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Info/Marketing: 

-​ Our first book about a Game Boy game 
-​ Covers a Japanese RPG game/series 

that has never before received such 
extensive coverage in the 
English-language market 

-​ Book’s production funded in a hit 
Kickstarter campaign. 
 

“Legend of the River King is the definitive text on 
a charming little game, a lovely read that justifies 
Boss Fight Books’ entire mission statement. 
Reading it made me wish that every game I’ve 
enjoyed could receive a love letter as thorough 
and heartfelt as this one.” –RPGFan 

 
 
 
 
 
 
 

 
 
 

Legend of the River King 
(Boss Fight Books #38) 
by Alexander B. Joy 
 
ISBN: 978-1-940535-39-5  *  Paperback *  $15.95 
240 pages  *  5x7 in.  *  On sale 2/10/26  *  Video 
Games, Popular Culture 

 

Featuring a baseball-capped kid who leaves his 
tiny village for the wilds beyond to catch 
valuable creatures, Victor Interactive's 1998 
Game Boy classic Legend of the River King 
arrived in North America mere months before 
Pokémon Red and Blue, raising the question: 
What if River King, the world’s first portable 
fishing RPG, had been the game to change 
culture forever? 

You're invited to play along with writer and 
scholar Alexander B. Joy on a travelogue 
through the game's meadows, forests, lakes, 
and rivers, stopping along the way to explore 
River King's valuable insights in the fields of art, 
culture, philosophy, and ecology. Drawing 
connections to the work of Rachel Carson, 
Plato, Pearl Jam, David Foster Wallace, Richard 
Brautigan, and more, Joy shows River King to 
be a work of art in its own right. 

Whether you’re a diehard fan of the game or just 
learning of it now, Joy’s work of digital nature 
writing encourages readers to take a closer look 
at River King’s surprisingly rich meditations on 
humankind’s relation to the natural world, our 
fragility in the face of elemental forces, and the 
duty of care we owe other living beings. 

Alexander B. Joy is a writer from New 
Hampshire. He holds a Ph.D. in Comparative 
Literature from the University of Massachusetts 
Amherst, and is the editor of Flaxman Low: 
Occult Detective (MIT Press, 2026). Find him on 

 



 

Bluesky at @aeneas-nin.bsky.social, and see 
more of his work at alexanderbjoy.com. 

. 

 
 
Info/Marketing: 

-​ About a game with a decades-long 
fandom, both in arcades and at home. 

-​ Contains original interviews with 
high-level players and organizers. 

-​ Coauthor wrote a book for the 33 1/3 
series. 

-​ Book’s production funded in a hit 
Kickstarter campaign. 
 
 
 
 
 
 
 
 
 

 
 
 

 
 

Dance Dance Revolution 
(Boss Fight Books #37) 
by Jessica Doyle and Jordan Ferguson 
 
ISBN: 978-1-940535-38-8  *  Paperback *  $15.95 
192 pages  *  5x7 in.  *  On sale 6/24/25  *  Video 
Games, Popular Culture 

 
On September 26, 1998, a video game made its 
debut in Japanese arcades. It was over seven 
feet tall and weighed just over 900 pounds. It 
had no characters, no story, no quests to fulfill or 
bosses to beat. What it had was a metal 
platform on which you were supposed to stand, 
put your feet into the right place at the right time, 
and dance. 

Join two music critics, long-ago players, and 
Sota Fujimori fans as they take you on the 
astonishing journey through the artists, 
influences, and innovators of Dance Dance 
Revolution, a game two and a half decades in 
the making and still going -- in homes, arcades, 
and expos. 

From its unexpected appearance to its social 
heyday to its reappearance in the American 
market, DDR has taken many forms -- not all of 
them sanctioned by Konami. It has spawned 
community, creativity, competition, lawsuits, 
1,000+ songs that range from wacky to tacky to 
beautiful, and yes, a lot of dancing. While we 
were all leaning on the back bar, working up a 
sweat, DDR managed to change the world. 

Jessica Doyle has a Ph.D. in city planning and 
a love for writing about the connections between 
pop music, globalization, and the built 
environment. She cares for her family in the 
Atlanta suburbs. Jordan Ferguson is the author 
of J Dilla’s Donuts, #93 in the 33 1/3 series of 
record guides, and co-host of the Geekdown, a 
podcast about fandoms. He lives and works in 

 

https://bsky.app/profile/aeneas-nin.bsky.social
http://alexanderbjoy.com


 

Toronto, Canada. Find him online 
@jordan_ferguson. 

 
 
Info/Marketing: 

-​ About a beloved and forward-thinking 
indie video game. 

-​ The book’s subject, author, and 
publisher are all based in Los Angeles. 

