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From the Campfire to the Holodeck Mar 12 2024 How to optimize educational spaces and teaching practices for more
effective learning Author David Thornburg, an award-winning futurist and educational consultant, maintains that in order to
engage all students, learning institutions should offer a balance of Campfire spaces (home of the lecture), Watering Holes
(home to conversations between peers), Caves (places for quiet reflection), and Life (places where students can apply what



they've learned). In order to effectively use technology in the classroom, prepare students for future careers, and incorporate
project-based learning, all teachers should be moving from acting as the "sage on the stage" to becoming the "guide on the
side." Whether you are a school administrator interested in redesigning your school or a teacher who wants to prepare better
lessons, From the Campfire to the Holodeck can help by providing insight on how to: Boost student engagement Enable
project-based learning Incorporate technology into the classroom Encourage student-led learning From the Campfire to the
Holodeck is designed to help schools move from traditional lecture halls (Campfires) where students just receive information
to schools that encourage immersive student-centered learning experiences (Holodecks).
Clash of Realities 2015/16 Aug 05 2023 Digital games as transmedia works of art - Games as social environments - The
aesthetics of play - Digital games in pedagogy - Cineludic aesthetics - Ethics in games - these were some of the important
and fascinating topics addressed during the international research conference "Clash of Realities" in 2015 and 2016 by more
than a hundred international speakers, academics as well as artists. This volume represents the best contributions - by, inter
alia, Janet H. Murray, David OReilly, Eric Zimmerman, Thomas Elsaesser, Lorenz Engell, Susana Tosca, Miguel Sicart,
Frans Mäyrä, and Mark J.P. Wolf.
Playful Materialities May 02 2023 Game culture and material culture have always been closely linked. Analog forms of rule-
based play (ludus) would hardly be conceivable without dice, cards, and game boards. In the act of free play (paidia),
children as well as adults transform simple objects into multifaceted toys in an almost magical way. Even digital play is
suffused with material culture: Games are not only mediated by technical interfaces, which we access via hardware and
tangible peripherals. They are also subject to material hybridization, paratextual framing, and processes of de-, and re-
materialization.
Playing Utopia Feb 16 2022 Media narratives inform our ideas of the future - and Games are currently making a significant
contribution to this medial reservoir. On the one hand, Games demonstrate a particular propensity for fantastic and futuristic
scenarios. On the other hand, they often serve as an experimental field for the latest media technologies. However, while
dystopias are part of the standard gaming repertoire, Games feature utopias much less frequently. Why? This anthology
examines playful utopias from two perspectives. It investigates utopias in digital Games as well as utopias of the digital
game; that is, the role of ludic elements in scenarios of the future.
The Future Is Faster Than You Think Dec 09 2023 From the New York Times bestselling authors of Abundance and Bold
comes a practical playbook for technological convergence in our modern era. In their book Abundance, bestselling authors



and futurists Peter Diamandis and Steven Kotler tackled grand global challenges, such as poverty, hunger, and energy. Then,
in Bold, they chronicled the use of exponential technologies that allowed the emergence of powerful new entrepreneurs.
Now the bestselling authors are back with The Future Is Faster Than You Think, a blueprint for how our world will change
in response to the next ten years of rapid technological disruption. Technology is accelerating far more quickly than anyone
could have imagined. During the next decade, we will experience more upheaval and create more wealth than we have in the
past hundred years. In this gripping and insightful roadmap to our near future, Diamandis and Kotler investigate how wave
after wave of exponentially accelerating technologies will impact both our daily lives and society as a whole. What happens
as AI, robotics, virtual reality, digital biology, and sensors crash into 3D printing, blockchain, and global gigabit networks?
How will these convergences transform today’s legacy industries? What will happen to the way we raise our kids, govern our
nations, and care for our planet? Diamandis, a space-entrepreneur-turned-innovation-pioneer, and Kotler, bestselling author
and peak performance expert, probe the science of technological convergence and how it will reinvent every part of our
lives—transportation, retail, advertising, education, health, entertainment, food, and finance—taking humanity into
uncharted territories and reimagining the world as we know it. As indispensable as it is gripping, The Future Is Faster Than
You Think provides a prescient look at our impending future.
Metaverse For Beginners 2023 Jul 12 2021 When people talk about the future, they usually mean virtual reality. The reason
is that when you say "the future," most people think of science fiction, and nearly all SF takes place in a virtual space. The
word metaverse is actually an old term for cyberspace–the virtual environment that exists on computers. So, you could argue
that the metaverse and cyberspace are virtually the same things. The word metaverse originally meant just one thing: a
synonym for the word universe. Now, it means a lot of things, some contradictory. Metaverse has the slick ring of the future
around it, but in reality, it refers to past or present realities, not just a future vision. The term is thrown around so much that
you can't trust what it means. What we call the metaverse might be better termed the internet-on-steroids or something more
accurate and less sexy-sounding! The metaverse is a little bit like virtual reality, except not quite. It's a confusing term these
days. That's because, in the 90s, Neal Stephenson (of Snow Crash fame) imagined the metaverse as a network of connected
3D spaces that users could interact with using VR goggles and haptic feedback devices. The metaverse is the general term
for all digital universes being connected. We are just starting to build these worlds, and it’s easy to get sidetracked by the
technologies that we’re using to build them, (which are sometimes quite new.) Just as an aside, remember how every startup
in 1983 used a Commodore 64 as its main computer? Even with that amazing machine, no one really predicted anything like



