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Now in full color, the 10th anniversary edition of this classic book takes you
deep into the influences that underlie modern video games, and examines the
elements they share with traditional games such as checkers. At the heart of his
exploration, veteran game designer Raph Koster takes a close look at the concept
of fun and why it’sthe most vital element in any game.

Why do some games become boring quickly, while others remain fun for years?
How do games serve as fundamental and powerful learning tools? Whether

you' re agame devel oper, dedicated gamer, or curious observer, thisillustrated,
fully updated edition helps you understand what drives this major cultural force,
and inspires you to take it further.

You’'ll discover that:

- Games play into our innate ability to seek patterns and solve puzzles

- Most successful games are built upon the same elements

- Slightly more females than males now play games

- Many games still teach primitive survival skills

- Fictional dressing for modern games is more devel oped than the conceptual
elements

- Truly creative designers seldom use other games for inspiration

- Games are beginning to evolve beyond their prehistoric origins
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Now in full color, the 10th anniversary edition of this classic book takes you deep into the influences that
underlie modern video games, and examines the elements they share with traditional games such as checkers.
At the heart of his exploration, veteran game designer Raph K oster takes a close look at the concept of fun
and why it's the most vital element in any game.

Why do some games become boring quickly, while others remain fun for years? How do games serve as
fundamental and powerful learning tools? Whether you' re a game devel oper, dedicated gamer, or curious
observer, thisillustrated, fully updated edition helps you understand what drives this major cultural force,
and inspires you to take it further.

You'll discover that:

- Games play into our innate ability to seek patterns and solve puzzles

- Most successful games are built upon the same elements

- Slightly more females than males now play games

- Many games still teach primitive survival skills

- Fictional dressing for modern games is more developed than the conceptual elements
- Truly creative designers seldom use other games for inspiration

- Games are beginning to evolve beyond their prehistoric origins
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Editorial Review

About the Author

Raph Koster is a veteran game designer who has been professionally credited in almost every area of the
game industry. He's been the lead designer and director of massive titles such as Ultima Online and Star
Wars Galaxies; and he's contributed writing, art, soundtrack music, and programming to many more titles
ranging from Facebook games to single-player titles for handheld consoles. He has worked as a creative
executive at Sony Online and Disney Playdom, and in 2012 was honored as an Online Game Legend at the
Game Devel opers Conference Online.

Users Review

From reader reviews:
Larry Artz:

Reading a book can be one of alot of action that everyone in the world loves. Do you like reading book so.
There are alot of reasons why people enjoyed. First reading a publication will give you alot of new info.
When you read a guide you will get new information because book is one of various ways to share the
information or their idea. Second, examining a book will make a person more imaginative. When you
reading a book especially hype book the author will bring that you imagine the story how the personas do it
anything. Third, you could share your knowledge to other people. When you read this Theory of Fun for
Game Design, you may tells your family, friends and soon about yours e-book. Y our knowledge can inspire
average, make them reading a publication.

Larry Morris:

The reserve with title Theory of Fun for Game Design has ot of information that you can understand it. Y ou
can get alot of help after read this book. This kind of book exist new understanding the information that
exist in this reserve represented the condition of the world now. That isimportant to yo7u to find out how the
improvement of the world. This book will bring you inside new era of the internationalization. Y ou can read
the e-book on the smart phone, so you can read it anywhere you want.

Florinda Redfern:

Reading can called imagination hangout, why? Because when you are reading a book mainly book entitled
Theory of Fun for Game Design your brain will drift away trough every dimension, wandering in each aspect
that maybe not known for but surely can become your mind friends. Imaging each word written in a book
then become one web form conclusion and explanation which maybe you never get ahead of. The Theory of
Fun for Game Design giving you another experience more than blown away your head but also giving you
useful facts for your better life within this era. So now let us explain to you the relaxing pattern is your body
and mind is going to be pleased when you are finished reading it, like winning a game. Do you want to try



this extraordinary wasting spare time activity?

Henry Stanton:

Do you one of the book lovers? If yes, do you ever feeling doubt when you find yourself in the book store?
Try and pick one book that you just dont know the inside because don't assess book by its handle may doesn't
work at this point is difficult job because you are afraid that the inside maybe not because fantastic asin the
outside appearance likes. Maybe you answer might be Theory of Fun for Game Design why because the
wonderful cover that make you consider regarding the content will not disappoint an individual. Theinside
or content is actually fantastic as the outside as well as cover. Y our reading sixth sense will directly make
suggestions to pick up this book.
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