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SUPER MARIO
HOW NINTENDO CONQUERED AMERICA
Penguin The deﬁnitive story of the rise of Nintendo. In 1981, Nintendo of America was a one-year-old business already on the brink of
failure. Its president, Mino Arakawa, was stuck with two thousand unsold arcade cabinets for a dud of a game (Radar Scope). So he
hatched a plan. Back in Japan, a boyish, shaggy-haired staﬀ artist named Shigeru Miyamoto designed a new game for the unsold
cabinets featuring an angry gorilla and a small jumping man. Donkey Kong brought in $180 million in its ﬁrst year alone and launched
the career of a short, chubby plumber named Mario. Since then, Mario has starred in over two hundred games, generating proﬁts in
the billions. He is more recognizable than Mickey Mouse, yet he’s little more than a mustache in bib overalls. How did a mere smear of
pixels gain such huge popularity? Super Mario tells the story behind the Nintendo games millions of us grew up with, explaining how a
Japanese trading card company rose to dominate the ﬁercely competitive video-game industry.

THE LEGEND OF ZELDA: OCARINA OF TIME
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A GAME MUSIC COMPANION
Intellect Books Some 22 years after its creation, The Legend of Zelda: Ocarina of Time is still held in high critical regard as one of
the ﬁnest examples of the video game medium. The same is true of the game’s music, whose superlative reception continues to be
evident, whether in the context of the game or in orchestral concerts and recordings of the game’s music. Given music’s wellestablished signiﬁcance for the video game form, it is no coincidence that music is placed at the forefront of this most lauded and
loved of games. In Ocarina of Time, music connects and uniﬁes all aspects of the game, from the narrative conceit to the interactive
mechanics, from the characters to the virtual worlds, and even into the activity of legions of fans and gamers, who play, replay, and
reconﬁgure the music in an enduring cultural site that has Ocarina of Time at its center. As video game music studies begins to
mature into a coherent ﬁeld, it is now possible to take the theoretical apparatus and critical approaches that have been developed in
antecedent scholarship and put these into practice in the context of an extended concrete game example. The most extensive
investigation into the music of a single game yet undertaken, this book serves three important primary purposes: ﬁrst, it provides a
historical-critical account of the music of an important video game text; second, it uses this investigation to explore wider issues in
music and media studies (including interactivity, fan cultures, and music and technology); and third, it serves as a model for future indepth studies of video game music.

FANS AND VIDEOGAMES
HISTORIES, FANDOM, ARCHIVES
Taylor & Francis This anthology addresses videogames long history of fandom, and fans’ important role in game history and
preservation. In order to better understand and theorize video games and game playing, it is necessary to study the activities of
gamers themselves. Gamers are active creators in generating meaning; they are creators of media texts they share with other fans
(mods, walkthroughs, machinima, etc); and they have played a central role in curating and preserving games through activities such
as their collective work on: emulation, creating online archives and the forensic archaeology of code. This volume brings together
essays that explore game fandom from diverse perspectives that examine the complex processes at work in the phenomenon of
game fandom and its practices. Contributors aim to historicize game fandom, recognize fan contributions to game history, and
critically assess the role of fans in ensuring that game culture endures through the development of archives.
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WHO ARE YOU?
NINTENDO'S GAME BOY ADVANCE PLATFORM
MIT Press The Game Boy Advance platform as computational system and cultural artifact, from its 2001 release through hacks,
mods, emulations, homebrew afterlives. In 2002, Nintendo of America launched an international marketing campaign for the Game
Boy Advance that revolved around the slogan “Who Are You?”—asking potential buyers which Nintendo character, game, or even
device they identiﬁed with and attempting to sell a new product by exploiting players' nostalgic connections to earlier ones. Today,
nearly two decades after its release, and despite the development of newer and more powerful systems, Nintendo's Game Boy
Advance lives on, through a community that continues to hack, modify, emulate, make, break, remake, redesign, trade, use, love, and
play with the platform. In this book Alex Custodio traces the network of hardware and software afterlives of the Game Boy Advance
platform. Each chapter considers a component of this network—hardware, software, peripheral, or practice—that illuminates the
platform's unique features as a computational system and a cultural artifact. Examining the evolution of the design and architecture of
Nintendo's handhelds and home consoles, and the constraints imposed on developers and players, for example, Custodio ﬁnds that
Nintendo essentially embeds nostalgia into its hardware. She explores Nintendo's expansion of the platform through interoperability;
physical and aﬀective engagement with the Game Boy Advance; portability, private space, and social interaction; the platformization
of nostalgia; fan-generated content including homebrew, hacking, and hardware modding; and e-waste—the ﬁnal afterlife of consumer
electronics. Although the Game Boy Advance is neither the most powerful nor the most popular of Nintendo's handhelds, Custodio
argues, it is the platform that most fundamentally embodies Nintendo's reliance on the aesthetics and materiality of nostalgia.