what the internet would become. Hey everyone, I'm doing a think piece that looks at the future of VR. I'm really interested to
hear from people on this one! What would you like technology to do for you in the metaverse? What new activities and
experiences do you most want developing? The main aim of this piece is to get a better understanding of what we actually
want the future to be. The metaverse could be anything you imagine it to be. It's the virtual world of your imagination. By
thinking about what you want it to be, you will shape it with your actions. The metaverse can't become real until someone
builds it with code. Until then, the metaverse is whatever we imagine it to be while we are building it together.
Digital Content Creation Jan 18 2022 The very word "digital" has acquired a status that far exceeds its humble dictionary
definition. Even the prefix digital, when associ ated with familiar sectors such as radio, television, photography and
telecommunications, has reinvented these industries, and provided a unique opportunity to refresh them with new start-up
companies, equipment, personnel, training and working practices - all of which are vital to modern national and international
economies. The last century was a period in which new media stimulated new job opportunities, and in many cases created
totally new sectors: video competed with film, CDs transformed LPs, and computer graphics threatened traditional graphic
design sectors. Today, even the need for a physical medium is in question. The virtual digital domain allows the capture,
processing, transmission, storage, retrieval and display of text, images, audio and animation without familiar materials such
as paper, celluloid, magnetic tape and plastic. But moving from these media to the digital domain intro duces all sorts of
problems, such as the conversion of analog archives, multimedia databases, content-based retrieval and the design of new
content that exploits the benefits offered by digital systems. It is this issue of digital content creation that we address in this
book. Authors from around the world were invited to comment on different aspects of digital content creation, and their
contributions form the 23 chapters of this volume.
Interactive Storytelling Sep 13 2021 This book constitutes the refereed proceedings of the 10th International Conference on
Interactive Digital Storytelling, ICIDS 2017, held in Funchal, Madeira, Portugal, in November 2017. The 16 revised full
papers and 4 short papers presented were carefully reviewed and selected from 65 submissions. The papers are organized in
topical sections on story design, location and generation, history and learning, games, emotion and personality, posters and
demos.
Video Games Apr 08 2021 From their inception, video games quickly became a major new arena of popular entertainment.
Beginning with very primitive games, they quickly evolved into interactive animated works, many of which now approach
film in terms of their visual excitement. But there are important differences, as Arthur Asa Berger makes clear in this



important new work. Films are purely to be viewed, but video involves the player, moving from empathy to immersion, from
being spectators to being actively involved in texts. Berger, a renowned scholar of popular culture, explores the cultural
significance of the expanding popularity and sophistication of video games and considers the biological and psychoanalytic
aspects of this phenomenon.Berger begins by tracing the evolution of video games from simple games like Pong to new,
powerfully involving and complex ones like Myst and Half-Life. He notes how this evolution has built the video industry,
which includes the hardware (game-playing consoles) and the software (the games themselves), to revenues comparable to
the American film industry.
Uncharted Realms: Mission Vegas Apr 01 2023 Uncharted Realms: Mission Vegas In a world where reality meets
limitless digital frontiers, three unlikely heroes embark on a journey that transcends boundaries—both virtual and real. Join
Alex, Echo, and Glitch as they navigate the neon-lit corridors of Las Vegas 2048, where the promise of the Holodeck’s 5D
simulations beckons with unprecedented adventures and unforeseen challenges. What begins as a quest for survival amidst
digital oppression evolves into a revolutionary struggle for autonomy and balance within the Holodeck’s vast and ever-
evolving tapestry. Discover a universe where: The Holodeck isn’t just a playground but a battleground for digital freedom.
Anomalies like Alex, Echo, and Glitch defy the status quo to forge a new future. Every simulation holds secrets, dangers,
and the potential to reshape reality itself. As their journey unfolds, alliances are forged, secrets unravel, and the fate of both
digital and real worlds hangs in the balance. Will they uncover the truth behind Project Chimera and the enigmatic Project
Elysium? Can they navigate the complexities of digital existence while preserving the essence of humanity? Uncharted
Realms: Mission Vegas is a thrilling exploration of courage, friendship, and the limitless possibilities of virtual reality. Dive
into a world where echoes of adventure resonate far beyond the Holodeck, inviting you to question the boundaries of reality
and imagination.
Once Upon a Pixel Nov 15 2021 Once Upon a Pixel examines the increasing sophistication of storytelling and worldbuilding
in modern video games. Drawing on some of gaming’s most popular titles, including Red Dead Redemption 2, The Last of
Us, Horizon Zero Dawn, and the long-running Metal Gear Solid series, it is a pioneering exploration into narrative in games
from the perspective of the creative writer. With interviews and insights from across the industry, it provides a complete
account of how Triple-A, independent, and even virtual reality games are changing the way we tell stories. Key Features A
fresh perspective on video games as a whole new form of creative writing. Interviews with a range of leading industry
figures, from critics to creators. Professional analysis of modern video game script excerpts. Insights into emerging



