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THOMAS SOWELL - THE REAL HISTORY OF SLAVERY Games as Fine Art? Half Real By Jesper Juul
Half-real is a book on video game theory, but it is generally readable. As for method, the book is an

eclectic mix of theories on games, film and literary theory, computer science, and psychology. The book

is based on numerous game examples, with more than 100 screenshots from the past 40 years of video

games. - Jesper Juul.

Half-Real: Video Games between Real Rules and Fictional Worlds
Jesper Juul is Associate Professor in the School of Design at the Royal Danish Academy of Fine Arts. He

is the author of Half-Real: Video Games between Real Rules and Fictional Worlds; A Casual Revolution:

Reinventing Video Games and Their Players; and The Art of Failure: An Essay on the Pain of Playing Video

Games, all published by the MIT Press.

Half-Real | The MIT Press
Jesper Juul is Associate Professor in the School of Design at the Royal Danish Academy of Fine Arts. He

is the author of Half-Real: Video Games between Real Rules and Fictional Worlds; A Casual Revolution:

Reinventing Video Games and Their Players; and The Art of Failure: An Essay on the Pain of Playing Video

Games, all published by the MIT Press.

Half-Real: Video Games between Real Rules and Fictional ...
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," 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.

Half-Real: Video Games Between Real Rules and Fictional ...
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. Copyright: 2011 Book Details

Half-Real | Bookshare
Work Description. 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.

Half-real (2011 edition) | Open Library
Juul puts these topics in the context of current intellectual debates, making the book not just a

playful exploration of games themselves but a celebration of the emerging fields of game studies and

game design theory. Half-Real is essential reading for scholars, designers, and everyone in between."

Eric Zimmerman, Cofounder & CEO, gameLab "*Half-Real* tackles key issues in games, from rules and

structure to aesthetics and fiction to the complexities of player experience.

Half-Real: Video Games between Real Rules and Fictional ...
Theoretical work. Though his 1999 M.A. thesis concerned the rejection of narrative as a useful tool for

understanding video games, and though Jesper Juul is often considered a ludologist, his more recent work

deals with the fictional aspects of video games as well.Juul's book on video game theory, Half-Real:

Video Games Between Real Rules and Fictional Worlds was published by MIT Press in 2005 ...
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Jesper Juul (game researcher) - Wikipedia
Half-Real tackles key issues in games, from rules and structure to aesthetics and fiction to the

complexities of player experience. Juul puts these topics in the context of current intellectual

debates, making the book not just a playful exploration of games themselves but a celebration of the

emerging fields of game studies and game design theory.

Amazon.com: Half-Real: Video Games between Real Rules and ...
Half-Real : Video Games between Real Rules and Fictional Worlds [Jesper Juul] on Amazon.com. *FREE*

shipping on qualifying offers. Half-Real : Video Games between Real Rules and Fictional Worlds

Half-Real : Video Games between Real Rules and Fictional ...
Jesper Juul is Visiting Assistant Professor at the New York University Game Center. He is the author of

Half-Real: Video Games between Real Rules and Fictional Worlds and A Casual Revolution: Reinventing

Video Games and Their Players, both published by MIT Press.

Jesper Juul (Author of Half-Real)
Jesper Juul’s book half-real is a very large discussion about rules and the kinds of games they produce.

Linear rules, open rules, how these can be grouped or organized to produce certain types of...

Jesper Juul's Classic Text 'half-real' - PopMatters
Published in 2005 by Jesper Juul, Half-Real is an exploration of video games as combinations of formal

rulesets and informal fiction.

Half Real: Video Games between Real Rules and Fictional ...
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.
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