Interactivity

Aarseth, E. (1997). Cybertext: Perspectives on Ergodic Literature. JHU Press.

Crawford, C. (1982, published online in 1997 ). The Art of Computer Game Design. Berkeley,
CA, USA Osborne/McGraw-Hill.

Csikszentmihalyi, M. (1975). Beyond Boredom and Anxiety: The Experience of Play in Work
and Games. San Francisco, Jossey-Bass Publishers.

Geirland, J. (1996). Go With The Flow. Wired Magazine. Issue 4.09.

Heeter, C. (2000). "Interactivity in the Context of Designed Experiences." Journal of Interactive
Advertising. 1(1).

Jensen, J. F. (1998). "'Interactivity'--Tracking a New Concept in Media and Communication
Studies." Nordicom Review 1.

Laurel, B. (1993). Computers as Theatre. Reading, Massachusetts, Addison-Wesley.

McMillan, S. (2003). Interactivity. Encyclopedia of New Media. S. Jones. London, Sage
Publishers: 241-244.

Murray, J. H. (1997). Hamlet on the Holodeck. New York, Free Press.

Rockwell, G. (2002). Turing's Reaction: Dialogue as a model for interactivity in multimedia.
MITH.

Wardrip-Fruin, N. a. P. H., Ed. (2004). First Person: New Media as Story, Performance and
Game. London, MIT.

Research Through Multimedia Design

Beacham, R. a. H. D. (2003). "The Pompey Project: Digital Research and Virtual Reconstruction
of Rome’s First Theatre." Computers and the Humanities(37): 129—139.

Candy, L. (2006). "Practice Based Research: A Guide." Retrieved December 17, 2007, from
Creativity and Cognition Website
<http://www.creativityandcognition.com/content/category/10/56/131/>.

Cross, N. (2001). "Designerly Ways of Knowing: Design Discipline versus Design Science."
Design Issues 17(3): 49-55.

Kempadoo, R. (2002). "Future Belonging — a case study in practice-based research." Journal of
Media Practice 2(3): 138—146.




Laurel, B., Ed. (2003). Design Research - Methods and Perspectives. London, MIT Press.

Marshall, T. and S. Newton (2000). "Scholarly design as a paradigm for practice-based
research." Working Papers in Art and Design Vol 1.

Rosenberg, T. (2000). " 'The reservoir': towards a poetic model of research in design." Working
Papers in Art and Design Vol 1.

Schon, D. A. (1983). The reflective practitioner: how professionals think in action. New York,
Basic Books. .

Seago, A. A. D. (1999). "New Methodologies in Art and Design Research: The Object as
Discourse." Design Issues 15(2): 11-17.

Simon, H. A. (1969). The Science of Design: Creating the Artificial. The Sciences of the
Artificial. London, M.I.T. Press: 55-83.

Wakkary, R. (2005) "Framing Complexity, Design and Experience: A Reflective Analysis."
Digital Creativity 16(2), pp. 65-78.




