Books and Websites – Game-On
Professional Books

Get POPular at the Library.  Julie Thomas Bartel and Brooke Young.  Neal Schuman, 2008. 225 p.  ISBN: 9781555705589

Game on! Gaming at the Library. Beth Gallaway.  Neal Schuman, Fall 2008. 310 p. ISBN: 9781555705954
More Teen Programs that Work. RoseMary Honnold.  Neal Schuman, 2005. 200 p.

ISBN: 9781555705299 
101+ Teen Programs that Work. RoseMary Honnold.  Neal Schuman, 2002. 250 p. 
ISBN: 9781555704537
Gamers….in the Library?! Eli Neiburger.  ALA, 2007.  232 p. ISBN: 978-0-8389-0944-7 
Sex, Brains, and Video Games: The Librarian's Guide to Teens in the Twenty-first Century.  Jennifer Burek Pierce. ALA, 2007. 144 p. ISBN: 978-0-8389-0951-5
Fiction Books Featuring Gaming 

Malifex. Steve Alton.  Carolrhoda Books 2003. 181 p. ISBN: 9780822509592

Gr. 5 & Up. In the Dorset, England, countryside on a family vacation, a video game fanatic reluctantly embarks on a quest to battle an ancient evil, aided by the daughter of a Wiccan and a man once apprenticed to Merlin.
Twisted.  Laurie Halse Anderson.  Viking, 2007. 272 p. ISBN: 978-0670061013. 

Gr. 9 & Up. Tyler Miller was a socially invisible nerd ("Your average piece of drywall who spent too much time playing computer games") before he sprayed some attention-getting graffiti and became a legend. Now buff and on probation for his graffiti stunt, Tyler struggles to balance his consuming crush on popular girl Bethany with pressure that comes from schoolwork and his explosive father. 

Crusader. Edward Bloor.  Harcourt Paperbacks, 2007. 496 p. ISBN: 978-0152063146
Gr. 6 & Up.  Fifteen-year-old Roberta works hard every afternoon and weekend in the family business, a virtual reality arcade in the West End Mall. She keeps her mind off the fact that the arcade is slowly going under and that her father ignores her existence, but she cannot ignore the fact of her mother's brutal murder seven years ago.
The Flood (Halo).  William C. Dietz.  Del Rey, 2003 353 p. ISBN: 978-0345459213
The first in a series (followed by First Strike & The Fall of Reach) based on the Halo games for Xbox.  Entertaining for reluctant readers and fans of the games.  

The Virtual Life of Lexie Diamond.  Victoria Foyt.  HarperCollins, 2007. 310 p. 

ISBN: 9780060825645. Gr. 7 & up.  Lexie Diamond loves to surf the Web more than anything and spends all her time online. When a tragedy occurs, however, she must use her web skills to successfully navigate the real world and find answers to a compelling mystery.  
Head Games. Mariah Fredericks.  Atheneum, 2004. 272 p. ISBN: 978-0689855320.

Gr. 7 & Up. Alienated from her best friend, Judith finds her current existence so frustrating and unsatisfactory that she joins an online game, taking on the persona of Gareth, a self-confident teenage boy who can intimidate even the most aggressive characters. Little does she know, one of her opponents is actually her across-the-hall, bad-boy neighbor, Jonathan Heitman.
The Night Room.  E. M. M. Goldman.  Viking, 1995. 224 p. ISBN: 978-0670858385.
Gr. 7 & Up. Tall and gawky Ira Martinic is involved in a love-hate relationship with school-paper reporter Tess and finds that they have both been chosen to participate in an virtual reality experiment. The Argus project, under the control of the cold and ruthless Dr. Ursula Halstrom, will simulate the 11th graders' 10th high school reunion, using an extremely well developed computer program based on prior interviews with the students.

Games. Carol Gorman.  HarperCollins, 2007. 279 p. ISBN: 978060570286. 

Gr. 8 and Up.  Ordered by their principal to play games together until they can resolve their interpersonal conflicts, eighth graders Mick and Boot each share their perspective on their difficult life.  
How Ya Like Me Now.  Brendan Halpin.  FSG, 2007. 208 p. ISBN: 978-0374334956
Gr. 9 & Up. When his widowed mother finally checks into rehab, Eddie find himself in big bad Boston, attending a small, challenging alternative school with his well-socialized but underachieving cousin, Alex, and surrounded by nonwhite classmates.  Through his growing friendships with peers, punctuated by intense video game playing, Eddie stretches his mental and emotional wings.  

Epic. Conor Kostick. Viking, 2007. 384 p. ISBN: 978-0142411599. Gr. 8 & Up. 
This gripping novel takes place on set on New Earth, where violence has been banned for generations and conflicts are settled in the fantasy computer game Epic. Getting ahead in the real world means winning in the gaming world--and everyone plays.  Saga is the sequel.  

Underwater. Debbie Levy. Darby Creek Publishing, 2007. 155 p. ISBN: 978-1581960532
Gr. 5 & Up. Whether playing his computer game, DeepSea Danger Hunt, or swimming laps, Gabe finds life underwater easier than trying to interact with other kids.  Is he “difficult” as his mom claims, or just different? 
Wizards of the Game. David Lubar.  Philomel, 2003. 176 p. ISBN: 978-0399237065.