technologies and the future of interactive storytelling.
The Future of the Mind May 14 2024 Michio Kaku, the New York Times bestselling author of Physics of the Impossible and
Physics of the Future tackles the most fascinating and complex object in the known universe: the human brain. The Future of
the Mind brings a topic that once belonged solely to the province of science fiction into a startling new reality. This scientific
tour de force unveils the astonishing research being done in top laboratories around the world—all based on the latest
advancements in neuroscience and physics—including recent experiments in telepathy, mind control, avatars, telekinesis,
and recording memories and dreams. The Future of the Mind is an extraordinary, mind-boggling exploration of the frontiers
of neuroscience. Dr. Kaku looks toward the day when we may achieve the ability to upload the human brain to a computer,
neuron for neuron; project thoughts and emotions around the world on a brain-net; take a “smart pill” to enhance cognition;
send our consciousness across the universe; and push the very limits of immortality.
Dawn of the New Everything Dec 17 2021 The guru of virtual reality looks back at the unique experiences that formed his
vision for the future of technology With a singular voice and perspective, Lanier who The New York Times calls "daringly
original . . . a major wizard in the futurist circus. He is the father of virtual reality in the gaudy, reputation-burnishing way
that Michael Jackson was the king of pop" considers the future of virtual technology in a book that blends memoir with
ideas. He tells the wild story of his own relationship with technology by starting from the beginning. The son of Jewish
immigrants and concentration camp survivors, raised in the UFO territory of New Mexico, he lost his mother at a young age
and built a geodesic dome with his father in the desert. He worked as a goatherd and midwife, attended college before
graduating high school, transferred to and failed out of a tony northeast liberal arts college, played music for money on the
streets of New York, and eventually landed in Silicon Valley at the dawn of the first tech boom where he suddenly became
rich. This crazy course to becoming a world renowned technology guru informs Lanier's optimism about virtual reality--the
technology he has been immersed in from its very start. While he has been very critical of social media and other
manifestations of technology, he believes that virtual reality can actually make our lives richer and fuller.Dawn of the New
Everything is ultimately a look at what it means to be human in the dawn of unprecedented technological possibility.
The Future Past of Tourism Nov 27 2022 This book offers a critical account of the historical evolution of tourism through
the identification and discussion of key turning points. Based on these considerations, future turning points are identified and
evaluated. The volume provides a continuum between the past and future of tourism. Its central themes are the globalisation
of tourism; the development of destinations; the importance of mobility and transport; the development of the modern hotel;



the diversification of niche tourism and the conceptualisation of the past and future of tourism using the evolutionary
paradigm in future studies. The core findings of the book provide the first perspective on how the history of tourism will
shape its future.
The Future of Business Feb 28 2023 The Future of Business explores how the commercial world is being transformed by the
complex interplay between social, economic and political shifts, disruptive ideas, bold strategies and breakthroughs in
science and technology. Over 60 contributors from 21 countries explore how the business landscape will be reshaped by
factors as diverse as the modification of the human brain and body, 3D printing, alternative energy sources, the reinvention
of government, new business models, artificial intelligence, blockchain technology, and the potential emergence of the Star
Trek economy.
Hamlet on the Holodeck Nov 08 2023 Stories define how we think, the way we play, and the way we understand our lives.
And just as Gutenberg made possible the stories that ushered in the Modem Era, so is the computer having a profound effect
on the stories of the late 20th century. Today we are confronting the limits of books themselves -- anticipating the end of
storytelling as we know it -- even as we witness the advent of a brave new world of cyberdramas. Computer technology of
the late twentieth century is astonishing, thrilling, and strange, and no one is better qualified than Janet Murray to offer a
breathtaking tour of how it is reshaping the stories we live by. Can we imagine a world in which Homer's Iyre and
Gutenberg's press have given way to virtual reality environments like the Star Trek® holodeck? Murray sees the harbingers
of such a world in the fiction of Borges and Calvino, movies like Groundhog Day, and the videogames and Web sites of the
1990s. Where is our map for this new frontier, and what can we hope to find in it? What will it be like to step into our own
stories for the first time, to change our vantage point at will, to construct our own worlds or change the outcome of a
compelling adventure, be it a murder mystery or a torrid romance? Taking up where Marshall McLuhan left off, Murray
offers profound and provocative answers to these and other questions. She discusses the unique properties and pleasures of
digital environments and connects them with the traditional satisfactions of narrative. She analyzes the state of "immersion,"
of participating in a text to such an extent that you literally get lost in a story and obliterate the outside world from your
awareness. She dissects the titillating effect of cyber-narratives in which stories never climax and never end, because
everything is morphable, and there are always infinite possibilities for the next scene. And she introduces us to enchanted
landscapes populated by witty automated characters and inventive role-playing interactors, who together make up a new kind
of commedia dell'arte. Equal parts daydream and how-to, Hamlet on the Holodeck is a brilliant blend of imagination and



