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   process intensity and, 83, 103–107, 402, 418

Creative distance, 255–258

Creative Process, The: A Computer Model of 

Storytelling and Creativity (Turner), 186

“Critical Code Studies” (Marino), 168n17

Critics, 416–422

Crowther, William, 45

Crumpton, Michael, 356

Cruz-Neira, Carolina, 374

Cuban Missile Crisis, 86–87

Cut scenes, 71n19, 80n19

Cut-up technique, 8–9, 355–356

Cybertext: Perspectives on Ergodic Literature   

 (Aarseth), 152–154, 159–161, 166n13, 384

�
Dada, 8–9

Dale, Robert, 279–281

Dance Dance Revolution (game), 81

Dangerous Curves (Callaci), 309n5, 349n5

Daniels, Bruce, 231, 309

Danse Interactif project, 322

Dantooine, 63

Dark Blademaster, 70

Dartmouth College, 98

Data concept, 7n3, 20n3

Davidson, Drew, 69n18, 80n18, 438

Days of Our Lives (TV serial), 236, 238–240

Deadline (game), 160

Declarative programming, 20n3

Decomposition rules, 29–30

DeFanti, Thomas A., 374

Defense Advanced Research Projects Agency 

(DARPA), 200

Deikto, 402–405

Deleuze, Gilles, 401

Delta acts, 127–135, 147–148

Denial, 90–92

Design, 18. See also Authoring

   Abelson’s ideology machine and, 83, 86–103, 

 107, 109, 112n9, 263, 305, 423

   Aurora toolset and, 48–54

   behavioral landscapes and, 106

   failed software genres and, 103–104

   finite state machines (FSMs) and, 73–74, 82,  

 169–185, 226n1

   Game Developers Choice Awards and, 59

   game fiction dilemma and, 74–76

   hyper-media and, 108–109

   MDA and, 17

   natural language processing and, 24–25

   operational logics and, xi–xii (see also Operational  

 logics)

   possible worlds theory and, 138–143

   procedural rhetoric and, 217–218

   process intensity and, 103–107

   process terms and, 17

   sigma-states and, 126, 129, 148–149

   subjective ideas and, 108

   transform-recall-adapt methods (TRAMs) and,  

 190–195

   Turing test and, 84–86

“Designing Games for Process Intensity”   

 (Costikyan), 104–105

Dialogue trees, 49–51, 276

   Aurora toolset and, 52–54

   common authoring effects and, 55–57

   finite state machines (FSMs) and, 170

   Prince of Persia: The Sands of Time and, 73

   Star Wars: Knights of the Old Republic and, 59–64

Dick, Philip K., 46n3, 77n3

Digital Equipment Corporation, 23

Digital fictions, xi–xii, 18–19

   Adobe Flash software and, 43

   authoring process and, 109 (see also Authoring)

   breakdowns and, 15, 25, 36–38, 76, 148, 170,  

 173, 178n5, 226n5, 339, 345, 419, 421

   dilemma of, 74–76

   email novels, 42

   expressive AI and, 109
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   file distribution and, 41–42

   finite state machines (FSMs) and, 73–74, 82,  

 169–185, 226n1

   historical perspective on, 5–7

   hybrid works and, 42–43

   Implementation and, 41–42

   incoherence and, 314–315

   individual fictions in shared worlds and, 70

   natural language processing and, 346 (see also  

 Natural language processing)

   network fiction and, 356

   new conceptual frameworks for, 417–422

   n-grams and, 203–205, 209, 212, 222, 383–398

   opaque processes and, 353–356

   possible worlds theory and, 138–143

   potential of, 2, 411–416

   Prince of Persia: The Sands of Time and, 69–74

   role-playing games (RPGs) and, 43–76

   Star Wars: Knights of the Old Republic and, 59–69

   Tale-Spin effect and, 15–16, 132–143

   web links and, 42

   world creation and, 138–140

Digital media, xi–xii

   Abelson’s ideology machine and, 83, 86–103,  

 107, 109, 112n9, 263, 305, 423

   audience experience and, 10–12 (see also   

 Audience experience)

