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Social presence (presence), 205, 

207–208

Social space. See Analytical planes

Socialization, 244

Sony PD 100, 84

Sony studios (Cambridge), 47, 85, 205

Sound effect, 130–133

Soundscape, 141–144

Space Channel 5: Part 2, 135

Space Harrier, 96–99

Space Mountain (theme park attraction), 

14

Space-driven model (defi nition), 

187–189

Spacemaker, 20, 57–58, 64, 246

Spacewar!, 18, 69

Spatial navigation

of information visualization, 228

learning, 216, 232

speed, 20, 64, 75, 130, 174–176

Spatial practice, 3, 6–8, 16, 58, 183, 

198, 242

Spatial puzzle, 87, 95, 110, 223

Spatial reinforcement of player, 

125–127

Special effects, 72, 91

Spectacle (visual), 3, 6, 12–14

Spector, Warren, 29, 188

Speech, 137–140

Spielberg, Steven, 90, 110, 165, 166, 

209

St. Ignazio, 72

Stalker fi lm, 104

StarCraft, 44, 197, 220

Star Trek: The Next Generation, 212

Star Wars, 133

Star Wars: Episode II—Attack of the 

Clones, 84

Star Wars franchise, 63, 136
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Star Wars Galaxies: An Empire Divided, 

27, 219, 235, 239

Star Wars: TIE Fighter, 133, 136–139

Stations of the Cross, 75

Steady-cam, 82–83

Stern, Andrew, 139

Stone, Allucquère Rosanne, 183–184, 

208, 219, 234

Story maps (defi nition), 227

Storyworlds, 230–231

Striated space, 181

Strike Commander, 103

Structuralism, 47, 54, 59

Subjectivity, of cinematic mediation, 

78

Superman Returns, 207

Super Mario Bros. (feature fi lm), 130

Super Mario Bros. (video game), 29, 96, 

130

Super Mario 64, 2, 96–99, 107, 110, 

151, 206, 217–218

Surface play, 72

Suspense, 38, 88–89, 116, 228

Tale in the Desert, A, 197, 246

Tekken (game series), 20, 184, 215–217

Teleportation, 106, 118–121, 172, 179, 

180, 236, 237

Television (TV) (as media), 55, 62, 69, 

70–71, 77, 90, 244

Temple Mount, 192

Tennis for Two, 9, 12, 18, 33, 69

Terminology, problems of, 42, 48, 90

Text, as plural, 49

Text adventure, 52, 118

Textons (text), 19

Text-to-speech, 140

Textual machine, 31–32, 50, 53

Theater, 56, 94, 140, 199, 210, 215, 

217. See also Improvisation

Theme park, 8, 12–14, 24, 166, 175

There, 166

32-bit, 74

This Spartan Life, 113–114, 214

3D as text vs. literary text, 17–20, 

231

3D Lemmings, 224–226

3 DO (video game console), 71

Thriller, 88

THX, 129

Timing and rhythm (interface design), 

40, 137

Tolkien, J. R. R., 62

Touch of Evil, 106

Tra5h Ta1k, 114

Track (spatial structure), 172–176

Transformation (of player), 208–209, 

217

Transgressive play, 28, 195

Trompe l’oeil, 72

Tron, 90, 211, 269

Twilight: A Symphony, 20

Twin Peaks, 132

2D projection plane (virtual camera), 

77, 90

2D to 3D, 100, 224

2001: A Space Odyssey, 141

Ultima Online, 27, 197–198, 219, 235, 

238–243

Uncanny valley, 24

Unicursal (labyrinth), 177–179

Universal Studios, 12–13

Universal Studios Theme Park Adventure, 

13

University College London, 215

University of Cambridge, 5, 114

Unreal, 105

Unreal Tournament 2004, 113, 141

Urban planning, 58, 172, 221
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Uru, 166

User-defi ned event, 240

Utterance (text), 54

Vana’diel (in-game location), 196

Velvet-Strike, 209

Verne, Jules, 14

Vertigo, 84, 207

Vertov, Dziga, 82, 104, 114

Viewtiful Joe, 91

Villa Savoye, 74

Vinson, Norman G., 228–229

Vinterberg, Thomas, 112

Virtua Fighter, 20, 184

Virtual camera (basic distinction), 

93–95. See also First-person point of 

view; Following camera; Overhead 

view; Predefi ned viewing frames

Virtual fi lm set, 199

Virtual heritage, 208, 232

Virtual promenade, 76–78

Virtually Better, 204

Virtuosity, 72

Visual properties (Ching), 163–164

Vogler, Christopher, 59–60

Voice over Internet Protocol (VoIP), 

140–141

Voodoo 1 (graphic card), 2

Voyage dans la Lune, 14

VRND Notre-Dame Cathedral, 206

V-Zones, 188

Walker, John, 33

Walker, Stephen, 61

Warcraft: Orcs and Humans, 139

Warcraft II: Tides of Darkness, 100

Warcraft III: Reign of Chaos, 51, 

100–101

Wayne, John, 218

Welles, Orson, 81, 106

Willis, Bruce, 89

Windows (operating system), 26

Wing Commander IV, 44

Wipeout, 174–176

Woo, John, 125

World of Warcraft, 11, 63, 197, 199, 

235, 239

World War II, 105, 165–166, 175

Wright, Frank Lloyd, 74

Writerly (text), 31

Xbox (video game console), 140, 214

Zanzarah: The Hidden Portal, 97–98, 

177–185

Z80 processor, 26

Zeltzer, David, 92, 204

Zimmerman, Eric, 17, 28
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