techno-wizardry that will provoke readers and guide writers for years to come.
Online Gaming Jul 24 2022 This title provides an accessible introduction to the study of digital gaming, and is the first book
to explicitly and comprehensively address how digital games are experienced and engaged with in the everyday lives, social
networks and consumer patterns of gamers.
Games | Game Design | Game Studies Dec 29 2022 How did games rise to become the central audiovisual form of
expression and storytelling in digital culture? How did the practices of their artistic production come into being? How did the
academic analysis of the new medium's social effects and cultural meaning develop? Addressing these fundamental
questions and aspects of digital game culture in a holistic way for the first time, Gundolf S. Freyermuth's introduction
outlines the media-historical development phases of analog and digital games, the history and artistic practices of game
design, as well as the history, academic approaches, and most important research topics of game studies.
The Bible and the Holographic Universe Aug 13 2021 From holographic illusions, simulated worlds, and parallel universes
to the multiverse, from The Matrix, Star Trek, Marvel and DC Comics to Netflix and mobile games, today's popular
imagination is caught up with realities beyond our own. Decades ago, cosmologists speculated that our universe might be a
gigantic holographic image. Since then, the "holographic principle" has only gained traction. What is the holographic
universe, and how does it align with the Bible's picture of reality and Jesus Christ? Are we a computer simulation? Did aliens
spark human life? Is a multiverse a problem for God? Do "time" and "free will" exist? What does it all mean for Christians?
Introducing the holographic principle and exploring implications of other worlds through a Christian lens, this basic guide
gives individuals and small groups a perspective of eternal investment, prayer, study, and intentional living that focuses on
the Bible as the unchanging source of truth, presenting practical information for sorting fact from fiction, engaging with
modern culture, and finding a firmer worldview in Christ. Not only is a holographic universe no threat to the Gospel, but the
Bible points to a higher reality--hinting at the fingerprints of God in holographic theory.
Decentralized Finance (DeFi) & Metaverse For Beginners 2 Books in 1 2022 Jun 10 2021 Decentralized Finance (DeFi)
2022 Cryptocurrency's promise is to make money and payments all around accessible to anyone, regardless of where they are
on the planet. The Decentralized Finance (DeFi) or Open Finance development makes that promise a stride further. Imagine
a global, open option in contrast to each financial service you use today — investment funds, loans, trading, insurance and
more are accessible to anybody in the world with a cell phone and internet connection. This is presently conceivable on
smart contract blockchains, like Ethereum. Smart contracts are programs running on the blockchain that can execute



