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	Inspired by the groundbreaking A History of the World in 100 Objects, this book draws on the unique collections of The Strong museum in Rochester, New York, to chronicle the evolution of video games, from Pong to first-person shooters, told through the stories of dozens of objects essential to the field’s creation and development.


	Drawing on the World Video Game Hall of Fame’s unmatched collection of video game artifacts, this fascinating history offers an expansive look at the development of one of the most popular and influential activities of the modern world: video gaming.


	Sixty-four unique objects tell the story of the video game from inception to today. Pithy, in-depth essays and photographs examine each object’s significance to video game play—what it has contributed to the history of gaming—as well as the greater culture.


	A History of Video Games in 64 Objects explains how the video game has transformed over time. Inside, you’ll find a wide range of intriguing topics, including:

	
		The first edition of Dungeons & Dragons—the ancestor of computer role-playing games
	
		The Oregon Trail and the development of educational gaming
	
		The Atari 2600 and the beginning of the console revolution
	
		A World of Warcraft server blade and massively multiplayer online games
	
		Minecraft—the backlash against the studio system
	
		The rise of women in gaming represented by pioneering American video game designers Carol Shaw and Roberta Williams’ game development materials
	
		The prototype Skylanders Portal of Power that spawned the Toys-to-Life video game phenomenon and shook up the marketplace
	
		And so much more!



	A visual panorama of unforgettable anecdotes and factoids, A History of Video Games in 64 Objects is a treasure trove for gamers and pop culture fans. Let the gaming begin!
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Extending and Embedding PerlManning Publications, 2002

	
		An explanation of how to expand the functionality and usefulness of the Perl programming language, this guide delves into the complex issues of using real code examples from the Perl source. Detailed is how to use Perl from C programs, such as writing interfaces to C libraries, implementing Perl callbacks for C libraries, and passing...
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Surgery of Spinal TumorsSpringer, 2007

	Abundantly illustrated with more than 1,850 figures, this comprehensive monograph describes the experience gained through the treatment of patients with spinal tumors over a 25-year period. It covers clinical presentations and neuroradiological features of intramedullary, extramedullary, and extradural spinal tumors. Coverage provides...
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Mastering QGISPackt Publishing, 2015

	Go beyond the basics and unleash the full power of QGIS with practical, step-by-step examples


	About This Book

	
		Learn how to meet all your GIS needs with the leading open source GIS
	
		Master QGIS by learning about database integration, geoprocessing tools, Python scripts, advanced...
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Advanced Fluid MechanicsAcademic Press, 2007

	Fluid mechanics is the study of how fluids behave and interact under various forces and in various applied situations, whether in liquid or gas state or both. The author compiles pertinent information that are introduced in the more advanced classes at the senior level and at the graduate level. "Advanced Fluid Mechanics" courses...
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Problem Solving With PrologCRC Press, 1989
Prolog is a programming language in which solutions to computing problems are expressed as facts representing relationships between objects and as rules specifying consequences which derive from facts. In Prolog, the mechanisms for representing knowledge about objects and relationships are both high-level and general-purpose. This brings two...
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RESTful Java with JAX-RS 2.0O'Reilly, 2013

	
		Learn how to design and develop distributed web services in Java, using RESTful architectural principles and the JAX-RS 2.0 specification in Java EE 7. By focusing on implementation rather than theory, this hands-on reference demonstrates how easy it is to get started with services based on the REST architecture.

	
		With...
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