convenient form to authorised users. This book covers a wide range
of issues relating to the use of portals in business.

web game portals: Browsergames und clientbasierte Onlinespiele Jana Moser, 2010-11-03 Die
Ausf"uhrungen haben gezeigt, wie wichtig es ist, auch bei vermeintlichen “Spielen” das Recht nicht
zu pauschal anzuwenden. Browsergames sind - je nachdem ob das Angebot kostenlos ist oder nicht -
zivilrechtlich als leih- bzw. mietvertragsahnliches Schuldverhaltnis zu sehen, da der
Vertragsgegenstand die Nutzung der Software auf dem Applikationsserver ist. Es besteht eine
deutliche Parallele zu ASP-Vertragen. Typischerweise wird zugleich ein urheberrechtlicher
Lizenzvertrag in Bezug auf zukiinftige Werke des Spielers geschlossen. Soweit weitere Regelungen
zwischen Spieler und Betreiber getroffen werden, konnen diese auch dienst- oder werkvertraglicher
Art sein, fur die der Nutzungsvertrag mit dem Betreiber als Rahmenvertrag zu beurteilen ist. Bei
clientbasierten Angeboten besteht grundsatzlich die Gemeinsamkeit, dass der Erwerb der
Spielsoftwarekopie - je nachdem ob der Erwerb entgeltlich ist oder nicht - als Kauf- bzw.
Schenkungsvertrag zu beurteilen ist. Dieser Vertrag wird durch einen urheberrechtlichen Vertrag in
Bezug auf die Softwarekopie erganzt. Auch bei clientbasierten Onlinespielen konnen weitere
Elemente im Vertrag diesen zu einem gemischten Vertrag werden lassen. Im Ubrigen ist die vom
Betreiber bei Peer-to-Peer-Spielen geschuldete Prim“arleistung qualitativ anders zu bewerten als die
bei der Nutzung eines Thin Clients: Das bei Peer-to-Peer-Spielen vom Betreiber geschuldete
Forwarding ist als Dienstleistung zu sehen, wohingegen die Nutzung der Software auf dem
Applikationsserver mit einem Thin Client wie bei einem Browsergame entsprechend nach Leih-
bzw.-Mietvertragsrecht zu beurteilen ist. Sowohl Browsergames als auch Onlinespiele konnen - je
nach Ausgestaltung - Banken- und Gliicksspielrecht tangieren. In jedem Fall kommt es bei der
Frage, welches Recht fur das zivilrechtliche Rechtsverhaltnis anwendbar ist, darauf an, ob der
Betreiber auch den Client an den Spieler abgegeben hat und welcher Art die Onlineleistung ist. Das
anwendbare Recht hat schliefSlich Auswirkungen darauf, ob und wie der Spielbetreiber seine Spieler
auf das ihnen ggf. zustehende Widerrufsrecht hinweisen muss. Sie miissen Kenntnis davon haben,
dass das ihnen zustehende Recht erlischt, wenn sie die Verpackung der Softwarekopie entsiegeln
oder das Spiel aus eigener Initiative nutzen. Abgesehen von den ublichen Pflichten eines
Unternehmers im elektronischen Rechtsverkehr kann man den Betreibern eines Onlinespiels nicht
auf Pflichten eines bestimmten gesetzlich geregelten Vertragstyps verweisen. Vielmehr ist ihm mit
den Allgemeinen Geschaftsbedingungen ein Gestaltungsinstrument gegeben Dessen
Gestaltungsumfang ist bei Minderjahrigen allerdings begrenzt. Urheberrechtliche
Zusatzvereinbarungen konnen bei einem Vertrag mit einem minderjahrigen Spieler aufgrund
unmittelbar rechtlich nachteiliger Wirkungen ebenso zu Problemen fithren wie
datenschutzrechtliche Einwilligungen. Einzig ein Altersverifikationssystem, das jedoch zugleich die
Zielgruppe eines Onlinespiels aullen vor halten wirde, ermoglicht einen rechtssicheren
Vertragsabschluss. Bei Spielinhalten, die gegen Verbotsgesetze verstofSen, hilft jedoch auch ein
solches System nicht.
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web game portals: The Essential Guide to Flash Games Jeff Fulton, Steve Fulton,
2010-04-28 The Essential Guide to Flash Games is a unique tool for Flash game developers. Rather
than focusing on a bunch of low-level how-to material, this book dives straight into building games.
The book is divided into specific game genre projects, covering everything from old classics such as
a Missile Command-style game, to hot new genres such as retro evolved. The chapters build in
complexity through the book, and new tools are introduced along the way that can be reused for
other games. The game projects covered start simple and increase in complexity as more and more
tools are added to your tool chest. Ten full game projects are discussed in detail. Each solves a very
different game development problem and builds on the knowledge gained from the previous project.
Many advanced game development techniques are covered, including particle systems, advanced
controls, artificial intelligence, blitting, scrolling, and more.

