Console Video Games

Animal Crossing Nintendo GC

Beyond Good and Evil Ubisoft GC PS2 XBOX PC
Burnout 3 Criterion Games GC PS2 XBOX PC
Chibi-Robo! skip Ltd. GC

Dance Dance Revolution Konomi GC PS2 XBOX
Eternal Darkness Silicon Knights GC

Final Fantasy (IV-X-2) Square Enix PS PS2
Guitar Hero Harmonix PS2

Jak (I-111) Naughty Dog PS2

Katamari Damacy (1-3) Namco PS2

Kingdom Hearts Square Enix PS2

Harvest Moon Natsume GC PS2 XBOX PC

The Legend of Zelda Nintendo GC

Luigi’'s Manson Nintendo GC

Mario Kart Nintendo GC

Mario Party Hudson Soft GC PS2 XBOX PC
Mega Man Anniversary Collection Capcom GC PS2
Metroid Prime (1-2) Retro Studios GC

Pikmin Nintendo GC

Prince of Persia Ubisoft GC PS2 XBOX PC
Psychonauts Double Fine PS2 XBOX

Ratchet & Clank Insomniac Games PS2

Sly Cooper (I-11l) Sucker Punch Productions PS2
Sonic Mega Collection Sega GC PS2 XBOX PC
Spyro Insomniac Games GC PS2 XBOX

Super Mario Sunshine Nintendo GC

Super Monkey Ball Amusement Vision GC
Super Smash Brothers HAL Laboratory GC
Tony Hawk Neversoft GC PS2 XBOX PC
Viewful Joe Capcom GC PS2

Fiction (Continued)

Lubar, David. (2002). Dunk. New York: Clarion
Books.

Lubar, David. (2003). Wizards of the Game. New
York: Philomei Books.

Scott, Michael. (1997). Gemini Game. Troll
Communications

Simmons, Rikki. (2003). Reality Check! (manga).
Los Angeles: Tokyopop.

Skurzynski, Gloria. (2002). The Clones. New York:

Atheneum Books for Young Readers.

Skurzynski, Gloria. (1997). Virtual War. New York:

Simon & Schuster Books for Young
Readers.

Sleator, William. (2002). Parasite Pig. New York:
Button Children’s Books.

Sleator, William. (1984). Interstellar Pig. New
York: Bantam.

Stephenson, Neal. (1992). Snow Crash. New
York: Bantam Books.

Tangherlini, Arne E. (1999).
Leo@fergusrules.com: a novel. Wellfleet,
MA: Leapfrog Press.

Toriyama, Akira. (2000). Dragon Ball Z (manga).
San Francisco: Viz Comics.

Valentine, James. (2004). Jumpman. New York:
Simon & Schuster Books for Young
Readers.

Vande Velde, Vivian. (2002). Heir Apparent. San
Diego: Harcourt.

Vande Velde, Vivian. (1991). User Unfriendly.
Sand Diego: Harcourt Brace Jovanovich.

Weiss, D.B. (2003). Lucky Wander Boy. New
York: Plume.

Werlin, Nancy. (2000). Locked Inside. New York:
Delacorte Press.
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Academics:

Aldrich, Clark. (2005). Learning by Doing: A
Comprehensive Guide to Simulations,
Computer Games, and Pedagogy in e-
Learning and Other Educational
Experiences. San Francisco: John Wiley &
Sons.

Baer, Ralph H. (2002). The Medium of the Video
Game. University of Texas Press.

Cassell, Justine and Henry Jenkins ed. (1998).
From Barbie to Mortal Kombat: Gender
and Computer Games. Cambridge: The
MIT Press

Castronova, Edward. (2005). Synthetic Worlds:
The Business and Culture of Online
Games. University of Chicago Press.

Koster, Ralph. .(2004). A Theory of Fun for Game
Design. Paraglyph Press.

Gee, James Paul. (2003). What Video Games
Have to Teach Us About Learning and
Literacy. New York: Palgrave Macmillan.

Johnson, Steven. (2005). Everything Bad Is Good
for You: How Today’s Popular Culture Is
Actually Making Us Smarter. New York:
Riverhead Books.