STICKING POINTS
HOW TO GET 4 GENERATIONS WORKING TOGETHER IN THE 12 PLACES THEY COME APART
Tyndale House Publishers, Inc. This is the ﬁrst time in American history that we have had four diﬀerent generations working sideby-side in the workplace: the Traditionalists (born before 1945), the Baby Boomers (born 1945-1964), Gen X (born 1965-1980), and
the Millennials (born 1981-2001). Haydn Shaw, popular business speaker and generational expert, has identiﬁed 12 places where the
4 generations typically come apart in the workplace (and in life as well). These sticking points revolve around diﬀering attitudes
toward managing one’s own time, texting, social media, organizational structure, and of course, clothing preferences. If we don’t learn
to work together and stick together around these 12 sticking points, then we’ll be wasting a lot of time ﬁghting each other instead of

3

4

enjoying a friendly and productive team. Sticking Points is a must-read book that will help you understand the generational diﬀerences
you encounter while teaching how we can learn to speak one another’s language and get better results together.

GENERATIONAL IQ FOR THE WORKPLACE AND HOME COLLECTION
NavPress This collection bundles 2 of popular author Haydn Shaw’s books together in one e-book, for a great value! Sticking Points
This is the ﬁrst time in American history that we have had four diﬀerent generations working side-by-side in the workplace: the
Traditionalists (born before 1945), the Baby Boomers (born 1945-1964), Gen X (born 1965-1980), and the Millennials (born
1981-2001). Haydn Shaw, popular business speaker and generational expert, has identiﬁed 12 places where the 4 generations
typically come apart in the workplace (and in life as well). These sticking points revolve around diﬀering attitudes toward managing
one’s own time, texting, social media, organizational structure, and of course, clothing preferences. If we don’t learn to work together
and stick together around these 12 sticking points, then we’ll be wasting a lot of time ﬁghting each other instead of enjoying a friendly
and productive team. Sticking Points is a must-read book that will help you understand the generational diﬀerences you encounter
while teaching how we can learn to speak one another’s language and get better results together. Generational IQ Why is my
daughter drifting from God? Why can’t I explain my life choices to my parents? When will my son get a real job? Within the last several
decades, the world has shifted dramatically. The cracks of this fundamental shift appear everywhere: in our economy, in our cultural
debates, in our political landscape, and, most important, in our churches. The problem is we tend to overreact to these changes,
fearing that Christianity is dying. We need better Generational IQ, so we can respond to the changes but not be terriﬁed by them. We
need a wise generational coach. Haydn Shaw is that generational expert, showing us the roots of this generational shift and how it
aﬀects every one of us. Each generation, whether it’s the aging Boomers or the young Millennials, approaches God with a diﬀerent set
of questions and needs based on the times in which they grew up. Haydn walks you through these generational diﬀerences and paints
a vision of hope for the future.

100 GREATEST VIDEO GAME CHARACTERS
Rowman & Littleﬁeld Though in existence for only a few decades, video games are now ﬁrmly established in mainstream culture all
around the planet. Every year new games are produced, and every year new favorites emerge. But certain characters have become so
iconic that they withstand both time and the shifting interests of players. Such creations permeate other elements of popular
culture—from graphic novels to ﬁlm—and are known not only to dedicated gamers but to the general public as well. In 100 Greatest
Video Game Characters, readers can learn about some of the most popular and inﬂuential ﬁgures that have leapt from computer
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monitors and television screens and into the public consciousness. The entries in this volume provide general facts about the
characters as well as explore their cultural signiﬁcance. The entries include the following information: Game developer Year character
was established Video game franchise In addition, the book examines the commonalities of various video game characters to help
readers better understand their popularity and how they operate within the video games and the industry itself. Whether casually
looking up information on video game characters or researching what these icons says about society, readers will enjoy this
entertaining and informative volume. Comprehensive and engaging, 100 Greatest Video Game Characters will appeal to fans and
scholars alike.

GAME OVER
HOW NINTENDO CONQUERED THE WORLD
Cyberactive Media Group Incorporated/Game Press How did a Japanese company that once manufactured playing cards end up
capturing nearly all of America's multi-billion dollar video-game industry in the early '90s? What is it about games that feature an
obstinate ape ("Donkey Kong") and an intrepid plumber ("Super Mario Bros.") that make them so addictive to consumers of all ages?
And was it inventive genius or business hardball that enabled Nintendo to gross more after taxes in 1992 than Apple, IBM, Microsoft or
all the major U.S. ﬁlm studios combined?

