
Masters of Doom, id Software, John Carmack, John Romero, video game history

Masters Of Doom How Two Guys Created An Empire And 
Transformed Pop Culture David Kushner

#Masters of Doom #id Software #John Carmack #John Romero #video game history 

Dive into the thrilling origins of id Software and the creation of the groundbreaking Doom game with 
David Kushner's Masters of Doom. This captivating narrative explores how two visionary guys, John 
Carmack and John Romero, built a gaming empire that profoundly transformed pop culture, detailing 
their brilliance, conflicts, and lasting legacy in video game development.
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Masters of Doom

Masters of Doom is the amazing true story of the Lennon and McCartney of video games: John 
Carmack and John Romero. Together, they ruled big business. They transformed popular culture. And 
they provoked a national controversy. More than anything, they lived a unique and rollicking American 
Dream, escaping the broken homes of their youth to co-create the most notoriously successful game 
franchises in history—Doom and Quake—until the games they made tore them apart. Americans spend 
more money on video games than on movie tickets. Masters of Doom is the first book to chronicle 
this industry’s greatest story, written by one of the medium’s leading observers. David Kushner takes 
readers inside the rags-to-riches adventure of two rebellious entrepreneurs who came of age to shape 
a generation. The vivid portrait reveals why their games are so violent and why their immersion in 
their brilliantly designed fantasy worlds offered them solace. And it shows how they channeled their 
fury and imagination into products that are a formative influence on our culture, from MTV to the 
Internet to Columbine. This is a story of friendship and betrayal, commerce and artistry—a powerful 
and compassionate account of what it’s like to be young, driven, and wildly creative. “To my taste, the 
greatest American myth of cosmogenesis features the maladjusted, antisocial, genius teenage boy 
who, in the insular laboratory of his own bedroom, invents the universe from scratch. Masters of Doom 
is a particularly inspired rendition. Dave Kushner chronicles the saga of video game virtuosi Carmack 
and Romero with terrific brio. This is a page-turning, mythopoeic cyber-soap opera about two glamorous 
geek geniuses—and it should be read while scarfing down pepperoni pizza and swilling Diet Coke, with 
Queens of the Stone Age cranked up all the way.”—Mark Leyner, author of I Smell Esther Williams

Jacked

Inside the making of a videogame that defined a generation: Grand Theft Auto Grand Theft Auto is 
one of the biggest and most controversial videogame franchises of all time. Since its first release in 
1997, GTA has pioneered the use of everything from 3D graphics to the voices of top Hollywood actors 
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and repeatedly transformed the world of gaming. Despite its incredible innovations in the $75 billion 
game industry, it has also been a lightning rod of debate, spawning accusations of ethnic and sexual 
discrimination, glamorizing violence, and inciting real-life crimes. Jacked tells the turbulent and mostly 
unknown story of GTA's wildly ambitious creators, Rockstar Games, the invention and evolution of the 
franchise, and the cultural and political backlash it has provoked. Explains how British prep school 
brothers Sam and Dan Houser took their dream of fame, fortune, and the glamor of American pop 
culture and transformed it into a worldwide videogame blockbuster Written by David Kushner, author 
of Masters of Doom and a top journalist on gaming, and drawn from over ten years of interviews and 
research, including firsthand knowledge of Grand Theft Auto's creators and detractors Offers inside 
details on key episodes in the development of the series, including the financial turmoil of Rockstar 
games, the infamous "Hot Coffee" sex mini-game incident, and more Whether you love Grand Theft 
Auto or hate it, or just want to understand the defining entertainment product of a generation, you'll 
want to read Jacked and get the real story behind this boundary-pushing game.

Masters Of Doom

A magnet for bullies at school, Jon Finkel grew up heckled and hazed until he discovered the trad-
ing-card game Magic: The Gathering. As Magic exploded from nerdy obsession into the mainstream, 
the teenage Finkel emerged as its first world champion. The young shark - now known to his friends 
and rivals as Jonny Magic - moved on to storm poker rooms, from the underground clubs of New York 
City to high-stakes tables online, until he landed on the largest card counting blackjack team in the 
country, taking Vegas for millions and becoming one of the biggest players in town. Finally, they took 
on the biggest game of all - the World Series of Poker...

