
Bibliography/Ludography

Bibliography
Aarseth, Espen J., “I fought the Law: Transgressive Play and the implied 

Player” Proceedings of the 2007 DiGRA International Conference: Situat-
ed Play, 2007

Aarseth, Espen J., Cybertext: Perspectives on Egodic Literature (Baltimore 
MA: Johns Kopkins University Press, 2007)

Aarseth, Espen J., “Allegories of Space. The Question of Spatiality in 
Computer Games,” in Cybertext Yearbook 2000, eds. Raine Koskimaa 
and  Markku Eskelinen (Jyväskylä: University of Jyväskylä, 2001), pp. 
44–47

Aarseth Espen J., “Virtual Worlds, Real Knowledge: Towards a Herme-neu-
tics of Virtuality,” European Review 9, no. 02 (2001), pp. 227–232

Abbott, Edwin Abbott, Flatland: A Romance of many Dimensions (London: 
Seeley & Co., 1884) 

Adams, Ernest W., “Designer’s Notebook: The Role of Architecture in 
Videogames“ Gamasutra,  October 9, 2002, https://www.gamasutra. 
com/view/feature/131352/designers_notebook_the_role_of_.php

Agotai, Doris, Architekturen in Zelluloid, der filmische Blick auf den Raum 
(Bielefeld: transcript, 2007)

Alexander, Leigh and Laura Hudson, eds., Offworld (19 Castles LLC, 2016) 
Alfrink, Kars, “The Gameful City”, in The Gameful World, eds. Walz and 

Detarding (Cambridge, MA and London: MIT Press, 2015), pp. 527-
560

Anders, Peter, Envisioning Cyberspace: Designing 3D Electronic Spaces, 
(New York: McGraw-Hill Professional, 1998)

Ansari, Iman, Interview: Peter Eisenman, Architectural Review, 20. April 
2013,https://www.architectural-review.com/essays/interview-pe-
ter-eisenman/8646893.article

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


Bibliography/Ludography314

Anthropy, Anna and Naomi Clark, A Game Design Vocabulary. Exploring 
the foundational Principles behind good Game Design (Upper Saddle Riv-
er, NJ: Addison-Wesley, 2014)  

Artaud, Antonin, The Theater and Its Double, trans. Mary C. Richard (New 
York: Grove Press, 1994)

Arista, Francesca Balena, “Archizoom Associati,” Radical Utopias, ed. 
Brugellis, Pettena and Salvadori (Rome: Quodlibet Habitat, 2017), pp. 
100-129

Augé, Marc,  Non-lieux: introduction à une anthropologie de la surmodernité 
(Paris: Éditions du Seuil, 1992)

Aukstakalnis, Steve and David Blatner, Silicon Mirage: The Art & Science of 
Virtual Reality (Berkeley, CA: Peachpit Press Inc, 1992)

Austin, John L., How to Do Things with Words  [1962] (Cambridge, MA: 
Harvard UP, 1975)

Babic, Edvin, “On the Liberation of Space in Computer Games,” Eludamos. 
Journal for Computer Game Culture 1, no. 1 (2007)

Backe, Hans-Joachim, “Metareferentiality through in-game images in 
immersive simulation games,” Proceedings of Foundations of Digital 
Games (FDG 2018). 07.-10. August 2018, Malmö, Sweden (2018), pp. 1–10

Banham, Reyner, Los Angeles. The Architecture of Four Ecologies (London: 
Allen Lane The Penguin Press, 1971)

Barthes, Roland, Le plaisir du texte (Paris: Éditions du Seuil, 1973)
Baudrillard, Jean, Les stratégies fatales (Paris: Éditions Grasset & Fasquelle, 

1983)
Baudrillard, Jean, Simulacres et simulation (Paris: Galilée, 1981)
Bavelier, David, and C. Shawn Green, “The Brain-Boosting Power of Vid-

eo games,” in Scientific American, Juli, CCCXV/1 (2016), pp. 26-31
Bazin, André, “The Myth of Total Cinema,” What Is Cinema 1 (1967), pp. 

17–22
Benjamin, Walter, “Theses on the Philosophy of History,“ in Illuminations, 

trans. Harry Zohn (New York: Schocken Books, 1969), pp. 253-264
Benjamin, Walter,   “L’œuvre d’art à l’époque de sa reproduction mé-

canisée,” Zeitschrift für Sozialforschung 5, (1936), pp. 40-66
Bertol, Daniela, Designing Digital Space: An Architect’s Guide to Virtual 

Reality, (New York: Wiley, 1996)
Bhabha, Homi, “The Third Space: Interview” in Identity: Community, Cul-

ture, Difference, ed. Jonathan Rutherford (London: Lawrence&Wishart, 
1990), pp. 207-221

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


The Architectonics of Game Spaces 315

Binotto, Johannes, “Closed Circuits. Immanence as Disturbance in High 
Definition Cinema,” in Disruption in the Arts, ed. Lars Koch (Berlin, 
Boston: De Gruyter, 2018), pp. 171-185

Bogost, Ian, “The Cathedral of Computation,” The Atlantic, 15. Jan, 2015 
https://www.theatlantic.com/technology/archive/2015/01/the-cathe-
dral-of-computation/384300/

Bogost, Ian, Persuasive Games. The Expressive Power of Videogames (Cam-
bridge: The MIT Press, 2007)

Bogost, Ian, Unit Operations: An Approach to Videogame Criticism (Cam-
bridge, MA: The MIT press, 2006)

Bonner, Marc, “On Striated Wilderness and Prospect Pacing: Rural Open 
World Games as Liminal Spaces of the Man-Nature Dichotomy,” DiG-
RA 2018. The Game is the Message, University of Turin July 25-28 2018, 
Conference Proceedings (2018), pp. 1–18 

