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First Person New Media As Story Performance And Game Mit Press:
  First Person Noah Wardrip-Fruin,Pat Harrigan,2004 The relationship between story and game and related questions of
electronic writing and play examined through a series of discussions among new media creators and theorists   The
Evolution of Fantasy Role-Playing Games Michael J. Tresca,2014-01-10 Tracing the evolution of fantasy gaming from its
origins in tabletop war and collectible card games to contemporary web based live action and massive multi player games
this book examines the archetypes and concepts within the fantasy gaming genre alongside the roles and functions of the
game players themselves Other topics include how The Hobbit and The Lord of the Rings helped shape fantasy gaming
through Tolkien s obsessive attention to detail and virtual world building the community based fellowship embraced by
players of both play by post and persistent browser based games despite the fact that these games are fundamentally solo
experiences the origins of gamebooks and interactive fiction and the evolution of online gaming in terms of technological
capabilities media richness narrative structure coding authority and participant roles   Horror Video Games Bernard
Perron,2014-01-10 In this in depth critical and theoretical analysis of the horror genre in video games 14 essays explore the
cultural underpinnings of horror s allure for gamers and the evolution of survival themes The techniques and story effects of
specific games such as Resident Evil Call of Cthulhu and Silent Hill are examined individually   First Person Pat
Harrigan,Noah Wardrip-Fruin,2003   Intermedia Games—Games Inter Media Michael Fuchs,Jeff Thoss,2019-02-21 This
book is available as open access through the Bloomsbury Open Access programme and is available on www
bloomsburycollections com While all media are part of intermedial networks video games are often at the nexus of that
network They not only employ cinematics embedded books and in world television screens for various purposes but in our
convergence culture video games also play a vital role in allowing players to explore transmedia storyworlds At the same
time video games are frequently thematized and remediated in film television and literature Indeed the central role video
games assume in intermedial networks provides testament to their significance in the contemporary media environment In
this volume an international group of contributors discuss not only intermedial phenomena in video games but also the
intermedial networks surrounding them Intermedia Games Games Inter Media will deepen readers understanding of the
convergence culture of the early twenty first century and video games role in it   The Routledge Companion to Video Game
Studies Mark J.P. Wolf,Bernard Perron,2014-01-03 The number of publications dealing with video game studies has exploded
over the course of the last decade but the field has produced few comprehensive reference works The Routledge Companion
to Video Game Studies compiled by well known video game scholars Mark J P Wolf and Bernard Perron aims to address the
ongoing theoretical and methodological development of game studies providing students scholars and game designers with a
definitive look at contemporary video game studies Features include comprehensive and interdisciplinary models and
approaches for analyzing video games new perspectives on video games both as art form and cultural phenomenon



explorations of the technical and creative dimensions of video games accounts of the political social and cultural dynamics of
video games Each essay provides a lively and succinct summary of its target area quickly bringing the reader up to date on
the pertinent issues surrounding each aspect of the field including references for further reading Together they provide an
overview of the present state of game studies that will undoubtedly prove invaluable to student scholar and designer alike
  Ctrl-Alt-Play Matthew Wysocki,2013-02-07 The word control has many implications for video games On a basic level
without player control there is no experience Much of the video game industry focuses on questions of control and ways to
improve play to make the gamer feel more connected to the virtual world The sixteen essays in this collection offer critical
examinations of the issue of control in video games including different ways to theorize and define control within video
gaming and how control impacts game design and game play Close readings of specific games including Grand Theft Auto IV
Call of Duty Black Ops and Dragon Age Origins consider how each locates elements of control in their structures As video
games increasingly become a major force in the media landscape this important contribution to the field of game studies
provides a valuable framework for understanding their growing impact   Kultur – Wissen – Narration Alexandra
Strohmaier,2014-03-15 Der Band unternimmt eine kritische Revision und transdisziplin re Weiterentwicklung aktueller
narratologischer und kulturwissenschaftlicher Ans tze Im Fokus der Beitr ge stehen zum einen Fragen nach der Relevanz des
Erz hlens und der Narratologie sowie nach den M glichkeiten ihrer kulturwissenschaftlichen Profilierung Zum anderen wird