PUNK PLAYTHINGS
PROVOCATIONS FOR 21ST CENTURY GAME MAKERS
CRC Press Punk Playthings is an antidote to complacency and orthodoxy. Packed with probes and provocations that explore game
making through fresh lenses for uncertain times, it challenges gaming monoculture by constructing a trading space for ideas and
learning from across domains and cultures. Punk Playthings has zero respect for boundaries between mediums, industries, sectors,
specialisms or disciplines. Instead, it challenges you to expand your cultural capital, think laterally and make new connections. Punk
Playthings advocates a truly independent mindset and DIY approach for creating playful experiences with cultural resonance. It
proclaims creative entrepreneurship as the true legacy of punk. Punk Playthings is not for everyone. But it might be for you.

SPEEDRUNNING
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INTERVIEWS WITH THE QUICKEST GAMERS
McFarland If you grew up in the 80s or 90s there's a good chance you've played Super Mario Bros. for the Nintendo Entertainment
System. More than 30 years after its release in 1985 the side-scrolling platformer remains one of the best-selling video games of all
time. Maybe you can hum the theme song, and you've found the secret warp pipe in World 1-2, but have you ever actually beaten the
game? If so, how long did it take you? Hours? Days? Weeks? In late 2016, an American gamer known online as "darbian" rescued the
Princess Peach in 4 minutes and 56 seconds. This is video game "speedrunning" and darbian is one of the best speedrunners around.
Speedrunners use their knowledge of the game and quick reﬂexes in an attempt to complete video games in the fastest time possible.
In this book you'll learn about the history of speedrunning, the techniques involved, and what it takes to play games fast in ten
interviews with star speedrunners like darbian.

INTERNATIONAL MANAGEMENT
A STAKEHOLDER APPROACH
Edward Elgar Publishing International Management: A Stakeholder Approach applies a practical, engaging and real time approach
to the evolving topics related to International Management. In thirteen chapters, the authors discuss the complexities managers must
address when making decisions in a global marketplace, including the complexity of globalization; the external global environment;
ethics and social responsibility; culture; communication; entry strategies; global strategies; management decision making; motivation;
leadership and organizational change; and human resources.

THE NES ENCYCLOPEDIA
EVERY GAME RELEASED FOR THE NINTENDO ENTERTAINMENT SYSTEM
Pen and Sword The NES is one of the most iconic video game systems of all time, and is credited with ‘saving’ the American video
games industry in the early 80s when it looked likely to collapse. The NES Encyclopedia is the ﬁrst ever complete reference guide to
every game released on the Nintendo Entertainment System, Nintendo's ﬁrst industry-deﬁning video game system. As well as
covering all 714 oﬃcially licensed NES games, the book also includes more than 160 unlicensed games released during its lifespan,
giving for the ﬁrst time a deﬁnitive history of this important console's full library. Written by a retro gaming expert with 30 years of
gaming experience and a penchant for bad jokes, the NES Encyclopedia promises to be both informative and entertaining. The NES
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continues to enjoy a strong cult following among Nintendo fans and gamers in general with wide varieties of oﬃcially licensed
merchandise proving ever popular: both for older fans who remember it the ﬁrst time around, and younger gamers discovering the
system for the ﬁrst time through Nintendo’s regular re-releases of its older games. Nintendo’s most recent console, the Switch, is the
fastest selling video game console of all time in the United States and Japan. Nintendo will be launching a variety of classic NES games
for download on the system later in 2018, meaning a new audience of gamers is due to discover the NES for the ﬁrst time.

SUPER MARIO ENCYCLOPEDIA: THE OFFICIAL GUIDE TO THE FIRST 30 YEARS
Dark Horse Comics Power Up! Super Mario Bros. Encyclopedia: The Oﬃcial Guide to the First 30 Years is jam-packed with content
from all seventeen Super Mario games--from the original Super Mario Bros. to Super Mario 3D World. Track the evolution of the
Goomba, witness the introduction of Yoshi, and relive your favorite levels. This tome also contains an interview with producer Takashi
Tezuka, tips to help you ﬁnd every coin, star, sun, and mushroom--even explanations of glitches! With information on enemies, items,
obstacles, and worlds from over thirty years of Mario, Super Mario Bros. Encyclopedia is the deﬁnitive resource for everything Super
Mario!

SUPER MARIO BROS. 2
BOSS FIGHT BOOKS #6
Boss Fight Books How Nintendo Mario-iﬁed an existing Japanese NES game to creat Super Mario Bros. 2.

LEVEL UP!
THE GUIDE TO GREAT VIDEO GAME DESIGN
John Wiley & Sons Design and build cutting-edge video games with help from video game expert Scott Rogers! If you want to design
and build cutting-edge video games but aren’t sure where to start, then this is the book for you. Written by leading video game expert
Scott Rogers, who has designed the hits Pac Man World, Maxim vs. Army of Zin, and SpongeBob Squarepants, this book is full of
Rogers's wit and imaginative style that demonstrates everything you need to know about designing great video games. Features an
approachable writing style that considers game designers from all levels of expertise and experience Covers the entire video game
creation process, including developing marketable ideas, understanding what gamers want, working with player actions, and more
Oﬀers techniques for creating non-human characters and using the camera as a character Shares helpful insight on the business of
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design and how to create design documents So, put your game face on and start creating memorable, creative, and unique video
games with this book!

