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"Feel" is the essence of human-computer interaction.  It is the single most important (yet often overlooked) element in games that makes the game art form unique. No other traditional art form like film, literature, music encompasses interactivity, as games do.  This book bring "feel" to the forefront and gives it a proper voice.     

       "Game Feel" exposes "feel" as a hidden language in game design that no one has fully articulated yet. The language could be compared to the building blocks of music (time signatures, chord progressions, verse) - no matter the instruments, style or time period - these building blocks come into play. Feel and sensation are similar building blocks where game design is concerned. They create the meta-sensation of involvement with a game. 

The understanding of how game designers create feel, and affect feel are only partially understood by most in the field and tends to be overlooked as a method or course of study, yet a game's feel is central to a game's success. This book brings the subject of feel to light by consolidating existing theories into a cohesive book. 

The book covers topics like the role of sound, ancillary indicators, the importance of metaphor, how people perceive things, and a brief history of feel in games.

The associated web site contains a playset with ready-made tools to design feel in games, six key components to creating virtual sensation. There's a play palette too, so the desiger can first experience the importance of that component by altering variables and feeling the results. The playset allows the reader to experience each of the sensations described in the book, and then allows them to apply them to their own projects. Creating game feel without having to program, essentially. The final version of the playset will have enough flexibility that the reader will be able to use it as a companion to the exercises in the book, working through each one to create the feel described.

--Swink demystifies this crucial, fundamental, and unexplored aspect of game design with case studies, fully interactive examples
--Interviews with industry luminaries and in-depth examination of many classic games from a fresh angle.
--What draws players in? Makes them addicted to game play? Feel is the key element that is so central to game design. Finally a book that covers the topic in an in-depth, practical way, with interactive exercises.
--Website: Fully playable interactive playset with ready-made tools for game and feel design, six key components to creating virtual sensation, and a play palette - so that designers can first experience the sensations before applying to own projects.
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LINQ for VB 2005Apress, 2007

	Are you ready for the future of data access in .NET?


	At the Microsoft Professional Developers Conference (PDC) 2005, Microsoft previewed a new technology, Language-Integrated Query (LINQ). It captured a lot of attention because it addressed the fundamental issue of merging object-oriented applications with relational data. The LINQ...
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Serial Killer InvestigationsSummersdale Publishers, 2007

	In 1977, FBI Special Agent Robert Ressler first used the term ‘serial killer’ after a visit to Bramshill Police Academy, near London, where someone referred to a ‘serial burglar’. The inspired coinage was soon in general use to describe killers such as necrophile Ed Kemper (ten victims), schizophrenic Herb Mullin (14),...
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HTML, CSS, and JavaScript Mobile Development For DummiesFor Dummies, 2011

	Learn to build and optimize attractive, functional web sites for smartphones
	
		Today, mobile devices outnumber desktop and laptop computers three to one. Skill in developing web sites that work on mobile devices is in demand, and this friendly, step-by-step guide shows how to build and optimize sites using HTML5 and other...
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Sams Teach Yourself Google AdWords in 10 Minutes (Sams Teach Yourself -- Minutes)Sams Publishing, 2011

	Google AdWords is a huge opportunity for businesses and other organizations
	to improve their results from Google search, to increase sales, to try
	out new business ideas, and in general to make the Web friendlier.
	However, it’s also a way to spend money without realizing much return.
	Helping you to use AdWords effectively from...
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Global TectonicsJohn Wiley & Sons, 2009
As is well known, the study of tectonics, the branch of geology dealing with large-scale Earth structures and their deformation, experienced a major breakthrough in the 1960s with the formulation of plate tectonics. The simultaneous confi rmation of sea fl oor spreading and continental drift, together with the recognition of transform faults and...
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Smart Home Automation with Linux and Raspberry PiApress, 2013

	Smart Home Automation with Linux and Raspberry Pi shows you how to automate your lights, curtains, music, and more, and control everything via a laptop or mobile phone.


	You'll learn how to use Linux, including Linux on Raspberry Pi, to control appliances and everything from kettles to curtains, including how to hack...
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