das Potenzial narrativistisch ausgerichteter kulturwissenschaftlicher Forschung ausgelotet Dabei wird den kulturellen
Funktionen des Erz hlens in den Wissenschaften in Literatur Film und Kunst sowie der Alltagskultur nachgegangen
  Computer Games and New Media Cultures Johannes Fromme,Alexander Unger,2012-06-14 Digital gaming is today a
significant economic phenomenon as well as being an intrinsic part of a convergent media culture in postmodern societies Its
ubiquity as well as the sheer volume of hours young people spend gaming should make it ripe for urgent academic enquiry
yet the subject was a research backwater until the turn of the millennium Even today as tens of millions of young people
spend their waking hours manipulating avatars and gaming characters on computer screens the subject is still treated with
scepticism in some academic circles This handbook aims to reflect the relevance and value of studying digital games now the
subject of a growing number of studies surveys conferences and publications As an overview of the current state of research
into digital gaming the 42 papers included in this handbook focus on the social and cultural relevance of gaming In doing so
they provide an alternative perspective to one dimensional studies of gaming whose agendas do not include cultural factors
The contributions which range from theoretical approaches to empirical studies cover various topics including analyses of
games themselves the player game interaction and the social context of gaming In addition the educational aspects of games
and gaming are treated in a discrete section With material on non commercial gaming trends such as modding and a
multinational group of authors from eleven nations the handbook is a vital publication demonstrating that new media



cultures are far more complex and diverse than commonly assumed in a debate dominated by concerns over violent content
  Digital Games as History Adam Chapman,2016-05-05 This book provides the first in depth exploration of video games as
history Chapman puts forth five basic categories of analysis for understanding historical video games simulation and
epistemology time space narrative and affordance Through these methods of analysis he explores what these games uniquely
offer as a new form of history and how they produce representations of the past By taking an inter disciplinary and accessible
approach the book provides a specific and firm first foundation upon which to build further examination of the potential of
video games as a historical form   Game Preview Nicolae Sfetcu,2014-05-04 A guide for game preview and rules history
definitions classification theory video game consoles cheating links etc While many different subdivisions have been proposed
anthropologists classify games under three major headings and have drawn some conclusions as to the social bases that each
sort of game requires They divide games broadly into games of pure skill such as hopscotch and target shooting games of
pure strategy such as checkers go or tic tac toe and games of chance such as craps and snakes and ladders A guide for game
preview and rules history definitions classification theory video game consoles cheating links etc   Interaktivität als
Spiel Daniel Cermak-Sassenrath,2015-07-15 Wir alle sind Computerspieler Um diese neue Perspektive erg nzt das Buch herk
mmliche Sichtweisen die den Umgang mit dem Computer als Kommunikation Simulation interactive narrative oder
ubiquitous computing beschreiben Es argumentiert dass die allt gliche Computernutzung in zunehmendem Ma e hnlichkeit
mit dem Spiel gewinnt Das ist keine Folge einer propagierten Medien und Spielgesellschaft von Computerspielen oder einer
neuen Version von Windows sondern zeigt den spielerischen Charakter des interaktiven Umgangs mit dem Computer Die
Spielhaltung des Users wird diskutiert an Beobachtungen gezeigt und in einen Zusammenhang mit den genannten
Sichtweisen gestellt   Technologies for Interactive Digital Storytelling and Entertainment Stefan Göbel,Rainer
Malkewitz,Ido Iurgel,2006-11-17 This book constitutes the refereed proceedings of the Third International Conference on
Technologies for Interactive Digital Storytelling and Entertainment TIDSE 2006 held in Darmstadt Germany in December
2006 It contains 37 papers that cover a broad spectrum from conceptual ideas theories and technological questions to best
practice examples in the different storytelling application domains with a focus on entertainment and games   Identity
and Play in Interactive Digital Media Sara M. Cole,2017-03-16 This book examines how people are socially culturally and
personally changing as a result of their reading of or interaction with interactive media forms like computer or video games
  Filmwissenschaftliche Genreanalyse Markus Kuhn,Irina Scheidgen,Nicola Valeska Weber,2013-06-26 Die
Genretheorie ist einer der grundlegenden Ans tze zum historischen und systematischen Verst ndnis des Spielfilms Nicht nur
in der Film und Medienwissenschaft sondern auch in der Filmproduktion Filmrezeption und Filmkritik sind Genrekonzepte
von gro er Relevanz Dieser Einf hrungsband bietet einen berblick ber filmwissenschaftliche Genretheorien und die
wesentlichen Filmgenres Den Hauptteil bilden elf Kapitel die jeweils ein Einzelgenre einschlie lich seiner Geschichte und der