THE ULTIMATE HISTORY OF VIDEO GAMES, VOLUME 1
FROM PONG TO POKEMON AND BEYOND . . . THE STORY BEHIND THE CRAZE THAT TOUCHED OUR LIVES AND
CHANGED THE WORLD
Crown The deﬁnitive behind-the-scenes history of the dawn of video games and their rise into a multibillion-dollar business “For
industry insiders and game players alike, this book is a must-have.”—Mark Turmell, designer for Midway Games and creator of NBA
Jam, NFL Blitz, and WrestleMania With all the whiz, bang, pop, and shimmer of a glowing arcade, volume 1 of The Ultimate History of
Video Games reveals everything you ever wanted to know and more about the unforgettable games that changed the world, the
visionaries who made them, and the fanatics who played them. Starting in arcades then moving to televisions and handheld devices,
the video game invasion has entranced kids and the young at heart for nearly ﬁfty years. And gaming historian Steven L. Kent has
been there to record the craze from the very beginning. The Ultimate History: Volume 1 tells the incredible tale of how this backroom
novelty transformed into a cultural phenomenon. Through meticulous research and personal interviews with hundreds of industry
luminaries, Kent chronicles ﬁrsthand accounts of how yesterday’s games like Space Invaders, Centipede, and Pac-Man helped create
an arcade culture that deﬁned a generation, and how today’s empires like Sony, Nintendo, and Electronic Arts have galvanized a
multibillion-dollar industry and a new generation of games. Inside, you’ll discover • the video game that saved Nintendo from
bankruptcy • the serendipitous story of Pac-Man’s design • the misstep that helped topple Atari’s $2-billion-a-year empire • the coin
shortage caused by Space Invaders • the fascinating reasons behind the rise, fall, and rebirth of Sega • and much more! Entertaining,
addictive, and as mesmerizing as the games it chronicles, this book is a must-have for anyone who’s ever touched a joystick.

ALL YOUR BASE ARE BELONG TO US
HOW FIFTY YEARS OF VIDEOGAMES CONQUERED POP CULTURE
Crown Archetype Through the stories of gaming's greatest innovations and most beloved creations, journalist Harold Goldberg
captures the creativity, controversy--and passion--behind the videogame's meteoric rise to the top of the pop-culture pantheon. Over
the last ﬁfty years, video games have grown from curiosities to fads to trends to one of the world's most popular forms of mass
entertainment. But as the gaming industry grows in numerous directions and everyone talks about the advance of the moment, few
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explore and seek to understand the forces behind this profound evolution. How did we get from Space Invaders to Grand Theft Auto?
How exactly did gaming become a $50 billion industry and a dominant pop culture form? What are the stories, the people, the
innovations, and the fascinations behind this incredible growth? Through extensive interviews with gaming's greatest innovators, both
its icons and those unfairly forgotten by history, All Your Base Are Belong To Us sets out to answer these questions, exposing the
creativity, odd theories--and passion--behind the twenty-ﬁrst century's fastest-growing medium. Go inside the creation of: Grand Theft
Auto * World of Warcraft * Bioshock * Kings Quest * Bejeweled * Madden Football * Super Mario Brothers * Myst * Pong * Donkey Kong
* Crash Bandicoot * The 7th Guest * Tetris * Shadow Complex * Everquest * The Sims * And many more!

BOWSER THE HOUND
Courier Corporation Bowser the Hound, outsmarted so often by Old Man Coyote, is taken advantage of once again when the coyote
leads him on a long chase that ends far from the canine's home.

ARTIFICIAL INTELLIGENCE AND GAMES
Springer This is the ﬁrst textbook dedicated to explaining how artiﬁcial intelligence (AI) techniques can be used in and for games.
After introductory chapters that explain the background and key techniques in AI and games, the authors explain how to use AI to play
games, to generate content for games and to model players. The book will be suitable for undergraduate and graduate courses in
games, artiﬁcial intelligence, design, human-computer interaction, and computational intelligence, and also for self-study by industrial
game developers and practitioners. The authors have developed a website (http://www.gameaibook.org) that complements the
material covered in the book with up-to-date exercises, lecture slides and reading.

TO DIE IN BERLIN
Latin Amer Literary Review Press A tale of longing and emptiness, To Die in Berlin exposes the interior experiences of exile not
just from one's country but also from the inner self. It is a passionate plea for human rights and a snapshot of the sad condition
millions of humans live in today, separated from their own, cast into a foreign land, and condemned to the grueling, heartless task of
survival without hope.

