“Every aspect of our lives was affected by the COVID-19 pandemic. The widely accepted
view is that the digital game industry benefited from the lockdown, whether by measures
of sales or attention. This book offers the first collection of studies to rigorously examine
games in the age of pandemic and challenge such easy conclusions. It delivers nuanced
and informative essays about the ways in which games changed how we lived, played,
learned, and socialized during those difficult times.”

HENRY LOWOOD, Harold C. Hohbach Curator for History of Science & Technology Collections and
Curator for Film & Media Collections, Stanford University, USA
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“Gaming and Gamers in Times of Pandemic provides a much-needed view of and record of
gamers, gaming, and the industry during the Covid-19 pandemic and will be immediately
useful and of interest to both academics and a wider audience. With the global move
away from face-to-face during this time, gaming norms, practices, and assumptions were
all challenged, as the scholars in this volume discuss. How gamers responded to these
changes and challenges is well worth understanding.”
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