-​ Contains original interviews with the 
game’s creators. 

-​ Written by a bestselling novelist. 
-​ Book’s production funded in a hit 

Kickstarter campaign. 
 
 
 
 
 
 
 
 
 
 

 
 
 

Outer Wilds 
(Boss Fight Books #36) 
by Tommy Wallach 
 
ISBN: 978-1-940535-37-1  *  Paperback *  $15.95 
192 pages  *  5x7 in.  *  On sale 5/20/25  *  Video 
Games, Popular Culture 

 
Maybe it's happened to you too. You're talking to 
a friend about your favorite games, and their 
voice suddenly drops to a whisper. "Have you 
played...Outer Wilds?" When you ask what 
makes the game so special, their only response 
is a smile and a promise: "Go play it. You'll see." 
After enough of these cryptic conversations, you 
finally try the game—and suddenly you're the 
one praising Outer Wilds to anyone who will 
listen. 
 
In this volume, novelist and escape room 
designer Tommy Wallach explains how a project 
that began as a USC student's master's thesis 
ended up winning "Game of the Year" from Giant 
Bomb, Polygon, Eurogamer, and The Guardian. 
Along the way, he'll discuss how Outer Wilds 
uses theme to reconcile the age-old battle 
between narrative and gameplay; how its unique 
form of knowledge-based gating spurs player 
curiosity; how it offers up true mystery without 
resorting to videogame-y puzzles; and how its 
spectacular DLC, Echoes of the Eye, remains 
true to the spirit of the base game while 
transforming its tone completely. 
 
Tommy Wallach is a writer working in fiction, 
musical theater, screenwriting, tabletop games, 
and escape rooms. He's published five novels, 
including the NYTimes bestselling We All 
Looked Up. His limited series JonBenet, starring 
Melissa McCarthy and Clive Owen, will be 
released on Paramount+ in 2025. Tommy is also 
co-owner of LA-based immersive company 
Hatch Escapes, creators of Lab Rat, Mother of 

 



 

Frankenstein, and the THEA-award winning 
experience The Ladder. 
 

 
 
Info/Marketing: 

-​ About a stylish and funny indie hit game 
with broad appeal. 

-​ Based on original interviews with the 
game’s creators. 

-​ Book’s production funded in a hit 
Kickstarter campaign. 

-​ Boss Fight’s first book from a writer 
outside the United States.  
 
 
 
 
 
 
 
 
 
 
 

 
 

Untitled Goose Game 
(Boss Fight Books #35) 
by James O’Connor 
 
ISBN: 978-1-940535-36-4  *  Paperback *  $15.95 
200 pages  *  5x7 in.  *  On sale 1/28/2025  *  Video 
Games, Popular Culture 

 
It's a beautiful day in the village, and you are a 
horrible goose, ready to wreak charming havoc 
on the weary locals. You'll ruin their gardens, 
invade their pub, and terrorize their children. 
What kind of scoundrels would make such a 
devious game? 
 
Before the critical acclaim, the tweets from 
celebrities, the major awards, the memes, the 
fan art, and the legion of players, Untitled Goose 
Game was just the goofy dream of House 
House, four friends in Melbourne, Australia. 
What began with a photo of a goose and the 
joking caption "Let's make a game about this" 
transformed into one of the wittiest and most 
stylish games of its generation. 
 
Through interviews with the creators and their 
co-conspirators, journalist and developer James 
O'Connor tells the story of how this indie 
megahit came to be, revealing how the team 
succeeded by evolving their friendship into an 
art practice, contributing to the wider Australian 
game development scene, trusting their own 
good taste, and never, ever naming their game. 
Honk!! 
 
James O'Connor has been writing about games 
for most of his adult life. His work has been 
featured on IGN, GameSpot, Edge, and beloved 
Australian magazine institutions Hyper and PC 
PowerPlay. He has also worked as an academic, 
teacher, game developer, and in a handful of 
other roles around games. In 2023, he won the 
Best Game Reviewer award at the Samsung IT 
Journalism Awards, and he recently served as 
the narrative lead on mobile game Power 

 



 

Rangers: Mighty Force. He lives in Adelaide with 
his partner and their two cats. 
 

 
 
Info/Marketing: 

-​ About one of the most important 
MMORPGs of all time, a game that was 
a huge influence on World of Warcraft 
and many others. 

-​ Based largely on original interviews with 
the game’s creators. 

-​ Book’s production funded in a hit 
Kickstarter campaign. 
 