web game portals: Online Gaming in India Lovely Dasgupta, Shameek Sen, 2024-11-06 This
book offers a comprehensive overview from diverse perspectives of online gaming technology,
policy, and experiments to understand and review the Indian approach. It starts with the
technological viewpoint on the governance and regulation of online gaming and includes the Indian
experiment in governing and regulating it. The book brings a nuanced approach related to the
perspectives of various stakeholders, the players, the developers, the gamers, the regulators, the law
enforcement agencies, the industry and most importantly, the consumers, who are also the intended
audience of the work. Present a holistic view of the online gaming industry from technical, legal and
policymaking perspectives Offers critical technical highlights include Online transactions, online
games ecosystem, online games varied platforms, web3, metaverse, Al and Fantasy Games Includes
a comparative analysis to evaluate better the laws, rules, and regulations and the governance of
online gaming in India Encapsulates the Indian experience in intervening and streamlining the
online gaming industry The book is for Professionals and scholars in the fields of Online Gaming in
computer science, Law, and other related discipline. It also serves as a textbook for students for
Online Gaming courses.

web game portals: Korea's Online Gaming Empire Dal Yong Jin, 2010-10-01 The rapid growth
of the Korean online game industry, viewed in social, cultural, and economic contexts. In South
Korea, online gaming is a cultural phenomenon. Games are broadcast on television, professional
gamers are celebrities, and youth culture is often identified with online gaming. Uniquely in the
online games market, Korea not only dominates the local market but has also made its mark
globally. In Korea's Online Gaming Empire, Dal Yong Jin examines the rapid growth of this industry
from a political economy perspective, discussing it in social, cultural, and economic terms. Korea has
the largest percentage of broadband subscribers of any country in the world, and Koreans spend
increasing amounts of time and money on Internet-based games. Online gaming has become a mode
of socializing—a channel for human relationships. The Korean online game industry has been a
pioneer in software development and eSports (electronic sports and leagues). Jin discusses the
policies of the Korean government that encouraged the development of online gaming both as a
cutting-edge business and as a cultural touchstone; the impact of economic globalization; the
relationship between online games and Korean society; and the future of the industry. He examines
the rise of Korean online games in the global marketplace, the emergence of eSport as a youth
culture phenomenon, the working conditions of professional gamers, the role of game fans as
consumers, how Korea's local online game industry has become global, and whether these emerging
firms have challenged the West's dominance in global markets.

web game portals: Online Gaming The New York Times Editorial Staff, 2018-12-15 In the mid
2000s, online gaming was a robust and thriving culture, with dedicated participants around the
world. A decade later, mobile games had spawned billion-dollar franchises, and e-sports had earned
a viewership rivaling the audiences of blockbuster films. As online gaming grew into a pop culture
industry, new questions were raised about the role of video games in business, politics, education,
and culture. The articles in this collection showcase the development of this multi-faceted industry,
and features such as media literacy terms and questions will engage readers beyond the text.



web game portals: Developing Online Games Jessica Mulligan, Bridgette Patrovsky, 2003 A
soup-to-nuts overview of just what it takes to successfully design, develop and manage an online
game. Learn from the top two online game developers through the real-world successes and
mistakes not known to others. There are Case studies from 10+ industry leaders, including Raph
Koster, ]J. Baron, R. Bartle, D. Schubert, A. Macris, and more! Covers all types of online games:
Retail Hybrids, Persistent Worlds, and console games. Developing Online Games provides insight
into designing, developing and managing online games that is available nowhere else. Online game
programming guru Jessica Mulligan and seasoned exec Bridgette Patrovsky provide insights into the
industry that will allow others entering this market to avoid the mistakes of the past. In addition to
their own experiences, the authors provide interviews, insight and anecdotes from over twenty of the
most well-known and experienced online game insiders. The book includes case studies of the
successes and failures of today's most well-known online games. There is also a special section for
senior executives on how to budget an online game and how to assemble the right development and
management teams. The book ends with a look at the future of online gaming: not only online
console gaming (Xbox Online, Playstation 2), but the emerging mobile device game market (cell
phones, wireless, PDA).

