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Note: name order for fictional characters is given as first name then surname
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Katamari Damacy 73
non-videogames 71
personalized 122–3
player-character 70, 110
stepping into 146
see also leveling up

role-playing adventure games 2, 6,
21–2, 25, 35, 59, 114

Rozin, P. 137
rugby union 91, 96
rules

algorithms 89–90
declarative 96
encoding of games 107
engagement with 103
fictive contingency 97–8
games 21, 29, 88–9
Grand Theft Auto IV 92–6, 97,

99–101
non-videogames 90
restrictive/productive 89
tic-tac-toe 89–90

Russell, S. 34

Sackboy (in LittleBigPlanet) 197
Salen, K. 15, 91, 102, 103

9781405187893_6_ind.qxd   7/7/09  12:03 PM  Page 227



228 INDEX

sandbox games
authorial control 58
exploration 80
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