wichtigsten systematischen Forschungszug nge vorstellen erg nzt durch ein Kapitel zum Animationsfilm Abgerundet werden
die Kapitel durch je eine exemplarische Filmanalyse die veranschaulicht wie das erfahrene Genrewissen angewendet werden
kann In ihrer Gesamtschau ergibt sich so ein Spektrum der klassischen und aktuell relevanten Kinofilm Genres Komplettiert
wird die Einf hrung durch ein einleitendes Kapitel zu Genretheorien und Genrekonzepten das die ma geblichen
filmwissenschaftlichen Positionen zusammenfasst sowie durch einen Ausblick auf die intermediale Dimension des
Genrekonzepts am Beispiel der Medien Videospiel Fernsehen und Comic Der Band eignet sich hervorragend als Lehrbuch f r
Bachelor und Master Seminare f r Vorlesungen zum Genrekino und als studienbegleitende Lekt re   Interaktivität beim
Fremdsprachenlehren und -lernen mit digitalen Medien Tamara Zeyer,Sebastian Stuhlmann,Roger Dale
Jones,2016-11-28 Dieser Sammelband gibt einen differenzierten Einblick in verschiedene Facetten des interaktiven
Fremdsprachenlernens mit digitalen Medien und ist daher f r die Fremdsprachenforschung genauso interessant wie f r
Fremdsprachenlehrkr fte die mit interaktiven Medien arbeiten Es werden zun chst relevante Grundbegriffe erkl rt und dann
exemplarische Anwendungsm glichkeiten konkret vorgestellt Die Beitr ge sind thematisch vielf ltig und decken verschiedene
Sprachdidaktiken z B DaF TEFL ebenso ab wie unterschiedliche Perspektiven Hochschullehre schulischer Unterricht
Lehrerbildung selbstst ndiges Lernen   Fan Fiction and Fan Communities in the Age of the Internet Karen
Hellekson,Kristina Busse,2014-09-17 Fans have been responding to literary works since the days of Homer s Odyssey and
Euripedes Medea More recently a number of science fiction fantasy media and game works have found devoted fan
followings The advent of the Internet has brought these groups from relatively limited face to face enterprises to easily
accessible global communities within which fan texts proliferate and are widely read and even more widely commented upon
New interactions between readers and writers of fan texts are possible in these new virtual communities From Star Trek to
Harry Potter the essays in this volume explore the world of fan fiction its purposes how it is created how the fan experiences
it Grouped by subject matter essays cover topics such as genre intersection sexual relationships between characters
character construction through narrative and the role of the beta reader in online communities The work also discusses the
terminology used by creators of fan artifacts and comments on the effects of technological advancements on fan communities
Instructors considering this book for use in a course may request an examination copy here   Entgrenzte Figuren des
Bösen Sabrina Eisele,2016-05-15 Hannibal Lecter der Joker und Co warum f hlen wir uns von bestimmten b sen Figuren in
Narrativen nicht nur abgesto en sondern gleichsam fasziniert und angezogen Und wie lassen sich diese Wahrnehmungen in
den Kontext g ngiger Rezeptionstheorien einordnen Sabrina Eisele zeigt in dichten Analysen von entgrenzten Figuren dass
sich eine gleichzeitige Wahrnehmung von Anziehung und Absto ung unter Zuhilfenahme einer aus dem Spiel kommenden
ludischen Fiktionalit t beschreiben l sst Eine Erweiterung erf hrt das Konzept der entgrenzten Figur schlie lich durch die
Analyse der Tanzperformance Angoloscuro von William Forsythe   A New Virtual Ethics René Reinhold



Schallegger,2024-10-07 We are witnessing the collapse of the postwar consensus the implosion of the caring society In times
of social economic and political insecurity egotism spreads Many popular videogames follow a logic of consumerist self
gratification and self empowerment Deeply political videogames contribute to the transformation of players causing a need
for change in what game designers do and how and why they do it Awareness of the socio political and cultural contexts can
be promoted by the mainstream videogame market for critical active participation This book focuses on the need for
individual self realization in Western societies and how it manifests in the various dimensions of videogames Videogames
remind us that we can never be isolated in a world defined by complexity and interlaced systems Connecting videogames and
new Neo Kantian virtual ethics builds upon notions of agency mutual respect and obligation This addresses humans in their
entirety as thinking acting and feeling agents through engagement immersion and involvement   Interactive Storytelling
Rebecca Rouse,Hartmut Koenitz,Mads Haahr,2018-11-26 This book constitutes the refereed proceedings of the 11th
International Conference on Interactive Digital Storytelling ICIDS 2018 held in Dublin Ireland in December 2018 The 20
revised full papers and 16 short papers presented together with 17 posters 11 demos and 4 workshops were carefully
reviewed and selected from 56 respectively 29 submissions The papers are organized in the following topical sections the
future of the discipline theory and analysis practices and games virtual reality theater and performance generative and
assistive tools and techniques development and analysis of authoring tools and impact in culture and society