Jonny Magic and the Card Shark Kids

David Kushner grew up in the early 1970s in the Florida suburbs. It was when kids still ran free, riding 
bikes and disappearing into the nearby woods for hours. One morning in 1973, however, everything 
changed. David's older brother Jon biked through the forest to the convenience store for candy, and 
never returned. Decades later, now a grown man with kids of his own, Kushner found himself unsatisfied 
with his own memories and decided to revisit the episode a different way: through the eyes of a 
reporter. His investigation made him realize just how much his past had affected his present. After 
sifting through hundreds of documents, conducting dozens of interviews, and poring over numerous 
firsthand accounts, he has produced a powerful and inspiring story of loss, perseverance, and memory.

Alligator Candy

Computer manufacturing is--after cars, energy production and illegal drugs--the largest industry in 
the world, and it's one of the last great success stories in American business. Accidental Empires 
is the trenchant, vastly readable history of that industry, focusing as much on the astoundingly odd 
personalities at its core--Steve Jobs, Bill Gates, Mitch Kapor, etc. and the hacker culture they spawned 
as it does on the remarkable technology they created. Cringely reveals the manias and foibles of 
these men (they are always men) with deadpan hilarity and cogently demonstrates how their neuroses 
have shaped the computer business. But Cringely gives us much more than high-tech voyeurism and 
insider gossip. From the birth of the transistor to the mid-life crisis of the computer industry, he spins 
a sweeping, uniquely American saga of creativity and ego that is at once uproarious, shocking and 
inspiring.

Accidental Empires

"An award-winning videogame writer offers a rare behind-the-scenes look inside the gaming industry, 
and expands on how games are transformed from mere toys into meaningful, artistic experiences"--

Significant Zero

A community theater's production of Special Yearnings triggers a string of underground nuclear 
explosions from St. Louis to Worcester, Massachusetts. A man frantically swats at the blaze that his 
girlfriend has ignited in his trousers, while her family tries to figure out whether his agonized sign 
language means "Under the Volcano" or "No Time for Sergeants." Charo, Marianne Faithfull, and 
Napoleon's sister swap glittering witticisms and pornographic come-ons with languid aesthetes and 
unhinged suburbanites. Such scenarios are just par for the course in this gloriously disorienting volume 



by Mark Leyner, author of My Cousin, My Gastroenterologist and Et Tu, Babe, and a writer who plays 
the English language the way Jimi Hendrix played the guitar: at blinding speed, dangerous volume, 
and with a perfect mixture of lyricism and sheer menace.

I Smell Esther Williams

The life and career of the legendary developer celebrated as the “godfather of computer gaming” and 
creator of Civilization, featuring his rules of good game design. "Sid Meier is a foundation of what 
gaming is for me today." — Phil Spencer, head of Xbox Over his four-decade career, Sid Meier has 
produced some of the world’s most popular video games, including Sid Meier’s Civilization, which 
has sold more than 51 million units worldwide and accumulated more than one billion hours of play. 
Sid Meier’s Memoir! is the story of an obsessive young computer enthusiast who helped launch a 
multibillion-dollar industry. Writing with warmth and ironic humor, Meier describes the genesis of his 
influential studio, MicroProse, founded in 1982 after a trip to a Las Vegas arcade, and recounts the 
development of landmark games, from vintage classics like Pirates! and Railroad Tycoon, to Civilization 
and beyond. Articulating his philosophy that a video game should be “a series of interesting decisions,” 
Meier also shares his perspective on the history of the industry, the psychology of gamers, and 
fascinating insights into the creative process, including his rules of good game design.

