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The cover artwork for this second volume of the reader was again contributed by the Leipzig 
based artist Sascha Nau. It picks up the interplay of physical and virtual worlds in Pervasive 
Gaming. A tangible paper backdrop symbolizes the greyness of everyday life. The ordinary people 
of today sadly move through the scenery, unaware of the colorful and exciting virtual domain 
that pervades our physical reality. They appear featureless and black, just like the remainder of 
the physical world. Virtual participants of a Pervasive Game move through the scene in the virtual 
domain. They are red space pilots, equal in shape and size due to the endless design possibilities 
of the virtual domain, where cloning and duplicating elements is as natural as it is impossible 
in reality. A group of players has moved to the back of the scene. Unlike all the other physical 
persons, these players are not confi ned to the physical reality, but act as an interface between the 
virtual and the physical domain, unifying the colorful details of the virtual and the tangible nature 
of physical world. These players enjoy the unique nature of Pervasive Gaming, limited only by the 
imagination of the game developers who we hope to inspire with the applications presented in 
this volume. The artist can be contacted at www.snau.net.
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