Bonner, Marc, “Erkundung als virtuell-fiktionale Immersionsstrategie – 
Das prospect pacing der Open-World-Computerspiele als Spiegel nicht 
linearer Spieler-Einbindung,” in Jahrbuch Immersiver Medien 2016. In-
terfaces – Netze – Virtuelle Welten, ed. Institut für Immersive Medien 
Kiel (Marburg: Schüren, 2017), pp. 38–57

Bonner, Marc, “Architektur als mediales Scharnier – Medialität und Bild-
lichkeit der raumzeitlichen Erfahrungswelten Architektur, Film und 
Computerspiel,“ Image. Zeitschrift für interdisziplinäre Bildwissenschaft 
21, no. 1, (January 2015), pp. 5–22

Bonner, Marc, “Analyzing the Correlation of Game Worlds and Built Re-
ality: Depiction, Function and Mediality of Architecture and Urban 
Landscapes,” DiGRA Conference 2014, University of Utah, August 03-
06. 2014, Conference Proceedings (2014), pp. 1–14

Borden, Iain, Skateboarding and the city: architecture and the body (Oxford: 
Berg 2001)

Boullée, Etienne Louis, Architecture, Essay on Art, ed. Helen Rosenau, 
trans. Sheila de Vallée (Academy Editions, 1976)

Boulton, Eli and Colin Cremin, “The sociology of videogames,” in Being 
Cultural, ed. B. Cohen (Auckland: Pearson 2011), pp. 341-355

Brandes, Jennifer Hepler, ed., Women in Game Development. Breaking the 
Glass (Boca Raton: CRC Press, 2017)

Branzi, Andrea, No-Stop City Archizoom Associati (Orleans: HYX, 2006)
Braun, Wilhelm Alfred, Types of Weltschmerz in German Poetry (New York, 

NY: Columbia University Press, 1905)

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


Bibliography/Ludography316

Brosterman, Norman, Inventing Kindergarten (New York: Harry N. 
Abrams, 1997)

Burton, Robert, Anatomy of Melancholy [1621] (Amsterdam: Theatrum Or-
bis Terrarum, 1971)

Caillois, Roger, Man, Play and Games [1958] ([New York]: Free Press of 
Glencoe, 1961)

Calleja, Gordon, In-Game, From Immersion to Incorporation (Cambridge/
London: MIT Press, 2011)

Calvino, Italo, Lezioni americane. Sei proposte per il prossimo millennio 
[1988] (Milano: Arnoldo Mondadori Editore, 1993)

Canadian Centre for Architecture, Toys and the Modernist Tradition (Mon-
tréal: CCA, 1993) 

Card, Orson Scott, Ender’s Game (New York: Tor Books, 1985)
Carpo, Mario, “Building with Geometry, Drawing with Numbers,” in 

When Is the Digital in Architecture?, ed. Andrew Goodhouse (Mon-
tréal: Sternberg Press, 2017), pp. 33–44

Carpo, Mario, “The Art of Drawing,” Architectural Design 83, no. 5 (Sep-
tember 1, 2013) 

Carpo, Mario, The Alphabet and the Algorithm (Cambridge, Mass: The MIT 
Press, 2011)

Clegg, Brian, A Brief History of Infinity: The Quest to Think the Unthink-
able, UK ed. edition (London: Robinson Publishing, 2003)

Cogburn, Jon and Mark Silcox, Philosophy through Video Games (New York, 
NY/London: Routledge, 2009)

Costikyan, Greg, Uncertainty in Games (Cambridge MA & London: MIT 
Press, 2015)

Coyne, Richard, “Mindless repetition: Learning from computer games,” 
Design Studies, vol. 24, no. 3 (May 2003): pp. 199-212

Csikszentmihályi, Mihály, Creativity: Flow and the Psychology of Discovery 
and Invention (New York: Harper Collins Publishers, 1996)

Davis, Erik, “Acoustic Cyberspace,” Xchange On-Air Session, November 11, 
1997, https://techgnosis.com/acoustic-cyberspace/

Debord, Guy, La société du spectacle (Paris: Buchel/Chastel, 1967)
Debord, Guy, “Contribution to a Situationist Definition of Play“, in: Inter-

nationale Situationniste 1 (Juni 1958), http://www.cddc.vt.edu/sionline/
si/play.html (accessed 26.01.2017)

Deleuze, Gilles, Difference and Repetition [1968], (Bloomsbury Academic, 
2014)

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


The Architectonics of Game Spaces 317

Deleuze, Gilles, Félix Guattardi, L’Anti-Oedipe. Capitalisme et schizophrénie 
(Paris: Minuit, 1972)

Derrida, Jacques, “Chora,” in Chora L Works. Jacques Derrida and Peter 
Eisenman [1987], eds. Jeffrey Kipnis and Thomas Leeser (New York, 
NY: Monacelli Press, 1997), pp. 15-32 

Dimopoulos, Konstantinos and Maria Kallikaki, Virtual Cities (London: 
Unbound, 2019)

Duke, Richard D., Gaming: The Future’s Language [1974] (Bielefeld: W. Ber-
telsmann Verlag, 2014)

Duke, Richard D., Gaming-simulation Studies in Urban Land Use Alloca-
tion, Ph.D. (The University of Michigan, 1964)

Dünne, Jörg and Stephan Günzel, Raumtheorie: Grundlagentexte aus 
Philosophie und Kulturwissenschaften (Frankfurt am Main: Suhrkamp 
2015)

Dyer-Whiteford, Nick and Greig de Peuter, Games of Empire. Global Capi-
talism and Video Games (Minneapolis: University of Minnesota Press, 
2009)

Edgerton, Samuel Y., “Brunelleschi’s Mirror, Alberti’s Window, and Gal-
ileo’s’ Perspective Tube’,” História, Ciências, Saúde-Manguinhos 13 
(2006): pp. 151–179

