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TITRE SUJET 

1.        1001 Video Games You Must Play Before You Die  Game History 

2.        99 Ways to Tell a Story: Exercises in Style  Storytelling 

3.        A Book of Lenses  Game Design 

4.        A Brief Tour of Human Consciousness  Psychology 

5.        A Director Prepares: Seven Essays on Art and Theatre  Theatre 

6.        A Mathematical Theory of Communication  Communication 

7.        A Pattern Language  Universal Design, Architecture 

8.        A Whole New Mind  Psychology, Creativity 

9.        Amusing Ourselves to Death  Entertainment & Society 

10.    Architecture: Form, Space, and Order  Architecture 

11.    Art as Experience  Esp. Ch3: Having an Experience  

12.    Beautiful Evidence  Information Visualization 

13.    Bird by Bird  Writing 

14.    Challenges for Game Designers  Game Design exercises 

15.    Chambers for a Memory Palace  Architecture 

16.    Characteristics of games  

Boardgame Design 

17.    Comics and Sequential Art  Visual Arts 

18.    Community Building on the Web  Community 

19.    Congressional Testimony on Media Violence  Game Violence  

20.    Convergence Culture  New Media & Culture 

21.    Critical Play  Serious Game Design 

22.    Damn Good Advice  For Independent Creatives 

23.    Deep Play: Notes on the Balinese Cockfight  Play 

24.    Designing Virtual Worlds  Virtual Worlds 

25.    Dieter Rams: As Little Design as Possible  Universal Design, History 

26.    Emergence  Emergent Systems 

27.    Emotional Design Affective Design 

28.    Everything Bad is Good For You  Popular Culture 

29.    Extra Lives: Why Video Games Matter  Game Design, Game History 

30.    Film Directing: Shot by Shot  Cinematography 

31.    First Person: New Media as Story, Performance, and Game  New Media 

32.    Flow: The Psychology of Optimal Experience  Psychology 

33.    Freakonomics  Psychology, Behavior Design 

34.    
Game Design Workshop: A Playcentric Approach to Creating 
Innovative Games  

Tracy Fullerton 

35.    Game Feel  Game Design 

36.    Game Over  Game Industry History  

37.    Gender Inclusive Game Design  Diversity in Games 

38.    Glued to Games  Psychology, Engagement 
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http://www.amazon.com/Director-Prepares-Seven-Essays-Theatre/dp/0415238323
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http://www.amazon.com/Pattern-Language-Buildings-Construction-Environmental/dp/0195019199
http://www.amazon.com/Whole-New-Mind-Right-Brainers-Future/dp/1594481717/
http://www.amazon.com/Amusing-Ourselves-Death-Discourse-Business/dp/014303653X/
http://www.amazon.com/Architecture-Francis-D-K-Ching/dp/0471752169
http://www.amazon.com/Art-as-Experience-John-Dewey/dp/0399531971/
http://www.amazon.com/Beautiful-Evidence-Edward-R-Tufte/dp/0961392177/
http://www.amazon.com/Bird-Some-Instructions-Writing-Life/dp/0385480016/
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http://www.amazon.com/Dieter-Rams-Little-Design-Possible/dp/0714849189
http://www.amazon.com/Emergence-Connected-Brains-Cities-Software/dp/0684868768/
http://www.amazon.com/Emotional-Design-Love-Everyday-Things/dp/0465051367/
http://www.amazon.com/Everything-Bad-Good-You-Actually/dp/1594481946/
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39.    Godel Escher Bach Systems Thinking 

