Suggested Reading List for the Study of Computer Games Design and Development
Most, if not all of the below, are available in the University library or may be obtained via Inter-Library Loans
Books
· Adams, E. and Rollings, A. (2007), Game Design and Development . Fundamentals of Game Design, Upper Saddle River, NJ: Pearson Education Inc. (General game design)
· Aristotle. (1996), Poetics (translated by Health, M.), London: Penguin. (Storytelling)
· Asakura, R. (2000), Revolutionaries at Sony, New York: McGraw-Hill. (Detailed history of PlayStation and Sony’s entry into the games industry)
· Ashcraft, B. and Snow, J. (2008), Arcade Mania, Tokyo: Kodansha. (Arcades)
· Bateman, C. and Boon, R. (2006), 21st Century Game Design, Massachusetts: Charles River Media. (Gamer demographics and general design issues)
· Bates, B. (2004), Game Design (Second Edition), Boston: Thomson Course Technology PTR. (General game design)
· Bjork, S. and Holopainen, J. (2005), Patterns in Game Design, Massachusetts: Charles River Media. (Formal design tools)
· Byrne, E. (2006), Game Level Design, Hingham, MA: Charles River Media.
· Crawford, C. (2003), Chris Crawford on Game Design, Indiana: New Riders Publishing. (General game design and game industry issues)
· Dunniway, T. And Novak, J. (2008), Game Development Essentials: Gameplay Mechanics, Clifton Park, NY: Delmar. (General game design and documentation)
· Fullerton, T., Swain, C. and Hoffman, S. (2004), Game Design Workshop: Designing, Prototyping and Playtesting Games, San Francisco: CMP Books.
· Glassner, A. (2004), Interactive Storytelling: Techniques for 21st Century Fiction, Natick, Massachusetts: A.K. Peters. 
· Herman, L. (1997), Phoenix: The Fall and Rise of Videogames, Union, NJ: Rolenta Press. (Extensive history of the games industry) 
· Jenkins, H. (2006), Convergence Culture: Where Old and New Media Collide, New York; London: New York University Press. (Technological and content convergence)
· Kent, S. (2001), The Ultimate History of Video Games, New York: Three Rivers Press. 
· Lecky-Thompson, G. (2002), Infinite Game Universe: Level Design, Terrain, and Sound, Hingham, Mass.: Charles River Media.

· Liszka, J.J. (1996), A General Introduction to the Semeiotic of Charles Sanders Peirce, Indiana University Press: Indianapolis. (Peirce’s semiotic theory)

· Marx, C. (2007), Writing for Animation, Comics and Games, Oxford: Focal. (Writing, media, and story)

· McKee, R. (1999), Story: Substance, Structure, Style, and the Principles of Screenwriting, London: Methuen Publishing. (Story and narrative)
· Miller, C. H. (2004), Digital Storytelling: A Creator's Guide to Interactive Entertainment, Amsterdam; London: Focal Press. 

· Murray, J. (1997), Hamlet on the Holodeck, Cambridge: MIT Press. (Digital storytelling)

· Newman, J. (2004), Videogames, New York: Routledge. (General background to game studies)

· Rabin, S. (2005), Introduction to Game Development, Massachusetts: Charles River Media. (General game design and industry-related issues)
· Rollings, A. and Adams, E. (2003), Andrew Rollings and Ernest Adams on Game Design, California: New Riders Publishing. (General game design)
· Rollings, A. and Morris, D. (2004), Game Architecture and Design, Indianapolis, Indiana: New Riders. (General game design)

· Ryan, M-L. (2001), Narrative as Virtual Reality: Immersion and Interactivity in Literature and Electronic Media, Maryland: The Johns Hopkins University Press. (Game structures, narrative theory)
· Ryan, M-L. (2006), Avatars of Story, Minneapolis: University of Minnesota Press. (Game structures, narrative theory)
· Salen, K. and Zimmerman, E. (2004), Rules of Play: Game Design Fundamentals, London: MIT. (General game design and theory)
· Saussure, de., F. (1916), Course in General Linguistics, translated by Harris, R. (1983), Duckworth: London. (Semiotics)

· Schell, J. (2008), The Art of Game Design: A Book of Lenses, London: Morgan Kaufmann. (Game design theory, principles, and approaches)
· Takahashi, D. (2002), Opening the Xbox. Inside Microsoft’s Plan to Unleash an 
Entertainment Revolution, California: Prima Publishing. (Detailed history of the development of the Xbox)

· Thompson, J., Berbank-Green, B. and Cusworth, N. (2007), The Computer Game Design Course: Principles, Practices and Techniques for the Aspiring Game Designer, London: Thames & Hudson. (General design, methods, and processes)

· Tierno, M. (2002), Aristotle’s Poetics for Screenwriters, New York: Hyperion. (Storytelling)
· Vogel, H. (2007), Entertainment Industry Economics (Seventh Edition), Cambridge: Cambridge University Press. (Media history and economics)
· Walz, S. (2010), Toward a Ludic Architecture: The Space of Play and Games, lulu.com. (Ludology, game design) 

· Wardrip-F., N. and Harrigan, P. (2004), First Person, Cambridge: MIT Press. (Ludology, narrative, game design)

· Wolf, M. (Ed.) (2008), The Video Game Explosion: A History from PONG to PlayStation and Beyond, London: Greenwood. (Game history and background)
Academic Journals and Trade Publications
· ACM Digital Library/Association of Computing Machinery, New York: ACM. 

· ACM Transactions on Computer-Human Interaction, New York: ACM.

· Convergence: The International Journal of Research into New Media Technologies, London: Sage Publications. 

