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Games are poised for a major evolution, driven by growth in technical sophistication and audience reach. Characters that create powerful social and emotional connections with players throughout the game-play itself (not just in cut scenes) will be essential to next-generation games. However, the principles of sophisticated character design and interaction are not widely understood within the game development community. Further complicating the situation are powerful gender and cultural issues that can influence perception of characters. Katherine Isbister has spent the last 10 years examining what makes interactions with computer characters useful and engaging to different audiences. This work has revealed that the key to good design is leveraging player psychology: understanding what's memorable, exciting, and useful to a person about real-life social interactions, and applying those insights to character design. Game designers who create great characters often make use of these psychological principles without realizing it. Better Game Characters by Design gives game design professionals and other interactive media designers a framework for understanding how social roles and perceptions affect players' reactions to characters, helping produce stronger designs and better results.     

       About the Author

Katherine Isbister is an associate professor in the department of Literature, Language, and Communication at the Rensselaer Polytechnic Institute. Her research focus is social, psychological, and affective approaches to HCI, with special attention to games, mobile devices, and other leisure and social technologies. Before joining the RPI faculty, she developed and taught a course in Stanford University on "Designing Characters for Computer Games." She has presented games-related work in both industry and academic venues, including the annual Game Developers Conference. She coauthored the book Digital Cities: Technologies, Experiences, and Future Perspectives during a one-year post-doctoral position at NTT in Kyoto, Japan. In 1999, she was selected as one of MIT Technology Review's "100 Young Innovators" most likely to shape the future of technology.
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A History of Limb AmputationSpringer, 2006

	This book opens with a unique historical review of natural amputations due to congenital absence, disease, frostbite, animal trauma, and to punishment and ritual. The advent of surgical amputation and its difficulties form a major part of the book, summarising the evolution of the control of haemorrhage and infection, pain relief, techniques,...
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Multimedia Forensics and SecurityIGI Global, 2008
As information technology is rapidly progressing, an enormous amount of media can be easily exchanged through Internet and other communication networks. Increasing amounts of digital image, video, and music have created numerous information security issues and is now taken as one of the top research and development agendas for researchers,...
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The Competitive Internet Service Provider: Network Architecture, Interconnection, Traffic Engineering and Network DesignJohn Wiley & Sons, 2006
Due to the dramatic increase in competition over the last few years, it has become more and more important for Internet Service Providers (ISPs) to run an efficient business and offer an adequate Quality of Service. The Competitive Internet Service Provider is a comprehensive guide for those seeking to do just that.   

   Oliver...
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The Official Ubuntu BookPrentice Hall, 2006
Ubuntu is a complete, free operating system that emphasizes community support and ease of use while refusing to compromise on speed, power, and flexibility. It's Linux for human beings--designed for everyone from computer novices to experts. Ubuntu is the most in-demand Linux distribution, and this official guide will get you up and running...
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Basic English Grammar: For English Language Learners: Book 2Saddleback Educational, 2007

	Topics include: nouns, pronouns, adjectives, definite/indefinite articles, verbs & tenses, prepositions, conjunctions, sentences, speaking, punctuation. Recommended for grades 5 to 8.

	

	This two-book series was written specifically for English language learners and covers all the basic grammar topics for beginners. Contains...
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The Big and the Small - From Microcosm to the Macrocosm: The Facinating Link Between Particle Physics and CosmologyUniversity of Texas Press, 2007

	This book is the second part of the two-volume set entitled The Big and the Small.

	The first volume, Journey into the Microcosm: The Story of Elementary Particles,

	dealt essentially with the small, i.e., elementary particles. The present volume

	first takes the reader to the other extreme, the big or the cosmos, and then wraps

	up...
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