40.    Good to Great Business 

41.    Graphic Storytelling and Visual Narrative  Visual Arts 

42.    Half Real  Game Design 

43.    Hero with a Thousand Faces  Storytelling 

44.    Homo Ludens  Games & Culture 

45.    House of Leaves  Universal Design 

46.    How the Mind Works  Psychology  

47.    How to Win Friends and Influence People  Communication, Game Industry 

48.    Human Values and the Design of Computer Technology    

49.    Impro: Improvisation and Theatre  Theatre, Improv 

50.    In Pursuit of Elegance  Ideas, Expressive Art 

51.    Influence: The Psychology of Persuasion  Psychology, Persuasion 

52.    Killing Monsters  Game Violence 

53.    Kobold Guide to Board Game Design  Boardgame Design 

54.    Leverage Points: Places to Intervene in a System  Systems Design 

55.    Lucky Wander Boy  Game Fiction 

56.    Made to Stick  Communication, Marketing 

57.    Man, Play and Games  Games & Society 

58.    Masters of Doom Game Industry History 

59.    Medium is the Massage  Artistic Mediums 

60.    Moneyball  Free To Play  

61.    My Tiny Life  Virtual Communities 

62.    Normal Accidents  Technology & Society 

63.    Oxford History of Board Games  Game History, Game Design 

64.    Phaidon Design Classic  General Design 

65.    Play Psychology, Culture 

66.    Play Money  Virtual Economy Hacks 

67.    Poetics  Storytelling 

68.    Predictably Irrational  Psychology 

69.    Ready Player One  Game Fiction 

70.    REAMDE  Game Fiction 

71.    Rules of Play  Game Design 

72.    Science of Human Nature  Psychology 

73.    Simulation versus Narrative: Introduction to Ludology    

74.    Snow Crash  Game Fiction 

75.    Space, Time, Play  Virtual Spaces, Architecture 

76.    Statistics for Dummies  Statistics 

77.    Story Storytelling, Screenwriting 

78.    Supercade: A Visual History of the Videogame Age 1971-1984 Game History 
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http://www.amazon.com/Half-Real-Video-between-Fictional-Worlds/dp/0262516519/
http://www.amazon.com/Thousand-Faces-Collected-Joseph-Campbell/dp/1577315936/
http://www.amazon.com/Homo-Ludens-International-Library-Sociology/dp/0415487552/
http://www.amazon.com/House-Leaves-Mark-Z-Danielewski/dp/0375703764/
http://www.amazon.com/How-Mind-Works-Steven-Pinker/dp/0393334775/
http://www.amazon.com/How-Win-Friends-Influence-People/dp/1439167346/
http://cslipublications.stanford.edu/site/1575860805.shtml
http://www.amazon.com/Impro-Improvisation-Theatre-Keith-Johnstone/dp/0878301178
http://www.amazon.com/Pursuit-Elegance-Ideas-Something-Missing/dp/0385526504/
http://www.amazon.com/Influence-Psychology-Persuasion-Business-Essentials/dp/006124189X
http://www.amazon.com/Killing-Monsters-Children-Make-Believe-Violence/dp/0465036961/
http://www.amazon.com/Kobold-Guide-Board-Game-Design/dp/1936781042/ref=pd_sim_b_1
http://www.sustainer.org/pubs/Leverage_Points.pdf
http://www.amazon.com/Lucky-Wander-Boy-D-B-Weiss/dp/B000HWYKES/
http://www.amazon.com/Made-Stick-Ideas-Survive-Others/dp/1400064287/
http://www.amazon.com/Man-Play-Games-Roger-Caillois/dp/025207033X/
http://www.amazon.com/Masters-Doom-Created-Transformed-Culture/dp/0812972155/
http://www.amazon.com/The-Medium-Massage-Marshall-McLuhan/dp/1584230703/
http://www.amazon.com/Moneyball-Michael-Lewis/dp/0393338398/
http://www.amazon.com/My-Tiny-Life-Passion-Virtual/dp/0805036261/
http://www.amazon.com/Normal-Accidents-Living-High-Risk-Technologies/dp/0691004129/
http://www.amazon.com/Oxford-History-Board-Games-Parlett/dp/0192129988/
http://uk.phaidon.com/store/design/phaidon-design-classics-9780714843995/
http://www.amazon.com/Play-Shapes-Brain-Imagination-Invigorates/dp/1583333789/
http://www.amazon.com/Play-Money-Millions-Trading-Virtual/dp/0465015360/
http://www.amazon.com/Poetics-Aristotle/dp/1461064341/
http://www.amazon.com/Predictably-Irrational-Revised-Expanded-Edition/dp/0061353248
http://www.amazon.com/Ready-Player-One-Ernest-Cline/dp/0307887448
http://www.amazon.com/Reamde-A-Novel-ebook/dp/B004XVN0WW/
http://www.amazon.com/Rules-Play-Game-Design-Fundamentals/dp/0262240459/
http://www.amazon.com/Science-Human-Nature-Psychology-Beginners/dp/1482098229/
http://www.ludology.org/articles/VGT_final.pdf
http://www.amazon.com/Snow-Crash-Bantam-Spectra-Book/dp/0553380958/
http://www.amazon.com/Space-Time-Play-Friedrich-Borries/dp/376438414X
http://www.amazon.com/Statistics-Dummies-Deborah-Rumsey/dp/0470911085
http://www.amazon.com/Story-Substance-Structure-Principles-Screenwriting/dp/0060391685/
http://www.amazon.com/Supercade-Visual-History-Videogame-1971-1984/dp/0262524201
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79.    Supercrunchers  Data 

