Further Reading
In this section we offer some suggestions for further reading that is of benefit to game designers. Some of these works are specifically about games, but many are on other subjects that we believe a game designer should be familiar with—books that complement this one. We have not tried to be comprehensive, but rather to include works we have personally found to be useful. In addition, we include a number of the most-frequently cited works in the References.
Video Game Design

In the last four years, the number of books on game design has exploded, with a number of specializations beginning to appear.
General

“The Designer’s Notebook.” Adams, Ernest. Series of columns written for the Gamasutra developers’ webzine. An index in reverse chronological order may be found at
www.gamasutra.com/php-bin/article_display.php?category=12 and another index is available at www.designersnotebook.com/Columns.
Game Architecture and Design: A New Edition. Rollings, Andrew, and Dave Morris. New Riders Games. ISBN: 1584503696. A large work that is partly about game design but mostly about game development processes.
Game Design: The Art & Business of Creating Games. Bates, Bob. Premier Press. ISBN: 0761531653. More of an introduction to the entire game business than a game design book. It’s easy to read and nicely illustrated, and Bob Bates’s credentials are impeccable.

Swords & Circuitry: A Designer’s Guide to Computer Role-Playing Games. Hallford, Neal, and Jana Hallford. Premier Press. ISBN: 0761532994. This book is one of the few to concentrate on a specific genre.

Markets and Their Needs

Gender Inclusive Game Design: Expanding the Market. Ray, Sheri Graner. Charles River Media. ISBN: 1584502398. The first and so far only book on making games more friendly to women.

21st Century Game Design. Bateman, Chris, and Richard Boon. Charles River Media. ISBN: 1584504293. Although this is a general game design book in most respects, it is built upon an innovative theory of gamer demographics.
Online Games and Communities

Community Building on the Web: Secret Strategies for Successful Online Communities. Kim, Amy Jo. Peachpit Press. ISBN: 0201874849. Although this isn't technically a game design book, it is a highly regarded work on online communities and should be considered required reading for anyone who wants to build an online game or persistent world.

Designing Virtual Worlds. Bartle, Richard. New Riders Games. ISBN: 0131018167. Bartle is a pioneer of massively-multiplayer games.

Developing Online Games: An Insider’s Guide. Mulligan, Jessica, and Bridgette Petrovsky. New Riders Games. ISBN: 1592730000. Chiefly about community-building, production, and business considerations rather than design per se.
User Interface Design
The Elements of User Experience. Garrett, Jesse James. New Riders Publishing. ISBN: 0735712026. 

Level Design
Game Level Design. Byrne, Ed. Charles River Media. ISBN: 1584503696.
Theory and Background Reading
Most of these books are not about video games but about games and play in general. 

The Compleat Strategyst: Being a Primer on the Theory of Games of Strategy. Williams, J. D. Dover Publications. ISBN: 0486251012.

Emergence: The Connected Lives of Ants, Brains, Cities, and Software. Johnson, Steven. Simon and Schuster. ISBN: 068486875X.

Fun and Games: A Text on Game Theory. Binmore, K. G. D.C. Heath & Co. ISBN: 0669246034.

Game Theory: Analysis of Conflict. Myerson, Roger B. Harvard University Press. ISBN: 0674341163.

Half-Real. Juul, Jesper. MIT Press. ISBN: 0262101106. Concentrating more on video games than some of the other books in this section, Half-Real discusses the interplay of rules and fiction.
Homo Ludens: A Study of the Play Element in Culture. Huizinga, Johan. 1971. Beacon Press. ISBN: 0807046817. Not specifically about games but about play in its widest sense. Huizinga originated the concept of the magic circle.
Man, Play, and Games. (Trans. Meyer Barash) Caillois, Roger. University of Illinois Press. ISBN: 025207033X. A classic anthropological study.
Rules of Play: Game Design Fundamentals. Salen, Katie, and Eric Zimmerman; MIT Press. ISBN: 0262240459. This work addresses games in general rather than video games specifically, in a wide-ranging theoretical approach. 

A Theory of Fun for Game Design. Koster, Raph. Paraglyph Press. ISBN: 1932111972. A discussion of the nature of fun itself, from a largely personal viewpoint.