Decoding First Person New Media As Story Performance And Game Mit Press: Revealing the Captivating Potential of
Verbal Expression

In a period characterized by interconnectedness and an insatiable thirst for knowledge, the captivating potential of verbal
expression has emerged as a formidable force. Its ability to evoke sentiments, stimulate introspection, and incite profound
transformations is genuinely awe-inspiring. Within the pages of "First Person New Media As Story Performance And
Game Mit Press," a mesmerizing literary creation penned by a celebrated wordsmith, readers set about an enlightening
odyssey, unraveling the intricate significance of language and its enduring affect our lives. In this appraisal, we shall explore
the book is central themes, evaluate its distinctive writing style, and gauge its pervasive influence on the hearts and minds of
its readership.
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First Person New Media As Story Performance And Game Mit Press Introduction
Free PDF Books and Manuals for Download: Unlocking Knowledge at Your Fingertips In todays fast-paced digital age,
obtaining valuable knowledge has become easier than ever. Thanks to the internet, a vast array of books and manuals are
now available for free download in PDF format. Whether you are a student, professional, or simply an avid reader, this
treasure trove of downloadable resources offers a wealth of information, conveniently accessible anytime, anywhere. The
advent of online libraries and platforms dedicated to sharing knowledge has revolutionized the way we consume information.
No longer confined to physical libraries or bookstores, readers can now access an extensive collection of digital books and
manuals with just a few clicks. These resources, available in PDF, Microsoft Word, and PowerPoint formats, cater to a wide
range of interests, including literature, technology, science, history, and much more. One notable platform where you can
explore and download free First Person New Media As Story Performance And Game Mit Press PDF books and manuals is the
internets largest free library. Hosted online, this catalog compiles a vast assortment of documents, making it a veritable
goldmine of knowledge. With its easy-to-use website interface and customizable PDF generator, this platform offers a user-
friendly experience, allowing individuals to effortlessly navigate and access the information they seek. The availability of free
PDF books and manuals on this platform demonstrates its commitment to democratizing education and empowering
individuals with the tools needed to succeed in their chosen fields. It allows anyone, regardless of their background or
financial limitations, to expand their horizons and gain insights from experts in various disciplines. One of the most
significant advantages of downloading PDF books and manuals lies in their portability. Unlike physical copies, digital books
can be stored and carried on a single device, such as a tablet or smartphone, saving valuable space and weight. This
convenience makes it possible for readers to have their entire library at their fingertips, whether they are commuting,
traveling, or simply enjoying a lazy afternoon at home. Additionally, digital files are easily searchable, enabling readers to
locate specific information within seconds. With a few keystrokes, users can search for keywords, topics, or phrases, making
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research and finding relevant information a breeze. This efficiency saves time and effort, streamlining the learning process
and allowing individuals to focus on extracting the information they need. Furthermore, the availability of free PDF books
and manuals fosters a culture of continuous learning. By removing financial barriers, more people can access educational
resources and pursue lifelong learning, contributing to personal growth and professional development. This democratization
of knowledge promotes intellectual curiosity and empowers individuals to become lifelong learners, promoting progress and
innovation in various fields. It is worth noting that while accessing free First Person New Media As Story Performance And
Game Mit Press PDF books and manuals is convenient and cost-effective, it is vital to respect copyright laws and intellectual
property rights. Platforms offering free downloads often operate within legal boundaries, ensuring that the materials they
provide are either in the public domain or authorized for distribution. By adhering to copyright laws, users can enjoy the
benefits of free access to knowledge while supporting the authors and publishers who make these resources available. In
conclusion, the availability of First Person New Media As Story Performance And Game Mit Press free PDF books and
manuals for download has revolutionized the way we access and consume knowledge. With just a few clicks, individuals can
explore a vast collection of resources across different disciplines, all free of charge. This accessibility empowers individuals
to become lifelong learners, contributing to personal growth, professional development, and the advancement of society as a
whole. So why not unlock a world of knowledge today? Start exploring the vast sea of free PDF books and manuals waiting to
be discovered right at your fingertips.