web game portals: Multiplayer Online Games Guo Freeman, 2018-02-12 Multiplayer Online
Games (MOGs) have become a new genre of play culture, integrating communication and
entertainment in a playful, computer-mediated environment that evolves through user interaction.
This book comprehensively reviews the origins, players, and social dynamics of MOGs, as well as six
major empirical research methods used in previous works to study MOGs (i.e.,
observation/ethnography, survey/interviews, content and discourse analysis, experiments, network
analysis, and case studies). It concludes that MOGs represent a highly sophisticated, networked,
multimedia and multimodal Internet technology, which can construct entertaining, simultaneous,
persistent social virtual worlds for gamers. Overall, the book shows that what we can learn from
MOGs is how games and gaming, as ubiquitous activities, fit into ordinary life in today’s information
society, in the moments where the increased use of media as entertainment, the widespread
application of networked information technologies, and participation in new social experiences
intersect. Key Features: Contains pertinent knowledge about online gaming: its history, technical
features, player characteristics, social dynamics, and research methods Sheds light on the potential
future of online gaming, and how this would impact every aspect of our everyday lives - socially,
culturally, technologically, and economically Asks promising questions based on cutting-edge
research in the field of online game design and development

web game portals: ONLINE GAMING & ITS IMPACT ON SOCIETY Hitesh Keserwani &
Kapil Arora , 2022-05-02 The history of internet in India The history of internet in India started with
launch of internet services by VSNL on 15 August 1995, the 48th anniversary of Indian
independence. They were able to add about 10,000 internet users within 6 months. However for the
next 10 years internet experience in the country remained less attractive with narrow-band
connections having speed less than 56 kbit/s (Dial-Up). In 2004, Government formulated its
Broadband policy which defined the broadband as an always-on internet connection with download
speed of 256 kbit/s or above. From 2005 onward the growth of broadband sector in the country
attained acceleration, but remained below the growth estimates of government and related agencies
due to the resource issues in last-mile access which depended on wired-line technologies
predominantly. This bottleneck was removed in 2010 when government auctioned the 3G spectrum
followed by an equally high profile auction of 4G spectrum that set the scene for a competitive and
invigorated wireless broadband market. Now internet access in India is provided by both public and
private companies using a variety of technologies and media including Dial-Up (PSTN), xDSL,
Coaxial Cables, Ethernet, FTTH, ISDN, HSDPA (3G), WiFi, WiMAX etc. at a wide range of speeds
and costs. The country has the world's third largest Internet users with over 121 million users (of
whom 59% who only access the internet via mobile devices) as of December 2011.

web game portals: Grid and Cloud Computing Katarina Stanoevska, Thomas Wozniak, Santi



Ristol, 2009-11-04 In today’s dynamic business environment, IT departments are under permanent
pressure to meet two divergent requirements: to reduce costs and to support business agility with
higher flexibility and responsiveness of the IT infrastructure. Grid and Cloud Computing enable a
new approach towards IT. They enable increased scalability and more efficient use of IT based on
virtualization of heterogeneous and distributed IT resources. This book provides a thorough
understanding of the fundamentals of Grids and Clouds and of how companies can benefit from
them. A wide array of topics is covered, e.g. business models and legal aspects. The applicability of
Grids and Clouds in companies is illustrated with four cases of real business experiments. The
experiments illustrate the technical solutions and the organizational and IT governance challenges
that arise with the introduction of Grids and Clouds. Practical guidelines on how to successfully
introduce Grids and Clouds in companies are provided.

web game portals: The Video Game Industry Peter Zackariasson, Timothy Wilson,
2012-08-21 The Video Game Industry provides a platform for the research on the video game
industry to draw a coherent and informative picture of this industry. Previously this has been done
sparsely through conference papers, research articles, and popular science books. Although the
study of this industry is still stigmatized as frivolous and ‘only’ game oriented, those who grew up
with video games are changing things, especially research agendas, the acceptance of studies, and
their interpretation. This book describes and defines video games as their own special medium. They
are not pinball from which they grew, nor movies which they sometimes resemble. They are a unique
form of entertainment based on meaningful interactions between individuals and machine across a
growing sector of the population. The Video Game Industry provides a reference foundation for
individuals seriously interested in the industry at the academic level. As a result, this book will serve
as a reference in curricula associated with video game development for years to come.

web game portals: Handbook of Research on Effective Electronic Gaming in Education
Ferdig, Richard E., 2008-07-31 This book presents a framework for understanding games for
educational purposes while providing a broader sense of current related research. This creative and
advanced title is a must-have for those interested in expanding their knowledge of this exciting field
of electronic gaming--Provided by publisher.