 
 
 
 
 
 
 
 
 
 

 
 

 
EverQuest 
(Boss Fight Books #34) 
by Matthew S. Smith 
 
ISBN: 978-1-940535-35-7  *  Paperback *  $15.95 
224 pages  *  5x7 in.  *  On sale 12/3/24 *  Video 
Games, Popular Culture 

 
“You’re in our world now.” This bold tagline led 
Sony’s 1999 ad blitz for EverQuest, the year’s 
most anticipated massively multiplayer game. 
Though just five words long, it challenged 
players to live in a virtual world beyond anything 
they’d experienced before—and delivered. The 
game that proved the MMORPG’s potential, 
EverQuest outsold all prior entries in the genre 
and was the most popular subscription game in 
North America for five years until Blizzard’s 
World of Warcraft overthrew it. Yet EverQuest 
lives on, with tens of thousands of players 
logging in every day. 
 
Based on new interviews with EverQuest 
developers and veteran MMORPG developers, 
journalist Matthew S. Smith explores 
EverQuest's unlikely creation at a studio built to 
develop sports games, a rocky release which 
overwhelmed the game’s ill-prepared datacenter, 
the enticing game loops that placed EverQuest 
in a media firestorm around gaming addiction, 
and the real-money black market for EverQuest 
items that foretold the future of digital goods. 
 
Matthew S. Smith is a technology and gaming 
journalist from Portland, Oregon. His work is 
published in IEEE Spectrum magazine, Wired, 
The Verge, Kotaku, PC World, and USA Today, 
among other publications. Matthew also films 
and edits short documentaries about retro PC 
games on his YouTube channel, Computer 
Gaming Yesterday. 

 



 

 
 
“A wonderful look into the early iterations of 
Animal Crossing, their history, and most 
importantly, the amorphous, indefinable quality 
that makes them so special.” - Goodreads 
 
Info/Marketing: 

-​ Boss FIght’s most popular book of 2024. 
-​ Author is a popular figure in the video 

game community for her work in video 
game history and restoration. 

-​ Heavily researched, often from 
Japanese texts never-before-translated 
into English. 

-​ Book’s production funded in a hit 
Kickstarter campaign. 
 
 
 
 
 
 

 
 

 
Animal Crossing 
(Boss Fight Books #33) 
by Kelsey Lewin 
 
ISBN: 978-1-940535-34-0  *  Paperback *  $15.95 
256 pages  *  5x7 in.  *  On sale 8/15/24  *  Video 
Games, Popular Culture 

 
Before the world of Animal Crossing became a 
pandemic lifeline for millions, the “social sim” 
communication game Dо̄butsu no Mori, or 
“Animal Forest,” debuted in 2001 on Nintendo 
64 in Japan, then once again in 2002 on 
GameCube to critical and commercial success 
all over the world. 
  
An open-ended casual game ahead of its time, 
Animal Crossing set the stage for the series’s 
many incarnations to come with its focus on 
building community and friendship, its in-game 
currency of Bells, and its village of 
Animalese-speaking friends like Tom Nook, K.K. 
Slider, and the mean Mr. Resetti. You could visit 
the villages of your friends and give them 
gifts—all without being connected to the internet. 
  
Video game preservationist and historian Kelsey 
Lewin tells the story of how a 
mundane-sounding game full of bug-catching, 
letter-writing, and furniture-collecting became 
one of Nintendo’s best-loved franchises, with 
Animal Crossing: New Horizons eclipsing Super 
Mario Bros. for all-time sales in Japan, unlocking 
gaming’s massive potential to tap into our desire 
to plant trees, find friends, and make the world a 
better place. 
 
Kelsey Lewin is a writer, podcaster, business 
owner, and video game historian. She's the 
co-owner of retro game stores Pink Gorilla 
Games in Seattle, Washington, and previously 
served as the co-director of The Video Game 
History Foundation. 

 



 

 
 
“Mackey's passion and thorough research 
emanate from every chapter of this book. It's a 
quick, entertaining, and insightful read for fans of 
Day of the Tentacle, for fans of all adventure 
games, and for fans of how great games are 
made.” - David L. Craddock 
 
Info/Marketing: 

-​ Told from original interviews with the 
game’s developers. 

-​ Boss Fight’s first book in an oral history 
format. 

-​ Features an afterword from Tim Schafer. 
-​ Book’s production funded in a hit 

Kickstarter campaign. 
 
 
 
 
 

 
 

 

Day of the Tentacle 
(Boss Fight Books #32) 
by Bob Mackey 
 
ISBN: 978-1-940535-33-3  *  Paperback *  $15.95 
160 pages  *  5x7 in.  *  On sale 10/9/23  *  Video 
Games, Popular Culture 

 
Six years after helping the Edison family defeat 
the designs of a malevolent meteor in Maniac 
Mansion, college student and classic nerd 
Bernard Bernoulli once again finds himself at the 
front door of the infamous mansion. With two 
weird friends, Hoagie and Laverne, Bernard 
must stop the evil Purple Tentacle from 
conquering the world. 
 
