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“He began by rigidly defining comics as “sequential art”[1]”

“comics are as old as the ancient Egyptians.[1]”

Space Invaders, 1980

Space Invaders, 1980

Hieróglifos egípcios.

O Cavaleiro Andante, 1955

“video games were a telling way in which children, teenagers, and adults encountered the computer.[2]”

“Turkle asked players about their experiences to determine why they played video games.
She discovered that these games play a social and psychological role—and, more 
precisely, that games provide a way in which children can take on different roles that are 
important to them psychologically. �e computer is not merely a tool used to accomplish tasks[2]”

“Video games are a window onto a new kind of intimacy with machines that is characteristic 
of the nascent computer culture.[2]”

“Designers are starting to break out of these limitations. New generations of computer graphics
will allow game characters to have more realistic gestures and facia expressions.[2]” 

[1] Scott McCloud, 1993, “Time Frames”, “�e new media reader”, Noah Wardrip-Fruin and Nick Montfort, �e MIT Press [2] Sherry Turkle, 1984, “Video Games and Computer Holding Power”,“�e new media reader”, Noah Wardrip-Fruin and Nick Montfort, �e MIT Press

“�e pilot of a race car does not dare to take his attention off the road. �e imperative of total 
concentration is part of the high. Video games demand this same level of attention.
�ey can give people the feeling of being close to the edge because, as in a dangerous situation, 
there is no time for rest and the consequences of wandering attention feel dire.[2]”

“So, sometimes the games are a preparation for getting out and being aggressive in the
rest of my life, and sometimes they are there for, um, getting back into my own video game.[2]”
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O Conhecimento, a Arte e a Produção podem ser lúdicos. O 
Real colocado sob a forma imaginária. A interação homem/-

computador como forma de concretização do impossível.
Pacm
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