
BENV2423LOWE 
DESIGN AND REAL TIME INTERACTIVITY 



VIDEOS ON EMUSTORE 
THE VIDEOS LINKED FROM THIS PRESENTATION ARE ON THE FACULTIES NETWORK  
DRIVE AS THEY ARE TO LARGE TO UPLOAD WITH THESE IMAGES, SEE HERE: 
 
ftp://emustore.fbe.unsw.edu.au and navigate to; Resources\samples\benv\benv2423 – Lowe 
 
(your user name is the letter 'u' followed by your student ID and your password is your normal fbe 
 password. If you haven't set that go to the "current students" page on the fbe website and follow  
the "FBE password services" link).  



PURE WAR! 
Procedure: 2. Research Pachube to find an interesting real world sensor that you can 
connect conceptually to the idea of Pure War! 



PURE WAR! 
PAUL VIRILIO      1997 



PAUL VIRILIO      1997 
“A MUTATED FORM OF WAR 
THAT EXISTS IN A PURE STATE 
OF PERMANENT PREPARATION 
FOR AND ANTICIPATION OF 
ACTUAL WARFARE.”    CROGAN   

PURE WAR! 

Presenter
Presentation Notes
PATRICK CROGAN: “GameTime: History, narrative, and Temporality in Combat Flight Simulator 2”, Chapter 13, pg277 In “The Video Game Theory Reader”, Mark J.P. Wolf and Bernard Perron Eds. 2003 “In his (Paul Virilio’s) view, this growing influence of pure war has transformed both war and peace and rendered increasingly problematic the maintenance of an unequivical conceptual opposition between the two terms.”



RAND                   1950 
“INFORMATION PROCESSING” 
“DECISION MAKING” 
“PROBLEM SOLVING”   

Presenter
Presentation Notes
PATRICK CROGAN: “The Experience of Information in Computer Games”. pg2In MelbourneDAC 2003 (Melbourne Digital Arts and Culture, 2003)“INFORMATION AND SPEEDDouglas D. Noble [9] points out in his contribution toCyborg Worlds that “information processing” was firstconceptualised as a field of inquiry in early 1950sresearch conducted by the United States Air Force sponsoredRand Corporation as “part of the militaryendeavour to understand ‘the human factor’ within acomplex man/machine weapon system” (19). Thisresearch included the simulation of human decision makingin experimental computer programs and was thusalso instrumental in the birth of the area of artificialintelligence (initially known as “cognitive simulation”).“Information processing,” “decision-making,” “problem solving;”these 1950s synonyms for a cybernetic notionof mental functioning in concert with complex weaponssystems dominate mainstream conceptions of efficientmental labour in today’s computerised society.”



CYBERNETICS    1947 

Presenter
Presentation Notes
“The Language of New Media” by Lev Manovich pg251 Cambridge, MA, MIT Press 2000“The term cyberspace is derived from another term, cybernetics. In his 1947 book Cybernetics, mathematician Norbert Wiener defined it as “the science of control and communications in the animal and machine”. Wiener conceived of cybernetics during World War II when he was working on problems concerning gunfire control and automatic missile guidance. He derived the term cybernetics from the ancient Greek word kybernetikos, which refers to the art of the steersman and can be translated as “good at steering”. Thus the idea of navigable space lies at the very origins of the computer era.”  



SO WHAT LINKS 



SO WHAT LINKS 
RESEARCH + TEACHING 
 



SO WHAT LINKS 
RESEARCH + TEACHING 
+ COMPUTER GAMES? 
 



THE 



SIMULATION 



TOP 
SELLING 
http://en.wikipedia.org/wiki/List_of_best-selling_video_games 
 

http://en.wikipedia.org/wiki/List_of_best-selling_video_games






FLIGHT SIMULATOR 







WIREMOD YES THANKS 



A HISTORY OF    YES THANKS 
COMPUTER GAMES 



WWW.GAMESTUDIES.ORG 
WWW.3DBUZZ.COM 
WWW.METACRITIC.COM 
WWW.GAMASUTRA.COM 
WWW.CRYMOD.COM 
GAME MOD TAXONOMY 

WEBSITES 

http://www.gamestudies.org/
http://www.3dbuzz.com/
http://www.metacritic.com/
http://www.gamasutra.com/
http://www.crymod.com/
http://maia.enge.li/gamezone/taxonomy.html


PARADIGM SHIFT 



5 COLOSSAL CAVE 
ADVENTURE 



C. WOLFENSTEIN 



25. Neverwinter Nights 
24. Super Mario Sunshine 
23. Battle Arena Toshinden 
22. Starfleet Command Series 
21. Morrowind 
20. Impossible Creatures 
19. Battlecruiser 3000AD 
18. American McGee's Alice 
17. The Getaway 
16. Mortal Kombat 
15. Dungeon Siege 
14. Dead or Alive 3 
13. Battletoads 
12. Unreal II: The Awakening 
11. Pools of Radiance: Ruins of Myth Drannor 
10. Halo 
  9. Donkey Kong Country 
  8. Lara Croft: Tomb Raider: Angel of Darkness 
  7. Final Fantasy VII 
  6. Blinx: The Time Sweeper 
  5. Quake II 
  4. Daikatana 
  3. Enter The Matrix 
  2. Metal Gear Solid 2: Sons of Liberty 
  1. Black & White 
 

