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“ Ego says, "Once everything falls into place, I'll feel peace." Spirit says "Find your peace, and then everything will fall into place." ” ― Marianne Williamson
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Rules of Play: Game Design Fundamentals
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·3.99·693 Ratings


An impassioned look at games and game design that offers the most ambitious framework for understanding them to date.As pop culture, games are as important as film or television--but game design has yet to develop a theoretical framework or critical vocab
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"Characteristics of Games" offers a new way to understand games: by focusing on certain traits--including number of players, rules, degrees of luck and skill needed, and reward/effort ratio--and using these characteristics as basic points of comparison an
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Theory of Fun for Game Design



by
Raph Koster
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A Theory of Fun for Game Design is not your typical how-to book. It features a novel way of teaching interactive designers how to create and improve their designs to incorporate the highest degree of fun. As the book shows, designing for fun is all about
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The Ambiguity of Play
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·4.02·88 Ratings


Every child knows what it means to play, but the rest of us can merely speculate. Is it a kind of adaptation, teaching us skills, inducting us into certain communities? Is it power, pursued in games of prowess? Fate, deployed in games of chance? Daydreami





 
	 


[image: The Grasshopper: Games, Life and Utopia]








The Grasshopper: Games, Life and Utopia



by
Bernard Suits
· Thomas Hurka



2005·






·4.23·189 Ratings







 
	 


[image: Designing Virtual Worlds]








Designing Virtual Worlds



by
Richard Bartle



2003·
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Designing Virtual Worlds is the most comprehensive treatment of virtual world design to-date from one of the true pioneers and most sought-after design consultants. It's a tour de force of VW design, stunning in intellectual scope, spanning the literary,
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Computers as Theatre
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·3.93·75 Ratings


Featuring a new chapter that takes the student through virtual reality and beyond, this book presents a new theory of human-computer activity. It shows how similar principles can help students understand what people experience when interacting with comput
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From EverQuest to World of Warcraft, online games have evolved from the exclusive domain of computer geeks into an extraordinarily lucrative staple of the entertainment industry. People of all ages and from all walks of life now spend thousands of hours�
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A single line of code offers a way to understand the cultural context of computing.This book takes a single line of code—the extremely concise BASIC program for the Commodore 64 inscribed in the title—and uses it as a lens through which to consider th
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Games, Design and Play: A Detailed Approach to Iterative Game Design


 481 Pages·2016·8.29 MB·New! 



, process-oriented approach for designing games people will love to play. Drawing on a combined 35  ...
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. The Ultimate Guide to Sexual Fantasy helps readers learn their lover's secret fantasies; engage in hot  ...
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Design of joints in steel and composite structures : Eurocode 3: design of steel structures, part  ...
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resistance. Written for game scholars, game developers, and interactive designers, Rules of  ...
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Design of Steel Structures: Eurocode 3 - Design of Steel Structures. Part 1-1 - General Rules
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This book introduces the design concept of Eurocode 3 for steel structures in building construction  ...
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resistance.Written for game scholars, game developers, and interactive designers, Rules of  ...
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emotional experiences in games. Artist game designer Chris Solarski gives readers a compreh  ...
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that rule our intimate lives.Explosive when it first appeared, Games People Play is now widely rec  ...
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