Dave Grossman and Tim Schafer’s 1993 
time-trotting point-and-click adventure game Day 
of the Tentacle brought LucasArts' game design 
to a new standard of excellence with smart 
puzzles, hilarious characters, and an animation 
style that harkened back to classic Warner Bros. 
cartoons. And somehow, they fit it all on a fat 
stack of floppy disks! 
 
In this definitive oral history as told by the 
game’s designers, musicians, and artists, writer 
Bob Mackey tells the inside story of Day of the 
Tentacle’s lightning-in-a-bottle production, and 
reveals how two first-time directors boiled down 
the lessons of past adventure games into a tight 
and satisfying experience, how their team 
grappled with evolving technology to achieve the 
coveted status of "multimedia" at the dawn of 
the CD-ROM age, and how a remastered edition 
brought Tentacle to a new generation of fans. 
 
Bob Mackey is a writer, podcaster, and video 
game historian, and has been the co-host of the 
gaming podcast, Retronauts, since 2011. He's 
also the co-host and co-creator of the Talking 
Simpsons and What a Cartoon podcasts, and 
transitioned to being a full-time podcaster after 
video game websites simply stopped existing. 
You can find him in Vancouver, BC with his wife 
and parrot, though often not at the same time.  

 









 

 
 
"An excellent snapshot of a player’s 
experience with a game while trying to negotiate 
their place in both an adolescent and virtual 
world. It’s a quick, thoughtful read that kept me 
engaged throughout." 8/10 - Paste 
 
Info/Marketing: 

-​ World of Warcraft is the highest-grossing 
video game of all time. 

-​ Lisi is the founder and CEO of the game 
design company Game Over. 

-​ Excerpt appearing in Kotaku, with 
reviews appearing in other major 
gaming publications. 

-​ Book’s production funded in a hit 
Kickstarter campaign. 

 
 

 
 
 

 
 

World of Warcraft 
(Boss Fight Books #12) 
by Daniel Lisi 
 
ISBN: 978-1-940535-12-8   *  Paperback *  $14.95 
128 pages  *  5x7 in.  *  On sale 6/20/16  *  Video 
Games, Popular Culture 

 
At more than 100 million user accounts created 
and over $10 billion made, it is not only the 
most-subscribed MMORPG in the world, but the 
highest-grossing video game of all time. Ten 
years after its launch, Blizzard Entertainment's 
World of Warcraft is less a game and more a 
world unto itself, and it's a world Daniel Lisi 
knows well. More time in his high school years 
was spent in Azeroth than in his hometown of 
Irvine, CA—a home he happened to share with 
Blizzard itself. 
 
Now that Lisi has founded his own game 
development studio, WoW remains his most 
powerful example of just how immersive and 
consuming a game can be. Based on research, 
interviews, and the author's own experience in a 
hardcore raiding guild, Lisi's book examines 
WoW's origins, the addictive power of its 
gameplay loop, the romances WoW has both 
cemented and shattered, the enabling power of 
anonymity, and the thrill of conquering BlizzCon 
with guildmates you've known for years and just 
met for the first time. 
 
Daniel Lisi is the CEO and co-founder of Game 
Over, a video game development studio based 
in Los Angeles, CA. He's a member of Art Share 
LA's board of directors and facilitates an 
incubator for individual artists and their projects. 
 
 

 

 



 

 
 
"Maybe the best primer on game design ever 
written." - Zach Gage, creator of Ridiculous 
Fishing 
 
"[An] insightful look at how something so 
obsession-worthy comes together." - A.V. Club 
   
Info/Marketing: 

-​ Boss Fight's best-selling book.  
-​ Boss Fight's best-rated book on 

Goodreads. (4.45/5)  
-​ Our only book in which a game's creator 

tells the story about how he made his 
game.  

-​ Spelunky, the game, has sold millions of 
copies on PC, Playstation, and Xbox 
platforms. 

-​ Excerpt appearing in Kotaku, with 
reviews appearing in other major 
gaming publications. 

 
 
 

Spelunky 
(Boss Fight Books #11) 
by Derek Yu 
 
ISBN: 978-1-940535-11-1   *  Paperback *  $14.95 
222 pages  *  5x7 in.  *  On sale 3/29/16  *  Video 
Games, Popular Culture 

 
When Derek Yu released Spelunky for free in 
2008, his roguelike-inspired platformer took the 
indie game community by storm with its 
combination of classic platform mechanics, 
extreme difficulty, and random level generation. 
Four years later, Spelunky's HD remake went on 
to become PC Gamer's Game of the Year and 
earn perfect scores from Polygon and 
Eurogamer. But how is a "perfect" game made?  
 
