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This title traces the growth of video games, showing how they have become an integral
part of popular culture today.
They Create Worlds: The Story of the People and Companies That Shaped the Video
Game Industry, Vol. 1 is the first in a three-volume set that provides an in-depth
analysis of the creation and evolution of the video game industry. Beginning with the
advent of computers in the mid-20th century, Alexander Smith’s text comprehensively
highlights and examines individuals, companies, and market forces that have shaped
the development of the video game industry around the world. Volume one, places an
emphasis on the emerging ideas, concepts, and games developed from the
commencement of the budding video game art form in the 1950s and 1960s through
the first commercial activity in the 1970s and early 1980s. They Create Worlds aims to
build a new foundation upon which future scholars and the video game industry itself
can chart new paths. Key Features: The most in-depth examination of the video game
industry ever written, They Create Worlds charts the technological breakthroughs,
design decisions, and market forces in the United States, Europe, and East Asia that
birthed a $100 billion industry. The books derive their information from rare primary
sources such as little-studied trade publications, personal papers collections, and oral
history interviews with designers and executives, many of whom have never told their
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stories before. Spread over three volumes, They Create Worlds focuses on the creative
designers, shrewd marketers, and innovative companies that have shaped video
games from their earliest days as a novelty attraction to their current status as the most
important entertainment medium of the 21st Century. The books examine the formation
of the video game industry in a clear narrative style that will make them useful as
teaching aids in classes on the history of game design and economics, but they are not
being written specifically as instructional books and can be enjoyed by anyone with a
passion for video game history.
PCMag.com is a leading authority on technology, delivering Labs-based, independent
reviews of the latest products and services. Our expert industry analysis and practical
solutions help you make better buying decisions and get more from technology.
Popular Science gives our readers the information and tools to improve their technology and
their world. The core belief that Popular Science and our readers share: The future is going to
be better, and science and technology are the driving forces that will help make it better.
"Maneuver Combat Training Center (CTC) and home station requirements for exercise control
and training feedback are intensive. With the advent of battlefield digitization; tactical decision
aids; smart, intelligent, and brilliant munitions; advances in non-lethal weapons, and new
reconnaissance, surveillance, and target acquisition (RSTA) systems, the workload for trainers
continues to spiral. Force modernization is creating new control and feedback tasks that have
the potential to rob trainers of time they would otherwise spend observing, coaching, and
facilitating the learning of exercise players. This study: (1) Identifies the impact of force
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modernization on future exercise control and training feedback functions. (2) Identifies tasks
involved in after-action review (AAR) preparation, observer/controller (OC) coordination and
mentoring, and take-home package construction. (3) Provides strategies to reduce OC and
Training Analysis Facility (TAF) workload. (4) Identifies payoffs in task reduction achieved by
each strategy. (5) Does not provide technical solutions or analysis of task criticality, complexity,
duration, or frequency for trainer tasks."--DTIC.
Fundamentals of Franchising is charged with useful definitions, practical tips, and expert
advice from experienced practitioners. Written specifically to help lawyers and non-lawyers
brush up on franchise law, this practical guide examines franchise law from a wide-range of
experiences and viewpoints. Each chapter is written by two experienced practitioners and
provides you with a well-rounded overview of franchise law and alerts you to issues that may
require further research or expertise.
The object of this handbook is to assemble a set of design methods for crystal oscillators in the
frequency range of 1 KC to 200 MC with the aim of facilitating design, eliminating crystal unit
misapplications, and reducing design costs. The handbook is not directed at the design of ultrastable crystal oscillators, but rather at the non-temperature controlled, medium frequency
stability oscillator commonly in use in many types of communications equipment. The
handbook contains discussions of: (1) The electrical characteristics of crystal units, condition of
usage, and methods of measurement. (2) Characteristics of tube and transistor amplifiers. (3)
Characteristics of impedance transforming networks. (4) Detailed design information on series
resonance and anti-resonance oscillators. (5) Design examples together with experimental
evaluation data covering most of the 1 KC to 200 MC range. (Author).
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First published in 2006. Routledge is an imprint of Taylor & Francis, an informa company.
This book explains why organizations that want to succeed, and continue to succeed, need to
engage in the proper kind of planning. It shares the necessity and rationale for developing or
creating winning strategies and tactics through strategic planning.
Some volumes include a directory section.
June issues, 1941-44 and Nov. issue, 1945, include a buyers' guide section.
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