History and Sociology of Video Games

Video games are currently the fastest-growing form of entertainment in America. They’ve permanently redefined the way we use our leisure time. The following books are good background reading on the video game phenomenon, if you want to understand not only the games, but their place in the world:

ARCADE FEVER: The Fan’s Guide to the Golden Age of Video Games. Sellers, John. Running Press. ISBN: 0762409371.

Game Over: Press Start to Continue. Sheff, David. GamePress. ISBN: 0966961706.

High Score! The Illustrated History of Electronic Games. DeMaria, Rusel, and Johnny Lee Wilson. McGraw-Hill Osborne Media. ISBN: 0072224282.

Joystick Nation: How Videogames Ate Our Quarters, Won Our Hearts, and Rewired Our Minds. Herz, J. C. Little, Brown & Company. ISBN: 0316360074.
Killing Monsters: Why Children Need Fantasy, Super Heroes, and Make-Believe Violence. Jones, Gerard. Basic Books. ISBN: 0465036953.

Phoenix: The Fall & Rise of Videogames. Herman, Leonard. Rolenta Press. ISBN: 0964384825.
Supercade: A Visual History of the Videogame Age 1971-1984. Burnham, Van. MIT Press; ISBN: 0262024926.

Trigger Happy: Videogames and the Entertainment Revolution. Poole, Steven. Arcade Publishing. ISBN: 1559705396.
The Ultimate History of Video Game: From Pong to Pokemon—The Story Behind the Craze That Touched Our Lives and Changed the World. Kent, Steven L. Prima Publishing. ISBN: 0761536434.

What Video Games Have to Teach Us About Learning and Literacy. Gee, James Paul. Palgrave Macmillan. ISBN: 1403965382.
Why Video Games Are Good for Your Soul. Gee, James Paul. Common Ground. ISBN: 186335574X.
Architecture and Graphic Design

Not being artists or graphic designers ourselves, we don’t have an extensive list of suggestions; but we have found the following useful or inspiring:

The Grammar of Ornament. Jones, Owen. Various editions exist, including one on CD-ROM. A massive collection of decorative elements.

L’Ornement Polychrome. Racinet, Albert. Various editions. Another massive collection of decorative elements. Don’t worry about the fact that it’s in French—just look at the pictures.

A Pattern Language. Alexander, Christopher, et al. Oxford University Press. ISBN: 0195019199. This work created something of a revolution in architectural theory when it appeared, adopting a practical/psychological approach to the way people use buildings. Some of its ideas formed the basis for The Sims.
The next three books comprise a series and should be read in this order. Don’t be put off by the long-winded titles. They are invaluable tools for learning to express numeric quantities visually, something every game designer must do:

The Visual Display of Quantitative Information. Tufte, Edward. Graphics Press. ISBN: 0961392142.

Envisioning Information. Tufte, Edward. Graphics Press. ISBN: 0961392118.

Visual Explanations: Images and Quantities, Evidence and Narrative. Tufte, Edward. Graphics Press. ISBN: 0961392126.

Writing and Narrative

Game designers spend most of their time writing, and they have the primary responsibility for creating a game’s story if it has one. Most of the stories in games at the moment are pretty mediocre, but we think some of the following can help to correct that situation.

Characters and Viewpoint (Elements of Fiction Writing). Card, Orson Scott. Writer’s Digest Books. ISBN: 0898799279.

Game Writing: Narrative Skills for Videogames. Bateman, Chris, ed. Charles River Media. ISBN: 1584504900.
Hamlet on the Holodeck: The Future of Narrative in Cyberspace. Murray, Janet Horowitz. MIT Press; ISBN: 0262631873.

The Hero with a Thousand Faces. Reprint edition. Campbell, Joseph. Princeton University Press. ISBN: 0691017840. 
Myth and the Movies: Discovering the Mythic Structure of 50 Unforgettable Films. Voytilla, Stuart. Michael Wiese Productions. ISBN: 0941188663.

Pause & Effect: The Art of Interactive Narrative. Meadows, Mark S. New Riders Publishing. ISBN: 0735711712.

Wizardry and Wild Romance: A Study of Epic Fantasy. Moorcock, Michael. Books Britain. ISBN: 0575041471.

The Writer’s Journey: Mythic Structure for Writers. Second edition. Vogler, Christopher. Michael Wiese Productions. ISBN: 0941188701.
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