Edgerton, Samuel, “The Renaissance Development of the Scientific Illus-
tration,” in Science and the Arts in the Renaissance, eds. John William 

Shirley and F. David Hoeniger (Plainsboro, NJ: Associated University 
Presses, 1985), pp. 168–197

Eichenbaum Adam, Daphné Bavelier and C. Shawn Green, “Video games: 
play that can do serious good,” American Journal of Play, vol. 7, no. 1, 
(2014), pp. 50-72

Einstein, Albert, Geometrie und Erfahrung (Berlin: Verlag von  Julius 
Springer, 1921)

Erickson, Thomas, “From Interface to Interplace: the Spatial Environ-
ment as a Medium for Interaction,” in Spatial Information Theory A 
Theoretical Basis for GIS. COSIT 1993. Lecture Notes in Computer Sci-
ence, eds. Andrew U. Frank and Irene Campari (Berlin, Heidelberg: 
Springer), pp. 391-405

Euler, Leonhard, “From the Problem of the Seven Bridges of Königsberg,” 
in Classics of Mathematics [1736], ed. Ronald Calinger (Englewood 
Cliffs, NJ: Prentice Hall, 1995), pp. 503-506

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


Bibliography/Ludography318

Fassone, Riccardo, Every Game is an Island: Endings and Extremities in Vid-
eo Games. (Bloomsbury Publishing, USA, 2017)

Fassone, Riccardo, Every Game Is an Island: Borders, Endings, Extremities in 
Video Games (Doctoral thesis discussed at the department of humanis-
tic studies of the University of Turin, Turin, Italy, 2013)

Ferreira, M. Jamie: „Faith and the Kierkegaardien leap,“ in The Cambridge 
Companion to Kierkegaard, ed. Alastair Hannay, Daniel Marino Gor-
don (Cambridge: Cambridge University Press, 1998), pp. 207-235

Ferriss, Hugh, The Metropolis of tomorrow (New York: Washburn, 1929)
Feyerabend, Paul, “Brunelleschi and the Invention of Perspective,” in 

Conquest of Abundance: A Tale of Abstraction Versus the Richness of  
Being, ed. Bert Terpstra, New (Chicago: University of Chicago Press, 
1999), pp. 89–128

Flanagan, Mary, Critical Games: Radical Game Design (Cambridge, MA: 
The MIT Press 2009)

Fleischmann, Monika and Wolfgang Strauss, “The House of Illusion: 
Extending the Boundaries of Space,” in 1st International Conference 
Proceedings, ed. K. Nys et al.(AVOCAAD, Brussels, : Hogeschool voor 
Wetenschap en Kunst, 1997)

Fleischmann, Monika and Wolfgang Strauss, “Implosion of Numbers_
Performative Mixed Reality,” in Disappearing Architecture: From Real 
to Virtual to Quantum, ed. Georg Flachbart and Peter Weibel (Basel: 
Birkhäuser Architecture, 2005), pp. 119–31

Flusser, Vilém, Dinge und Undinge, Phänomenologische Skizzen (München: 
Carl Hanser Verlag 1993)

Fraser, Benjamin, “Why the Spatial Epistemology of the Video Game Mat-
ters: Metis, Video Game Space and Interdisciplinary Theory,” Journal 
of Gaming & Virtual Worlds 3, no. 2 (2011): pp. 93–106

Frederick, Matthew, 101 Things I Learned In Architecture School (Cam-
bridge MA: MIT Press, 2007)

Gagnon, Diana, “Videogames and Spatial Skills: An Exploratory Study,” in 
ECTJ, Vol 33, No. 4 (1985), pp. 263-275

Gauss, Karl Friedrich: General Investigations of Curved Surfaces [1827] 
(Mineola, NY: Dover Publications, 2005)

Gerber, Andri, Michal Berkowitz, Beatrix Emo, Stefan Kurath, Christoph 
Hölscher and Elsbeth Stern, “Does Space Matter? A  Cross-Disci-
plinary Investigation upon Spatial Abilities of Architects,” in Research 
Culture in Architecture. Cross-Disciplinary Collaboration, eds. Cornelie 

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


The Architectonics of Game Spaces 319

Leopold, Christopher Robeller, Ulrike Weber (Basel: Birkhäuser Ver-
lag, forthcoming)

Gerber, Andri, Tibor Joanelly and Oya Atalay Franck, eds., Proportions 
and Cognition in Architecture and Urban Design (Berlin: Reimer Verlag, 
2019)

Gerber, Andri and Philippe Koch, “Architektur muss als Ruine gedacht 
werden (um politisch zu sein),“ Archithese no. 4, (2017), pp. 8-16

Gerber, Andri, Metageschichte der Architektur. Ein Lehrbuch für angehende 
Architekten und Architekturhistoriker (Bielefeld: transcript, 2014)

Gerber, Andri and Brent Patterson eds., Metaphors in Architecture and Ur-
banism. An Introduction (Bielefeld: transcript, 2013)

Gilpin, William, Three essays on the Picturesque [1792] (London: R. Blam-
ire,1792)

Gleiter, Jörg H., Norbert Korrek, Gerd Zimmermann, eds., Die Realität des 
Imaginären. Archhitektur und das digitale Bild, 10. Internationales Bau-
haus-Kolloquium Weimar (Weimar: Verlag der Bauhaus-Univer-sität, 
2008)

Goffman, Erving, Frame Analysis: An Essay on the Organization of Experi-
ence (Harper & Row, New York, 1974)

Goodman, Nelson, Languages of Art: An Approach to a Theory of Symbols 
[1968] (Indianapolis, IN: Hackett 1976)

Goffman, Erving, Encounters. Two Studies in the Sociology of Interaction 
[1961] (Middlesex, England: Penguin University Books, 1972) 