Spelunky is Boss Fight's first autobiographical 
book: the story of a game's creation as told by 
its creator. Using his own game as a vehicle, 
Derek Yu discusses such wide-ranging topics as 
randomization, challenge, indifferent game 
worlds, player feedback, development team 
dynamics, and what's required to actually finish 
a game. Grab some ropes, a mattock, and your 
favorite pug—this book is going to dig deep. 
 
Derek Yu is the creator of Spelunky, co-creator 
of the game Aquaria, and editor-in-chief of The 
Independent Gaming Source, an indie game 
development community and news site. 
 
"Spelunky might be our Understanding 
Comics." - Adam Saltsman 
 
"Well-written and humble throughout, the book 
humanizes a game that many developers and 
fans see as an unreachable pinnacle of 
minimalist design brilliance." - Destructoid 
 
 

 

 



 

 
 
"Suttner's Shadow of the Colossus captures the 
essence, both mechanical and emotional, of 
what made the game so special." - 
IndieGames.com 
 
"Well-written, well-researched, and enlightening 
...I loved the book." - Cultured Vultures 
 
Info/Marketing: 

-​ One of our top-selling books. 
-​ Foreword by game developer Craig D. 

Adams. 
-​ Features new interview material with 

game developers about the game's 
influence.  

-​ Author is well-regarded in the gaming 
world for championing independent 
games. 

-​ Excerpt appearing in Kotaku, with 
reviews appearing in other major 
gaming publications. 

 
 

Shadow of the Colossus 
(Boss Fight Books #10) 
by Nick Suttner 
 
ISBN: 978-1-940535-10-4  *  Paperback *  $14.95 
192 pages  *  5x7 in.  *  On sale 12/15/15  *  Video 
Games, Popular Culture 

 
A massive, open world, brimming with mystery. 
A gauntlet of giants to overcome, living levels 
that must be destroyed... but to what end? Since 
its 2005 release, Fumito Ueda's minimal-yet-epic 
masterpiece, Shadow of the Colossus, has often 
been hailed as one of the greatest video games 
of all time. 
 
But why is Shadow still utterly unique over a 
decade later? Nick Suttner examines this 
question and others while journeying across 
Shadow’s expanses—stopping along the way to 
speak to developers about the game’s influence, 
examine the culture around its unfinished 
mysteries, and investigate the game's colossal 
impact on his own beliefs about games, art, and 
life. 
 
Bearded indie game advocate Nick Suttner has 
written for EGM and 1UP.com, brought tons of 
rad games to PlayStation, and is an unlockable 
announcer in Johann Sebastian Joust. He lives 
in San Francisco with his girlfriend, his cat, and 
some plants and candy bars. 
 
 
 

 

 



 

 
 
"Metal Gear Solid is a great critical book about 
a game that the authors clearly love. [...] What 
emerges is some firm yet friendly back and forth 
analysis that opens up a canonical videogame 
further than it ever has been before." 9/10 - 
Paste  
 
Info/Marketing: 

-​ Our funniest, most irreverent book. 
-​ The debut book by two young authors 

who have already found success writing 
and acting in film, TV, and games.  

-​ Metal Gear Solid is the biggest stealth 
espionage game series of all time -- with 
many diehard fans.  

-​ Excerpt appearing in Kotaku, with 
reviews appearing in other major 
gaming publications. 

 
 
 
 
 

Metal Gear Solid 
(Boss Fight Books #9) 
by Ashly & Anthony Burch 
 
ISBN: 978-1-940535-09-8  *  Paperback *  $14.95 
178 pages  *  5x7 in.  *  On sale 8/17/15  *  Video 
Games, Popular Culture 

 
Before they co-created the hit web series Hey 
Ash, Whatcha Playin'?, Ashly and Anthony 
Burch were just a brother and sister who shared 
a weird obsession with Solid Snake and his 3D 
debut, Metal Gear Solid. And why wouldn't they? 
Hideo Kojima's 1998 game featured 
groundbreaking stealth mechanics, a gruff and 
hunky leading man, a brilliantly claustrophobic 
setting, tons of cinematic cutscenes, shocking 
fourth wall breaks, and terrifying bosses. 
 
The only problem: The Burches grew up but 
their all-time favorite video game didn't. After 
nearly two decades, Metal Gear Solid's 
once-innovative stealth mechanics seem 
outdated, the cutscenes have lost some of their 
action movie punch, and the game's treatment of 
women is often out of touch. Witness a 
celebration/takedown of this landmark game 
with the combination of insight and hilarity that 
Ashly and Anthony have made their careers on. 
 
