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			  In lieu of an abstract, here is a brief excerpt of the content:
			   11 Texture I enjoy theancient Chinesestrategygame Go, although I’m hardly an expert. The open-source GnuGO AI built into the computer version of the game I play overpowers me much of the time. After manyyearsof having gonewithout, I received a Go board and set of stones as a holiday gift. Immediately I noticed the most important difference between playing on the computer and off it: touching the board and the stones. I had forgotten how tactile a game like Go is. The black and whiteoften haveadifferent texture from one another, depending on the type and quality of stones one uses. The feel and weight of them between the fingers somehow aids the pondering that comes with their placement. Once the player chooses a move, placing the stone on a real boardoffersafarmoretactilechallengethanclickinganon-screen goban. The stones move, so disrupting the board is an easy feat that must be carefully avoided. Traditionally, Go players would hold a stone between the index and middle finger and strike their move, so as to create a sharp click against the wooden board. Go is a cerebral, minimalist game that exudes purity and austerity . Computer versions of Go adapt these values unflappably. Although purists favor silence in selecting and holding a stone, for me Go isagameof rummaging forastone in asmooth wooden bowl and stroking it in thought beforeplacing it to mark territory. These features are not unique to Go, but they’re distinctive. In chess the pieces rest on the board, oroff, never to be touched save to punctuate decision. Although both games are cerebral, Go is far more sensual. Go reminds us that the physical world—games tExturE included—have texture. They offer tactile sensations that people find interesting on their own. In painting, texture is an acknowledged aspect of creativity. The word describes the weave of the canvas, the application of the medium on it, and the interaction of the two. It is a feature that frequentlyearns mention among criticsand casual observers alike as a fundamental part of the finished work. Postimpressionist painters like Vincent van Gogh used thick applications of paint, partly to re-create the effects of light on the surface of the canvas itself as well as in the subjects represented. And Jackson Pollock’s abstract expressionist work relies almost entirely on texture; Pollock even added grains of sand and shards of glass to his already viscous industrial paints to increase the texture of the finished work. Other media adopt their own understandings of texture. In the culinary arts, texture refers to the physical sensation of a food in one’s mouth, such as the crispness of a cucumber or the slipperiness of an oyster. And in music, texture is used metaphorically to refer to the relationship between sounds and voices in a piece—as if theywere layered through time like painton acanvas. In the computational arts, the term texture usually appears only in technical speak. Textures are the graphical skins laid atop 3-D models so they appear to have surface detail. Texturing techniques like bump mapping and normal mapping use 2-D image data to perturb the lighting patterns applied to objects by 3-D rendering algorithms to make them appear to have a surface texture not actually present in the 3-D model itself. These simulate theappearance, but not the behaviororsensation, of texture. This is nothing new; the fine arts have often done similar things. The artist Réne Magrittewas particularlyadeptatcreating theappearance of texture in his subjects with color and tone rather than paint thickness. In “Le modèle rouge,” for example, the texture of the wood slats and the dirt ground jump out as familiar textures, despite the flatness of Magritte’s brush technique. [52.90.182.75] Project MUSE (2024-03-20 10:43 GMT) tExturE But unlike paintingsand plats principaux, gamesare notstatic scenes or objects—they’re interactive models of experiences. To simulate the behavior, rather than just the appearance of texture, games have to use more than visual effects. Sound design is one answer: footfalls or bullet casings can produce different noises when falling on grass, dirt, concrete, wood. A character wading through tall grasses causes their blades to swoosh. When steered off the road, a car’s tires grind against gravel. Simulated properties of the physical world can also contribute to texture. A game might slow a character’s movement through brush or swamp, as do both realistic first-person shooters like Far Cry and abstract strategy games like Advance Wars. Likewise... 
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