Götz, Ulrich, “Rules Shape Spaces – Spaces Shape Rules,” in Games and 
Rules. Game Mechanics for the “Magic Circle,” eds. Beat Suter, Mela Ko-
cher, and René Bauer (Bielefeld: transcript, 2018), pp. 259–65

Götz, Ulrich, “Load and Support. Architectural Realism in Video Games,” 
in Space Time Play. Computer Games, Architecture and Urbanism: the 
Next Level, eds. Friedrich von Borries, Steffen P. Walz and Matthias 
Böttger (Basel: Birkhäuser, 2007), pp. 134–37

Granic, Isabela, Adam Lobel and Rutger C. M. E Engels, “The Benefits 
of Playing Video Games,” American Psychologist (January 2014), pp. 
66-78

Grusin, Richard, “Radical mediation”, Critical Inquiry, vol. 42, No. 1 (Au-
tumn 2015): pp. 124-148

Gualeni, Stefano, Virtual Worlds as Philosophical Tools: How to Philosophize 
with a Digital Hammer (Basingstoke, UK: Palgrave Macmillan, 2015)

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


Bibliography/Ludography320

Günzel, Stephan, Egoshooter: das Raumbild des Computerspiels (Frankfurt 
am Main: Campus, 2012)

Günzel, Stephan, “The Spatial Turn in Computer Game Studies,” in Ex-
ploring the Edges of Gaming (Vienna games Conference 2008-2009,  
Vienna: Braumüller, 2010), pp. 147–56

Harvey, David, “Space as a Keyword,” in Inaugural Conference (Marx and 
Philosophy Conference, Institute of Education, University of London: 
University of London, 2004)

Hawranke, Thomas, MODDING. Künstlerische Forschung in Computer-
spielen (Bauhaus-Universität Weimar, Fakultät Kunst und Gestaltung, 
Promotionsstudiengang Medienkunst, 2018)

Henderson, Linda Dalrymple, “Einstein and 20th-Century Art: A Ro-
mance of Many Dimensions,” in Einstein for the 21st Century: His Leg-
acy in Science, Art, and Modern Culture, eds. Peter Galison, Gerald 
Holton, and Silvan Schweber, Reprint edition (Princeton University 
Press, 2018), pp. 101–29

Henderson, Linda Dalrymple, The Fourth Dimension and Non-Euclidian 
Geometry in Modern Art  [1983] (Cambridge, MA/London: MIT Press, 
2013)

Herder, Johann Gottfried, Auch eine Philosophie der Geschichte zur Bildung 
der Menschheit (Riga: Hartknoch, 1774)

Hoffmann, Heinrich, König Nussknacker und der arme Reinhold (Frank-
furt am Main: Literarischen Anstalt Rütten & Löning, 1851)

Hollein, Hans, “Alles ist Architektur,” in Bau. Schrift für Architektur und 
Städtebau, Nr. 1/2 1, (1968), pp. 1-28

Horatius Flaccus, Quintus, His Art of Poetry, trad. Ben Johnson (Amster-
dam: Theatrum Orbis Terrarum, 1974).

Howard, T.L.J. and N. Gaborit, “Using Virtual Environment Technology 
to Improve Public Participation in Urban Planning Process,” Journal of 
Urban Planning and Development (2007), pp. 1-28

Huizinga, Johan, Homo Ludens: A Study of Play-Element in Culture [1938] 
(Routledge & Kegan Paul, 1949)

Huizinga, Johan, The Waning of the Middle Ages. A Study of the Form of Life, 
Thought and Art in France and the Netherlands in the XIVth and XVth 
centuries [1919] (New York: Doubleday Anchor Books, 1954)

Husserl, Edmund, „Philosophy as Rigorous Science“ [1910], in: Phenome-
nology and the Crisis of Philosophy, ed. Quentin Lauer (New York: Harp-
er & Row, 1965)

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


The Architectonics of Game Spaces 321

Ihde, Don, Technology and the Lifeworld: from Garden to Earth (Blooming-
ton: Indiana University Press, 1990)

Izenour, Stephen, Denise Scott Brown and Robert Venturi, Learning From 
Las Vegas (Cambridge MA: The MIT Press, 1977)

Jackendorff, Ray, The Architecture of the Language Faculty (Cambridge: 
MIT Press, 1997)

Jahrmann, Margarete, “Kriegsspiele und kognitives Mapping. Senso-
motorische Erfahrung und ihre spielerische Schärfung” in Medi-
en-Krieg-Raum, ed. Lars Novak (Paderborn: Fink Verlag), pp. 451-470

Jaspers, Kristine, “Alice im Wunderland, Die Gestaltungskunst des 
Szenenbildners Uli Hanisch,” film-dienst 14, 2009, pp. 6–10

Jay, Martin, “Scopic Regimes of Modernity,” in Vision and Visuality, ed. 
Hal Foster (Seattle: The New Press, 1999), pp. 3–28

Jenkins, Henry, “Game Design as Narrative Architecture,” Computer 44 
(2004)

Johnston, David, “The making of Dust: Architecture and the Art of Level 
Design”, in The State of Play. Creators and Critics on Video Game Cul-
ture, eds. Goldberg, Daniel, Larsson, Linus (New York: Seven Stories 
Press, 2015), pp. 169-182

Juul, Jesper, The Art of Failure: An Essay on the Pain of Playing Video Games 
(Cambridge MA, London: MIT Press, 2013)

Juul, Jesper, “The Open and the Closed: Games of Emergence and Games 
of Progression,” in Computer Games and Digital Cultures Conference 
Proceedings, ed. F. Mäyrä (Tampere, Finland: Tampere University 
Press, 2002), pp. 323–29

Kahn, Louis, “Space and the inspirations,” [1967] in: Louis Kahn, Essential 
Texts, ed. Robert Twombly (New York: W.W. Norton, & Company Inc., 
2003), pp. 220-227