Sid Meier's Memoir!: A Life in Computer Games

NATIONAL BESTSELLER “The stories in this book make for a fascinating and remarkably complete 
pantheon of just about every common despair and every joy related to game development.” — Rami 
Ismail, cofounder of Vlambeer and developer of Nuclear Throne Developing video games—hero's 
journey or fool's errand? The creative and technical logistics that go into building today's hottest 
games can be more harrowing and complex than the games themselves, often seeming like an 
endless maze or a bottomless abyss. In Blood, Sweat, and Pixels, Jason Schreier takes readers on 
a fascinating odyssey behind the scenes of video game development, where the creator may be 
a team of 600 overworked underdogs or a solitary geek genius. Exploring the artistic challenges, 
technical impossibilities, marketplace demands, and Donkey Kong-sized monkey wrenches thrown into 
the works by corporate, Blood, Sweat, and Pixels reveals how bringing any game to completion is more 
than Sisyphean—it's nothing short of miraculous. Taking some of the most popular, bestselling recent 
games, Schreier immerses readers in the hellfire of the development process, whether it's RPG studio 
Bioware's challenge to beat an impossible schedule and overcome countless technical nightmares to 
build Dragon Age: Inquisition; indie developer Eric Barone's single-handed efforts to grow country-life 
RPG Stardew Valley from one man's vision into a multi-million-dollar franchise; or Bungie spinning out 
from their corporate overlords at Microsoft to create Destiny, a brand new universe that they hoped 
would become as iconic as Star Wars and Lord of the Rings—even as it nearly ripped their studio 
apart. Documenting the round-the-clock crunches, buggy-eyed burnout, and last-minute saves, Blood, 
Sweat, and Pixels is a journey through development hell—and ultimately a tribute to the dedicated 
diehards and unsung heroes who scale mountains of obstacles in their quests to create the best games 
imaginable.

Blood, Sweat, and Pixels

In Extra Lives, acclaimed writer and life-long video game enthusiast Tom Bissell takes the reader on 
an insightful and entertaining tour of the art and meaning of video games. In just a few decades, 
video games have grown increasingly complex and sophisticated, and the companies that produce 
them are now among the most profitable in the entertainment industry. Yet few outside this world have 
thought deeply about how these games work, why they are so appealing, and what they are capable of 
artistically. Blending memoir, criticism, and first-rate reportage, Extra Lives is a milestone work about 
what might be the dominant popular art form of our time.

Stay Awhile and Listen: Book I

It was early 1993 and id Software was at the top of the PC gaming industry. Wolfenstein 3D had 
established the First Person Shooter genre and sales of its sequel Spear of Destiny were skyrocketing. 
The technology and tools id had taken years to develop were no match for their many competitors. It 
would have been easy for id to coast on their success, but instead they made the audacious decision 
to throw away everything they had built and start from scratch. Game Engine Black Book: Doom 
is the story of how they did it. This is a book about history and engineering. Don’t expect much 



prose (the author’s English has improved since the first book but is still broken). Instead you will 
find inside extensive descriptions and drawings to better understand all the challenges id Software 
had to overcome. From the hardware -- the Intel 486 CPU, the Motorola 68040 CPU, and the NeXT 
workstations -- to the game engine’s revolutionary design, open up to learn how DOOM changed the 
gaming industry and became a legend among video games.

Extra Lives

More American children recognize Super Mario, the hero of one of Nintendo’s video games, than Mickey 
Mouse. The Japanese company has come to earn more money than the big three computer giants or 
all Hollywood movie studios combined. Now Sheff tells of the Nintendo invasion–a tale of innovation 
and cutthroat tactics.

Game Engine Black Book: DOOM

A close examination about what is considered the most important first-person video game ever made 
and its influence on how we play games today

Game Over

The world is entering a new technological, social and global age and it is our ability to create meaning 
which will decide whether we face a bright future or a tragic decline. We are living in an unsustainable 
state of cultural tension. Stress and depression are becoming more common, we are destroying our 
environment and while the rich become richer, inequality has spread both domestically and globally. 
The world's entire democratic system is strained and the only 'meaningful' story left is our role as 
consumers. We flee to and are trapped by the gilded illusion of happiness that is dictated to us by 
consumerism. In The World We Create, Tomas Björkman takes readers on a journey through history, 
economics, sociology, developmental psychology and philosophy, to illuminate where we have come 
from and how we have reached this breaking point. He offers new perspectives on the world we have 
created and suggests how we can achieve a more meaningful, sustainable world in the future.

