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+ A so-called shooter deynes an established type of computer game that is based
on the process of sighting or detecting and then shooting an object. The project
Nybble-Engine-toolZ? re-engineers such an existing commercial system into
a game engine sprinkled with network commands. In general, game engines
are operating software for real-time graphical rendering, which takes place in
predeyned environments, although the way of rendering the image depends on
certainactions, events and triggers. Often they are also the basis for amulti-player
environment and for a network protocol. In the case of Nybble-Engine toolZ,
the network consists of on-site players, actors on a remote site and spectators
connected to the nybble-engine game server via the Internet. When shifting
between these positions participants become ispect-actorsi (active spectators),
changing between an interpassive and interactive role; between code-player and

code-writer, or a visitor to an installation and an actor in a virtual environment.

Inside the virtual space each actionbot or playeris avatar carries a data object
instead of a weapon. As these objects represent command lines and processes
from the game environment, they also appear as a part of the installation
interface, as laser-sintered tobjectiled. In its pure form as code equivalent and as
discourse object it is exhibited as a code hardcopy. This freeze frame functions
as the art-coded interface to the data-world in the installation. The peer-to-peer
software of the installation converts network processes into three-dimensional

abstract movies and projects these onto a 180-degree screen, such as experienced
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