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A video game is half-real: we play by real rules while imagining a fictional
world. We win or lose the game in the real world, but we slay a dragon (for
example) only in the world of the game. In this thought-provoking study, Jesper
Juul examines the constantly evolving tension between rules and fiction in video
games. Discussing games from Pong to The Legend of Zelda, from chess to
Grand Theft Auto, he shows how video games are both a departure from and a
development of traditional non-electronic games. The book combines
perspectives from such fields as literary and film theory, computer science,
psychology, economic game theory, and game studies, to outline a theory of what
video games are, how they work with the player, how they have developed
historically, and why they are fun to play.

Locating video games in a history of games that goes back to Ancient Egypt, Juul
argues that there is a basic affinity between games and computers. Just as the
printing press and the cinema have promoted and enabled new kinds of
storytelling, computers work as enablers of games, letting us play old games in
new ways and allowing for new kinds of games that would not have been
possible before computers. Juul presents a classic game model, which describes
the traditional construction of games and points to possible future developments.
He examines how rules provide challenges, learning, and enjoyment for players,
and how a game cues the player into imagining its fictional world. Juul's lively
style and eclectic deployment of sources will make Half-Real of interest to
media, literature, and game scholars as well as to game professionals and gamers.
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A video game is half-real: we play by real rules while imagining a fictional world. We win or lose the game
in the real world, but we slay a dragon (for example) only in the world of the game. In this thought-
provoking study, Jesper Juul examines the constantly evolving tension between rules and fiction in video
games. Discussing games from Pong to The Legend of Zelda, from chess to Grand Theft Auto, he shows how
video games are both a departure from and a development of traditional non-electronic games. The book
combines perspectives from such fields as literary and film theory, computer science, psychology, economic
game theory, and game studies, to outline a theory of what video games are, how they work with the player,
how they have developed historically, and why they are fun to play.

Locating video games in a history of games that goes back to Ancient Egypt, Juul argues that there is a basic
affinity between games and computers. Just as the printing press and the cinema have promoted and enabled
new kinds of storytelling, computers work as enablers of games, letting us play old games in new ways and
allowing for new kinds of games that would not have been possible before computers. Juul presents a classic
game model, which describes the traditional construction of games and points to possible future
developments. He examines how rules provide challenges, learning, and enjoyment for players, and how a
game cues the player into imagining its fictional world. Juul's lively style and eclectic deployment of sources
will make Half-Real of interest to media, literature, and game scholars as well as to game professionals and
gamers.
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From reader reviews:

Ruth Haakenson:

Do you among people who can't read gratifying if the sentence chained inside the straightway, hold on guys
this specific aren't like that. This Half-Real: Video Games between Real Rules and Fictional Worlds book is
readable by means of you who hate the straight word style. You will find the data here are arrange for
enjoyable reading experience without leaving even decrease the knowledge that want to provide to you. The
writer of Half-Real: Video Games between Real Rules and Fictional Worlds content conveys prospect easily
to understand by lots of people. The printed and e-book are not different in the content material but it just
different such as it. So , do you nevertheless thinking Half-Real: Video Games between Real Rules and
Fictional Worlds is not loveable to be your top listing reading book?

Sara Otoole:

People live in this new morning of lifestyle always try to and must have the spare time or they will get large
amount of stress from both everyday life and work. So , when we ask do people have free time, we will say
absolutely of course. People is human not really a huge robot. Then we inquire again, what kind of activity
are you experiencing when the spare time coming to anyone of course your answer will certainly unlimited
right. Then do you try this one, reading guides. It can be your alternative in spending your spare time, the
particular book you have read will be Half-Real: Video Games between Real Rules and Fictional Worlds.

David Ramos:

Playing with family within a park, coming to see the marine world or hanging out with close friends is thing
that usually you have done when you have spare time, after that why you don't try point that really opposite
from that. A single activity that make you not experiencing tired but still relaxing, trilling like on roller
coaster you have been ride on and with addition of information. Even you love Half-Real: Video Games
between Real Rules and Fictional Worlds, you can enjoy both. It is fine combination right, you still want to
miss it? What kind of hangout type is it? Oh can happen its mind hangout people. What? Still don't
understand it, oh come on its called reading friends.

Cathrine Hart:

E-book is one of source of understanding. We can add our information from it. Not only for students but
native or citizen have to have book to know the up-date information of year to year. As we know those
ebooks have many advantages. Beside many of us add our knowledge, can also bring us to around the world.



With the book Half-Real: Video Games between Real Rules and Fictional Worlds we can acquire more
advantage. Don't that you be creative people? To be creative person must want to read a book. Simply
choose the best book that acceptable with your aim. Don't end up being doubt to change your life at this book
Half-Real: Video Games between Real Rules and Fictional Worlds. You can more inviting than now.
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