DISRUPTING THE GAME
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FROM THE BRONX TO THE TOP OF NINTENDO
HarperCollins Leadership Reggie Fils-Aimé, retired President and Chief Operating Oﬃcer of Nintendo of America Inc., shares
leadership lessons and inspiring stories from his unlikely rise to the top. Although he’s best known as Nintendo's iconic President of
the Americas-immortalized for opening Nintendo’s 2004 E3 presentation with, “My name is Reggie, I'm about kicking ass, I'm about
taking names, and we're about making games”-Reggie Fils-Aimé’s story is the ultimate gameplan for anyone looking to beat the odds
and achieve success. Learn from Reggie how to leverage disruptive thinking to pinpoint the life choices that will make you truly
happy, conquer negative perceptions from those who underestimate or outright dismiss you, and master the grit, perseverance, and
resilience it takes to dominate in the business world and to reach your professional dreams. As close to sitting one-on-one with the
gaming legend as it gets, you will learn: About the challenges Reggie faced throughout his life and career-from his humble childhood
as the son of Haitian immigrants, to becoming one of the most powerful names in the history of the gaming industry. What it takes to
reach the top of your own industry, including being brave enough to stand up for your ideas, while also being open to alternative
paths to success. How to create vibrant and believable visions for your team and company. How to maintain relentless curiosity and
know when to ask questions to shatter the status quo.

PLUGGED IN
HOW MEDIA ATTRACT AND AFFECT YOUTH
Yale University Press Cover -- Half-title -- Title -- Copyright -- Dedication -- Contents -- Preface -- 1 Youth and Media -- 2 Then and
Now -- 3 Themes and Theoretical Perspectives -- 4 Infants, Toddlers, and Preschoolers -- 5 Children -- 6 Adolescents -- 7 Media and
Violence -- 8 Media and Emotions -- 9 Advertising and Commercialism -- 10 Media and Sex -- 11 Media and Education -- 12 Digital
Games -- 13 Social Media -- 14 Media and Parenting -- 15 The End -- Notes -- Acknowledgments -- Index -- A -- B -- C -- D -- E -- F -- G -H -- I -- J -- K -- L -- M -- N -- O -- P -- Q -- R -- S -- T -- U -- V -- W -- X -- Y -- Z

CONSOLE WARS
SEGA VS NINTENDO - AND THE BATTLE THAT DEFINED A GENERATION
Atlantic Books Ltd In 1990 Nintendo had a virtual monopoly on the video game industry. Sega, on the other hand, was a faltering
arcade company with big aspirations and even bigger personalities. But that would all change with the arrival of Tom Kalinske, a man
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who knew nothing about video games and everything about ﬁghting uphill battles. His unconventional tactics, combined with the
blood, sweat and bold ideas of his renegade employees, transformed Sega and eventually led to a ruthless David-and-Goliath
showdown with rival Nintendo. The battle was vicious, relentless and highly proﬁtable, eventually sparking a global corporate war that
would be fought on several fronts: from living rooms and schoolyards to boardrooms and Congress. It was a once-in-a-lifetime, noholds-barred conﬂict that pitted brother against brother, kid against adult, Sonic against Mario, and the US against Japan. Console
Wars is the underdog tale of how Kalinske miraculously turned an industry punchline into a market leader. It's the story of how a
humble family man, with an extraordinary imagination and a gift for turning problems into competitive advantages, inspired a team of
underdogs to slay a giant and, as a result, birth a $60 billion dollar industry.

VIDEO GAMES
AN INTRODUCTION TO THE INDUSTRY
Bloomsbury Publishing A highly visual, example-led introduction to the video game industry, its context and practitioners. Video
Games explores the industry's diversity and breadth through its online communities and changing demographics, branding and
intellectual property, and handheld and mobile culture. Bossom and Dunning oﬀer insights into the creative processes involved in
making games, the global business behind the big budget productions, console and online markets, as well as web and app gaming.
With 19 interviews exploring the diversity of roles and diﬀerent perspectives on the game industry you'll enjoy learning from a range
of international practitioners.

TRIGGER HAPPY
VIDEOGAMES AND THE ENTERTAINMENT REVOLUTION
Arcade Publishing A thought-provoking cultural study of videogames traces the history of this popular form of entertainment and
explains why videogames will become the dominant popular art form of the twenty-ﬁrst century. Reprint.