DOOM

The designer of Unreal and Gears of War offers an eye-opening personal account of the video game 
industry as it grew from niche hobby to hundred-billion-dollar enterprise. Video games are dominating 
the planet. In 2020, they brought in $180 billion dollars globally—nearly $34 billion in the United States 
alone. So who are the brilliant designers who create these stunning virtual worlds? Cliff Bleszinski—or 
CliffyB as he is known to gamers—is one of the few who’ve reached mythical, rock star status. In 
Control Freak, he gives an unvarnished, all-access tour of the business. Toiling away in his bedroom, 
Bleszinski created and shipped his first game before graduating high school, and at just seventeen 
joined a fledgling company called Epic Games. He describes the grueling hours, obscene amounts 
of Mountain Dew and obsessive focus necessary to achieve his singular creative visions. He details 
Epic’s rise to industry leader, thanks largely to his work on bestselling franchises Unreal and Gears of 
War (and, later, his input on a little game called Fortnite), as well as his own awkward ascent from shy, 
acne-riddled introvert to sports car-driving celebrity rubbing shoulders with Bill Gates. As he writes, 
“No one is weirder than a nerd with money.” While the book is laced with such self-deprecating humor, 
Bleszinski also bluntly addresses the challenges that have long-faced the gaming community, including 
sexism and a lack of representation among both designers and the characters they create. Control 
Freak is a hilarious, thoughtful, and inspiring memoir. Even if you don’t play games, you’ll walk away 
from this book recognizing them as a true art form and appreciating the genius of their creators.

The World We Create

From the bestselling author of Blood, Sweat, and Pixels comes the next definitive, behind-the-scenes 
account of the video game industry: how some of the past decade's most renowned studios fell 
apart—and the stories, both triumphant and tragic, of what happened next. Jason Schreier's ground-
breaking reporting has earned him a place among the preeminent investigative journalists covering 
the world of video games. In his eagerly anticipated, deeply researched new book, Schreier trains his 
investigative eye on the volatility of the video game industry and the resilience of the people who work 
in it. The business of videogames is both a prestige industry and an opaque one. Based on dozens of 
first-hand interviews that cover the development of landmark games—Bioshock Infinite, Epic Mickey, 



Dead Space, and more—on to the shocking closures of the studios that made them, Press Reset tells 
the stories of how real people are affected by game studio shutdowns, and how they recover, move on, 
or escape the industry entirely. Schreier's insider interviews cover hostile takeovers, abusive bosses, 
corporate drama, bounced checks, and that one time the Boston Red Sox's Curt Schilling decided he 
was going to lead a game studio that would take out World of Warcraft. Along the way, he asks pressing 
questions about why, when the video game industry is more successful than ever, it's become so hard 
to make a stable living making video games—and whether the business of making games can change 
before it's too late.

Control Freak

Video games have grown exponentially in recent years and have captured the hearts of millions thanks 
to the success of titles such as Minecraft, Journey, Limbo, Dead Cells, The Banner Saga or Firewatch. 
To compete with the blockbusters, the independents have had to be massively creative and come up 
with innovative gameplay, top-notch writing, original graphic universes, and sumptuous soundtracks. 
INDIE GAMES pays homage to some of the greatest success stories in the world of independent video 
games. Superbly illustrated, INDIE GAMES contains more than three hundred images from titles that 
revolutionized the gaming industry. Full of anecdotes and interviews with personalities like industry 
veteran Eric Chahi and young designers like Ian Dallas. You will see behind the scenes at Indie studios, 
revealing the creators, designs and marketing. This exploration will give you a better understanding on 
what is an "Indie" game. Official and authorized, with the participation of studios around the world, 
including over 50 interviews highlighting over 70 games, INDIE GAMES is the most complete and 
up-to-date overview of indie video gaming. With exclusive behind the scenes content provided by the 
studios, it serves as a fitting tribute to the audacity of these developers, who have elevated video games 
into an art.