Ashly Burch is a voice actor and writer, and she 
speaks about representation and issues of 
gender and identity in the games industry. 
 
Anthony Burch was lead writer of Borderlands 
2 for Gearbox Software and is currently a writer 
for Rocket Jump.  
 
"Ashly and Anthony Burch's work here is 
fascinating, thought-provoking stuff that has 
me considering the game in ways I hadn't 
thought of before. It also serves as a reminder 
that we can love something and be critical of it 
all at once." - Indie Games 
 

 

 



 

 
 
"A pleasure to read. [...] [T]his is as fine a work 
in this genre and theme that you’re likely to find." 
- Paste 
 
“This voice is [...] disturbingly open and honest. 
And disturbing in a good way." - Brooklyn 
Magazine 
 
Info/Marketing: 

-​ The Baldur's Gate series is very popular 
with RPG fans. 

-​ Matt Bell is much-celebrated for his five 
works of literary fiction, and this is his 
first book of nonfiction. 

-​ Raves for the book in Fiction Advocate, 
The Rumpus, Brooklyn Magazine, and 
LA Review of Books. 

-​ Excerpt appearing in Entropy, with 
reviews appearing in other major literary 
publications. 

 
 
 

Baldur’s Gate II 
(Boss Fight Books #8) 
by Matt Bell 
 
ISBN: 978-1-940535-08-1  *  Paperback *  $14.95 
140 pages  *  5x7 in.  *  On sale 6/22/15  *  Video 
Games, Popular Culture 

 
Upon its release in 2000, BioWare's PC 
role-playing epic Baldur's Gate II: Shadows of 
Amn was hailed as a paragon of its genre and 
named "RPG of the Year" by IGN, GameSpy, 
and GameSpot. A game like Baldur's Gate II 
requires not just a master wordsmith but a 
dungeon master. Enter award-winning novelist 
Matt Bell, author of four works of fiction and 
co-author of the Dungeons & Dragons novel The 
Last Garrison. 
 
Bell's book explores BG2's immersive narrative 
and complex mechanics, unpacks how RPG 
systems enable our emotional investment in 
characters, investigates the game's non-linear 
story, and relates his own struggle to reconcile 
being a "serious" adult with his love of D&D and 
video games. Dig in, geek out, and go for the 
eyes, Boo! 
 
Matt Bell is the author of the novels Scrapper 
and In the House upon the Dirt between the 
Lake and the Woods, a finalist for the Young 
Lions Fiction Award and the winner of the Paula 
Anderson Book Award, as well as two previous 
books, How They Were Found and Cataclysm 
Baby. Born in Michigan, he now teaches 
creative writing at Arizona State University. 
 
 

 

 



 

 
 
“This fascinating book takes a look at the 
genesis of the infamous game company known 
as Wisdom Tree [...] shares some insight into a 
side of early video game production that I had 
never stopped to consider before!” - Clyde 
Mandelin, author of Legends of Localization 
 
“A riot and a joy. A+++" - Justin Taylor, author 
of Flings and The Gospel of Anarchy 
 
Info/Marketing: 

-​ Based on original interviews with the 
game's creators and marketers. 

-​ Author of the critically acclaimed novel 
Fun Camp. 

-​ One of our top-rated books on 
Goodreads. 

-​ Excerpts in Electric Literature, Entropy, 
and Gamasutra. 

 
 
 
 

Bible Adventures 
(Boss Fight Books #7) 
by Gabe Durham 
 
ISBN:  978-1-940535-07-4  *  Paperback *  $14.95 
176 pages  *  5x7 in.  *  On sale 3/30/15  *  Video 
Games, Popular Culture 

 
In the beginning, a small unlicensed game 
development company was hit with divine 
inspiration: They could make a lot of money (and 
escape the wrath of Nintendo) by creating 
games for Christians. With the release of the 
1990 NES platformer Bible Adventures, the 
developers saw what they had made, and it was 
good. Or, at least, good enough. 
 
Based on extensive research and original 
interviews with Wisdom Tree staff, Gabe 
Durham's book investigates the rise and fall of 
the little company that almost could, the tension 
between faith and commerce in the Christian 
retail industry, culture's retro/ironic obsession 
with "bad games," and the simple recipe for 
transforming a regular game into a Christian 
game: throw a Bible in it and pray nobody 
notices. 
 
Gabe Durham is the founder, editor, and 
publisher of Boss Fight Books. His novel FUN 
CAMP was one of BuzzFeed's 17 Books We 
Loved in 2013. He lives in Los Angeles, CA. 
 