consequently when certain conditions are met. These smart contracts empower developers to work undeniably with more
modern functionality than essentially sending and accepting cryptocurrency. These projects are what we currently call
decentralized apps or dapps. You can think about a dapp as an app that is based on decentralized innovation, instead of being
built and constrained by a solitary, unified substance or organization. Become accustomed to this word, dapp, you'll be
seeing it a ton from now into the foreseeable future. While a portion of these concepts may sound cutting edge, automated
loans negotiated straightforwardly between two strangers in different parts of the world, without a bank in the center a large
number of these dapps are now live today. There are DeFi dapps that permit you to make stable coins (digital currency
whose worth is fixed to the US dollar), loan out money and earn interest on your crypto, apply for a loan, trade one asset for
another, go long or short assets, and carry out computerized, advanced investment strategies. Metaverse For Beginners 2022
When people talk about the future, they usually mean virtual reality. The reason is that when you say "the future," most
people think of science fiction, and nearly all SF takes place in a virtual space. The word metaverse is actually an old term
for cyberspace–the virtual environment that exists on computers. So, you could argue that the metaverse and cyberspace are
virtually the same things. The word metaverse originally meant just one thing: a synonym for the word universe. Now, it
means a lot of things, some contradictory. Metaverse has the slick ring of the future around it, but in reality, it refers to past
or present realities, not just a future vision. The term is thrown around so much that you can't trust what it means. What we
call the metaverse might be better termed the internet-on-steroids or something more accurate and less sexy-sounding! The
metaverse is a little bit like virtual reality, except not quite. It's a confusing term these days. That's because, in the 90s, Neal
Stephenson (of Snow Crash fame) imagined the metaverse as a network of connected 3D spaces that users could interact
with using VR goggles and haptic feedback devices. The metaverse is the general term for all digital universes being
connected. We are just starting to build these worlds, and it’s easy to get sidetracked by the technologies that we’re using to
build them, (which are sometimes quite new.) Just as an aside, remember how every startup in 1983 used a Commodore 64
as its main computer? Even with that amazing machine, no one really predicted anything like what the internet would
become. Hey everyone, I'm doing a think piece that looks at the future of VR. I'm really interested to hear from people on
this one! What would you like technology to do for you in the metaverse? What new activities and experiences do you most
want developing? The main aim of this piece is to get a better understanding of what we actually want the future to be. The
metaverse can't become real until someone builds it with code. Until then, the metaverse is whatever we imagine it to be
while we are building it together.



The (Un)Certain Future of Empathy in Posthumanism, Cyberculture and Science Fiction Jan 10 2024
Virtual Reality, Artificial Intelligence, and Language Learning Jun 22 2022 It is intriguing and challenging to learn a
language by diving into the worlds of Virtual Reality (3-D environments, avatars, games) and Artificial Intelligence
(chatbots, agents). What are the issues and benefits of these technological innovations? Taking readers on a journey through
the brain, this book explains how VR and AI may foster and sustain connectivity between language faculties, the
senses/emotions, working and long-term memory, and attention. With the speed of technological innovation increasing,
cognitive demand as well as aspects of intrinsic motivation are analyzed, charted, and discussed, as these may become
essential for future development of language learning experiences. This volume should be of interest to instructors,
researchers, and students of languages and linguistics, cognitive psychology, and computer science.
Archaeologies of Touch Jul 04 2023 David Parisi offers the first full history of new computing technologies known as haptic
interfaces--which use electricity, vibration, and force feedback to stimulate the sense of touch--showing how the efforts of
scientists and engineers over the past 300 years have gradually remade and redefined our sense of touch. Archaeologies of
Touch offers a timely and provocative engagement with the long history of touch technology that helps us confront and
question the power relations underpinning the project of giving touch its own set of technical media.
How to Make a Holodeck Oct 07 2023 This fun and insightful book shows you various real and theoretical ways in which
volumetric (i.e. all angles show a different perspective) 3D image displays and 4D movie displays could be created in the
future. It first provides a humorous and challenging read for anyone interested in learning about the robust, voluminous
nature of light. Then it further details how to reproduce that light in a systematic way. It acts as a conceptual starting point
for technology fans, software designers, graphic artists, inventors looking for new ideas, and casual readers who just want to
learn something new. Visit 5Deck.com for videos and book links.
Hamlet on the Holodeck, updated edition Jun 15 2024 An updated edition of the classic book on digital storytelling, with a
new introduction and expansive chapter commentaries. I want to say to all the hacker-bards from every field—gamers,
researchers, journalists, artists, programmers, scriptwriters, creators of authoring systems... please know that I wrote this
book for you.” —Hamlet on the Holodeck, from the author's introduction to the updated edition Janet Murray's Hamlet on
the Holodeck was instantly influential and controversial when it was first published in 1997. Ahead of its time, it accurately
predicted the rise of new genres of storytelling from the convergence of traditional media forms and computing. Taking the
long view of artistic innovation over decades and even centuries, it remains forward-looking in its description of the