   authoring and, 7–12, 101–110, 411–416

   blogs and, 427–441

   concept of, 2

   expressive AI and, 107–110

   grand challenges of, 330

   historical perspective on, 5–7

   hyper-media and, 108–109

   interpreting processes and, 155–159

   media machines and, 1–3

   natural language processing (NLP) and, 276

   Nelson’s foresight on, 211, 213

   new conceptual frameworks for, 417–422

   operational logics and, 13–14 (see also   

 Operational logics)

   organization of, 7–8

   output-focused literature on, 2–3

   politics and, xii (see also Politics) 

   procedural rhetoric and, 217–218

   process intensity and, 103–107

   RSS feeds and, 389, 391, 393

   wikis and, 11

Discourse acts, 337

Discourse planning, 279–281

Doctor. See Eliza/Doctor (Weizenbaum)

Documentary method of interpretation, 34–35

Dodger Stadium, 69

Dogz (Frank, Resner, Fulop, et al.), 333

Dolezel, Lubomir, 138n10, 166n10

Domike, Steffi, 260,

   ideological themes and, 262–264

   Terminal Time and, 260–276

Doom (game), 2, 13, 47, 76

Dot matrix printers, 23

Douglass, Jeremy, 38, 79n13, 309, 349n6, 429

Dow, Steven, 340n19, 352n19

Downloading, 42

Dragon’s Lair (game), 104

d20 system, 45

Dungeons & Desktops (Barton), 6

Dungeons & Dragons (Gygax and Arneson), 44–45, 

49nn6, 78n6

Durand, David, 384–385

Dyer, Michael, 186

Dynamic memory model, 235

�
e-books, 103

Eco, Umberto, 138n10, 166n10, 296n7

Economics, 196

   capitalism and, 81, 313–317

   poverty and, 303

   The Sims and, 313–317

   system dynamics and, 303

   virtual, 4

Edge of Intention graphical system, 320

Edwards, Dan, 380

Edwards, Paul N., 96, 220

Elder Scrolls IV, The: Oblivion (Rolston, Howard, 

Cheng, et al.), 412, 421

Electronic Arts, 106

Electronic Literature: New Horizons for the Literary  

 (Hayles), 6
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Electronic Literature Organization, 165n3, 365

“Elephants Don’t Play Chess” (Brooks), 220

Eliza/Doctor (Weizenbaum) 

