
Index

Index
A
Aarinfel (Jarok, Kierae, et al.), 299–300
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collectible card games and, 3, 88–89

“The Haunted House” and, 41–43
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Claerbout, David, 309
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Cleveland, Grover, 241
Cleveland Re-election Game, 241
Club for Growth, 238–239
Cluedo, 70
Collectible card games, 2–3

Call of Cthulhu and, 88–89
design decisions for, 85–89

Colossal Cave (see Adventure)
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ComedySportz, 283
Compass Players, 281
Computational fictions, xiv (see also specific system)
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Cover, Arthur Byron, 20
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Creature Feature structure, 283
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Curses (Nelson), 144
Cyan, 312–313
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D
Dark and Stormy Night, A (Wallis), 77, 79
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Dean, Howard, 220
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DeKoven, Bernie, 315–316
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Derleth, August, 21
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beats and, 190–203
character, 114–118, 139–146
collectible card games and, 85–89
computer’s effect and, 169–171
cybertext writing and, 149–155
dialogue and, 118–119
efficiency maximization and, 113
genre combination and, 115–117
procedural authorship and, 183–208
puppet master problem and, 251–263
randomness and, 81–84
rule breaking and, 115
time as constraint and, 234–237
tool creation and, 119–120
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Desktop Theater, 220, 289
Detwiller, Dennis, 2
Deus Ex (Spector), 10–11
Devil May Cry (Capcom), 177
Dialogue, 118–119
Dick, Philip K., 38
Dickens, Charles, 163
Digital Arts and Culture conference, 291
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Diplomacy, 16, 107
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Disch, Thomas M., 141
Discourse acts, 191
Disparition, La (Perec), 234
Domesday Book, 26
Doom (Wilson), 3–4, 91–93, 221
Dore, Gustav, 382
Double Indemnity (film), 116
Douglass, Jeremy, xiv, 109, 129–136
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107, 134, 349
Chainmail and, 5, 25–26
character development and, 139–140
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escapism and, 221–222
identity and, 298
origin of, 25–28
puppet master and, 253
real worlds and, 219, 221–222, 247
rules and, 78

Durand, David, 154
Dust Devils (Snyder), 1
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ELIZA, 154, 167, 220, 324–325
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structure of, 319–321
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Erasmatron (Crawford), 170–171, 174–175
Escapism, 221–222
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Exercises in Style (Queneau), 166
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finishing a story and, 373–374
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rules of, 381–382
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structure of, 362–363
tactics for, 375–376
wagers and, 365–370
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agency and, 203–206
beats and, 190–203
design and, 206–207
feedback and, 206
interface and, 206
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player character and, 142–145
popularity of, 185–186
procedural authorship and, 183–208
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system architecture and, 190–191, 206

Fahrenheit 9/11 (Moore), 242
Faidutti, Bruno, 3, 95–97
Fair Folk, The (Borgstrom), 3
Fantasy Flight Games, 85–86, 89, 91–93
Fauconnier, Gilles, 177
Fighting Fantasy (Livingstone and Jackson), 7–8
Fine, Gary Allan, 134
Finley, Ian, 141
Firth, Roger, 131
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Ford, Henry, 159
Forge, The, 1, 5 
Fortugno, Nick, 220, 265–267
Foucault, Michel, 157
Frankenstein (Shelley), 220
Frasca, Gonzalo, 220, 233–246
Freudian analysis, 324, 329
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Froehlich, Elaine, 154
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Game of Thrones CCG, A (Lang), 3, 85–89
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with agendas, 241–244
algorithmic systems and, 10–11, 185
anthropomorphization and, 70
balance and, 78–79
beads-on-a-string model and, 8–13
definitions of, xiii–xiv
design of, 139–146 (see also Design)
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as formal systems, 6–7
identity and, 297–305, 311–316
illusion of control and, 69
improvisational theater and, 279–283
lawsuits and, 304
market sales and, 1
meaning in, 57–66
medium structure and, xiv
multimedia and, 91–93
nonlinearity and, 6
paragraph-system, 8
politics and, 233–246
procedural authorship and, 183–208

replayability and, 244
storytelling and, 5–13, 47–55 (see also Storytelling)
as windows on real world, 221–227

Gamist-Narrativist-Simulationist theory, 11–12
Gathering, The, 311, 313, 315
Gay, John, 351
Gearbox, 107
Generic Universal Role-Playing System (GURPS), xiv, 1
Gentry, Michael, 142, 144
Gifford, Peter, 223
“Girl with Skin of Haints and Seraphs, The”, 179–181
Gist point, 198
Global Positioning System (GPS)

puppet master problem and, 251, 261–262
real worlds and, 220, 251, 261–262, 270, 273–274