 

 

 



 

 
 
"Super Mario Bros. 2 shines a much-needed 
light on a game whose significance has rarely 
felt fully understood ... This is required reading 
for game historians." - Nintendo Life 
 
"Super Mario Bros. 2 is an extensive critique 
that explores the history, production ecology, 
and player experiences of that game. ... All of 
these things, impossibly, flow together. ... Super 
Mario Bros. 2 is an excellent example of the 
Boss Fight Books model of game criticism." - 
Paste 
 
Info/Marketing: 

-​ Foreword by Nintendo legend Howard 
“the Gamemaster” Phillips.  

-​ Raves in Nintendo Life, Paste, and 
Entropy.  

-​ Mario is the most popular video game 
character of all time. 

-​ Excerpt appearing in Kotaku, with 
reviews appearing in other major 
gaming publications. 

 
Super Mario Bros. 2 
(Boss Fight Books #6) 
by Jon Irwin 
 
ISBN: 978-1-940535-05-0  *  Paperback *  $14.95 
192 pages  *  5x7 in.  *  On sale 10/6/14  *  Video 
Games, Popular Culture 

 
In perhaps the most famous switcheroo in all of 
game history, the Japanese version of Super 
Mario Bros. 2 was declared “too hard” by 
Nintendo of America and replaced with a 
Mario-ified port of the Famicom hit, Yume Kōjō: 
Doki Doki Panic. The new game (dubbed Super 
Mario USA in Japan) was a huge success for its 
four playable characters, improved graphics, 
immersive levels, and catchy music, and 
eventually became the 3rd bestselling game for 
the NES. 
 
And yet. Because of its strange new villains, its 
wild gameplay, and its mysterious touches, 
SMB2 has for years been regarded as the Odd 
Mario Out, even as it has seen popular updates 
on the Super NES and Game Boy Advance. 
Irwin’s Mario is not a simple retelling of a 
25-year-old story, but instead an examination of 
the game with fresh eyes: both as a product of 
its time and as a welcome change from the 
larger Super Mario franchise. Along the way he 
searches for clues, pulling up a few vegetables 
of his own. What he finds is not at all what he 
expected. 
 
Jon Irwin has published essays in Alimentum, 
Billboard Magazine, Down East, GamePro, 
Lumina, and Kill Screen, where he is a 
contributing writer. In 2009 he received the PEN 
New England Discovery Award in Nonfiction. He 
lives near Atlanta but roots for Detroit. 
 
 
 
 

 

 



 

 
 
"[Kazemi's book] weaves together industrial 
history, design analysis and Robert Yang-style 
code diving. The result is not just a good read, 
but also a blueprint for holistic critique." 
8.0/10 - Paste 
 
"An essential read about an overlooked game." 
- Marshall Sandoval 
 
Info/Marketing: 

-​ Based on new interviews with the 
original development team that made 
the game.  

-​ Covered in The Atlantic, Paste, Polygon, 
and elsewhere.  

-​ Author is an internet artist and the 
creator of some of Twitter's most 
popular bots. 

-​ Excerpt appearing in VICE, with reviews 
appearing in other major gaming 
publications. 
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he turn-based tactical role playing series Jagged 
Alliance has been sequeled, expanded, 
modded, optioned, multiplayered, and 
kickstarted, but the series’ many fans usually 
point to Jagged Alliance 2 as the high water 
mark, and one of the finest turn-based video 
games of all time. 
 
Jagged Alliance 2 brings to the table a wicked 
sense of humor, simulation-driven character 
design, a combination of strategic overworld and 
tactical battles reminiscent of the X-COM series, 
and a surprisingly deep open-world RPG 
experience reminiscent of the Ultima or Elder 
Scrolls games. 
 
Focusing on JA2′s development history and 
basing his book largely on new personal 
interviews with the game’s developers, game 
designer and web technology developer Darius 
Kazemi delves deep into the legacy of a game 
that still has much to teach gamers and 
game-makers 14 years after its release. 
 
Darius Kazemi makes weird internet stuff. His 
best known work is the Random Shopper, a 
program that bought him random books, DVDs, 
and CDs from Amazon each month. He also has 
a small army of Twitter bots that he builds 
because they make him laugh. He works as an 
API Evangelist at Akamai in Boston. Before he 
moved into internet technology, he was a game 
developer for ten years. 
 
 

 

 



 

 
 
"True to form, Boss Fight Books has put out yet 
another video game book that is so much 
deeper than anything created in pixels ... Empty 
out your sack of quarters and go pick up a copy 
of this Michael Kimball’s Galaga. You will know 
you are in the hands of a master." - Cobalt 
Review 
 
Best Books of 2014 - LitReactor 
 
Info/Marketing: 

-​ Author of 8 books, including the 
acclaimed novels Big Ray, Us, and Dear 
Everybody. 