   algorithm of, 28–32

   ARPANET and, 27 

   computer’s conversation and, 25–28 

   conceptual mismatch of, 33–34

   effectiveness of, 32–35 

   keywords of, 28–32 

   limited computer resources of, 27–28, 35n9, 39n9

   natural language processing and, 24–25 

   relationships with computers and, 34

   script of, 27–33

   surface and, 274–275 

   typewriter input and, 27

Eliza effect, 6, 122, 137, 217, 219, 224, 301

   Abelson’s ideology machine and, 92–97, 100–101,  

 102n9, 112n9

   agency and, 343–345

   breakdown and, 25, 36–38, 302, 345, 368

   constrained interaction and, 418

   decomposition rule and, 29–30

   definition of, 25

   Deitko and, 403–404

   dialogue trees and, 52, 56, 58–59

   documentary hypothesis and, 34–37

   ethnomethodology and, 34, 36–37

   game fiction dilemma and, 74–76

   Garfinkel experiment and, 34–37, 75

   illusion and, 15, 24–40, 146, 418–419, 423–424

   Implementation and, 42

   interpretation of, 418–419, 421

   models and, 83–86

   Murray on, 35

   natural language processing and, 27–32, 35–36

   non-player characters (NPCs) and, 418–419

   as procedural system, 94

   process intensity and, 103

   quest flags and, 58–59

   random choice and, 34–38

   role-playing games (RPGs) and, 43–76

   SimCity effect and, 307–308, 317

   spatial logics and, 379

   Suchman on, 34–35, 36n11

   surface impression of, 35–36, 146

   sustained interaction with, 35–36

   Turing test and, 84–86

Email, 199, 202

Email novels, 42

Emotion engine, 414–415

Engelbart, Douglas, 174–175

English, William K., 174

English language

   ASCII and, 21n5

   Minstrel and, 190

   n-grams and, 203–205, 209, 212, 222, 383–398

   Scrabble and, 81, 402n5, 409n5

   Tale-Spin and, 124, 142, 163

   Terminal Time and, 266, 271, 276

Eskelinen, Markku, 166n13

ESP Game, The (von Ahn et al.), 206–207

Essential Turing, The (Turing), 111n1

Ethics, 61, 62n14, 79n14, 307, 396

Ethnomethodology, 34, 36–37

Evans, Richard, 416n3, 425n3

   authoring and, 179, 212, 222–223, 226n5

   models and, 107n14, 113n14

   online peer review and, 438

   SimCity effect and, 316n11, 350n11

EverQuest II (Blakely et al.), 70

Excellence in Game Design award, 69

Excellence in Programming award, 69

Excellence in Writing award, 59

Experience points (XP), 62

Exploit, The (Galloway and Thacker), 20n5

Exploration, 47, 50–51, 412–413

Expressivator, 326–328, 333–334

Expressive processing, xi–xii, 411

   AI and, 107–110 (see also Artificial intelligence  

 (AI)) audience experience and, 10–12

   authoring and, 7–12, 411–416 (see also   

 Authoring)

   concept of, 3–7, 156–157, 411, 417

   context and, 5

   Eliza effect and, 15 (see also Eliza effect)

   interaction and, 11–12 (see also Interaction)

   interpretation of, 153–164, 416–422

   legible data and, 356–366
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   models and, 81–110

   musical figures and, 366–367

   n-grams and, 203–205, 209, 212, 222, 383–398

   online peer review and, 427–441

   opacity and, 353–356, 396–398

   operational logics and, 4–5 (see also Operational  

 logics)

   politics and, 422–424 (see also Politics) 

   process terms and, 17

   SimCity effect and, 300 (see also SimCity effect)

   spatial logics and, 379–383

   system dynamics and, 303

   Tale-Spin effect and, 15–16, 155–159 (see also  

 Tale-Spin effect)

   textual instruments and, 365–379

   traversal functions and, 159–161

   Turing test and, 84–86

   understanding computer processes and, 214–217

   understanding simulations and, 303–311

   virtual reality environment and, 373–379

Expressive Processing (Wardrip-Fruin)