Kant, Immanuel, The Critique of judgment [1790] translated with Analyti-
cal Indexes by James Creed Meredith (Oxford: Clarendon Press, 1989)

Kant, Immanuel, Critique of pure reason [1781], translated and edited by 
Paul Guyer and Allen W. Wood (Cambridge: Cambridge University 
Press, 1998) 

Kelly, Kevin, “Virtual Reality: An interview with Jaron Lanier,” Whole 
Earth Review, 1989, pp. 108-119

Kirkpatrick, Graeme, Aesthetic Theory and the Videogame (Manchester: 
Manchester University Press, 2011)

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


Bibliography/Ludography322

Kleist, Heinrich von, Sämtliche Werke und Briefe, zweiter Band (München: 
Carl Hanser Verlag, 1993)

Kline, Morris, Mathematics in Western Culture (London: Oxford University 
Press, 2008)

Koolhaas, Rem and Bruce Mau, Small, Medium, Large, Extra-large. Office 
for Metropolitain Architecture (Rotterdam: 010 Publisers, 1995)

Koolhaas, Rem, Delirious New York (New York: The Monacelli Press, 1978)
Krauss, Rosalind, “Sculpture in the Expanded Field,” October no. 8 (1979), 

pp. 31–44
Latour, Bruno and Albena Yaneva, „Give me a gun and I will make all 

buildings move: an ANT’s view of architecture,” Explorations in ar-
chitecture: Teaching, Design and Research, ed. Reto Geiser (Basel: 
Birkhäuser, 2008), pp. 80-8

Le Corbusier, Le Modulor [I], Essai sur une mesure harmonique à l’échelle hu-
maine applicable universellement à l’architecture et à la mécanique (Bou-
logne: Edition de l’Architecture d’aujourd’hui, 1950)

Le Corbusier, Une Maison – Un Palais (Paris: G. Crès, [1928])
Lefebvre, Henri, The Production of Space  [1974]) (Oxford/Cambridge, MA: 

Blackwell, 1991)
Lemerle, Frédérique, “L’émergence de l’hôtel particulier à Paris,” in Mar-

quer la ville, Signes, traces, empreintes du pouvoir (xiiie-xvie siècle), ed. 
Patrick Boucheron and Jean-Philippe Genet (Paris/Rome: Publica-
tions de la Sorbonne, 2013), pp. 109-123

Leuenberger, Theresia, Architektur als Akteur? Zur Soziologie der Architek-
turerfahrung (Bielefeld: transcript, 2018)

Licht, Michael Stuart, “An Architect’s Perspective On Level Design 
Pre-Production,” Gamasutra, June 3 (2003), https://www.gamasutra.
com/view/feature/131257/an_architects_perspective_on_.php.

Longo, Giuseppe, “Mathematical Infinity ‘in Prospettiva’ and the Spaces 
of Possibilities,” Visible, a Semiotics Journal no. 9 (2011): pp. 1-10

Lynch, Kevin, The Image of the City (Cambridge: Technology Press, 1960)
Macklin, Colleen and John Sharp, Game, design and play: A detailed Ap-

proach to iterative Game Design (Upper Saddle River, NJ: Addison-Wes-
ley, 2016)

Majsova. Natalija, “Outer Space and Cyberspace: An Outline of Where and 
How to Think of Outer Space in Video Games,” Teorija in Praksa 51, no. 
1 (2014), pp. 106-122

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


The Architectonics of Game Spaces 323

May, Simon, The Power of Cute (Princeton and Oxford: The Princeton 
Press, 2019)

McArthur, John A., Digital Proxemics, How Technology Shapes the Ways We 
Move (New York: Peter Lang Publishing, 2016)

McGonigal, Jane, Reality is Broken: why Games Makes us Better and how 
they can Change the World (New York: Penguin, 2011)

McGregor, Georgia Leigh, “Situations of Play: Patterns of Spatial Use in 
Videogames,” Situated Play, Proceedings of Digra 2007 Conference, 539

Miklaucic, Shawn, “Virtual Real(i)ty: SimCity and the Production of Ur-
ban Cyberspace (2001)” in Game Research: The Art, Business and Sci-
ence of Computer Games, 2006, game-research.com/index.php/arti-
cles/virtual-reality-simcity-and-the-production-of-urban-cyberspace

Moholy-Nagy, László, The New Vision (New York: W.W. Norton & Co., 1938)
Morgan, Diane, Kant Trouble. The Obscurities of the Enlightened (London 

and New York: Routledge, 2000)
Muriel, Daniel and Garry Crawford, Video Games as Culture. Considering 

the Role and Importance of Video Games in Contemporary Society (Lon-
don: Routledge, 2018)   

Murray Janet H., Hamlet on the Holodeck: The Future of Narrative in Cyber-
space (New York, NY et al.: Free Press, 1997)

Nake, Frieder, “Surface, Interface, Subface. Three Cases of Interaction 
and one Concept”, in Paradoxes of Interactivity. Perspectives for Media 
Theory Human-Computer Interaction, and Artistic Investigations, eds. 
Anthony Moore, Jin Hyun Kim et. al. (Bielefeld: transcript, 2008), pp. 
92–109

Newcombe, Nora S., “Picture this. Increasing Math and Science Learn-
ing by Improving Spatial Thinking,” American Educator, vol. 34, no. 2, 
(2010), pp. 29-35

Nitsche, Michael, Video Game Spaces. Image, Play, and Structure in 3D 
Worlds (Cambridge/London: MIT Press 2008)

Novak, Marcos, “Liquid Architectures in Cyberspace,” in Cyberspace: First 
Steps, ed. Michael Benedikt (Cambridge, Mass.: MIT Press, 1992), pp. 
225–54

Novaro, Maria Elísa, “What It’s Like to Be an Architectural Consultant for 
Assassin’s Creed II,” interview by Manuel Saga, translated by Matthew 
Valata, October 7, 2015, https://www.archdaily.com/774210/maria-eli-
sa-navarro-the-architectural-consultant-for-assassins-creed-ii 