· Develop: The International Monthly for Games Programmers, Artists, Musicians and Producers, Hertfordshire, Intent Media. 
· EDGE, Bath: Future Publishing.  
· Game Studies: The International Journal of Computer Game Research, available at: http://gamestudies.org
· Games and Culture, Thousand Oaks, CA.; London: Sage Publications.
· Journal of Game Development, Herndon, Va.: Charles River Media. 

· MCV: The Interactive Entertainment Weekly, Hertfordshire, Intent Media.

Academic Articles and Internet Sources
· Bartle, R. (1996), ‘Hearts, clubs, diamonds, spades: players who suit MUDs’, Journal of MUD Research, 1 (1); also available at: mud.co.uk/richard/hcds.htm (Gamer demographics)
· British Board of Film Classification (BBFC), available at: www.bbfc.co.uk (Certification and age ratings)
· Church, D. (1999), ‘Formal Abstract Design Tools’, Gamasutra, available at: www.gamasutra.com/features/19990716/design_tools_01.htm (Formal game design techniques)
· Computer Entertainment Supplier's Association (CESA), available at: www.cesa.or.jp/english (Japanese game industry body)
· Cousins, B. Various articles on gameplay measurement, available at: http://www.bencousins.com/
· Dannenberg, R. and Chang, S. (2005), ‘It’s just a game, right? Top mythconceptions on patent protection of video games’, Gamasutra, available at: http://www.gamasutra.com/features/20050531/dannenberg_01.shtml (Intellectual property issues)
· Entertainment and Leisure Software Publishers Association (ELSPA), available at: www.elspa.com (UK and European game industry body)
· Entertainment Software Association (ESA), available at: www.theesa.com (US game industry body)
· Gamasutra, available at: www.gamasutra.com (General game design and industry issues)
· Game Design Patterns (as above), available at: http://www.gamedesignpatterns.org/
· Game Ontology (as above), available at: http://www.gameontology.org/index.php/Main_Page
· ihobo, available at: www.ihobo.com (Gamer demographics and game design issues)
· Interactive Software Federation of Europe (ISFE), available at: www.isfe-eu.org (General issues on games and educational games in Europe)
· Ip, B. (2011), ‘Narrative structures in computer and video games. Part 2: Emotions, structures, and archetypes’, Games and Culture, 6 (3), SAGE, 203-244. (Narrative)
· Ip, B. (2011), ‘Narrative structures in computer and video games. Part 1: Context, definitions, and initial findings’, Games and Culture, 6 (2), SAGE, 103-134. (Narrative)
· Ip, B. (2008), ‘Technological, content, and market convergence in the games industry’, Games and Culture, 3 (2), 199-224. (Gaming convergence)
· Ip, B. and Adams, E. (2002), ‘From casual to core: a statistical mechanism for studying gamer dedication’, Gamasutra, available at: www.gamasutra.com/features/20020605/ip_01.htm (Gamer demographics)
· Ip, B. and Jacobs, G. (2004), ‘Quantifying games design’, Design Studies, 25 (6), 607-624. (Gameplay measurement) 
· Ip, B. and Jacobs, G. (2004), ‘Territorial lockout – an international issue in the videogames industry’, European Business Review, 16 (5), 511-521. (Territorial lockout and some history)
· Ip, B. and Jacobs, G. (2005), ‘Segmentation of the games market using multivariate analysis’, Journal of Targeting, Measurement and Analysis for Marketing, 13 (3), 275-287. (Gamer demographics)
· Ip, B. and Jacobs, G. (2006), ‘Quality in the games industry – an analysis of customer perceptions’, International Journal of Quality & Reliability Management, 23 (5), 531-546. (Game quality and some history)

· Ip, B. and Jacobs, G. (2006), ‘Quality function deployment for the games industry: results from a practical application’, Total Quality Management and Business Excellence, 17 (7), 835-856. (Game design, QA, and project management) 
· Jacobs, G. and Ip, B. (2005), ‘Establishing user requirements: incorporating gamer preferences into interactive games design’, Design Studies, 26 (3), 243-255. (Game design and gamer demographics)
· Koster, R. Articles on online games, available at: http://www.raphkoster.com/gaming/index.shtml (Issues related to online games)
· Lazzaro, N. (2005), ‘The 4 Fun Keys’, XEO Design, available at: www.xeodesign.com/whyweplaygames.html (General game design)
· Long, N. (2006), ‘Violence in games trains killers’, MVC, 400, 4-5. 
· Ludology.org Video Game Theory, available at: www.ludology.org 
· Pan-European Game Information (PEGI), available at: www.pegi.info/pegi/index.do (Game certification and age ratings in Europe)
· Wright, T., Boria E. and Breidenbach, P. (2002), ‘Creative player actions in FPS online video games’, Game Studies, 2 (2), available at: www.gamestudies.org/0202/wright/ (Design of online games)
Other Useful Information
· Ask About Games: www.askaboutgames.com (Age ratings)
· ESRB (Entertainment Software Rating Board): www.esrb.org (Age ratings in the US)
· Estimates of frequency of personality types in the US: www.capt.org/mbti-assessment/estimated-frequencies.htm (Gamer demographics)
· Game Rankings – database of game reviews: www.gamerankings.com
· Game-related intellectual property cases: www.patentarcade.com
· General intellectual property: www.intellectual-property.gov.uk
· Meta Critic – database of media-product reviews: www.metacritic.com 
· Patents and trademarks: www.patent.gov.uk/patent/index.htm
· Patents, copyright, and trademarks: www.copyrightservice.co.uk
· PEGI (Pan European Game Information): http://www.pegi.info/en/index/ (Age ratings in Europe)
· The Video Standards Council: www.videostandards.org.uk (Age ratings)
· WIPO and Berne Convention: www.wipo.int/treaties/en (Intellectual property issues)