   Grand Text Auto blog and, 427–441

   introduction of, 436

   manuscript postings of, 430–431

   online peer review of, 427–441

   press-solicited reviews and, 434–437

   time inflexibility issues and, 433–434

Extraordinary Adventures of Baron Munchausen, The  

 (Wallis), 77n3

�
Façade (Mateas and Stern), 6, 438

   ABL language and, 330, 332, 334, 342–345

   beat concept and, 330–332, 334, 342–345

   characters of, 332–335

   Deitko and, 402–405

   discourse acts and, 337

   goals and, 334, 342–345

   hearing from, 340–341

   interactive drama and, 328–347, 422

   joint dialogue behaviors (JDBs) and, 335–337,  

 346

   learning from, 338–347

   natural language processing and, 339–340, 345

   non-player characters (NPCs) and, 341

   procedural script of, 335–337

   reaction proposers and, 337

   release of, 329–330

   speaking to, 338–340

   story generation of, 329–330

   voice acting and, 340–341

Facial recognition software, 214

Falkner, David, 43, 45

False positives, 201–202, 210

F.E.A.R. (Orkin), 6, 16, 438

   action costs and, 179, 225

   authoring and, 169, 205, 227n8

   character behavior and, 176–185

   checking preconditions and, 179

   critique of, 181–185

   finite-state machines (FSMs) and, 176–185

   fixed-size array of facts in, 178–179, 182

   life span in, 184–185

   squad behavior and, 179–181

   SimCity effect and, 304, 318, 320, 351n14

   structure of, 177–181

   Universe and, 243

Ferrucci, David, 286, 289, 329

   AI theories of, 246

   Brutus and, 245–259

   creativity and, 255–257

   grammar rules and, 253–254

   iconic features of objects and, 288

   literary augmented grammars (LAGs) and,   

 290–291

   story generation and, 247–249, 253–254

Fetveit, Arild, 396

Fictional Worlds (Pavel), 138n10, 166n10

Fiction and Interaction: How Clicking a Mouse Can 

Make You Part of a Fictional World (Rettberg), 140

Fikes, Richard, 176, 183

Finite-state machines (FSMs), 82, 169, 226nn1,5,  

 333

   character goals and, 171–172

   compartmentalized actions and, 170–185

   complex situations and, 171–172

   computer game fictions and, 73–74

   as dialogue tree, 170

   F.E.A.R. and, 176–185
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   as quest flag, 170

   Strips and, 174–176, 181–185

First-person shooters, 47, 177, 422

   character life span and, 184–185

   logic employment and, 381

   rules and, 381–383

   spatial logics and, 381–383

FLEX, 248–250

Flight Simulator (game), 105

Floppy drives, 23

Forbus, Kenneth, 313n8, 350n8

Forrester, Jay, 302–303, 307, 349n3

“404 not found” errors, 358

Fowler, Adam, 413

Frank, Adam, 333

Frasca, Gonzalo, 304–305, 315, 350n10

Freud, Sigmund, 363

Froehlich, Elaine, 385

Fulop, Rob, 333

Furby toy, 333

�
Gabriel, Richard, 196

Galloway, Alex, 20n5, 309n6, 349n6, 350nn7,9

Game Developers Choice Awards, 59, 69

Game Developers Conference, 184

Game engines, 43, 48

Game masters, 46, 49

Game of the Year, 59, 69

Gamer Theory (Wark), 315–316, 429–430, 439n1,  

 441n1

Games

   agency and, 342–345

   as authored microworlds, 184

   border cases and, 422 

   defining, 421–422

   not games, 422

   physical dexterity and, 81–82

   as systems, 81

Game Writing: Narrative Skills for Videogames   

 (Bateman), 6, 55

Gaming (Galloway), 350n9

Garbut, Aaron, 413

“Garden of Forking Paths, The” (Borges)

Gardner, Howard, 97n6, 98, 112n6

Garfinkel, Harold, 34–37, 36, 39n8, 40n11, 75, 102

Garriott, Richard, 45

Gee, James Paul, 218, 308n4, 349n4

“Generalization and Memory in an Integrated   

 Understanding System” (Lebowitz), 235n5, 296n4

General Problem Solver, 96, 176

Gibson, J. J., 275

Giesbrecht, Josh, 103n11, 112n1

Gillespie, William, 42

Gilmour, Steven, 43

Gilson, Charlotte, 95–96

Girl with Skin of Haints and Seraphs, The (Harrell),  

 406

Gleemax, 77n4

Goals, 12, 15, 44, 119, 333

   action resources and, 344

   agency and, 342–345

   authoring and, 171–179, 183–190, 223, 227n12,  

 227n8

   character vs. author, 238–240

   delta acts and, 127–135, 147–148

   Façade and, 334, 342–345

   finite state machines (FSMs) and, 171–172

   models and, 80n21, 82, 92, 111n5

   Oz Project and, 322–324

   The Sims and, 313–317

   simulation game design and, 300–301

   Tale-Spin effect and, 136, 152–153, 165n2, 238

   Universe and, 234–240

Goguen, Joseph, 405–406

Goldberg, Athomas, 321

Goldman, Neil, 156, 277

Goldwater, Barry, 11n2, 86–87, 94, 100–101

Goldwater machine, 99–100, 423

Google

   false positives and, 201

   Meehan and, 121

   PageRank algorithm and, 197–198

   searches of, 108, 422

   statistical modeling of, 197–198, 205

Googlization of Everything, The (Vaidhyanathan),  

 429–430

Grace. See Façade

Grafman, Jordan, 182
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Grandis, Benjamin, 57, 78n11

