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ForewORD

Hi, my name 18 Angel Munoz and 1 am a hardcore gamer.

Thank God I never have to say that in some sort of perverse
Gamers Anonymous meeting, Instead, I can relish a hife that 1s filled
with games, gammng peripherals, gamers, and “Monster Gamers,”
And what a life it has become. If someone had told me when 1 was
growmg up in New York City that someday people would win tens
ot thousands ot dollars, automobiles, and other merchandise prizes
from bemng good at games 1'd have told them to double up on the
medication they were taking, Today, after founding the Cyberathlete
Professional League (wwwi.thecpl.com) in 1997, the notion doesn’t
seem s0 crazy. Last year the CPL gave out over $200,(000) i cash
prizes to teams and individuals who proved in standardized compen-
tive play that they were the best in the world. Given that, its clear
we've come a long way since the first days of pong

In just thirty years the gaming industry has gone from offering
games that some thought were a fad to the pomt where it’s argu-
ably bigger than the movie industry. This growth wasn’t built on the
backs of only those who create the games—it 15 the entire commu-
mty of developers and players that make it happen. The developers
get tons of books published for them, and now we have one for
us—the hardcore gamers! Monster Gaming 1sn’t a hint-book, 1t’s a
manual for gamers. Some might argue that we don’t need an entire
book to tell us how to become hardcore gamers. 1 would just say,
“Isn’t 1t cool that now there 1s so much to know about gaming that
a book like thas actually makes sense? In fact 1 think thas will be one
of many books covering gamers, not just games or game develop-
ment. That means something to me—it means gaming has grown
mto more than just the games themselves.
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