web game portals: Korea’s Platform Empire Seongcheol Kim, Dal Yong Jin, 2024-06-07
Korea’s Platform Empire explores the evolution of digital platforms in South Korea’s media sphere,
and their global political, economic, cultural, and technological influence. With a focus on Korea in
the context of the global platform revolution, the book takes a methodical look at the broader social
implications and the impact on cultural production. The authors explore various facets of the media
and cultural industries—looking beyond social media to news broadcasting and the music
industry—and look at the policy and regulations behind this shifting technological advancement.
This book will appeal to students and scholars working on media industries, digital media, platform
studies, information and technology studies, Korean and East Asian media studies, and the creative
and cultural industries.

web game portals: Transactions on Edutainment II Abdennour El Rhalibi, 2009-07-28 This
volume contains a selection of outstanding contributions from GDTW 2008, the 6th International
Conference in Game Design and Technology, which took place in the UK, in November 2008, and
Cyberworlds 2008, held in Hangzhou, China, in September 2008.

web game portals: Innovation And Strategy Of Online Games Jong Hyun Wi, 2009-02-18 This
book is the first study to survey, over a ten-year period, innovations and the industrial formation
process of online game business, and global strategies of major Korean online game companies. It
focuses on the innovative factors which made the Korean online game industry grow tremendously
and successfully to gain competitiveness in the global game industry. These include: the main
factors stimulating online game business; virtual business created by online games as well as an
examination of the role of the Korean government at the beginning and developmental period of the
online gaming business.This book also contains authentic and accumulated research conducted over
five years in the international domain of the online game industry. This research unveils diverse



strategies of game companies and presents cognitive differences toward the online game business
where various convergences will occur between the online game and other Internet businesses./a

web game portals: The Internet in China Zixue Tai, 2007-05-07 The Internet in China
examines the cultural and political ramifications of the Internet for Chinese society. The rapid
growth of the Internet has been enthusiastically embraced by the Chinese government, but the
government has also rushed to seize control of the virtual environment. Individuals have responded
with impassioned campaigns against official control of information. The emergence of a civil society
via cyberspace has had profound effects upon China--for example, in 2003, based on an Internet
campaign, the Chinese Supreme People's Court overturned the ruling of a local court for the first
time since the Communist Party came to power in 1949. The important question this book asks is not
whether the Internet will democratize China, but rather in what ways the Internet is democratizing
communication in China. How is the Internet empowering individuals by fostering new types of
social spaces and redefining existing social relations?

web game portals: Encyclopedia of Portal Technologies and Applications Tatnall, Arthur,
2007-04-30 [Informatique].

web game portals: Newsgames Ian Bogost, Simon Ferrari, Bobby Schweizer, 2012-09-21 How
videogames offer a new way to do journalism. Journalism has embraced digital media in its struggle
to survive. But most online journalism just translates existing practices to the Web: stories are
written and edited as they are for print; video and audio features are produced as they would be for
television and radio. The authors of Newsgames propose a new way of doing good journalism:
videogames. Videogames are native to computers rather than a digitized form of prior media. Games
simulate how things work by constructing interactive models; journalism as game involves more
than just revisiting old forms of news production. Wired magazine's game Cutthroat Capitalism, for
example, explains the economics of Somali piracy by putting the player in command of a pirate ship,
offering choices for hostage negotiation strategies. Videogames do not offer a panacea for the ills of
contemporary news organizations. But if the industry embraces them as a viable method of doing
journalism—not just an occasional treat for online readers—newsgames can make a valuable
contribution.

web game portals: Interactive Entertainment Brent Rabowsky, 2010-08-20 A comprehensive
book about the video game industry. The book discusses, in detail, the life cycle of a video game
from conception to distribution, including analysis of how game production, marketing, and sales
teams work together to launch a successful product. In addition, the book provides informative
chapters on intellectual property, and contractual, regulatory, and other legal issues. Topics covered
are: Genres and Platforms, Publishing and Industry Economics, Ancillary Opportunities, Industry
Trade Organizations, Regulation, Legal Affairs, and Forming and Running a Games Company.

web game portals: 501 Web Site Secrets Michael Miller, 2004-01-21 Shows Internet users how
to get the most out of Internet searches, portals, and commerce sites Covers using Google to solve
mathematical equations, making search engines safe for kids, harnessing the full power of Yahoo!,
and getting the best bargains on shopping sites Explains how to search for street addresses and
phone numbers, stock quotes and other financial information, MP3s and other digital music,
computer programs and utilities, medical information, legal information, genealogical information,
job listings, and more Reveals the secrets behind directory sites, indexing, and search result
rankings
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