FAQs About First Person New Media As Story Performance And Game Mit Press Books

Where can I buy First Person New Media As Story Performance And Game Mit Press books? Bookstores: Physical1.
bookstores like Barnes & Noble, Waterstones, and independent local stores. Online Retailers: Amazon, Book
Depository, and various online bookstores offer a wide range of books in physical and digital formats.
What are the different book formats available? Hardcover: Sturdy and durable, usually more expensive. Paperback:2.
Cheaper, lighter, and more portable than hardcovers. E-books: Digital books available for e-readers like Kindle or
software like Apple Books, Kindle, and Google Play Books.
How do I choose a First Person New Media As Story Performance And Game Mit Press book to read? Genres: Consider3.
the genre you enjoy (fiction, non-fiction, mystery, sci-fi, etc.). Recommendations: Ask friends, join book clubs, or
explore online reviews and recommendations. Author: If you like a particular author, you might enjoy more of their
work.
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How do I take care of First Person New Media As Story Performance And Game Mit Press books? Storage: Keep them4.
away from direct sunlight and in a dry environment. Handling: Avoid folding pages, use bookmarks, and handle them
with clean hands. Cleaning: Gently dust the covers and pages occasionally.
Can I borrow books without buying them? Public Libraries: Local libraries offer a wide range of books for borrowing.5.
Book Swaps: Community book exchanges or online platforms where people exchange books.
How can I track my reading progress or manage my book collection? Book Tracking Apps: Goodreads, LibraryThing,6.
and Book Catalogue are popular apps for tracking your reading progress and managing book collections. Spreadsheets:
You can create your own spreadsheet to track books read, ratings, and other details.
What are First Person New Media As Story Performance And Game Mit Press audiobooks, and where can I find them?7.
Audiobooks: Audio recordings of books, perfect for listening while commuting or multitasking. Platforms: Audible,
LibriVox, and Google Play Books offer a wide selection of audiobooks.
How do I support authors or the book industry? Buy Books: Purchase books from authors or independent bookstores.8.
Reviews: Leave reviews on platforms like Goodreads or Amazon. Promotion: Share your favorite books on social media
or recommend them to friends.
Are there book clubs or reading communities I can join? Local Clubs: Check for local book clubs in libraries or9.
community centers. Online Communities: Platforms like Goodreads have virtual book clubs and discussion groups.
Can I read First Person New Media As Story Performance And Game Mit Press books for free? Public Domain Books:10.
Many classic books are available for free as theyre in the public domain. Free E-books: Some websites offer free e-
books legally, like Project Gutenberg or Open Library.