Grand Text Auto, 1n1, 20nn1,5

   acknowledgment of, 437–440

   authoring and, 207n10, 224, 249n10

   chapter comparisons and, 436

   citations from, 428

   community and, 427, 429–430

   expertise and, 437–440

   importance of, 427–428

   interdisciplinary conversations in, 427

   manuscript postings on, 430–431

   meta posts and, 431–433

   model making and, 103n11, 112n1

   peer review by, 427–441

   press-solicited reviews and, 434–437

   process legibility and, 435–436

   reputation of, 439

   SimCity effect and, 302n2, 316n11, 348n2,   

 350n11

   Tale-Spin effect and, 163nn15,17

   time inflexibility issues and, 433–434

Grand Theft Auto (Benzies, Garbut, Fowler, et al.),  

 380, 413, 416

Graphic user interface (GUI), 302n2, 348n2

Gray Matters (Wardrip-Fruin, Crumpton, Spain, et  

 al.), 356

Greenberg, David, 87n3, 111n3

Greenlee, Shawn, 373, 375, 378

Greig, Scott, 58

Grim Fandango (Schafer), 71

Griot (Harrell), 405–408

Gromala, Diane, 272

Grundstrom, Eric, 287

Gulf of Tonkin Resolution, 86

GURPS (Jackson), 77n3

Gygax, Gary, 44–45

7
HAL 9000, 24, 32

Half-Life 2 (game), 181, 221–222

Half-Real (Juul), 141

Halo (game series), 351n14

Hamlet on the Holodeck (Murray), 32n7, 36, 39n7,  

 152–153

Hamlet (Shakespeare), 141

Hap, 321–326, 332–334

Harrell, Fox, 399, 405–408

Harrington, Alan, 333

Hart, Peter, 175, 183

Hartman, Charles O., 356

Hayes modems, 23

Hayes-Roth, Barbara, 182, 351n14

Hayles, N. Katherine, 6, 168n17

Higa, Michelle, 377–378

Hodgins, Jessica, 321n14, 351n14

Holmes, Marc, 58

Holodeck, 32n7, 36, 39n7, 152–153, 318

Hopscotch, 81

Hotwired, 357

Housing, 303

Hovy, Eduard, 222, 281, 291–292

Howard, Jeffrey, 48n5, 78n5, 412

HTML, 20n3

Hubbard, Craig, 171, 180n6, 226nn2,6

Huber, William, 45, 62

Hudson, Casey, 43, 68n16, 78n8, 79n16

Humanities, 18

Humanoid Robotics Group, 221

Hunicke, Robin, 17

Hunt the Wumpus (Yob), 45, 231

Hurley, Dan, 247

Hutchinson, Alex, 287

Hybrid works, 42–43

Hyper-media, 108–109, 174

Hypertext 3.0 (Landow), 165n2

#
IBM Linux machines, 378

Ideology machine. See Abelson’s ideology machine

Idle Thumbs forum, 338

Illusion

   dialogue trees and, 56–57

   Eliza effect and, 15, 24–40, 146, 418–419,   

 423–424

   subject’s continuation of, 36

   Tale-Spin effect and, 122, 146, 419–420

   Universe and, 236

I Love Bees (game), 42–43

ImageMagick tool, 358

Immersion, 19
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Impermanence Agent, The (Wardrip-Fruin, Chapman,  

