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Searchers, The, 164
Sears, XV, 41

Seawolf, 160
See i t  N ow , 28

Sega, 4 6 -4 7 ,97. МП 185
Sega G am e G ear, 18
Sega G enesis, 46-47,186
Sega M aster System  (SM S), 186

Sega S a tu rn , 2 2 ,4 7 ,6 4
Seitz, Lee K., 184
y th  Guest, The, 91
720° (ska teboard ing  a rcad e  gam e), 159 
s e x ,157
Shadow  M adness, 178
S harpe , R oger, 141

Shenm ue, 179
S h ift m agazine, 152
“shock” cu ts , 60
Shrike Avenger, 160
S id  M eier’s C ivilization, 58, 68, 88
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Sim C ity , 15, 58,68 , 88,91114,5,97,109
S im C ity  2000, 68
sim u lá to r gam es, 1
Single W ing  T u rq u o ise  B ird, T h e , 31

sit-inside console, 24
60 M inutes, 40
Sketchpad, 28
Skiing, 57 ,88-89
S k inner, B. F., 173
S kinner Box, 173,176
s low -m otion , 85, 88
S m ith , E. E., 30

S m ith , Tony, 30
SNES. See S u p e r N in te n d o  E n ter ta in m en t Sys­

tem
social learn ing  theory , 173-174 
S onic  th e  H edgehog, 46, 97,177 
S ony C o m p u te r  E n te r ta in m en t o f  A m erica , 5, 

47-48,185 
S ony Playstation, 2,17, 22 ,2 7 ,4 7 -4 8  

Sou l Edge series, 84,101 
space: in  film , 51-52; m ean in g  o f  “off-screen ,” 

54 ,64 ; rep resen ted  o r  “ m apped ,” 67-70; 
rep resen ting  th re e  d im ensions, 70-75, 
75П10; scro lling , 57-59; types o f, 53-69; in 
v ideo  gam es, 51-76; “w rap a ro u n d ,” 56-57 

Space Ace, 22, 66
Space Invaders, 21,44, 55-56, 64, 95, 97,104, 

107,110П8,115,141,160 
Space Jockey, 57
Spacewar!, x i-x ii, 2 3 ,2 8 -3 0 ,32m , 33П6,35-37, 

55,141,166-167 
Spaceward И о! IV , 115 
Spectre, 105 
Spielberg, S teven, 45 

sprites, 21
S p y  Vs Spy, 8 ,6 4 -6 5 , 6 7 ,7 2 -7 3 ,75п 8 ,89, io6  
Stam pede, 57-58
s tan d -a lo n e  a rcade  v ideo  gam es, 1,23-24
Starmaster, 72
Star Ship, 63 ,71-72,104
Star Trek: Borg, 6 ,2 2 , 26, 73,81 ,85 ,100,108
Star Trek: T he N ex t Generation, 80
Star Wars, 21,115,160
Star Wars: Rebel Assault, 73,83-85,116
Stella (em u la to r), 186

Stellar Track, 55 ,68 ,89
S te rn  E lectronics, 44
stillness. See  tim e: stillness an d  m ovem en t 
Stonckeep, 52, 66-67

“stopw atch”  tim e r, 89 
s to ry te lling , 175 

Stratovox, 160 
Street Fighter, 1 

Street Racer, 57-58 
Streets o f  Rage, 63
S u p e r A rcade G am e E m ulato r (SAGE), 186 
Super Breakout, 102 ,104,107,110П7 
Super GT, 74,105 
Superm an, 5 9 ,8 9 ,9 6 -9 7  
Super M ario  Bros., 1 ,46 , 61 

Super M ario  Bros. 3,2 2  
S u p e r N in te n d o  E n ter ta in m en t System 

(SNES), 18, 25,47 
S u th e rlan d , Ivan, 28

T aito , 39. 43-44 
Tallarico, T om m y, 82 
Tank, 104 

Taves, B rian, 117
Tech M odel R ailroad C lub , 35-36 
Tekken series, 75П9,84,101-102,105,179 
television , 28,161-162,169,171,174,186 
Tempest, 21,44, 53, 6 3 -64 ,72 , 8 4 ,1 0 4 ,110П2 
Tetris, 114
Tevonian, S tephan ie , 144 

Texas In s tru m e n ts  9 9 /4 8 ,26 
tex t adven tu res. See genre: tex t adven tu res 
Thayer’s Quest, 159 
Theory o f  Film  Practice, 60, 75116 
th ree -d im en sio n a l g raph ics, 22, 67 ,70-75, 