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First Person New Media As Story Performance And Game Mit Press :
Bikini Body Guide: Exercise & Training Plan - L'instant Flo From the food you eat, the beverages you drink, the cardio you
do, your resistance training, how much sleep you get, how much work/ study you do and much more! Free High Intensity
with Kayla (formerly BBG) Workout Dec 20, 2017 — Try a FREE High Intensity with Kayla workout! Work up a sweat &
challenge yourself with this circuit workout inspired by my program. FREE 8 week bikini body guide by Kayla Itsines -
Pinterest Dec 24, 2017 — FREE 8 week bikini body guide by Kayla ItsinesThis 8 week plan cost me £50 so make the most of
this while it lasts!! Kayla Itsines' 28-day Home Workout Plan - No Kit Needed Jun 2, 2020 — Kayla Itsines workout: This 28-
day plan is for all fitness levels, to help you tone-up and get fit without the gym. FREE 8 week bikini body guide by Kayla
Itsines - Pinterest Oct 18, 2017 — FREE 8 week bikini body guide by Kayla ItsinesThis 8 week plan cost me £50 so make the
most of this while it lasts!! The 28-Day Bikini Body Workout Plan - Muscle & Fitness Challenge yourself to get your best-ever
bikini body this year! Our four-week program is designed to blast fat, boost metabolism and build muscle, ... You can now do
Kayla Itsines' Bikini Body Guide fitness ... Mar 31, 2020 — Fitness icon Kayla Itsines is offering her Bikini Body Guide fitness
program free; New members have until April 7th to sign up to Sweat app ... 10 Ways to Get a Bikini Body Fast - wikiHow
Start sculpting your bikini body with an easy, 10-minute circuit. After a quick warm-up, start your workout with two 15-24
rep sets of squats. Then, transition ... The Ultimate Beginner's Workout for a Bikini Body Whether you want to get toned, slim
thick or bootylicious, this free guide contains all the essentials for women to improve their body, fitness and health. Iam
looking for wire diagram for chevy aveo 2005. Jan 17, 2009 — I'am looking for wire diagram for chevy aveo 2005. - Answered
by a verified Chevy Mechanic. ... 2005 Chevy Aveo: spark plugs and wires..coil.. SOLVED: Diagram for 2005 chevy aveo firing
order Aug 6, 2012 — Spark plug firing order for 2005 chevrolet aveo 4 cylinder. Firing order 1-3-4-2. Cylinders numbered 1
to 4 from passenger side to driver side. I need help with a complete wiring diagram of a Chevrolet Jul 21, 2023 — I need help
with a complete wiring diagram of a Chevrolet… Hi my name is***** need help with a complete wiring diagram of a Chevrolet
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Aveo vin : ... 2004-2008 Chevy Aveo spark plug and wire set replacement Chevrolet Aveo Partial Wiring | PDF | Color | Trunk
(Car) 2005 Chevrolet Trailblazer Vehicle Wiring Chart and Diagram. PCC Supplies. CKT Radiok1500. 09 Aveo coil pack
wiring Oct 1, 2016 — As long as the plug threads are grounded somewhere, they should spark. You can also do this to check
if there is gas in the cylinders (don't do ... How To Change Spark Plugs And Wires In A 2004-2009 ... 2005-2006 Chevrolet
Aveo Wiring Diagram Commando Car Alarms offers free wiring diagrams for your 2005-2006 Chevrolet Aveo. Use this
information for installing car alarm, remote car starters and ... Ignition Firing Order Diagram: It Is a 2007 Chevrolet Aveo ...
Oct 19, 2013 — Here is the firing order. Firing Order. 1-3-4-2. When looking at the front of the vehicle. Cylinder 1 is all the
way to ... Knitting Pattern for Elsa Hat Aug 27, 2017 — Jul 31, 2017 - Knitting patterns inspired by the movie Frozen include
the characters your love: Elsa, Anna, Olaf, and more in hats, toys, ... Frozen Knitting Patterns Knitting patterns inspired by
the movie Frozen include the characters your love: Elsa, Anna, Olaf, and more in hats, toys, clothing, and more. Elsa Knit Hat
- Craftimism Feb 12, 2015 — The pattern for this hat can be found here on Ravelry, here on Craftsy, or purchased directly
here. Heidi Arjes at 5:40 PM. Crochet Elsa Hat pattern – easy pattern This tutorial teaches you how to make a Crochet Elsa
hat. If you love Disney princesses then you will love this hat. I will give you step by step ... Easy Knit Princess Hats - Inspired
by the Movie “ ... Step 3: Knit the Hat ... Cast on 36 stitches very loosely. This will make the hat stretchier. ... Begin to shape
the top of the hat. ... Row 3: Knit. ... Cut yarn ... Elsa Knit Crown Hat Nov 2, 2014 — The second hat followed the free
Princess Crown Pattern where the crown is a band of same sized points, knit from the top of the points down. Frozen inspired
Elsa hat pattern by Heidi Arjes Feb 22, 2015 — This is a hat inspired by Elsa from the Disney movie Frozen. This hat will
definitely delight the little Elsa fans in your life! Crochet Beanie Free Pattern, Elsa Beanie Work up this crochet beanie free
pattern in just one and a half hours. The easy textured stitch is perfect for beginner crocheters. Every Princesses DREAM |
Frozen Crochet Elsa Hat - YouTube


