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The central premise of this book is that computer games constitute a new and as yet poorly developed art form that holds great promise for both designers and players.

This premise may seem laughable or flippant. How could anybody classify the likes of SPACE INVADERS and PAC MAN as art? How can TEMPEST or MISSILE COMMAND compare with Beethoven’s Fifth Symphony, Michelangelo’s Pieta, or Hemingway’s A Farewell To Arms? Computer games are too trivial, too frivolous to be called art. They are idle recreation at best. So says the skeptic.

But we cannot relegate computer games to the cesspit of pop culture solely on the evidence of the current crop of games. The industry is too young and the situation is too dynamic for us to dismiss computer games so easily. We must consider the potential, not the actuality. We must address the fundamental aspects of computer games to achieve a conclusion that will withstand the ravages of time and change.

There are many definitions of art, few of which make much sense to the uninitiated. I will present my own pedestrian definition: art is something designed to evoke emotion through fantasy. The artist presents his audience with a set of sensory experiences that stimulates commonly shared fantasies, and so generates emotions. Art is made possible only by the richness of the fantasy world we share. Art is nevertheless difficult, because there are so many practical problems associated with stimulating fantasies deep inside another person’s mind. A major problem is getting the attention or participation of the audience. Most art allows very little participation. You sit quietly and listen to music that other people created and perform, or you stroll through a museum and stare at pictures or statues other people made. You sit passively and read a novel, or a poem, or a short story. With all of these art forms, the role of the audience is passive. The artist does all the active work, makes the biggest emotional investment. The audience is expected to absorb quietly the fruits of the artist’s exertions. Active participation is severely curtailed. Without participation, attention dwindles and impact crumbles away.
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Models, Methods, and Tools for Complex Chip Design: Selected Contributions from FDL 2012Springer, 2013

	This book is the latest contribution to the LNEE series, and it consists of selected

	papers presented at the Forum on Specifications and Design Languages (FDL) 2012,

	which took place in September 2012 at Vienna University of Technology, Vienna,

	Austria.





	FDL is a well-established international forum devoted to...
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Android for Work: Productivity for ProfessionalsApress, 2010

	Android is new, Android is open, and Android is fun. It’s also serious about business. Android for Work shows you how to harness the power of Android to stay productive and take your office on the road. This book also sheds light on the often daunting task of finding the right Android phone for the business user.
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The AutoCADET's Guide to Visual LISPCMP Books, 2001
AutoCADet: A person who uses AutoCAD directly or indirectly to create or analyze graphic images and is in possession of one or more of the following traits: wants to learn; has an interest in improving the way AutoCAD works; is a visionary AutoCAD user; i

Customize AutoCAD to include productivity enhancements like new commands,...
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SolidWorks 2011 Parts BibleJohn Wiley & Sons, 2011

	SolidWorks as a topic of learning is a huge, sprawling expanse. There is a lot to know, and a lot to write about. While I have made every effort to be complete in this book, I'm sure there are some niche topics that have gone untreated. New in 2011, I have taken this book from a single volume of an immense scope to two individual volumes,...
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Marine Propellers and Propulsion, Third EditionButterworth-Heinemann, 2012

	Propulsion technology is a complex, multidisciplinary topic with design, construction, operational and research implications. Bringing together a wealth of disparate information from the field, Marine Propellers and Propulsion provides comprehensive and cutting edge coverage to equip marine engineers, naval architects and anyone...
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Frommer's Vancouver and Victoria (Frommer's Color Complete)Frommers, 2012
	
		This book features hundreds of full-color photos to bring these two award-winning cities to life.
	
		Completely updated, Frommer's Vancouver & Victoria also includes coverage of Whistler and the Pacific Rim National Park.
	
		Information on how to explore all the post Winter Olympic Games...
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