 Moss, et al.), 357–360, 365, 384, 399

Implementation (Montfort and Rettberg), 41–42

Improv project, 321–322

Independent Games Festival, 210

Independent parallel setting description (INDPSD),  

 286–291

Indigo Prophecy (Cage, de Fondaumière, Vivet,  

 et al.), 78n8

Industrial Graveyard (Sengers), 328, 334

Infocom, 160, 231

Inside Computer Understanding (Schank), 119n2,  

 165n2

Institute for the Future of the Book, 428–429

Interaction, 11–12

   Abelson’s ideology machine and, 83, 86–103,  

 107, 109, 112n9, 263, 305, 423

   Adobe Flash software and, 43

   AI and, 221 (see also Artificial intelligence AI))

   breakdowns and, 15, 25, 36–38, 76, 148, 170,  

 173, 178n5, 226n5, 339, 345, 419, 421

   Deikto and, 402–405

   documentary method of interpretation and, 34–35

   Eliza effect and, 24–40

   Garfinkel experiment and, 34–37, 102

   illusion and, 15

   natural language processing and, 27–32

   online peer review and, 427–441

   ontological, 140

   Oz characters and, 320–324

   possible worlds theory and, 138–143

   random choice and, 34–38

   role-playing games (RPGs) and, 43–76

   Tale-Spin effect and, 138–147

   Terminal Time and, 273–274

   Universe design and, 242–245

Interactive drama

   Façade and, 328–347

   game concept and, 422

   SimCity effect and, 317–320

Interactive fiction (IF), 308–309

Interactive Telecommunications Program, 360

Interfaces, 11n4, 19, 20n4, 302n2, 348n2

“Interferences: [Net.Writing] and the Practice of 

Codework” (Raley), 168n17
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   ARPANET and, 27

   beginnings of, 23, 27, 357

   human organization of, 197

   online peer review and, 427–441

Interpreting processes

   imagined narrators and, 153–155

   missing characters and, 152–153

   software studies and, 162–164

   Tale-Spin effect and, 119–120, 151–164

   traversal functions and, 159–161

Invisible Cities (Calvino and Weaver), 143, 151

Iran-Contra scandal, 200

Iraq War, 387

Isla, Damian, 351n14

IT University of Copenhagen, 366

D
Japan, 4, 45, 385, 405

Java, 232n2, 296n2, 385

Jedi, 64

Jerz, Dennis G., 45, 302n2, 348n2

John, Bonnie E., 244

Joint dialogue behaviors (JDBs), 335–337, 346

Journal Editor tool, 49

Juliet, 189–190

Juul, Jesper, 106n12, 112n1, 141, 409n3, 413

E
Karateka (Mechner), 69

Karpyshyn, Drew, 65, 68n16, 79n16

Kay, Alan, 213, 318
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Kennedy, John F., 86, 94, 291
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 167nn15,16

Klein, Sheldon, 116, 147, 165n1
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Kossow, Al, 165n3

Koster, Raph, 218, 409n3

Krueger, Myron, 348n2

Kubler-Ross stages of grief, 358

2
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Langer, Paula, 235n3, 296n3

Langkilde, Irene, 222

Language of New Media, The (Manovich), 163,  

 167n15
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   Universe and, 234–245
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Legible data, 356
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   Talking Cure and, 363–365

   Text Rain and, 361–363, 365

Leibniz, Gottfried Wilhelm, 138–139

Lemmings (game), 160
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Lewis, Chris, 103n11, 112n1

Lewis, David, 138n10, 166n10

Lexicalization, 280–281

Liberals, 88–90, 94

Linden, Greg, 199

Linguistic realization, 280–281

Liquid Narrative project, 320n13, 351n13

LISP, 122, 266

Literary augmented grammars (LAGs), 257, 286– 

 291, 346

Loss, Undersea (Harrell), 407

Lovecraft, H. P., 44, 46n3, 77n3

Loyall, Bryan, 323

Loyer, Erik, 27n3, 39n3
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(
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McGonigal, Jane, 42

MacIntyre, Blair, 340n19, 352n19
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Man’s Rage for Chaos (Peckham), 165n2

Mara’Vaen, 70

Marcus, Mitchell, P., 293n12, 297n12

Margie system, 118
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Markov chains, 203–205, 212
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