GAME FEEL
A GAME DESIGNER'S GUIDE TO VIRTUAL SENSATION
CRC Press "Game Feel" exposes "feel" as a hidden language in game design that no one has fully articulated yet. The language could

11

12

be compared to the building blocks of music (time signatures, chord progressions, verse) - no matter the instruments, style or time
period - these building blocks come into play. Feel and sensation are similar building blocks where game design is concerned. They
create the meta-sensation of involvement with a game. The understanding of how game designers create feel, and aﬀect feel are only
partially understood by most in the ﬁeld and tends to be overlooked as a method or course of study, yet a game's feel is central to a
game's success. This book brings the subject of feel to light by consolidating existing theories into a cohesive book. The book covers
topics like the role of sound, ancillary indicators, the importance of metaphor, how people perceive things, and a brief history of feel in
games. The associated web site contains a playset with ready-made tools to design feel in games, six key components to creating
virtual sensation. There's a play palette too, so the desiger can ﬁrst experience the importance of that component by altering
variables and feeling the results. The playset allows the reader to experience each of the sensations described in the book, and then
allows them to apply them to their own projects. Creating game feel without having to program, essentially. The ﬁnal version of the
playset will have enough ﬂexibility that the reader will be able to use it as a companion to the exercises in the book, working through
each one to create the feel described.

PARATEXTUALIZING GAMES
INVESTIGATIONS ON THE PARAPHERNALIA AND PERIPHERIES OF PLAY
transcript Verlag Gaming no longer only takes place as a ›closed interactive experience‹ in front of TV screens, but also as
broadcast on streaming platforms or as cultural events in exhibition centers and e-sport arenas. The popularization of new
technologies, forms of expression, and online services has had a considerable inﬂuence on the academic and journalistic discourse
about games. This anthology examines which paratexts gaming cultures have produced - i.e., in which forms and formats and through
which channels we talk (and write) about games - as well as the way in which paratexts inﬂuence the development of games. How is
knowledge about games generated and shaped today and how do boundaries between (popular) criticism, journalism, and scholarship
have started to blur? In short: How does the paratext change the text?

THE HISTORY OF NINTENDO
VOLUME 1, 1889-1980 FROM PLAYING-CARDS TO GAME & WATCH
Les Editions Pix'N Love This highly detailed publication delves into the rich and varied (and often forgotten) 120-year history of the
world's leading video game company. For the very ﬁrst time, Nintendo's historical product portfolio is catalogued in painstaking and
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loving detail, with over 500 card games, tabletop games, toys, electronic, and arcade games, all compiled into one superbly crafted
book. This book details Nintendo's humble beginnings as a playing card manufacturer, charting progress through the entire range of
toys and games, including such legendary products as Love Tester, Ten Billion, Ultra Hand, Custom Gunman, and hundreds more,
progressing up to the ﬁrst video arcade games, home consoles, and Game & Watch series.

END OF HISTORY AND THE LAST MAN
Simon and Schuster Ever since its ﬁrst publication in 1992, The End of History and the Last Man has provoked controversy and
debate. Francis Fukuyama's prescient analysis of religious fundamentalism, politics, scientiﬁc progress, ethical codes, and war is as
essential for a world ﬁghting fundamentalist terrorists as it was for the end of the Cold War. Now updated with a new afterword, The
End of History and the Last Man is a modern classic.

PORTRAIT OF LOZANA
THE LUSTY ANDALUSIAN WOMAN
THE AGE OF SURVEILLANCE CAPITALISM
THE FIGHT FOR A HUMAN FUTURE AT THE NEW FRONTIER OF POWER
Proﬁle Books THE TOP 10 SUNDAY TIMES BESTSELLER Shortlisted for the FT Business Book of the Year Award 2019 'Easily the most
important book to be published this century. I ﬁnd it hard to take any young activist seriously who hasn't at least familarised
themselves with Zuboﬀ's central ideas.' - Zadie Smith, The Guardian The challenges to humanity posed by the digital future, the ﬁrst
detailed examination of the unprecedented form of power called "surveillance capitalism," and the quest by powerful corporations to
predict and control us. The heady optimism of the Internet's early days is gone. Technologies that were meant to liberate us have
deepened inequality and stoked divisions. Tech companies gather our information online and sell it to the highest bidder, whether
government or retailer. Proﬁts now depend not only on predicting our behaviour but modifying it too. How will this fusion of capitalism
and the digital shape our values and deﬁne our future? Shoshana Zuboﬀ shows that we are at a crossroads. We still have the power to
decide what kind of world we want to live in, and what we decide now will shape the rest of the century. Our choices: allow technology
to enrich the few and impoverish the many, or harness it and distribute its beneﬁts. The Age of Surveillance Capitalism is a deeplyreasoned examination of the threat of unprecedented power free from democratic oversight. As it explores this new capitalism's
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impact on society, politics, business, and technology, it exposes the struggles that will decide both the next chapter of capitalism and
the meaning of information civilization. Most critically, it shows how we can protect ourselves and our communities and ensure we are
the masters of the digital rather than its slaves.

