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Creating Value by Design: Facts from Philips Design
Gramophone
Hi-fi News & Record Review
This library owns 80 volumes of this compendium of company histories (usually 2-3
pages each). See the index in volume 80 for all companies covered.

Far Eastern Economic Review
A comprehensive index to company and industry information in business journals.

Foundations in Sound Design for Interactive Media
“This book is a must read for newcomers and experienced composers wanting to
learn more about the art of video game composition.” —Chuck Doud, Director of
Music, Sony Computer Entertainment Worldwide Studios All You Need to Know to
Create Great Video Game Music Written by the developer of Berklee School of
Music’s pioneering game scoring program, this guide covers everything
professional composers and music students need to know about composing
interactive music for video games, and contains exclusive tools for interactive
scoring—tools that were previously available only at Berklee. Drawing on twenty
years of professional experience in the game industry, Michael Sweet helps you
master the unique language of music storytelling in games. Next, he walks you
through the entire music composition process, from initial conceptualization and
creative direction through implementation. Inside, you’ll find dozens of examples
that illustrate adaptive compositional techniques, from small downloadable games
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to multimillion dollar console titles. In addition, this guide covers the business side
of video game composition, sharing crucial advice about contracts, pricing, sales,
and marketing. Coverage includes Overcoming the unique challenges of writing for
games Composing music that can adapt in real time to player actions Developing
thematic ideas Using audio middleware to create advanced interactive scores
Working effectively with game development teams Understanding the life of a
video game composer Managing contracts, rights, estimating, and negotiation
Finding work The companion website contains software tools to help you master
interactive music concepts explored in this book, with additional resources and
links to learn more about scoring for games. See Appendix A for details.

Game Sound
Multi-volume major reference work bringing together histories of companies that
are a leading influence in a particular industry or geographic location. For students,
job candidates, business executives, historians and investors.

Plants are for People
International Directory of Company Histories
International Directory of Company Histories
Predicasts F & S Index United States
Essentials of Marketing Research
Weekly Television Digest with Consumer Electronics
Sound & Communications
JCPenney [catalog].
F & S Index United States Annual
Electronics Now
Music in video games is often a sophisticated, complex composition that serves to
engage the player, set the pace of play, and aid interactivity. Composers of video
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game music must master an array of specialized skills not taught in the
conservatory, including the creation of linear loops, music chunks for horizontal
resequencing, and compositional fragments for use within a generative framework.
In A Composer's Guide to Game Music, Winifred Phillips--herself an award-winning
composer of video game music--provides a comprehensive, practical guide that
leads an aspiring video game composer from acquiring the necessary creative
skills to understanding the function of music in games to finding work in the field.
Musicians and composers may be drawn to game music composition because the
game industry is a multibillion-dollar, employment-generating economic
powerhouse, but, Phillips writes, the most important qualification for a musician
who wants to become a game music composer is a love of video games. Phillips
offers detailed coverage of essential topics, including musicianship and
composition experience; immersion; musical themes; music and game genres;
workflow; working with a development team; linear music; interactive music, both
rendered and generative; audio technology, from mixers and preamps to software;
and running a business [Publisher description]

New Scientist
Readers of this te×t are presented with an overview of the major steps in the
marketing research process. The book details the importance of marketing
research and the role it plays in the organization and how it helps with managerial
decision making.

Consumers Index to Product Evaluations and Information
Sources
Personal Computer Magazine
CD Review
Lists over 1500 computer games available on the Internet and other commercial
services

F&S Index International Annual
The Gramophone
Describes how a video camera or recorder works, and things to consider before
buying, renting or otherwise investing in home video equipment.

The Economist
Predicasts F & S Index Europe Annual
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Screen Digest
Stereo is everywhere. The whole culture and industry of music and sound became
organized around the principle of stereophony during the twentieth century. But
nothing about this-not the invention or acceptance or ubiquity of stereo-was
inevitable. Nor did the aesthetic conventions, technological objects, and listening
practices required to make sense of stereo emerge fully formed, out of the blue.
This groundbreaking book uncovers the vast amount of work that has been
required to make stereo seem natural, and which has been necessary to maintain
stereo's place as a dominant mode of sound reproduction for over half a century.
The essays contained within this book are thematically grouped under (Audio)
Positions, Listening Cultures, and Multichannel Sound and Screen Media; the
cumulative effect is to advance research in music, sound, and media studies and to
build new bridges between the fields. With contributions from leading scholars
across several disciplines, Living Stereo re-tells the history of twentieth-century
aural and musical culture through the lens of stereophonic sound.

International Television & Video Almanac
Netgames
A distinguishing feature of video games is their interactivity, and sound plays an
important role in this: a player's actions can trigger dialogue, sound effects,
ambient sound, and music. This book introduces readers to the various aspects of
game audio, from its development in early games to theoretical discussions of
immersion and realism.

The Multimedia and CD-ROM Directory
Stereo Review
This book is a complete survey of the field of interactive entertainment, packed
with product reviews and inside information from product developers from the
hottest companies in the industry. The CD contains evaluation copies of some of
the hottest PC and Mac games in the industry, as well as test-drive samples of
multimedia products and shareware games.

Living Stereo
Writing Interactive Music for Video Games
F&S Index Europe Annual
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CD-ROMs in Print
Predicasts F & S Index Europe
The Reconfigured Eye
A Composer's Guide to Game Music
The magic of interactive entertainment
This volume provides a comprehensive introduction to foundational topics in sound
design for interactive media, such as gaming and virtual reality; compositional
techniques; new interfaces; sound spatialization; sonic cues and semiotics;
performance and installations; music on the web; augmented reality applications;
and sound producing software design. The reader will gain a broad understanding
of the key concepts and practices that define sound design for its use in
computational media and design. The chapters are written by international authors
from diverse backgrounds who provide multidisciplinary perspectives on sound in
its interactive forms. The volume is designed as a textbook for students and
teachers, as a handbook for researchers in sound, design and media, and as a
survey of key trends and ideas for practitioners interested in exploring the
boundaries of their profession.

Sight and Sound
F & S Index of Corporations and Industries
An analysis of the digital imaging revolution. It describes the technology of digital
imaging and looks at how it is changing the way we explore ideas, at its aesthetic
potential and at the ethical questions raised. Topics include electronic
brushstrokes, virtual cameras, synthetic shading and more.

Beginner's Guide to Video
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