development of new artistic traditions of practice, the growth of participatory audiences, and the realization of still-emerging
technologies as consumer products. This updated edition of a book the New Yorker calls a “cult classic” offers a new
introduction by Murray and chapter-by-chapter commentary relating Murray's predictions and enduring design insights to the
most significant storytelling innovations of the past twenty years, from long-form television to artificial intelligence to
virtual reality. Murray identifies the powerful new set of expressive affordances that computing offers for the ancient human
activity of storytelling and considers what would be necessary for interactive narrative to become a mature and compelling
art form. Her argument met with some resistance from print loyalists and postmodern hypertext enthusiasts, and it provoked
a foundational debate in the emerging field of game studies on the relationship between narrative and videogames. But since
Hamlet on the Holodeck's publication, a practice that was largely speculative has been validated by academia, artistic
practice, and the marketplace. In this substantially updated edition, Murray provides fresh examples of expressive digital
storytelling and identifies new directions for narrative innovation.
From the Campfire to the Holodeck Sep 06 2023 How to optimize educational spaces and teaching practices for more
effective learning Author David Thornburg, an award-winning futurist and educational consultant, maintains that in order to
engage all students, learning institutions should offer a balance of Campfire spaces (home of the lecture), Watering Holes
(home to conversations between peers), Caves (places for quiet reflection), and Life (places where students can apply what
they've learned). In order to effectively use technology in the classroom, prepare students for future careers, and incorporate
project-based learning, all teachers should be moving from acting as the "sage on the stage" to becoming the "guide on the
side." Whether you are a school administrator interested in redesigning your school or a teacher who wants to prepare better
lessons, From the Campfire to the Holodeck can help by providing insight on how to: Boost student engagement Enable
project-based learning Incorporate technology into the classroom Encourage student-led learning From the Campfire to the
Holodeck is designed to help schools move from traditional lecture halls (Campfires) where students just receive information
to schools that encourage immersive student-centered learning experiences (Holodecks).
Interactive Books Mar 08 2021 Movable books are an innovative area of children’s publishing. Commonly equated with
spectacular pop-ups, movable books have a little-known history as interactive, narrative media. Since they are hybrid
artifacts consisting of words, images and movable components, they cross the borders between story, toy, and game.
Interactive Books is a historical and comparative study of early movable books in relation to the children who engage with
them. Jacqueline Reid-Walsh focuses on the period movable books became connected with children from the mid-17th to the



early-19th centuries. In particular, she examines turn-up books, paper doll books, and related hybrid experiments like toy
theaters and paignion (or domestic play set) produced between 1650 and 1830. Despite being popular in their own time,
these artifacts are little known today. This study draws attention to a gap in our knowledge of children’s print culture by
showing how these artifacts are important in their own right. Reid-Walsh combines archival research with children’s
literature studies, book history, and juvenilia studies. By examining commercially produced and homemade examples, she
explores the interrelations among children, interactive media, and historical participatory culture. By drawing on both
Enlightenment thinkers and contemporary digital media theorists Interactive Books enables us to think critically about
children’s media texts paper and digital, past and present.
Gameplay Mode Oct 15 2021 Understanding the military logics that created and continue to inform computer games
The Holodeck in the Garden Apr 13 2024 Collecting twenty essays written by distinguished scholars from the United States
and Germany, The Holodeck in the Garden offers an informative tour of the complex interrelations between science,
technology, and contemporary American literature. Contributors include Michael Berube writing on Colson Whitehead's The
Intuitionist; Joseph Conte on William Gibson and Bruce Sterling; David Cowart on Don DeLillo's Cosmopolis; Carl Djerassi
on science-in-fiction; N. Katherine Hayles on Neal Stephenson's Cryptonomicon; Ursula Heise on risk and narrative in the
contemporary novel; John Johnston on network theory; Brian McHale on Harry Mathews, Kathy Acker, and Gilbert
Sorrentino; Joseph Tabbi on William Gaddis; and Curtis White on the "Great American Disaster Machine."
SMART Futures for a Flourishing World Jan 30 2023 Has the COVID-19 pandemic derailed the global community’s
commitment to achieving the UN Sustainable Development Goals by 2030? Are we heading for environmental collapse?
Can we avert a climate catastrophe and enable peace, justice, and shared futures for humanity? These questions call for
transformational change. This book explores the root causes of today’s failures and lays out a plan for real-world innovation
labs using a SMART future design paradigm to achieve the UN’s 17 sustainability goals and 169 targets. SMART futures is
a ‘systems literacy’ approach to problem solving that allows us to address challenges of our VUCA (Volatile, Uncertain,
Complex and Ambiguous) world as an integrated whole. This new paradigm shifts us from silo thinking to systems thinking.
With lively storytelling and thought-provoking analysis, Dr. Claire Nelson opens a doorway to the future, and a vision of
what success might look like. Her stories from the future present worldviews of the feminine and from the global South,
which are often absent from contemporary global futures discourse.
Mixed Realism May 22 2022 Mixed Realism is about how we interact with media. Timothy J. Welsh shows how



