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des Spiels: Über Spiel und Spieltheorie, edited by Ursula Baatz and Wolfgang

Müller-Funk, 122–135. Berlin: Dietrich Reimer Verlag, 1993.

Piaget, Jean. ‘‘The Rules of the Game of Marbles.’’ In Play—Its Role in Devel-

opment and Evolution, edited by Jolly and Sylva Bruner, 413–441. New York:

Penguin, 1976.

Piccione, Peter A. ‘‘In Search of the Meaning of Senet.’’ Archaeology 33 ( July–

August 1980): 55–58.

Prince, Gerald. Dictionary of Narratology. Lincoln, Neb.: University of Ne-

braska Press, 1987.

Propp, Vladı́mir. Morphology of the Folktale. Austin, Tex.: University of Texas

Press, 1968.

Retaux, Xavier, and Juliette Rouchier. ‘‘Realism vs. Surprise and Coherence:

Different Aspect of Playability in Computer Games.’’ Paper presented at the

Playing with the Future conference, Manchester, U.K., April 5–7, 2002. Ab-

stract available at http://les1.man.ac.uk/cric/gamerz/abstracts/retaux.htm (ac-

cessed November 7, 2004).

Robbe-Grillet, Alain. La Jalousie. Paris: Les Editions de Minuit, 1957.

Rollings, Andrew, and Dave Morris. Game Architecture and Design. Scottsdale,

Ariz.: Coriolis, 2000.

Rouse, Richard. Game Design: Theory and Practice. Plano, Tex.: Wordware,

2001.

Ryan, Marie-Laure. Possible Worlds, Artificial Intelligence, and Narrative Theory.

Bloomington, Ind.: Indiana University Press, 1991.

Ryan, Marie-Laure. ‘‘Possible Worlds in Recent Literary Theory.’’ Style 26,

no. 4 (1992): 528–553.

Ryan, Marie-Laure. ‘‘Beyond Myth and Metaphor: The Case of Narrative

in Digital Media.’’ Game Studies 1, no. 1 (2001a). Available at http://www

.gamestudies.org/0101/ryan/ (accessed November 7, 2004).

| 218 |
|

R
ef
er
en
ce
s



Salen, Katie, and Eric Zimmerman. Rules of Play: Game Design Fundamentals.

Cambridge, Mass.: MIT Press, 2004.

Saltzman, Marc, ed. Game Design. Secrets of the Sages. Indianapolis, Ind.: Mac-

millan, 1999.

Saussure, Ferdinand de. Course in General Linguistics. London: Duckworth,

[1916] 2000.

Schank, Roger C., and Robert P. Abelson. Scripts, Plans, Goals and Understand-

ing. Hillsdale, N.J.: Lawrence Erlbaum, 1977.

Schneider, Angela J. and Robert B. Butcher. ‘‘Pre-lusory Goals for Games: A

Gambit Declined.’’ Journal of the Philosophy of Sport 24 (1997): 38–46.

Selic, Bran, Garth Gullekson, and Paul T. Ward. Real-Time Object-Oriented

Modeling. New York: John Wiley & Sons, 1994.

Shannon, Claude. ‘‘Programming a Computer for Playing Chess.’’ Philosophi-

cal Magazine 41, no. 314 (1950).

Shelley, Bruce. ‘‘Guidelines for Developing Successful Games.’’ Gamasutra,

August 15, 2001. Available at http://www.gamasutra.com/features/20010815/

shelley_01.htm (accessed November 7, 2004).

Smith, Harvey. ‘‘The Future of Game Design: Moving beyond Deus Ex and

Other Dated Paradigms.’’ IGDA, 2001. Available at http://www.igda.org/

articles/hsmith_future.php (accessed November 7, 2004).

Smith, Harvey. ‘‘Orthogonal Unit Differentiation.’’ Paper presented at the

Game Developers’ Conference, San José, Calif., March 4–8, 2003. Available
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Namco. Tekken 4. Namco, 2002. (PS2)

NaNaOn-Sha. Vib-Ribbon. SCEI, 1999. (PS)

Nintendo. Donkey Kong. Nintendo, 1981. (Arcade)

Nintendo. Super Metroid. Nintendo, 1993. (SNES)

Nintendo. Super Mario 64. Nintendo, 1996. (N64)

Nintendo. Pikmin. Nintendo, 2001. (GC)
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Nintendo. Super Mario Sunshine. Nintendo, 2002. (GC)

Nintendo. The Legend of Zelda: The Wind Waker. Nintendo, 2003a. (GC)

Nintendo. WarioWare Inc.: Mega MicroGame$. Nintendo, 2003b. (GBA)

Nova Game Design. Axis & Allies. Milton Bradley, 1984. (Board)

Origin Systems. Ultima Online. Origin Systems, 1997. (PC)

Parker Brothers. Monopoly. 1936. (Board)

Pazhitnov, Alexey. Tetris. Spectrum Holobyte, 1985. (PC)

Planet Moon Studios. Giants: Citizen Kabuto. Interplay, 2000. (PC)

Polyphony Digital. Gran Turismo 3: A-Spec. SCEA, 2001. (PS2)

Power and Magic. Top Spin. Microsoft, 2003. (Xbox)

Remedy. Max Payne. Take 2 Interactive, 2001. (PC)

Rockstar Games. Grand Theft Auto III. Take-Two Interactive, 2001. (PS2)

Rogue Entertainment. American McGee’s Alice. Electronic Arts, 2000. (PC)

Russell, Stephen. Spacewar! 1961. (PDP–1 mainframe.) Available at http://

lcs.www.media.mit.edu/groups/el/projects/spacewar/ (accessed November 7,

2004).

Sales Curve Interactive. Carmageddon. Interplay, 1997. (PC)

Sega. Pengo. Sega, 1982. (Arcade)

Sega-AM2. Shenmue. Sega, 2000. (DC)

Sonic Team. ChuChu Rocket. Sega, 2000. (DC)

Peter Suber. Nomic. 1982. (Mind game)

Taito. Space Invaders. Taito, 1977. (Arcade)

Taito. Bust-A-Move 4. Taito, 1998. (PS2)

Three Rings Design. Puzzle Pirates. 2003. (WWW) Available at http://

www.puzzlepirates.com (accessed November 7, 2004).

Valve Software. Half-Life. Sierra, 1998. (PC)

Verant Interactive. EverQuest. Sony Online Entertainment, 1999. (PC)
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Movies

DeMille, Cecil B. The Ten Commandments. 1956.

Cameron, James. Titanic. 1997.

Stone, Oliver. Natural Born Killers. 1994.

Welles, Orson. Citizen Kane. 1941.
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