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


Bibliography/Ludography324

Oechslin, Werner, “’A parte per parte – a membro per membro’. Die Konk-
retisierung der architektonischen Form“, Archithese no. 26, March/
April (1996), pp. 15-18

Oechslin, Werner, „’Poetando’; ‚nous poétisons’. TEXTE - wissenschaftli-
che und andere: TEXTE!“ SCHOLION 9 (2012), pp. 5-23

Pallasmaa, Juhani, The Embodied Image. Imagination and Imagery in Ar-
chitecture (Chichester: John Wiley & Sons Ltd., 2011)

Panofsky, Erwin, “Iconography and Iconology: An Introduction to the 
Study of Renaissance Art,” in Meaning in the Visual Arts: Papers in and 
on Art History [1939] (Garden City, NY: Doubleday 1955)

Pasqualini, Isabella, „The Architectonic Avatar – Multisensory Aspects of 
Architecture,” in Proportions and Cognition in Architecture and Urban 
Design, eds. Andri Gerber, Tibor Joanelly and Oya Atalay Franck (Ber-
lin: Reimer Verlag, 2019), pp. 95-108

Pedercini, Paolo, “Invisible Walls, puffy Clouds, and the unheavenly 
World behind them,” Blog post, April 1 (2014), http://www.molleindu-
stria.org/blog/invisible-walls-puffy-clouds/ 

Penny, Simon, “Virtual Reality as the Completion of the Enlightenment 
Project,” in Culture on the Brink: Ideologies of Technology, ed. Gretchen 
Bender and Timothy Druckrey, Discussions in Contemporary Culture 
9 (Seattle: BayPress, 1994), pp. 231–48

Piaget, Jean, Play, Dreams and Imitation in Childhood [1945] (W,W, Norton 
& Co., 1962)

Poznanski, Andrzej, Visual Revolution of The Vanishing of Ethan Carter, The 
Astronauts, March 25 (2014), http://www.theastronauts.com/2014/03/
visual-revolution-vanishing-ethan-carter/

Repton, Humphrey, The Art of Landscape Gardening. Including his Sketches 
and Hints on Landscape Gardening and Theory and Practice of Landscape 
Gardening [1794], ed. John Nolen (Boston and New York: Houghton 
Mifflin Company, 1907)

Riemann, Bernhard, On the Hypotheses Which Lie at the Bases of Geometry 
(University of Göttingen, 1854)

Rotzetter, Francine B. R., Game Guidance - Nonverbale Leitsysteme in open-
World-Games, Unpublished MA thesis (Zurich University of the Arts 
(ZhdK), 2017)

Roussel, Raymond, Comment j’ai écrit certains de mes livres (Paris: Al-
phonse Lemerre, 1935)

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


The Architectonics of Game Spaces 325

Russell, Bertrand, An Essay on the Foundations of Geometry (CreateSpace 
Independent Publishing Platform, 2018)

Sale, James, “From dark souls to manifold garden: how games tell sto-
ries through architecture,” interview by Thomas McMullen, Alphyr, 
https://www.alphr.com/games/1002937/from-dark-souls-to-manifold-
garden-how-games-tell-stories-through-architecture

Salen, Katie and Eric Zimmermann, Rules of play: game design fundamen-
tals (Cambridge, Mass.: The MIT Press, 2004)

Sanchez, Jose, “Designing the Metaverse: the Role of Architecture in Vir-
tual Environments,“ interview by Susan S. Szenasy, Metropolis Maga-
zine, July 19, 2017, https://www.dezeen.com/2016/03/07/jose-sanchez-
block-hood-video-game-tools-solve-global-challenges-architecture/ 

Schiller, Friedrich, On the aesthetic education of a man in a series of letters  
[1794], ed. and transl. by Elizabeth M. Wilkison and L. A. Willoughby 
(Oxford: Clarendon Press, 1967)

Schmitt, Gerhard et al., “Toward Virtual Reality in Architecture: Concepts 
and Scenarios from the Architectural Space Laboratory,” Presence: Tele-
oper. Virtual Environ. 4, no. 3 (January 1995), pp. 267–285

Schmitt, Gerhard, Information Architecture: Basics of CAAD and Its Future 
(Basel ; Boston: Birkhauser, 1999)

Schultz, Pit, “Jodi als Software-Kultur”, in Install.Exe – Jodi, [Plug In], ed. 
Tilman Baumgärtel (Basel: Kunst und Neue Medien, 2002), pp. 31–39

Schützeichel, Rainer, Die „Theorie der Baukunst“ von Herman Sörgel: En-
twürfe einer Architekturwissenschaft (Berlin: Reimer, 2019)

Schwingeler, Stephan, Kunstwerk Computerspiel – digitale Spiele als kün-
stlerisches Material, Eine bildwissenschaftliche und medientheoretische 
Analyse (Bielefeld: transcript, 2014)

Serres, Michel, “The Origin of Geometry,” in Hermes: Literature, Science, 
Philosophy (Baltimore: The Johns Hopkins University Press, 1983), pp. 
125–33

Sharp, John, Works of Game (Cambridge MA, London: MIT Press, 2015)
Shaw, Philip, The sublime (Abingdon: Routledge, 2006)
Schnell, Jesse, The Art of Game Design. A Book of Lenses (Boca Raton: CRC 

Press, 2008)
Smithson, Alison and Peter Smithson, “But Today We Collect Ads,” in Ark 

Magazine no.18 (November 1956), pp. 49-50
Soja, Edward W., Thirdspace: Journeys to Los Angeles and Other Re-

al-and-Imagined Places (Cambridge, MA/Oxford: Blackwell, 1996)

