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Thisis arenaissance moment for video games -- in the variety of genres they
represent, and the range of emotional territory they cover. But how do games
create emotion? In How Games Move Us, Katherine I shister takes the reader on
atimely and novel exploration of the design techniques that evoke strong
emotions for players. She counters arguments that games are creating a
generation of isolated, emotionally numb, antisocial loners. Games, | shister
shows us, can actually play a powerful rolein creating empathy and other strong,
positive emotional experiences; they reveal these qualities over time, through the
act of playing. She offers a nuanced, systematic examination of exactly how
games can influence emotion and social connection, with examples -- drawn
from popular, indie, and art games -- that unpack the gamer's experience.

I shister describes choice and flow, two qualities that distinguish games from
other media, and explains how game devel opers build upon these qualities using
avatars, non-player characters, and character customization, in both solo and
socia play. She shows how designers use physical movement to enhance players
emotional experience, and examines |ong-distance networked play. She
illustrates the use of these design methods with examples that range from Sony's
Little Big Planet to the much-praised indie game Journey to art games like
Brenda Romero's Train.

I shister's analysis shows us a new way to think about games, helping us
appreciate them as an innovative and powerful medium for doing what film,
literature, and other creative media do: helping us to understand ourselves and
what it means to be human.
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Thisis arenaissance moment for video games -- in the variety of genres they represent, and the range of
emotional territory they cover. But how do games create emotion? In How Games Move Us, Katherine

I shister takes the reader on atimely and novel exploration of the design techniques that evoke strong
emotions for players. She counters arguments that games are creating a generation of isolated, emotionally
numb, antisocial loners. Games, Ishister shows us, can actually play a powerful rolein creating empathy and
other strong, positive emotional experiences; they reveal these qualities over time, through the act of playing.
She offers a nuanced, systematic examination of exactly how games can influence emotion and social
connection, with examples -- drawn from popular, indie, and art games -- that unpack the gamer's
experience.

| shister describes choice and flow, two qualities that distinguish games from other media, and explains how
game devel opers build upon these qualities using avatars, non-player characters, and character
customization, in both solo and socia play. She shows how designers use physical movement to enhance
players emotional experience, and examines |ong-distance networked play. Sheillustrates the use of these
design methods with examples that range from Sony's Little Big Planet to the much-praised indie game
Journey to art games like Brenda Romero's Train.

I shister's analysis shows us a new way to think about games, helping us appreciate them as an innovative and
powerful medium for doing what film, literature, and other creative media do: helping us to understand
ourselves and what it means to be human.
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Editorial Review
Review

Katherine Ishister has long been one of the most important scholars of games -- and certainly the most
empathic. Her new book, How Games Move Us, is an invaluable guide to the many ways that games can be
designed to provoke powerful positive emotions, not to mention chills, goosebumps, and transformative
experiences that change how we see ourselves and the people we play with. It's an essential read for all game
scholars and game designers who want to make areal emotional impact with their work.

(Jane McGonigal, PhD, author of Reality Is Broken and creator of SuperBetter)

In How Games Move Us, Katherine | shister gets to the heart of what makes games a powerful emotional
medium. She writes clearly and persuasively about the actual techniques game developers use to reach
players emotionally and explains why those techniques have impact. | particularly enjoyed the many
examples of compelling emotional momentsin games that illustrate and corroborate her analysis.

(Noah Falstein, Chief Game Designer, Google)

How Games Move Usisthefirst book to fully explore the complex social and psychological relationships we
have with videogames -- and each other -- as we play. Whether you're a designer, a player, or someone who
issimply curious about the human aspects of play, this small volume is packed with exciting findings that
will inform how we play, make, and think about games.

(Colleen Macklin, Associate Professor, Art, Media, and Technology, Parsons The New School for Design;
Co-director, PETLab)

Y ou carefully consider the narrative, design, and technology for your game, but what of the emotions you are
eiciting? Ishister's work courageously urges us to consider games as a means for communicating emotion,
not just sights and sounds. How might you emotionally impact your player thoughtfully, and purposefully?

(Mark DeLoura, former Senior Advisor for Digital Media, White House Office of Science and Technology
Policy; Creator, Game Programming Gems series)

Katherine Ishister is always insightful and thoughtful in her analysis of the game creation process, and in this
book she continues to set standards and raise appreciation for the art of game-making.

(Tim Schafer, Founder, Double Fine Productions)
In How Games Move Us: Emotion By Design Katherine Ishister investigates how game creators are figuring

out different ways to spring actual feelings from the jaded corridors of our psyches.... This book is about how
designers take the human desire and capacity for feeling and turn all that into meaningful interactions with



computers and, via computers, with other humans. It's something that happens, to one degree or another,
with all games.

(Polygon)

About the Author

Katherine Ishister is Professor of Computational Media at the University of California, Santa Cruz, and is the
author of Better Game Characters by Design. She was the founding Director of the Game Innovation Lab at
New Y ork University.

Users Review
From reader reviews:
Michelle Pacheco:

Information is provisions for folks to get better life, information currently can get by anyone on everywhere.
The information can be a know-how or any news even a problem. What people must be consider if those
information which isinside the former life are challenging to be find than now is taking seriously which one
is suitable to believe or which one the actual resource are convinced. If you find the unstable resource then
you have it as your main information you will see huge disadvantage for you. All of those possibilities will
not happen throughout you if you take How Games Move Us: Emation by Design (Playful Thinking) as your
daily resource information.

Timothy Brown:

This book untitled How Games Move Us: Emotion by Design (Playful Thinking) to be one of several books
in which best seller in thisyear, honestly, that is because when you read this reserve you can get alot of
benefit into it. Y ou will easily to buy thiskind of book in the book retail outlet or you can order it by using
online. The publisher in this book sells the e-book too. It makes you more easily to read this book, since you
can read this book in your Smart phone. So there is no reason to you to past this reserve from your list.

Alice Smith:

Reading a guide can be one of alot of exercise that everyone in the world adores. Do you like reading book
consequently. There are alot of reasons why people loveit. First reading a publication will give you alot of
new details. When you read a publication you will get new information simply because book is one of
several ways to share the information or even their idea. Second, looking at a book will make anyone more
imaginative. When you reading through a book especially fictional book the author will bring you to
definitely imagine the story how the people do it anything. Third, it is possible to share your knowledge to
other folks. When you read this How Games Move Us. Emotion by Design (Playful Thinking), you are able
to tells your family, friends and also soon about yours e-book. Y our knowledge can inspire average, make
them reading areserve.



lan Louviere:

Reading a reserve make you to get more knowledge from this. Y ou can take knowledge and information
originating from a book. Book is created or printed or created from each source that will filled update of
news. On this modern eralike now, many ways to get information are available for you actually. From media
social similar to newspaper, magazines, science book, encyclopedia, reference book, book and comic. You
can add your knowledge by that book. Isn't it time to spend your spare time to open your book? Or just
searching for the How Games Move Us. Emotion by Design (Playful Thinking) when you necessary it?
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