75П10,100,104-105. See also space: rep re ­
sen ting  th re e  d im ensions  

3D O  In terac tive  M ultip layer, 17 

tim e: cyclical o r  looped  tim e, 80-82; in  in te r­
ludes an d  title  sequences, 82-85; sense o f  
h is to ry  passing, 146; stillness a n d  m ove­
m en t, 77-80; tim e p ressu re  a n d  tick ing  
clocks, 88-91; versus real tim e , 85-88; in 
v ideo  gam es, 77-91 

Timecode, 65, 91П2 
tim e-lapse, 85,88 

T im e  Pilot, 147 
T im e  Traveler, 22 

T oho  Film  S tud ios, 30 
Tom b Raider, 1,77, 84-87,90,178-179 
Tom b Raider II, 7 ,22 ,67 ,100,102,178-179 
Tom m y Tallarico: Virgin Games, Greatest H its  

Volum e One, 82 
Top Skater, 2, 24
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Toul Va Bien, 58, 75m 
Toy Story, 6 
Track &  Field, 159 
“trad e  stim u la to rs,’’ 2 9 ,33П4 
Trip lo th e  M oon, A , 55 
Tron, 148-149 

TSR H obbies, 54 
T u d o r, A ndrew , 115 

T urboG rafx  16,186 
T urkle, Sherry, 153 
2 0 th -C en tu ry  Fox, 1 
Twinsen's Odyssey, 77
tw o-and -a -ha lf-d im ensiona l g raph ics, 21-23

U ltim a Online, 2 7 ,33П3,99 

U ltim a  series, 15,58, 98-99 , ш п б  
Unreal Tournam ent, 27

VCR  (video  cassette reco rder), 88,145,161 
vecto r generato r, 20
vecto r g raph ics, 16,19-21, 63,72,104,183 
Vectrex. See  G C E /M ilton  B radley Vectrex 
V ideo A rcade Preservation  Society  (VAPS), 184 
"v ideo" defined , x, 16 

v ideo  gam e in d u stry  revenues, 5 ,9П3 
V ideo G am er’s  First N etw ork , 185 
video gam es: an d  agression , 172,174; auctions, 

152; based  o n  T V  show s, 9m ; charac te rs  in, 
98 -99 : as  clinically add ictive, 4 ,9П 2,172; 
co n flic t-o rien ted , 105-106; c u ltu ra l im p o r­

tan ce  o f, 5; de fin itio n  o f, 14-19; as a  d e m o ­
cratic  equalizer, 180; diegetic  w orlds o f, 6, 
31-32,94-101; difficulties in  s tudy ing , 6 -7 ; 

em o tio n a l response  to , 9 3 ,110m, 176-177; 
en d in g  of, 106-107; fem ale archetypes in, 
178-179; a n d  film  a n d  T V  theory , 2 -4 ,
13-14; in ven tion  of, ix -x v i, 28; Jungian 
analysis o f, 175-180; m o d es  o f  exhib ition , 
23-27, 86; an d  o ld e r  players, 145-146; and  
psychological research , 170-176; psycholog­

ical th eo rie s  re la ting  to , 173-180; research  
resources for, 183-191; a n d  scoring , 82,
105-106,158; as  a social experience, 145,155, 
158,169,172; space in  (see space); ta sk -o ri­
e n ted , 106; th rea t o f  c lo su re , 157-158; an d  
w orldview s, 4,176; as  a  y o u th  p h e n o m e ­
n o n , 171-172 

v ideo  gam e studies, 6 -8  

V ideopac. See  P hilips V ideopac 
V ideo top ia , 183-184 
Virtua  Fightery: Team Battle, 179 
V irtual Boy. See N in te n d o  V irtual Boy 
v irtual reality, 1, 24-25. See also  D actyl N ig h t­

m are 
Virtua  Racing, 22,65 
V ortex C o n certs , 31

W arioland, 22,63, 67 ,84  
W arn er C o m m u n ica tio n s, 43,45 
Warrior, 18
W hirlw ind  m a in fram e  c o m p u te r, 28 
W illiam s E lectronics, 44,141,151 
W ing  C om m ander, і 
W in ter, D avid, 185 
W o n d er W izard, 25 
Workers Leaving the Factory, 55 

W orld  W ide W eb, 27,53,184-186 
“w ra p a ro u n d ” space, 56-57,59

X -m en , 118

Yar’s Revenge, 103 
Y oungblood, G ene, 31,33П7

z-axis, 61 ,6 3 -6 4 ,7 0 -7 3 ,1 0 4  
Zaxxon , 22 ,61 ,72 ,160 
Zelda  series, 179 
“zip m o d e ,"  80 

Zork  series, 15.23 ,53 .96
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