http://archive.gamespy.com/articles/september03/25overrated/index2.shtml
http://archive.gamespy.com/articles/september03/25overrated/index3.shtml
http://archive.gamespy.com/articles/september03/25overrated/index4.shtml
http://archive.gamespy.com/articles/september03/25overrated/index5.shtml
http://archive.gamespy.com/articles/september03/25overrated/index6.shtml
http://archive.gamespy.com/articles/september03/25overrated/index7.shtml
http://archive.gamespy.com/articles/september03/25overrated/index8.shtml
http://archive.gamespy.com/articles/september03/25overrated/index9.shtml
http://archive.gamespy.com/articles/september03/25overrated/index10.shtml
http://archive.gamespy.com/articles/september03/25overrated/index11.shtml
http://archive.gamespy.com/articles/september03/25overrated/index12.shtml
http://archive.gamespy.com/articles/september03/25overrated/index13.shtml
http://archive.gamespy.com/articles/september03/25overrated/index14.shtml
http://archive.gamespy.com/articles/september03/25overrated/index15.shtml
http://archive.gamespy.com/articles/september03/25overrated/index16.shtml
http://archive.gamespy.com/articles/september03/25overrated/index17.shtml
http://archive.gamespy.com/articles/september03/25overrated/index18.shtml
http://archive.gamespy.com/articles/september03/25overrated/index19.shtml
http://archive.gamespy.com/articles/september03/25overrated/index20.shtml
http://archive.gamespy.com/articles/september03/25overrated/index21.shtml
http://archive.gamespy.com/articles/september03/25overrated/index22.shtml
http://archive.gamespy.com/articles/september03/25overrated/index23.shtml
http://archive.gamespy.com/articles/september03/25overrated/index24.shtml
http://archive.gamespy.com/articles/september03/25overrated/index25.shtml
http://archive.gamespy.com/articles/september03/25overrated/index26.shtml


LITTLE BIG PLANET 
YES THANKS 
YES THANKS 



1 SPORE 
“'Spore' developers were 
surprised by a user's creation of 
this skeleton because they 
didn't think this kind of figure 
was possible using the creature 
creator they had made.” 
 

http://news.cnet.com/crave/?keyword=Spore 

http://news.cnet.com/crave/?keyword=Spore


1 iPhone GAMES 



HARDWARE 



PDP-1                    1960 

Presenter
Presentation Notes
Howard Reingold, “Virtual Reality”, 1992, Mandarin Paperbacks, London. In the chapter “Machines to Think With”. pg 79 



PDP-1                    1960 

Presenter
Presentation Notes
Howard Reingold, “Virtual Reality”, 1992, Mandarin Paperbacks, London. In the chapter “Machines to Think With”. pg 79 









COMMODOR 64 



ATARI 





TED 



AR DRONE THANKS 



POLITICS 



“Eddo Stern, a C-level member with Mr. Condon, said the commercial game industry has, like the film 
industry, focused on escapist entertainment. But now, he said, ''what we're trying to do in a sense is 
create documentary video games.'‘ 
 
Julian Oliver, the director of SelectParks, a media lab in Melbourne, Australia, said game-art projects 
based on virtual re-creations typically deliver their creators' vision of an otherwise inaccessible space. 
They also can be used to alter people's experience of a public place or a historic moment. 
  
''Normally they're not just straight simulations where you simply play out the events as they were 
then,'' Mr. Oliver said. ''You can revisit those events and play them differently and explore them from 
many different camera angles.'‘ 
 
With two other artists, he is developing ''Escape From Woomera'' (www.escapefromwoomera.org), a 
virtual reconstruction of four Australian immigration-detention centers.” 
 
 
 
 
  
Online Games Grab Grim Reality, By MATTHEW MIRAPAUL, Published: September 17, 2003 
http://query.nytimes.com/gst/fullpage.html?res=9802E3D9173AF934A2575AC0A9659C8B63 
http://www.newgrounds.com/collection/waronterror.html Osama Games 
http://www.selectparks.net/911survivor/911screenshots.html 
  

          911-SURVIVOR 

http://query.nytimes.com/gst/fullpage.html?res=9802E3D9173AF934A2575AC0A9659C8B63
http://www.newgrounds.com/collection/waronterror.html
http://www.selectparks.net/911survivor/911screenshots.html




4 EFW 



1 COLUMBINE 



HISTORY YES THANKS  



BLURING 



BLURING 
SIMULATION AND 



BLURING 
SIMULATION AND 
REALITY 



KUMA \ WAR        2004 







Presenter
Presentation Notes
“War in the age of Intelligent Machines”, 1991, Manuel De Landa.pg101











TITANIC? 

Presenter
Presentation Notes
“Sinking carriers is, therefore, implicitly forbidden in naval war games”.



SHOCK AND AWE 



SHOCK AND AWE 



SHOCK AND AWE 



DEMO 



QUESTIONS? 
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