Press Reset

Through the stories of gaming's greatest innovations and most beloved creations, journalist Harold 
Goldberg captures the creativity, controversy--and passion--behind the videogame's meteoric rise to 
the top of the pop-culture pantheon. Over the last fifty years, video games have grown from curiosities 
to fads to trends to one of the world's most popular forms of mass entertainment. But as the gaming 
industry grows in numerous directions and everyone talks about the advance of the moment, few 
explore and seek to understand the forces behind this profound evolution. How did we get from Space 
Invaders to Grand Theft Auto? How exactly did gaming become a $50 billion industry and a dominant 
pop culture form? What are the stories, the people, the innovations, and the fascinations behind this 
incredible growth? Through extensive interviews with gaming's greatest innovators, both its icons and 
those unfairly forgotten by history, All Your Base Are Belong To Us sets out to answer these questions, 
exposing the creativity, odd theories--and passion--behind the twenty-first century's fastest-growing 
medium. Go inside the creation of: Grand Theft Auto * World of Warcraft * Bioshock * Kings Quest * 
Bejeweled * Madden Football * Super Mario Brothers * Myst * Pong * Donkey Kong * Crash Bandicoot 
* The 7th Guest * Tetris * Shadow Complex * Everquest * The Sims * And many more!

Indie Games

In 1990 Nintendo had a virtual monopoly on the video game industry. Sega, on the other hand, was a 
faltering arcade company with big aspirations and even bigger personalities. But that would all change 
with the arrival of Tom Kalinske, a man who knew nothing about video games and everything about 
fighting uphill battles. His unconventional tactics, combined with the blood, sweat and bold ideas of his 
renegade employees, transformed Sega and eventually led to a ruthless David-and-Goliath showdown 
with rival Nintendo. The battle was vicious, relentless and highly profitable, eventually sparking a global 
corporate war that would be fought on several fronts: from living rooms and schoolyards to boardrooms 
and Congress. It was a once-in-a-lifetime, no-holds-barred conflict that pitted brother against brother, 
kid against adult, Sonic against Mario, and the US against Japan. Console Wars is the underdog tale 
of how Kalinske miraculously turned an industry punchline into a market leader. It's the story of how a 
humble family man, with an extraordinary imagination and a gift for turning problems into competitive 
advantages, inspired a team of underdogs to slay a giant and, as a result, birth a $60 billion dollar 
industry.

All Your Base Are Belong to Us



In this in-depth critical and theoretical analysis of the horror genre in video games, 14 essays explore 
the cultural underpinnings of horror’s allure for gamers and the evolution of “survival” themes. The 
techniques and story effects of specific games such as Resident Evil, Call of Cthulhu, and Silent Hill 
are examined individually.

Console Wars

By day, Eska de Caraval digs for ancient treasure in the dust and dirt and sweltering sun. By night, 
she dons the embroidered silks and jewels that are the markings of her family's success. Spurred by 
a relentless thirst to lay bare the world's secrets, Eska has led Firenzia Company to renown across 
the Seven Cities of Bellara, and far beyond. But when she comes into possession of a priceless 
reliquary with a harrowing history-one of six lost to the centuries-and the treacherous artifact within, 
Eska unwittingly sets off a race to uncover the other five and the powers they contain. Bankrupt and 
bitter, Manon Barca supports a brother and a failing company on loans she cannot repay, all while her 
disgraced father rots in prison. Determined to drag her family name out of oblivion, Manon does not 
fear to take on the might of Eska de Caraval and Firenzia Company, even if it means sabotaging an 
excavation and endangering innocent lives. When her reckless decisions put her at the mercy of one of 
the most powerful men in the Seven Cities, Manon finds herself caught in a storm beyond her making, 
one that will see the sundering of alliances that have stood for three hundred years.As the de Caraval 
and Barca rivalry surges, Eska must wield intellect and steel against a web of enemies and deceit, 
all while Manon battles tirelessly to preserve the final remnants of her family and its legacy.Neither, 
however, is prepared to contend with the rising tide of an ancient menace unleashed upon the world 
once more?.