Poole, Steven. (2000). Trigger Happy. New York:
Arcade Publishing.

Prensky, Marc. (2001). Digital Game-Based
Learning. New York: McGraw-Hill.

Wolf, Mark J. P. and Bernard Perron.(2003). The
Video Game Theory Reader. New York:
Routledge.

Parents:

Gee, James Paul. (2005). Why Video Games are
Good for Your Soul. Common Ground.

Prensky, Marc. (2006). Don’t Bother Me Mom—I'm
Learning: How Computer and Video
Games Are Preparing Your Kids for 21%
Century Success—and How You Can
Help! St. Paul: Paragon House.

Business:

Beck, John C. and Mitchell Wade. (2004). Got
Game: How the Gamer Generation Is
Reshaping Business Forever. Boston:
Harvard Business School Press.

Chaplin, Heather and Aaron Ruby. Smartbomb::
The Quest for Art, Entertainment, and Big
Bucks in the Videogame Revolution.
Algonquin Books

Teens interested in Game Design:

Alan, Gershenfield. (2003). Game Plan: the
Insider’s Guide to Breaking in and
Succeeding in the Computer and Video
Game Business. New York: St. Martin’s
Griffin.

Brackeen, David, Bret Barker, and Laurence
Vanhelsuwé. (2004). Developing Games
in Java. Boston: New Riders

Harbour, Jonathan S. (2004). Game Programming
All in One 2™ Edition. Boston: Thomson
Coure Technology

Rollings, Andrew & Dave Morris. (2004). Game
Architecture and Design: A New Edition.
Boston: New Riders.

Salen, Katie. (2004). Rules of Play: Game Design
Fundamentals. Cambridge: MIT Press.

Culture of Games:

Barkan, Seth Fingers Flynn. (2004). Blue Wizard
Is About To Die!: Prose, Poems, and
Emoto-Versatronic Expressionist Piecces
About Video Games. Rusty Immelman
Press.

Compton, Shanna. (2004). Gamers: Writers,
Artists, and Programmers on the
Pleasures of Pixels. Brooklyn: Soft Skull
Press.

DeMaria, Rusel. (2003). High Score!: The
lllustrated History of Electronic Games,
Second Edition. Meryville, CA: McGraw-
Hill Osborne Media

Hartas, Leo and Dave Morris. (2003). Game Art:
The Graphic Art of Computer Games.
Cambridge: Watson-Guptill Publications.

Kent, Steven L. (2001). The First Quarter: A 25-
year History of Video Games. B W D Pr.

Kent, Steven L. (2001). The Ultimate History of
Video Games: From Pong to Pokémon—
The Story Behind the Craze That Touched
Our Lives and Changed the World. Three
Rivers Press

King, Brad and John Borland. (2003). Dungeons
and Dreamers: The Rise of Computer
Game Culture from Geek to Chic.
Emeryville, CA: McGraw-Hill/Osborne.

Kohler, Chris. (2004). Power-Up: How Japanese
Video Games Gave the World an Extra
Life. Brady Games

William, J. Patrick, Sean Q. Hendricks, and W.
Keith Winker ed. (2006). Gaming As
Culture: Essays on Reality, Identity And
Experience in Fantasy Games. McFarland
& Company.

Fiction:

Brashares, Ann. (2001). The Sisterhood of the
Traveling Pants. New York: Detacorte
Press, Laurel Leaf Books.

Bloor, Edward. (1999). Crusader. New York:
Scholastic Inc.

Card, Orson Scott. (1991). Ender's Game. New
York: Tor.

Fredericks, Mariah. (2004). Head Games. New
York: Atheneum Books for Young
Readers.

Gresh, Lois H. (2001). Chuck Farris and the
Labyrinth of Doom. Toronto: ECW Press.

Gresh, Lois H. and Danny Gresh. (2001). Chuck
Farris and the Labyrinth of Doom. Toronto:
ECW Press.

Goldman, E. M. (1995). The Night Room. New
York: Puffin Books.

Horowitz, Anthony. (2003). Eagle Strike. New
York: Philomei Books: Speak.

Hughes, Monica. (1993). Invitation to the Game.
New York: Simon & Schuster.