Goffman, Erving, 300–302
Go Game, 252, 254, 259–262
Goguen, Joseph, 177
Goldberg, Eric, 8
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Goosebumps (Waddingtons), 71–72
Gorey, Edward, 71–73
Grand Theft Auto (game series), 185, 221, 309
Greene, Maxine, 232
Greystone Bay (shared world), 21
Grim Fandango (Schafer), 5
GRIOT performances, 108, 219
Grusin, Richard, 134
Gygax, Gary, 5, 25–29
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HAL 9000, 323
Hallow, Ralph Z., 238
Harold structure, 282
Harper, Leanne C., 20
Harrell, D. Fox, 108, 177–182, 219
Harrigan, Pat, xiii-xv, 1–4, 6, 85–89, 107–109, 219–220 
Harris, Thomas, 37
“Haunted House, The”, 41–43
Helpless Doorknob, The (Gorey), 71–73
Herber, Keith, 36–37, 41–43 
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Hide and Seek, 15
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Hindmarch, Will, 2, 47–55
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140
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Holmes, J. Eric, 29–30
Holodeck, 51n5, 327, 329
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(Huizinga), 255
Hopscotch (Cortázar), 7, 10, 167
Howard, Robert E., 3, 21
Howard Dean for Iowa Game, The (Bogost and Frasca)

archiving and, 245–246
balloons and, 245
demographics and, 238–241
development time and, 234–237
games-based political speech and, 241–244
identification creation and, 237–238
meta-messages and, 245
time as constraint and, 234–237
virtual campaigning and, 233–234

Huizinga, Johan, 255–256, 314
“Hunter in Darkness: A Cave Crawl” (Plotkin), 131

I
IC (In Character) mode, 302–303
Identity

avatars and, 311–315
communities of play and, 315–316
emergent, 314–315
everyday role-playing and, 300–301
first-person immersion and, 311–314
In Character mode and, 302–303
limits and, 304–305
Out Of Character mode and, 302–303
role-playing mechanics and, 297–300

“I Have No Words & I Must Design” (Costikyan), 255–256
I Love Bees (Lee, et al.), 220, 251–252, 254, 261–262
Impermanence Agent, The (Wardrip-Fruin, et al.), 309, 320
Impro: Improvisation and the Theater (Johnstone), 283
Improvisational theater, 279–283
Improvisation for the Theater (Spolin), 281

Improvise: Scene from the Inside Out (Napier), 283
Indie Press Revolution, 2
Infocom, 129, 137, 144
Info-subjectivity, 161
Interactive fiction (IF), 5, 213–215

Baf ’s Guide and, 134
brief history of, 129–130
character design and, 139–146
commercial downfall of, 130
identity and, 134–135
player character and, 139–146
play-within-a-play and, 135–136
procedural authorship and, 183–208
second person and, 134–135
SHRDLU program and, 134
storytelling and, 5

Interactor, 139–141, 145–146
Iraq, 224
Ithkar (shared world), 17, 21
Itinerant (Rueb), 220, 273–277
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Jackson, Michael, 314
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Jackson, Shelley, 167
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Jackson, Steve (U.K.), 7
James, M. R., 38, 79
Jenik, Adriene, 220, 289–296
Jenkins, Henry, 53
Johnson, Steven, 233, 251, 254
Johnstone, Keith, 283
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Joint dialogue behaviors (JDBs)

beats and, 191–193, 195, 201–202, 206
long-term autonomous behavior and, 193
parallel behavior and, 195, 201–202

Joshi, S. T., 34
Joyce, Michael, 7, 149, 153, 167
Jungian analysis, 329
Juul, Jesper, xiv
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real worlds and, 220, 251–263, 265–267
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Lord of the Rings (Tolkien), 3–4, 107, 169
design decisions and, 85
interactive fiction and, 134
narrative advantage and, 222
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interactive fiction and, 129, 154
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Moore, Jim, 16
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Morrow Project (Dockery, Sadler, and Tucholka), 16
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GRIOT and, 177–182
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LARPs and, 265–267
real worlds and, 222–223
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Weblogs and, 309

Natural language (NL), 191
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Nelson, Graham, 129, 144
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escapism and, 221–222
narrative advantage and, 222–223
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revelatory advantage and, 225–227
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interactor and, 139–141
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successful designs of, 141–143
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coherent intermixing and, 190, 193
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Puppetland (Tynes), xv, 220

action adjudication and, 339
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