Horror Video Games

Rise of the Dungeon Master tells, in graphic form, the story of Gary Gygax, co-creator of Dungeons 
& Dragons, one of the most influential games ever made. Like the game itself, the narrative casts the 
reader into the adventure from a first person point of view, taking on the roles of the different characters 
in the story. Gygax was the son of immigrants who grew up in Lake Geneva, WI, in the 1950s. An 
imaginative misfit, he escaped into a virtual world based on science fiction novels, military history and 
strategic games like chess. In the mid-1970s, he co-created the wildly popular Dungeons & Dragons 
game. Starting out in the basement of his home, he was soon struggling to keep up with the demand. 
Gygax was a purist, in the sense that he was adamant that players use their imaginations and that 
the rules of the game remain flexible. A creative mind with no real knowledge of business, he made 
some strategic errors and had a falling out with the game's co-creator, his close friend and partner, 
David Arneson. By the late 1970s the game had become so popular among kids that parents started 
to worry -- so much so that a mom's group was formed to alert parents to the dangers of role play and 
fantasy. The backlash only fueled the fires of the young fans who continued to play the game, escaping 
into imaginary worlds. Before long, D&D conventions were set up around the country and the game 
inspired everything from movies to the first video games. With D&D, Gygax created the kind of role 
playing fantasy that would fuel the multibillion dollar video game industry, and become a foundation of 
contemporary geek culture.

Shadows of Ivory

The illustrated, inside story of the legendary hacktivist group's origins and most daring exploits. A 
for Anonymous shows how a leaderless band of volunteers successfully used hacktivism to fight for 
the underdog, embarrass their rich and powerful targets--from Sony and Paypal to the Church of 
Scientology and Ferguson Police Department--all in the name of freedom of speech and information. 
Their exploits blurred the distinction between "online" and "reality," and help shape our contemporary 
world.

Rise of the Dungeon Master

Good game design happens when you view your game from as many perspectives as possible. 
Written by one of the world's top game designers, The Art of Game Design presents 100+ sets 
of questions, or different lenses, for viewing a game’s design, encompassing diverse fields such 
as psychology, architecture, music, visual design, film, software engineering, theme park design, 
mathematics, puzzle design, and anthropology. This Second Edition of a Game Developer Front Line 
Award winner: Describes the deepest and most fundamental principles of game design Demonstrates 



how tactics used in board, card, and athletic games also work in top-quality video games Contains 
valuable insight from Jesse Schell, the former chair of the International Game Developers Association 
and award-winning designer of Disney online games The Art of Game Design, Second Edition gives 
readers useful perspectives on how to make better game designs faster. It provides practical instruction 
on creating world-class games that will be played again and again.

A for Anonymous

Rare photographs of City Hall, Logan Square, Independence Hall, Betsy Ross House, other landmarks 
juxtaposed with contemporary views. Introduction. Captions.

The Art of Game Design

Satoru Iwata was the global president and CEO of Nintendo and a gifted programmer who played a 
key role in the creation of many of the world’s best-known games. He led the production of innovative 
platforms such as the Nintendo DS and the Wii, and laid the groundwork for the development of 
the wildly successful Pokémon Go game and the Nintendo Switch. Known for his analytical and 
imaginative mind, but even more for his humility and people-first approach to leadership, Satoru Iwata 
was beloved by game fans and developers worldwide. In this motivational collection, Satoru Iwata 
addresses diverse subjects such as locating bottlenecks, how success breeds resistance to change, 
and why programmers should never say no. Drawn from the “Iwata Asks” series of interviews with 
key contributors to Nintendo games and hardware, and featuring conversations with renowned Mario 
franchise creator Shigeru Miyamoto and creator of EarthBound Shigesato Itoi, Ask Iwata offers game 
fans and business leaders an insight into the leadership, development, and design philosophies of one 
of the most beloved figures in gaming history. -- VIZ Media

