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Electronic games have established a huge international market, significantly
outselling non-digital games; people spend more money on The Sims than on
"Monopoly" or even on "Magic: the Gathering." Yet it is widely believed that the
market for electronic literature -- predicted by some to be the future of the written
word -- languishes. Even bestselling author Stephen King achieved disappointing
results with his online publication of "Riding the Bullet" and "The Plant."

Isn't it possible, though, that many hugely successful computer games -- those
that depend on or at least utilize storytelling conventions of narrative, character,
and theme -- can be seen as examples of electronic literature? And isn't it likely
that the truly significant new forms of electronic literature will prove to be (like
games) so deeply interactive and procedural that it would be impossible to
present them as paper-like "e-books"? The editors of First Person have gathered
a remarkably diverse group of new media theorists and practitioners to consider
the relationship between "story" and "game," as well as the new kinds of artistic
creation (literary, performative, playful) that have become possible in the digital
environment.

This landmark collection is organized as a series of discussions among creators
and theorists; each section includes three presentations, with each presentation
followed by two responses. Topics considered range from "Cyberdrama" to
"Ludology" (the study of games), to "The Pixel/The Line" to "Beyond Chat." The
conversational structure inspired contributors to revise, update, and expand their
presentations as they prepared them for the book, and the panel discussions have
overflowed into a First Person web site (created in conjunction with the online
journal Electronic Book Review).
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Electronic games have established a huge international market, significantly outselling non-digital games;
people spend more money on The Sims than on "Monopoly" or even on "Magic: the Gathering." Yet it is
widely believed that the market for electronic literature -- predicted by some to be the future of the written
word -- languishes. Even bestselling author Stephen King achieved disappointing results with his online
publication of "Riding the Bullet" and "The Plant."

Isn't it possible, though, that many hugely successful computer games -- those that depend on or at least
utilize storytelling conventions of narrative, character, and theme -- can be seen as examples of electronic
literature? And isn't it likely that the truly significant new forms of electronic literature will prove to be (like
games) so deeply interactive and procedural that it would be impossible to present them as paper-like "e-
books"? The editors of First Person have gathered a remarkably diverse group of new media theorists and
practitioners to consider the relationship between "story" and "game," as well as the new kinds of artistic
creation (literary, performative, playful) that have become possible in the digital environment.

This landmark collection is organized as a series of discussions among creators and theorists; each section
includes three presentations, with each presentation followed by two responses. Topics considered range
from "Cyberdrama" to "Ludology" (the study of games), to "The Pixel/The Line" to "Beyond Chat." The
conversational structure inspired contributors to revise, update, and expand their presentations as they
prepared them for the book, and the panel discussions have overflowed into a First Person web site (created
in conjunction with the online journal Electronic Book Review).
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Editorial Review

Review

First Person makes an invaluable contribution to the current discussion surrounding new media narratives,
computer games, and the performative ties that bind them. The anthology brings together major players in
the field who discuss their ideas in the appropriately open-ended format of statements and responses, all of
which shed light on the aesthetic and social implications of our new experiences of stories.

(Christiane Paul, Adjunct Curator of New Media Arts, Whitney Museum of American Art)

You have entered the rotunda of a gleaming, new conference center. Above you hangs a banner: 'Welcome to
First Person.' In front of you, you see doors leading into separate conference rooms, each of which is marked
with a sign in large, Futura Bold letters: 'Cyberdrama,' 'Ludology,' 'Simulation,' 'Hypertext and Interactives,'
and so on. You soon discover that every room in this virtual conference called First Person is filled with
informed discussion and lively controversy from major figures in the emerging field of Game Studies. Some
are arguing that digital games (as the heirs of the novel and of film) constitute the next great arena for
storytelling; others respond that games are not narratives at all and require a different theoretical framework
and a new discipline. Still others are describing their own exciting contributions to interactive fiction, poetry,
or visual/verbal art. By the time you return from this virtual tour of the world of Game Studies, you realize
that all of these rooms (and all these topics) are connected in an intricate and compelling architecture of
ideas. You begin to understand the rich possibilities that computer games offer...as drama, narrative, and
simulation. You come to appreciate the great theoretical task that lies before us in exploring both the formal
properties and the cultural significance of computer games.

(Jay David Bolter, Wesley Professor of New Media, Georgia Institute of Technology)

About the Author

Pat Harrigan is a freelance writer and author of the novel Lost Clusters. He is also the co-editor, with Noah
Wardrip-Fruin, of First Person: New Media as Story, Performance, and Game (2004) and Third Person:
Authoring and Exploring Vast Narratives (2007), both published by the MIT Press.

Users Review

From reader reviews:

Ann Fout:

Now a day those who Living in the era exactly where everything reachable by talk with the internet and the
resources inside it can be true or not require people to be aware of each facts they get. How people have to be
smart in receiving any information nowadays? Of course the reply is reading a book. Looking at a book can
help men and women out of this uncertainty Information specifically this First Person: New Media as Story,
Performance, and Game (MIT Press) book since this book offers you rich facts and knowledge. Of course the
details in this book hundred per cent guarantees there is no doubt in it you probably know this.



Alan Fan:

Do you have something that that suits you such as book? The reserve lovers usually prefer to choose book
like comic, quick story and the biggest one is novel. Now, why not striving First Person: New Media as
Story, Performance, and Game (MIT Press) that give your satisfaction preference will be satisfied simply by
reading this book. Reading routine all over the world can be said as the way for people to know world better
then how they react toward the world. It can't be claimed constantly that reading practice only for the geeky
person but for all of you who wants to end up being success person. So , for every you who want to start
studying as your good habit, you could pick First Person: New Media as Story, Performance, and Game
(MIT Press) become your current starter.

Scot Vines:

As we know that book is very important thing to add our information for everything. By a guide we can
know everything you want. A book is a list of written, printed, illustrated or maybe blank sheet. Every year
ended up being exactly added. This e-book First Person: New Media as Story, Performance, and Game (MIT
Press) was filled in relation to science. Spend your extra time to add your knowledge about your scientific
research competence. Some people has distinct feel when they reading some sort of book. If you know how
big good thing about a book, you can experience enjoy to read a book. In the modern era like now, many
ways to get book which you wanted.

Irene Gamino:

That reserve can make you to feel relax. This particular book First Person: New Media as Story,
Performance, and Game (MIT Press) was vibrant and of course has pictures on there. As we know that book
First Person: New Media as Story, Performance, and Game (MIT Press) has many kinds or style. Start from
kids until young adults. For example Naruto or Investigation company Conan you can read and believe you
are the character on there. So , not at all of book are make you bored, any it makes you feel happy, fun and
chill out. Try to choose the best book for yourself and try to like reading in which.
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