I AM ERROR
THE NINTENDO FAMILY COMPUTER / ENTERTAINMENT SYSTEM PLATFORM
MIT Press The complex material histories of the Nintendo Entertainment System platform, from code to silicon, focusing on its
technical constraints and its expressive aﬀordances. In the 1987 Nintendo Entertainment System videogame Zelda II: The Adventure
of Link, a character famously declared: I AM ERROR. Puzzled players assumed that this cryptic mesage was a programming ﬂaw, but it
was actually a clumsy Japanese-English translation of “My Name is Error,” a benign programmer's joke. In I AM ERROR Nathan Altice
explores the complex material histories of the Nintendo Entertainment System (and its Japanese predecessor, the Family Computer),
oﬀering a detailed analysis of its programming and engineering, its expressive aﬀordances, and its cultural signiﬁcance. Nintendo
games were rife with mistranslated texts, but, as Altice explains, Nintendo's translation challenges were not just linguistic but also
material, with consequences beyond simple misinterpretation. Emphasizing the technical and material evolution of Nintendo's ﬁrst
cartridge-based platform, Altice describes the development of the Family Computer (or Famicom) and its computational architecture;
the “translation” problems faced while adapting the Famicom for the U.S. videogame market as the redesigned Entertainment
System; Nintendo's breakthrough console title Super Mario Bros. and its remarkable software innovations; the introduction of
Nintendo's short-lived proprietary disk format and the design repercussions on The Legend of Zelda; Nintendo's eﬀorts to extend their
console's lifespan through cartridge augmentations; the Famicom's Audio Processing Unit (APU) and its importance for the chiptunes
genre; and the emergence of software emulators and the new kinds of play they enabled.

SERVICE GAMES: THE RISE AND FALL OF SEGA
ENHANCED EDITION
Starting with its humble beginnings in the 1950's and ending with its swan-song, the Dreamcast, in the early 2000’s, this is the
complete history of Sega as a console maker. Before home computers and video game consoles, before the internet and social
networking, and before motion controls and smartphones, there was Sega. Destined to fade into obscurity over time, Sega would help
revolutionize and change video games, computers and how we interact with them, and the internet as we know it. Riding the cutting
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edge of technology at every step, only to rise too close to the sun and plummet, Sega would eventually change the face of
entertainment, but it’s the story of how it got there that’s all the fun. So take a ride, experience history, and enjoy learning about one
of the greatest and most inﬂuential companies of all time. Complete with system speciﬁcations, feature and marketing descriptions,
unusual factoids, almost 300 images, and now enhanced Europe speciﬁc details, exclusive interviews, and more make this the
deﬁnitive history of Sega available. Read and learn about the company that holds a special place in every gamer’s heart. Funded on
Kickstarter.

BEWARE WET PAINT
Phaidon Incorporated Limited A monograph on the international graphic master and founder of Pentagram Design.

SILENT HILL
THE TERROR ENGINE
University of Michigan Press The second entry in the Landmark Video Games series

THE GAME OF CHESS
MARCO GIROLAMO VIDA'S SCACCHIA LUDUS, WITH ENGLISH VERSE TRANSLATION AND THE TEXT OF THE
THREE EARLIER VERSIONS
Bibliotheca Humanistica & Refo This volume presents the four extant versions of Vida`s mythological poem Scacchia Ludus,
together with an Introduction and an English verse translation. (Bibliotheca Humanistica & Reformatorica, Vol. XIII)

DEBUGGING GAME HISTORY
A CRITICAL LEXICON
MIT Press Essays discuss the terminology, etymology, and history of key terms, oﬀering a foundation for critical historical studies of
games. Even as the ﬁeld of game studies has ﬂourished, critical historical studies of games have lagged behind other areas of
research. Histories have generally been fact-by-fact chronicles; fundamental terms of game design and development, technology, and
play have rarely been examined in the context of their historical, etymological, and conceptual underpinnings. This volume attempts
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to “debug” the ﬂawed historiography of video games. It oﬀers original essays on key concepts in game studies, arranged as in a
lexicon—from “Amusement Arcade” to “Embodiment” and “Game Art” to “Simulation” and “World Building.” Written by scholars and
practitioners from a variety of disciplines, including game development, curatorship, media archaeology, cultural studies, and
technology studies, the essays oﬀer a series of distinctive critical “takes” on historical topics. The majority of essays look at game
history from the outside in; some take deep dives into the histories of play and simulation to provide context for the development of
electronic and digital games; others take on such technological components of games as code and audio. Not all essays are history or
historical etymology—there is an analysis of game design, and a discussion of intellectual property—but they nonetheless raise
questions for historians to consider. Taken together, the essays oﬀer a foundation for the emerging study of game history.
Contributors Marcelo Aranda, Brooke Belisle, Caetlin Benson-Allott, Stephanie Boluk, Jennifer deWinter, J. P. Dyson, Kate Edwards,
Mary Flanagan, Jacob Gaboury, William Gibbons, Raiford Guins, Erkki Huhtamo, Don Ihde, Jon Ippolito, Katherine Isbister, Mikael
Jakobsson, Steven E. Jones, Jesper Juul, Eric Kaltman, Matthew G. Kirschenbaum, Carly A. Kocurek, Peter Krapp, Patrick LeMieux, Henry
Lowood, Esther MacCallum-Stewart, Ken S. McAllister, Nick Monfort, David Myers, James Newman, Jenna Ng, Michael Nitsche, Laine
Nooney, Hector Postigo, Jas Purewal, Reneé H. Reynolds, Judd Ethan Ruggill, Marie-Laure Ryan, Katie Salen Tekinbaş, Anastasia Salter,
Mark Sample, Bobby Schweizer, John Sharp, Miguel Sicart, Rebecca Elisabeth Skinner, Melanie Swalwell, David Thomas, Samuel Tobin,
Emma Witkowski, Mark J.P. Wolf