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


Bibliography/Ludography326

Soja, Edward W., Postmodern Geographies: The Reassertion of Space in Crit-
ical Social Theory (London/New York, NY: Verso, 1989)

Solitaire, Marc, Au retour de la Chaux-de-Fonds: Le Corbusier-Froebel (Mar-
tigues: Éditions Wiking, 2016)

Spielmann, Yvonne, Video: The Reflexive Medium (Cambridge, MA, MIT 
Press, 2010)

Steets, Silke, Der sinnhafte Aufbau der gebauten Welt: eine Architektursozi-
ologie (Berlin: Suhrkamo, 2015)

Stockburger, Axel, The Rendered Arena: Modalities of Space in Video and 
Computer Games, Dissertation (London: University of the Arts 2006)

Strange, C. Carney and James H. Banning, Educating by Design, Creat-
ing Campus Learning, Environments That Work (San Francisco: Jossey-
Bass/Wiley & Sons, 2001)

Subrahmanyam, Kaveri and Patricia M. Greenfield, “Effect of Video Game 
Practice on Spatial Skills in Girls and Boys,” Journal of Applied Develop-
mental Psychology 15, no. 1 (1994), pp. 13–32

Sutherland, Ivan E., “A Head-Mounted Three Dimensional Display,” in 
Proceedings of the December 9-11, 1968, Fall Joint Computer Conference, 
Part I (ACM, 1968), pp. 757–764

Sutherland, Ivan E., “The Ultimate Display,” in Proceedings of the IFIP Con-
gress (New York, 1965), pp. 506–508

Sutherland, Ivan E., “Sketch Pad a Man-Machine Graphical Communica-
tion System,” in Proceedings of the SHARE Design Automation Work-
shop (ACM, 1964), pp. 6–329

Sutton Smith, Brian, The Ambiguity of Play (Cambridge, Massacgusetts: 
Harvard University Press, 1997)

Tafuri, Manfredo, Teorie e storia dell’architettura (Bari: Laterza, 1968)
Tan, Ekim, Play the city: games informing the urban development (Heijjnin-

gen: Jap Sam Books, 2017)
Tan, Ekim, Negotiation and design for the self-organizing city: gaming as a 

method for Urban Design (Delft: Delft University of Technology, 2014)
Taube, Jeffrey S., Stephane Valerio and Ryan M. Yoder, “Is Navigation 

in Virtual Reality with fMRI Really Navigation?” Journal of Cognitive 
Neuroscience XXV, July 7 (2013), pp. 1008-1019

Terlecki, Melissa and Nora S. Newcombe, “How Important Is the Digital 
Divide? The Relation of Computer and Videogame Usage to Gender 
Differences in Mental Rotation Ability,” Sex Roles, Vol. 53, No. 5/6, 
(September 2005), pp. 433-44

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


The Architectonics of Game Spaces 327

Tönnesmann, Andreas, Monopoly: das Spiel, die Stadt und das Glück (Ber-
lin: Wagenbach, 2011)

Tschumi, Bernard, Architecture and Disjunction (Cambridge MA & Lon-
don: MIT Press, 1996)

Van Buren, Deanna, “Behind the scenes of ‘The Witness’, a Video Game 
designed by Architects,“ Archinect, interview by Nicholas Korody, Au-
gust 23, 2016, https://archinect.com/features/article/149964654/be-
hind-the-scenes-of-the-witness-a-video-game-designed-by-architects

Vasylevska, Khrystyna, Iana Podkosova, and Hannes Kaufmann, “Walk-
ing in Virtual Reality: Flexible Spaces and Other Techniques,” in The 
Visual Language of Technique (Springer, 2015), pp. 81-97

Vella, Daniel, “No Mastery Without Mystery: Dark Souls and the Ludic 
Sublime,” Game Studies, Vol. 15 issue 1, July (2015) 

Vico, Giambattista, Cinque Libri de’Principj d’Una Scienza Nuova (Napoli: 
Felice Mosca, 1730)

Vico, Giambattista, De Antiquissima Italorum Sapientia, Ex Linguae Lati-
nae Originibus eruenda Libri Tres (Napoli; Felice Mosca, 1705)

Giacomo Barozzi da Vignola, I cinque ordini d’architettura [1562] (Firenze: 
Giuseppe Molini, 1834)

Wagner, Mark, The Geometries of Visual Space (Mahwah, N.J: Routledge, 
2006)

Wainwright, Oliver, “Billionaires’ Basements: the luxury Bunkers mak-
ing Holes in London Streets,” The Guardian, 9 November, (2012), 
https://www.theguardian.com/artanddesign/2012/nov/09/billion-
aires-basements-london-houses-architecture

Walz, Steffen P., Towards A Ludic Architecture (Carnegie Mellon Univer-
si-ty/Pittsburgh: ETC Press, 2010)

Wark, McKenzie, Gamer Theory (Cambridge MA, London: Harvard Uni-
versity Press, 2007)

Warren, William H., “Non-Euclidean Navigation,” Journal of Experimental 
Biology 222 (2019), https://doi.org/10.1242/jeb.187971.