videogames, like novels, both promise and trouble experiences of “immersion.” His innovative methodology offers a new
understanding of the expanding role of virtuality in contemporary life. Today’s wired culture is a mixed reality, conducted as
exchanges between virtual and material contexts. We make balance transfers at an ATM, update Facebook timelines, and
squeeze in sessions of Angry Birds on the subway. However, the “virtual” is still frequently figured as imaginary, as opposed
to “real.” The vision of 1990s writers of a future that would pit virtual reality against actual reality has never materialized,
yet it continues to haunt cultural criticism. Our ongoing anxiety about immersive media now surrounds videogames,
especially “shooter games,” and manifests as a fear that gamers might not know the difference between the virtual world and
the real world. As Welsh notes, this is the paradox of real virtuality. We understand that the media-generated virtualities that
fill our lives are not what they represent. But what are they if they are not real? Do they have presence, significance, or
influence exceeding their material presence and the user processes that invoke them? What relationships do they establish
through and beyond our interactions with them? Mixed Realism brims with fresh analyses of literary works such as Truman
Capote’s In Cold Blood and Mark Z. Danielewski’s House of Leaves, along with sustained readings of controversial
videogames such as Super Columbine Massacre and Call of Duty: Modern Warfare 2. Continually connecting the dots
between surprising groupings of texts and thinkers, from David Foster Wallace to the cult-classic videogame Eternal
Darkness and from Cormac McCarthy to Grand Theft Auto, it offers a fresh perspective on both digital games and
contemporary literature.
Critical Gaming: Interactive History and Virtual Heritage Sep 25 2022 This book explains how designing, playing and
modifying computer games, and understanding the theory behind them, can strengthen the area of digital humanities. This
book aims to help digital humanities scholars understand both the issues and also advantages of game design, as well as
encouraging them to extend the field of computer game studies, particularly in their teaching and research in the field of
virtual heritage. By looking at re-occurring issues in the design, playtesting and interface of serious games and game-based
learning for cultural heritage and interactive history, this book highlights the importance of visualisation and self-learning in
game studies and how this can intersect with digital humanities. It also asks whether such theoretical concepts can be applied
to practical learning situations. It will be of particular interest to those who wish to investigate how games and virtual
environments can be used in teaching and research to critique issues and topics in the humanities, particularly in virtual
heritage and interactive history.
Interactive Documentary Jun 03 2023 Interactive documentary is still an emerging field that eludes concise definitions or



boundaries. Grounded in practice-based research, this collection seeks to expand the sometimes exclusionary field, giving
voice to scholars and practitioners working outside the margins. Editors Kathleen M. Ryan and David Staton have curated a
collection of chapters written by a global cohort of scholars to explore the ways that interactive documentary as a field of
study reveals an even broader reach and definition of humanistic inquiry itself. The contributors included here highlight how
emerging digital technologies, collaborative approaches to storytelling, and conceptualizations of practice as research
facilitate a deeper engagement with the humanistic inquiry at the center of documentary storytelling, while at the same time
providing agency and voice to groups typically excluded from positions of authority within documentary and practice-based
research, as a whole. This collection represents a key contribution to the important, and vocal, debates within the field about
how to avoid replicating colonial practices and privileging. This is an important book for practice-based researchers as well
as advanced-level media and communication students studying documentary media practices, interactive storytelling,
immersive media technologies, and digital methodologies.
Digital Personality May 10 2021 A computer that imbibes human characteristics is considered to have a digital personality.
The character is akin to real-life human with his/her distinguishing characteristics such as history, morality, beliefs, abilities,
looks, and sociocultural embeddings. It also contains stable personality characteristics; fluctuating emotional, cognitive,
SOAR technology, and motivational states. Digital Personality focuses on the creation of systems and interfaces that can
observe, sense, predict, adapt to, affect, comprehend, or simulate the following: character based on behavior and situation,
behavior based on character and situation, or situation based on character and behavior. Character sensing and profiling,
character-aware adaptive systems, and artificial characters are the three primary subfields in digital personality. Digital
Personality has attracted the interest of academics from a wide range of disciplines, including psychology, human-computer
interaction, and character modeling. It is expected to expand quickly as technology and computer systems become more and
more intertwined into our daily lives. Digital Personality is expected to draw at least as much attention as Affective
Computing. The goal of affective computing is to enable computers to comprehend both spoken and nonverbal messages
from people, use implicit body language, gaze, speech tones, and facial expressions, etc. to infer the emotional state and then
reply appropriately or even show affect through interaction modalities. More natural and seamless human-computer
connection would be the larger objective. Users will benefit from a more individualized experience as a result. Additionally,
this will affect how well the user performs since they will have the assistance of the robots to do their jobs quickly and
effectively. This book provides an overview of the character dimensions and how technology is aiding this area of study. It