BEHAVIOR TREES IN ROBOTICS AND AI
AN INTRODUCTION
CRC Press Behavior Trees (BTs) provide a way to structure the behavior of an artiﬁcial agent such as a robot or a non-player
character in a computer game. Traditional design methods, such as ﬁnite state machines, are known to produce brittle behaviors
when complexity increases, making it very hard to add features without breaking existing functionality. BTs were created to address
this very problem, and enables the creation of systems that are both modular and reactive. Behavior Trees in Robotics and AI: An
Introduction provides a broad introduction as well as an in-depth exploration of the topic, and is the ﬁrst comprehensive book on the
use of BTs. This book introduces the subject of BTs from simple topics, such as semantics and design principles, to complex topics,
such as learning and task planning. For each topic, the authors provide a set of examples, ranging from simple illustrations to realistic
complex behaviors, to enable the reader to successfully combine theory with practice. Starting with an introduction to BTs, the book
then describes how BTs relate to, and in many cases, generalize earlier switching structures, or control architectures. These ideas are
then used as a foundation for a set of eﬃcient and easy to use design principles. The book then presents a set of important extensions
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and provides a set of tools for formally analyzing these extensions using a state space formulation of BTs. With the new analysis tools,
the book then formalizes the descriptions of how BTs generalize earlier approaches and shows how BTs can be automatically
generated using planning and learning. The ﬁnal part of the book provides an extended set of tools to capture the behavior of
Stochastic BTs, where the outcomes of actions are described by probabilities. These tools enable the computation of both success
probabilities and time to completion. This book targets a broad audience, including both students and professionals interested in
modeling complex behaviors for robots, game characters, or other AI agents. Readers can choose at which depth and pace they want
to learn the subject, depending on their needs and background.

THE REPUBLIC OF PIRATES
BEING THE TRUE AND SURPRISING STORY OF THE CARIBBEAN PIRATES AND THE MAN WHO BROUGHT THEM
DOWN
Pan Macmillan For fans of The Lost Kingdom, Black Sails and Crossbones comes a new rip-roaring history of the Golden Age of
Piracy. . . In the early eighteenth century a number of the great pirate captains, including Edward 'Blackbeard' Teach and 'Black Sam'
Bellamy, joined forces. This infamous 'Flying Gang' was more than simply a thieving band of brothers. Many of its members had come
to piracy as a revolt against conditions in the merchant ﬂeet and in the cities and plantations in the Old and New Worlds. Inspired by
notions of self-government, they established a crude but distinctive form of democracy in the Bahamas, carving out their own zone of
freedom in which indentured servants were released and leaders chosen or deposed by a vote. They were ultimately overcome by
their archnemesis, Captain Woodes Rogers - a merchant ﬂeet owner and former privateer - and the brief but glorious Republic of
Pirates came to an end. Meticulously researched and full of incident and adventure, The Republic of Pirates brings to life an
extraordinary forgotten chapter of history. 'Fascinating... beyond rip-roaring adventure stories from the distant past, [the book oﬀers]
an opportunity to understand pirates as they truly were--and to be grateful that the worst of them, at least, are gone' New York Times
Book Review

TOTA ITALIA
ESSAYS IN THE CULTURAL FORMATION OF ROMAN ITALY
Oxford University Press The aim of the book is to present the path the Romans followed in shaping the culture of the ruling classes
of the Allies between the years of the conquest in the 4th and 3rd centuries BC and the age of Augustus, when a uniﬁed culture of
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Italy emerges as a pillar of imperial power. Taking ananthropological approach, Mario Torelli places special emphasis on the religious
values and cult traditions that developed during the archaic period and the early attempts to colonize Latium, and which were
subsequently spread by the Romans throughout Italy by means of Latin colonies. Formaltemples of Latin (or, in south Italy, Greek)
tradition enjoyed a special prestige among the Italic tribes and played a fundamental role in the construction of the urban ideal, one of
the main principles of cultural transformation. The book also puts under scrutiny the survival of indigenous peoplesin particular areas,
such as Daunia and Lucania, and great attention is given to the evidence provided by such ethnic groups of resistance and counteracculturation in Etruria, Lucania, and elsewhere in Italy.
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