Warren, William H. et al., “Wormholes in Virtual Space: From Cognitive 
Maps to Cognitive Graphs,” Cognition 166 , September 1, (2017), pp. 
152–63, 

Wertheim, Margaret, “Lost in Space: The Spiritual Crisis of Newtonian 
Cosmology,” in Seeing Further: 350 Years of the Royal Society and Scien-
tific Endeavour (Harper Collins Publ. UK, 2010), pp. 42–59

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


Bibliography/Ludography328

Wertheim, Margaret, “The Illusionistic Magic of Geometric Figuring,” 
Cabinet Magazine, Summer 2007

Wycoff, Mick, “Margaret Wertheim: Complexity, Evolution and Hyperbol-
ic Space,” Evolution: Education and Outreach 1, no. 4 (2008), pp. 531–535

Yagou, Artemis, Modernist Complexity on a small Scale: The Dandanah 
glass building Blocks of 1920 from an object-based research perspec-
tive (München: Deutsches Museum, 2013)

Zimmerman, Eric, “Gaming Literacy: Game Design as a Model for Liter-
acy in the Twenty-First Century,” in The Video Game Theory Reader 2, 
eds. Bernard Perron and Mark J. P. Wolf (New York: Routledge, 2008), 
pp. 253–71

Ludography (chronological order)
Buckminster Fuller, World Game, 1961
Allan G. Feldt, CLUG – Community Land Use Game, 1966 
Richard D. Duke, Metropolis,1969
Cedric Green, INHABS (Instructional Housing and Building Simulation), 

1970
Atari, Pong, 1972
Gary Gygax and Dave Arneson, Dungeons and Dragons, 1974
William Crowther and Don Woods, Adventure, 1976
Steve Perrin and Greg Stafford, RuneQuest, 1978
Atari, Asteroids 1979
Infocom, Zork, 1980
Sandy Petersen, Call of Cthulhu, 1981
ZX Spectrum, The Hobbit, 1982
Cinematronics, Dragon’s Lair, 1983
Nintendo, Mario Bros., 1983
Sandy White, Ant Attack, 1983
Matthew Smith, Manic Miner, 1983
Epyx, Summer Games, 1984
Epyx, Winter Games, 1985
Steve E. Meretzky, A Mind Forever Voyaging, 1985
Nintendo, Legend of Zelda, 1986
Technos, Double Dragon, 1987
Capcom, Street fighter, 1987
Will Wright/Maxis Software, SimCity, 1989

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


The Architectonics of Game Spaces 329

Dynamix, Rise of the Dragon, 1990
LucasArts, Monkey Island 2: LeChuck’s Revenge, 1991
Sierra On-Line, Space Quest IV, 1991
Sensible Software, Sensible Soccer, 1992
Id Software, Doom, 1993
LucasArts, Star Wars: TIE Fighter, 1994
Looking Glass Technologies/Origin Systems, System Shock, 1994
id Software/GT Interactive, Quake, 1996
Blizzard Entertainment, Diablo, 1996
Stainless Software, Carmageddon, 1997
Interplay, Fallout, 1997
Valve Corporation/Sierra Entertainment/Valve, Half Life, 1998
Konami/Kojima Productions, Metal Gear Solid, 1998-2015
Rockstar Games, Grand Theft Auto III, 2001
Ubisoft/Gameloft, Tom Clancy’s Splinter Cell, 2002-2013
LucasArts, Star Wars: Bounty Hunter, 2002
Illusion Softworks, Mafia, 2002
Linden Lab, Second Life, 2003
CCP, EVE Online, 2003
Blizzard Entertainment, World of Warcraft, 2004
Valve Corporation, Half-Life 2, 2004
Tarr and Zach Adams, Dwarf Fortress, 2006
2K Games, BioShock, 2007
FogValve Corporation, Portal, 2007
Digital Illusions CE, Mirror’s Edge, 2008
Rockstar Games, Grand Theft Auto IV, 2008
Ubisoft, Assassin’s Creed II, 2009
Mojang/Microsoft, Minecraft, 2009
IBM, CityOne, 2010
Wargaming.net, World of Tanks, 2010
Stabyourself, Not Tetris, 2010
Rockstar San Diego, Red Dead Redemption, 2010
IQ Interactive, Kane and Lynch 2 Dog Days, 2010
From Software, Dark Souls, 2011
Eidos Montreal/Square Enix, Deus Ex: Human Revolution, 2011
Polytron Corporation, Fez, 2012
Johnson, M., Ultima Ratio Regum, 2012
Massive Entertainment/Ubisoft, Far Cry 3, 2012

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


Bibliography/Ludography330

IO Interactive/Square Enix, Hitman: Absolution, 2012
King Digital Entertainment, Candy Crush, 2012
Jonas & Verena Kyratzes, The Sea Will Claim Everything, 2012
Rockstar Games, Grand Theft Auto V, 2013
Mossmouth LLC., Spelunky (remake), 2013
Demruth, Antichamber. 2013
Droqen, Starseed Pilgrim, 2013
Santa Ragione, Mirrormooon EP, 2013
Santa Ragione, Fotonica, 2014
Ubisoft, Assassin’s Creed Unity, 2014
Creative Assembly, Alien: Isolation, 2014
The Astronauts, The Vanishing of Ethan Carter, 2014
Colossal Order, Cities: Skylines, 2015
CD Project, Witcher 3: Wild Hunt, 2015
Zack Grossbart The Seven Bridges of Königsberg, 2015
Ubisoft, Assassin’s Creed Syndicate, 2015
CD Projekt RED, The Witcher 3: Wild Hunt, 2016
Arkane Atudios/Bethesa, Dishonored 2, 2016
SIE Japan Studio, The Last Guardian, 2016
Thekla, The Witness, 2016
Hello Games, No Man’s Sky, 2016
Niantic, Pokemon GO, 2016
IO Interactive/Square Enix/Warner Bros. Interactive, Hitman, 2016
Molleindustria, Nova Alea, 2016
Molleindustria, A short history of the gaze, 2016
Michael Brough, Cinco Paus, 2017
Outbounds, Memory of a broken dimension, 2017
PUBG Corporation, PlayerUnknown’s Battlegrounds, 2017
Plethora Projects, Block’hood, 2017
People Can Fly/Epic Games, Fortnite, 2017
Mode 7 Games, Frozen Synapse 2, 2018
IO Interactive/Warner Bros. Interactive, Hitman 2, 2018
William Chyr, Manifold Garden, 2019
Frogwares, The Sinking City, 2019
Blast Theory, A Cluster of 17 Cases, 2019

https://doi.org/10.14361/9783839448021-021 https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839448021-021
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/