offers a fresh portrayal of character from several angles. It also discusses the applications of this new field of study.
Virtual, Augmented and Mixed Reality. Multimodal Interaction Oct 27 2022 This two-volume set LNCS 11574 and 11575
constitutes the refereed proceedings of the 11th International Conference on Virtual, Augmented and Mixed Reality, VAMR
2019, held in July 2019 as part of HCI International 2019 in Orlando, FL, USA. HCII 2019 received a total of 5029
submissions, of which 1275 papers and 209 posters were accepted for publication after a careful reviewing process. The 80
papers presented in this volume were organized in topical sections named: multimodal interaction in VR, rendering, layout,
visualization and navigation, avatars, embodiment and empathy in VAMR, cognitive and health issues in VAMR, VAMR
and robots, VAMR in learning, training and entertainment, VAMR in aviation, industry and the military.
Edging Into the Future Mar 20 2022 "The savvy critical essays in this provocative collection investigate the interface
between science fiction and postmodern culture. . . . Highly recommended for readers at all levels."—Choice
Religion and Technology into the Future Apr 20 2022 Religion and Technology into the Future: From Adam to Tomorrow’s
Eve examines the broad significance of the current trends and accomplishments in technology (AI/robots) against the long
history of the human imagination of making sentient beings. It seeks to enrich our understanding of the present as it is
trending into the future against the richly relevant and surprisingly long past. Creatively considered in some depth are a wide
range of specific examples drawn especially from contemporary film and television, as well as from cosmology, ancient
mythology, biblical literature, classical literature, folklore, evolution, popular culture, technology, and futurist studies. This
book is distinctive, in part, in drawing on a wide range of resources demonstrating the indispensable interrelationship among
these disparate materials. Science, technology, economics, and philosophy are seamlessly interwoven with history, gender,
culture, religion, literature, pop culture, art, and film. Written for general as well as academic readers, it offers fascinating
and provocative insights into who we are and where we are going.
EAI International Conference on Technology, Innovation, Entrepreneurship and Education Aug 25 2022 This book presents
the proceedings of the 2nd EAI International Conference on Technology, Innovation, Entrepreneurship and Education (TIE'
2018), which took place at Ravensbourne University London, London, UK, on September 4, 2018. The central theme of the
conference is emerging technologies in relation to business, education, social and political needs that make modern society
flourish. The proceedings feature papers from a cross-disciplinary audience that explore the process of creativity and
innovation. The goal is that the various disciplines can learn from each other and see how they might benefit from the cross-
fertilization of practices.



Inventing the Medium Feb 11 2024 A foundational text offering a unified design vocabulary and a common methodology for
maximizing the expressive power of digital artifacts. Digital artifacts from iPads to databases pervade our lives, and the
design decisions that shape them affect how we think, act, communicate, and understand the world. But the pace of change
has been so rapid that technical innovation is outstripping design. Interactors are often mystified and frustrated by their
enticing but confusing new devices; meanwhile, product design teams struggle to articulate shared and enduring design
goals. With Inventing the Medium, Janet Murray provides a unified vocabulary and a common methodology for the design
of digital objects and environments. It will be an essential guide for both students and practitioners in this evolving field.
Murray explains that innovative interaction designers should think of all objects made with bits—whether games or Web
pages, robots or the latest killer apps—as belonging to a single new medium: the digital medium. Designers can speed the
process of useful and lasting innovation by focusing on the collective cultural task of inventing this new medium. Exploring
strategies for maximizing the expressive power of digital artifacts, Murray identifies and examines four representational
affordances of digital environments that provide the core palette for designers across applications: computational procedures,
user participation, navigable space, and encyclopedic capacity. Each chapter includes a set of Design Explorations—creative
exercises for students and thought experiments for practitioners—that allow readers to apply the ideas in the chapter to
particular design problems. Inventing the Medium also provides more than 200 illustrations of specific design strategies
drawn from multiple genres and platforms and a glossary of design concepts.
The Routledge Companion to Video Game Studies Feb 04 2021 A definitive guide to contemporary video game studies,
this second edition has been fully revised and updated to address the ongoing theoretical and methodological development of
game studies. Expertly compiled by well-known video game scholars Mark J. P. Wolf and Bernard Perron, the Companion
includes comprehensive and interdisciplinary models and approaches for analyzing video games, new perspectives on video
games both as an art form and cultural phenomenon, explorations of the technical and creative dimensions of video games,
and accounts of the political, social, and cultural dynamics of video games. Brand new to this second edition are chapters
examining topics such as preservation; augmented, mixed, and virtual reality; eSports; disability; diversity; and identity, as
well as a new section that specifically examines the industrial aspects of video games including digital distribution, game
labor, triple-A games, indie games, and globalization. Each essay provides a lively and succinct summary of its target area,
quickly bringing the reader up-to-date on the pertinent issues surrounding each aspect of the field, including references for
further reading. A comprehensive overview of the present state of video game studies that will undoubtedly prove invaluable



to students, scholars, and game designers alike.
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