Philadelphia Then and Now

The creator of one of the most innovative and best-selling video games of all time gives an unvarnished 
look into the process in this one-of-a-kind compilation. Before Prince of Persia was a best-selling video 
game franchise and a Disney movie, it was an Apple II computer game created and programmed by one 
person, Jordan Mechner. Mechner's candid and revealing journals from the time capture the journey 
from his parents’ basement to the forefront of the fast-growing 1980s video game industry... and the 
creative, technical, and personal struggles that brought the prince into being and ultimately into the 
homes of millions of people worldwide. Now, on the 30th anniversary of Prince of Persia’s release, 
Mechner looks back at the journals he kept from 1985 to 1993, offering new insights into the game 
that established him as a pioneer of cinematic storytelling in the industry. This beautifully illustrated 
and annotated collector’s edition includes: 300 pages of Jordan’s original journals, Present-day margin 
notations by Jordan adding explanation, context, and affectionate cartoons of real-life characters, 
Archival visuals illustrating the stages of the game’s creation, Work-in-progress sketches, rotoscoped 
animation, screen shots, interface design, memos, and more, A full-color 32-page "Legacy" section in 
which Jordan and fans share Prince of Persia memories from the past 30 years, including the Ubisoft 
games and Disney movie. The Making of Prince of Persia is both a tribute to a timeless classic, and an 
indelible look at the creative process that will resonate with retro-gaming fans, game developers, and 
writers, artists, and creators of all stripes.

Ask Iwata

Could “UFOs” and “Aliens” simply be us, but from the future? This provocative new book cautiously 
examines the premise that extraterrestrials may instead be our distant human descendants, using 
the anthropological tool of time travel to visit and study us in their own hominin evolutionary past. 
Dr. Michael P. Masters, a professor of biological anthropology specializing in human evolutionary 
anatomy, archaeology, and biomedicine, explores how the persistence of long-term biological and 
cultural trends in human evolution may ultimately result in us becoming the ones piloting these 
disc-shaped craft, which are likely the very devices that allow our future progeny to venture backward 
across the landscape of time. Moreover, these extratempestrials are ubiquitously described as bipedal, 
large-brained, hairless, human-like beings, who communicate with us in our own languages, and 
who possess technology advanced beyond, but clearly built upon, our own. These accounts, coupled 
with a thorough understanding of the past and modern human condition, point to the continuation of 
established biological and cultural trends here on Earth, long into the distant human future.



The Making of Prince of Persia

In the decade after World War II , real estate developer Levitt & Sons helped thousands of people buy 
into the American dream of owning a home. They laid out the welcome mat, but not to everyone. Levit-
town had a whites-only policy. The events that unfolded in Levittown, Pennsylvania, in the unseasonably 
hot summer of 1957 would rock the community. There, a white Jewish family secretly arranged for a 
black family to buy the pink house next door. The explosive reaction would transform their lives, and 
the nation, leading to the downfall of a titan and the integration of the most famous suburb in the world.

Identified Flying Objects

This timely volume, written by Spin magazine contributing author David Kushner, offers easy steps for 
finding, downloading, creating, and listening to music on any PC. Cybercasts, MP3, and Internet radio 
are among the hot trends covered in this fun and easy guide, which also includes tips on tweaking 
systems for optimal performance and locating the best tunes online. The CD-ROM contains links to 
online music sites, software for making and listening to music files, and more.

Levittown

An impassioned look at games and game design that offers the most ambitious framework for 
understanding them to date. As pop culture, games are as important as film or television—but game 
design has yet to develop a theoretical framework or critical vocabulary. In Rules of Play Katie Salen 
and Eric Zimmerman present a much-needed primer for this emerging field. They offer a unified model 
for looking at all kinds of games, from board games and sports to computer and video games. As active 
participants in game culture, the authors have written Rules of Play as a catalyst for innovation, filled 
with new concepts, strategies, and methodologies for creating and understanding games. Building an 
aesthetics of interactive systems, Salen and Zimmerman define core concepts like "play," "design," and 
"interactivity." They look at games through a series of eighteen "game design schemas," or conceptual 
frameworks, including games as systems of emergence and information, as contexts for social play, as 
a storytelling medium, and as sites of cultural resistance. Written for game scholars, game developers, 
and interactive designers, Rules of Play is a textbook, reference book, and theoretical guide. It is the 
first comprehensive attempt to establish a solid theoretical framework for the emerging discipline of 
game design.