Grade 5-8.  Mercer Dickensen's passion is a fantasy role-playing game called Wizards of the Warrior World. He and his friends play during free periods, after school, and on weekends. When he is asked to help organize the annual school fund-raiser to benefit a local homeless shelter, he suggests a gaming convention in the gym, with observation posts and all kinds of associated sale and swap tables featuring books and other paraphernalia
Boy Toy. Barry Lyga. Houghton Mifflin, 2007.  416 p. ISBN: 978-0618723935. 

Gr. 10 & up.  When Josh is twelve years old, his 7th grade history teacher lures him over to her apartment with the promises of aiding her on a graduate school assignment and free access to her husband’s brand new video games and consoles that he tests for a living.  Over the course of several weeks, their relationship crosses the teacher-student line and ends with Eve arrested and Josh with lingering mixed feelings about the abuse.  Strong language and sexual descriptions marks this for older teens.  
Sam Iver: Imminent Threat. Alexander McNeece. iUniverse, 2007. 136 p. 

ISBN: 978-0595432608.  Gr. 5 & Up.  Teased at school and ignored at home, unpopular sixteen-year-old Sam Iver feels utterly alone. That is, until he logs on to the Internet to play video games against people from all over the world.
Genesis Alpha. Rune Michaels. Ginee Seo Books, 2007. 208 p. 

ISBN: 978-1416918868. Gr. 8 & Up. Josh was a designer baby engineered to save his brother Max from cancer. When Max is sent to prison for murder, his family slowly loses hope of his innocence.  The brother’s favorite computer game effectively embodies the examination of good and evil that drives this novel.  
Dragon Drive, Vol. 1. Ken-ichi Sakura. VIZ Media 2007. 200 p. ISBN: 9781421511870

Gr. 5 & Up. Action filled manga series. Reiji Ozora’s low self esteem reaches a new low when his best friend encourages him to participate in a vitural reality game, only to find he has been given the weakest dragon to defend himself with.  But hei soon discovers the dragon may not be as weak as it seems, and neither is Reiji. 
Brainboy and The Deathmaster. Tor Seidler. 320 p. HarperTrophy,  2005. 

ISBN: 978-0064409353. Gr. 5 & Up. In this fast-paced, science-fiction adventure, Darryl recently lost his entire family in a horrible fire, and now resides at an orphanage funded by Keith Masterly, founder of the world's largest computer empire. After Darryl plays exceptionally well on the version of "Stargate" found on the laptop in his room, he's unexpectedly adopted and whisked away by Masterly himself.

	Heir Apparent.  Vivian Vande Velde.  Magic Carpet Books, 2004.  336 p. 

ISBN: 978-0152051259. Gr. 5 & Up. 
Giannine participants in a virtual reality arcade, choosing to play Heir Apparent. She assumes the role of shepherd Janine de St. Jehan, illegitimate daughter of the late king, and she will become the new king if she can survive constant threats, including potential warfare and perhaps even a dragon.



Locked Inside.  Nancy Werlin.  Delacorte, 2000. 272 p. ISBN: 978-0385327008.

Gr. 9 & Up.  Sixteen-year-old Marnie Skyedottir is totally addicted to the computer game Paliopolis, where in the guise of the Sorceress Llewellyne she competes avidly with the clever but pesky Elf to escape from labyrinths and dungeons and evade the blind Rubble-Eater. Paliopolis feels safe to Marnie--not like real life, where she is flunking out at her exclusive boarding school, her famous mother Skye is dead, and her guardian Max stubbornly refuses to let her have the millions she will inherit at 21.
Virtual World.  Chris Westwood.  Viking Juvenile, 1997. 176 p. ISBN: 978-0670875467.

Gr. 8 & Up.  A timely, high-tech offering set in Britain in the near future. Computer aficionado Jack North is ecstatic to get hold of a pirated copy of a new video game. However, the 14 year old soon learns that Silicon Sphere employs an operating system that can co-opt his very being, thrusting him and his friends into a dangerous and strange maze-filled virtual world.

Websites 
Corvallis-Benton County Public Library

http://www.thebestlibrary.net/joomla/content/view/161/113/#sports
Look here for an excellent book list for gamers, broken down by type of game. 

Denver Public Library http://teens.denverlibrary.org/find/genre/gamers.html 

Look here for another good book list for gamers, broken down by type of game. 

ALA Gaming Blog http://gaming.ala.org/news 
The official blog on gaming from the American Library Association.  Contributors include Beth Gallaway and Jenny Levine.  
LibGaming http://groups.google.com  

A listserv hosted by Google on gaming in libraries.  Over 500 members.  Discussions range from gaming programs in libraries to collection development of video games.  Search for “LibGaming.”
VOYA http://www.voya.com
Voice of Youth Advocates magazine features the column “Get Your Game On” by Beth Gallaway in April, August and December issues addresses everything librarians need to know about using video games in your library. If your library doesn’t subscribe to VOYA, limited columns are available on the website, or check your local database subscriptions or the Kentucky Virtual Library for access.   

Guitar Hero Cake http://blog.craftzine.com/archive/2008/08/how_to_bake_a_guitar_hero_cake.html?CMP=OTC-5JF307375954
A blog website that gives instructions on making a Guitar Hero cake.