80.    Surely You’re Joking, Mr. Feynman!  Autobiography 

81.    System Effects  Systems Design 

82.    The Animator’s Survival Kit  Animation 

83.    The Art of Game Design  Game Design 

84.    The Complete Wargame Handbook  Game Design 

85.    The Denial of Death  Existentialism 

86.    The Design of Everyday Things  Universal Design 

87.    The Design of Future Things  Technology Design 

88.    The Dramatic Imagination  Theatre 

89.    The Electronic Eye: The Rise of a Surveillance Society  Technology & Society 

90.    The Game Design Reader  Game Design 

91.    The Game Designer’s Bookshelf  Additional Resources 

92.    The Game Inventor's Guidebook  Boardgame Design 

93.    The Illusion of Life: Disney Animation  Animation 

94.    The Language of New Media  New Media 

95.    The Man Who Lied to His Laptop  Technology & Society 

96.    The Mind’s I  Philosophy, Ontology 

97.    The Open Work Artistic Craft 

98.    The Origins of Architectural Pleasure Architecture 

99.    The Paradox of Choice  Psychology 

100.                       The Power of Habit  Behavior Design  

101.                       The Reverse Design Project Game History  

102.                       The Shape of Design  Universal Design 

103.                       The Soul of a New Machine  Technology & Culture 

104.                       The Study of Games    

105.                       The Tao of Pooh Team Management 

106.                       The Tipping Point Virality in Culture 

107.                       The Ultimate History of Video Games  Game History 

108.                       The Visual Display of Quantitative Information  Information Visualization 

109.                       The War Between Effects and Meaning  Game Violence 

110.                       The Well-Played Game  Play, Philosophy 

111.                       Theory of Fun Game Design, Psychology 

112.                       Thinking in Systems: A Primer  Systems Thinking 

113.                       Thinking, Fast and Slow  Psychology 

114.                       Traffic  Emergent Systems 

115.                       Trigger Happy  Comparative Entertainment 

116.                       Twisty Little Passages Interactive Fiction 

117.                       Understanding Comics: The Invisible Art  Visual Arts, Psychology 

118 Universal Principles of Design  Universal Design 
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http://www.amazon.com/Super-Crunchers-Thinking---Numbers-Smart/dp/0553384732/
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http://www.amazon.com/System-Effects-Robert-Jervis/dp/0691005303/
http://www.amazon.com/Animators-Survival-Kit--Revised-Principles-Classical/dp/086547897X/
http://artofgamedesign.com/book/
http://www.hyw.com/Books/WargamesHandbook/Contents.htm
http://www.amazon.com/Denial-Death-Ernest-Becker/dp/0684832402/
http://www.amazon.com/Design-Everyday-Things-Donald-Norman/dp/0465067107
http://www.amazon.com/Design-Future-Things-Don-Norman/dp/0465002285/
http://www.amazon.com/Dramatic-Imagination-Reflections-Speculations-Theatre/dp/0878301844/
http://www.amazon.com/Electronic-Eye-Rise-Surveillance-Society/dp/0816625158/
http://www.amazon.com/Game-Design-Reader-Rules-Anthology/dp/0262195364/
http://www.boffo.us/gdw/BookshelfByTopic.html
http://www.amazon.com/The-Game-Inventors-Guidebook-Role-Playing/dp/1600374476/ref=pd_sim_b_1
http://www.amazon.com/ILLUSION-LIFE-DISNEY-ANIMATION/dp/0786860707/
http://www.amazon.com/Language-New-Media-Leonardo-Books/dp/0262632551/
http://www.amazon.com/Man-Who-Lied-His-Laptop/dp/1617230049/
http://www.amazon.com/Minds-Fantasies-Reflections-Self-Soul/dp/0465030912/
http://www.amazon.com/Open-Work-Umberto-Eco/dp/0674639766/
http://www.amazon.com/Origins-Architectural-Pleasure-Grant-Hildebrand/dp/0520215052/
http://www.amazon.com/Paradox-Choice-Why-More-Less/dp/0060005696/
http://www.amazon.com/Power-Habit-What-Life-Business/dp/1400069289/
http://www.kickstarter.com/projects/144457690/reverse-design-chrono-trigger
http://shapeofdesignbook.com/
http://www.amazon.com/The-Soul-A-New-Machine/dp/0316491977
http://www.amazon.com/Study-Games-Elliott-M-Avedon/dp/0898740452/
http://www.amazon.com/Tao-Pooh-Benjamin-Hoff/dp/0140067477/
http://www.amazon.com/Tipping-Point-Little-Things-Difference/dp/0316346624/
http://www.amazon.com/Ultimate-History-Video-Games-Pokemon--/dp/0761536434/
http://www.amazon.com/Visual-Display-Quantitative-Information/dp/0961392142/
http://web.mit.edu/cms/faculty/WarEffectMeaning.htm
http://www.amazon.com/Well-Played-Game-Players-Philosophy/dp/0262019175/
http://www.amazon.com/A-Theory-Fun-Game-Design/dp/1932111972/
http://www.amazon.com/Thinking-Systems-Donella-H-Meadows/dp/1603580557
http://www.amazon.com/Thinking-Fast-Slow-Daniel-Kahneman/dp/0374533555/
http://www.amazon.com/Traffic-Drive-What-Says-About/dp/0307277194/
http://www.amazon.com/Trigger-Happy-Videogames-Entertainment-Revolution/dp/1559705981/
http://www.amazon.com/Twisty-Little-Passages-Approach-Interactive/dp/0262633183/
http://www.amazon.com/Understanding-Comics-Invisible-Scott-McCloud/dp/006097625X/
http://www.amazon.com/Universal-Principles-Design-Revised-Updated/dp/1592535879/
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119 Videogames of the Oppressed Serious Games, Society 

120 Visual Explanations  Information Visualization 

121 You Game Fiction 
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http://www.ludology.org/articles/thesis/FrascaThesisVideogames.pdf
http://www.amazon.com/Visual-Explanations-Quantities-Evidence-Narrative/dp/0961392126/
http://www.amazon.com/You-Austin-Grossman/dp/0316198536/