Music Online For Dummies

Ever since he was a child, Metal Gear Solid and Death Stranding creator Hideo Kojima was a voracious 
consumer of movies, music, and books. They ignited his passion for stories and storytelling, and the 
results can be seen in his groundbreaking, iconic video games. Now the head of independent studio 
Kojima Productions, Kojima’s enthusiasm for entertainment media has never waned. This collection of 
essays explores some of the inspirations behind one of the titans of the video game industry, and offers 
an exclusive insight into one of the brightest minds in pop culture. -- VIZ Media

Rules of Play

The last lecture on leadership by the NFL's greatest coach: Bill Walsh Bill Walsh is a towering figure in 
the history of the NFL. His advanced leadership transformed the San Francisco 49ers from the worst 
franchise in sports to a legendary dynasty. In the process, he changed the way football is played. Prior 
to his death, Walsh granted a series of exclusive interviews to bestselling author Steve Jamison. These 
became his ultimate lecture on leadership. Additional insights and perspective are provided by Hall 
of Fame quarterback Joe Montana and others. Bill Walsh taught that the requirements of successful 
leadership are the same whether you run an NFL franchise, a fortune 500 company, or a hardware 
store with 12 employees. These final words of 'wisdom by Walsh' will inspire, inform, and enlighten 
leaders in all professions.

The Creative Gene

Starting with its humble beginnings in the 1950's and ending with its swan-song, the Dreamcast, in 
the early 2000’s, this is the complete history of Sega as a console maker. Before home computers 
and video game consoles, before the internet and social networking, and before motion controls and 
smartphones, there was Sega. Destined to fade into obscurity over time, Sega would help revolutionize 
and change video games, computers and how we interact with them, and the internet as we know it. 



Riding the cutting edge of technology at every step, only to rise too close to the sun and plummet, Sega 
would eventually change the face of entertainment, but it’s the story of how it got there that’s all the fun. 
So take a ride, experience history, and enjoy learning about one of the greatest and most influential 
companies of all time. Complete with system specifications, feature and marketing descriptions, 
unusual factoids, almost 300 images, and now enhanced Europe specific details, exclusive interviews, 
and more make this the definitive history of Sega available. Read and learn about the company that 
holds a special place in every gamer’s heart. Funded on Kickstarter.

The Score Takes Care of Itself

Witness DOOM Eternal! This epic volume explores the art and development of the hotly anticipated 
sequel to the 2016 Game Award-winner for Best Action Game! Explore the twisted demonic invasion 
of Earth, the cultist UAC facilities, and plunge into the otherworldly and unknown locations new to the 
DOOM universe. Admire the dangerous glimmering edges of the Slayer's arsenal and armor. Dissect 
the chaotic viscera of Hell's soldiers and lords - all in gloriously designed full color images straight from 
the files of the game's artists themselves!

Service Games: The Rise and Fall of SEGA

The behind the scenes story of the world’s most notorious and controversial video games company - 
Rockstar Games.

The Art of DOOM: Eternal

Entrepreneurs and tech wizards, immigrants and investors, dreamers and visionaries are heading West 
to seek their fortune.Their Mecca is Silicon Valley - where one person can achieve so much with just 
initiative, talent and a good idea. Meet David Filo, co-founder of Yahoo and worth over $500 million, who 
still sleeps under his desk one night a week. Meet the 26 year-old who is already on his fifth start-up 
venture. Meet the man with the biggest brain in the world. Meet the nudist who works the late shift.

Jacked: The unauthorized behind-the-scenes story of Grand Theft Auto

The Nudist On The Lateshift
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