-​ Raves for the book appeared in 
LitReactor, Baltimore City Paper, Cobalt 
Review, JMWW, and elsewhere.  

-​ Galaga is one of the most-played 
arcade games. 

-​ Excerpt appearing in Electric Literature. 
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For fifteen seconds of one of the 
highest-grossing films of all time, The Avengers’ 
plan to save the world comes to a grinding halt 
when Tony Stark calls out a low-level member of 
S.H.I.E.L.D. for playing Galaga on the job. 
Acclaimed novelist and lifelong Galaga player 
Michael Kimball knows the compulsion: He’s set 
and re-set high scores on Galaga machines all 
across America. What many call the greatest 
fixed shooter arcade game in history, Galaga 
broke the Space Invaders mold with superior 
graphics, faster firing, bonus rounds, tractor 
beams, and advanced enemy A.I. 
 
Since its 1981 release, Galaga has inspired 
numerous sequels, bootlegs, hacks, and 
clones—and some version of Galaga has been 
released for nearly every gaming platform. 
Kimball shares his obsession with Galaga 
through a discussion of the innovative gameplay 
it introduced (including lots of tips), its extensive 
cultural legacy (including collectibles, movies, 
rap songs, drinking games, and sex acts), and 
how Galaga got Kimball through a difficult 
childhood--and maybe saved his life. 
 
Michael Kimball is the author of six books, 
including Big Ray, Dear Everybody, and Us. His 
work has been on NPR’s All Things Considered 
and in Vice, as well as The Guardian, Bomb, 
Prairie Schooner, New York Tyrant, etc. His work 
has been translated into a dozen 
languages—including Italian, Spanish, German, 
Chinese, Korean, and Greek. He is also 
responsible for Michael Kimball Writes Your Life 
Story (on a postcard), a couple of 
documentaries, the 510 Readings, and the 
conceptual pseudonym Andy Devine. 
 

 



 

 
 
"Anthropy has set the gold standard for 
book-length studies of games with ZZT, and I 
would strongly encourage anyone even thinking 
about writing about games to start here." 9.8/10 
- Paste 
 
"Her analysis effortlessly straddles computer 
science, design, art history, anthropology, and 
gender theory, all wrapped in a personal story of 
her childhood. It is a very easy, enjoyable, and 
insightful read." - Robert Yang, game designer 
 
Info/Marketing: 

-​ The author is the much-celebrated 
creator of games such as dys4ia and 
Redder. 

-​ Raves in Paste, Videodame, 
GameCritics, and elsewhere. 

-​ One of our highest-rated books among 
readers. 
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In 1991, long before Epic Games was putting 
out blockbusters like Unreal, Infinity Blade, and 
Gears of War, Tim Sweeney released a strange 
little MS-DOS shareware game called ZZT. The 
simplicity of its text graphics masked the 
complexity of its World Editor: players could use 
ZZT to design their own games. 
 
This feature was a revelation to thousands of 
gamers, including Anna Anthropy, author of Rise 
of the Videogame Zinesters. ZZT is an 
exploration of a submerged continent, a 
personal history of the shareware movement, 
ascii art, messy teen identity struggle, cybersex, 
transition, outsider art, the thousand deaths of 
Barney the Dinosaur, and what happens when a 
ten-year-old gets her hands on a programming 
language she can understand. It’s been said that 
the first Velvet Underground album sold only a 
few thousand copies, but that everyone who 
heard it formed a band. Well not everyone has 
played ZZT, but everyone who played it became 
a game designer. 
 
Anna Anthropy is a game creator, historian, 
and thirty-year-old teen witch. Her previous 
books include Rise of the Videogame Zinesters 
and Star Wench, which she recently made a 
ZZT version of. She lives in Oakland, California 
with her familiar, a little black cat named 
Encyclopedia Frown. 
 
 

 

 



 

 
 
"If writing about video games had always been 
this good, we'd be having very difficult 
discussions about the medium right now." - 
Nintendo Life 
 
[W]ith each and every page you fully understand 
the love the author has for his source material 
and how excited he is to be sharing it with his 
readers." - Nintendojo 
 
Info/Marketing: 

-​ One of our bestselling books. 
-​ The game Chrono Trigger is one of the 

best-loved RPGs of all time. 
-​ Foreword from game's original 

localization director.  
-​ Raves in Kotaku, Paste, Kill Screen, 

Nintendo Life -- and from John Romero, 
creator of DOOM. 

 
 
 
 

Chrono Trigger 
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by Michael P. Williams 
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When Boss Fight Books first gave fans the 
chance to vote for the game they most want to 
read a book about, they chose the epic time 
travel RPG Chrono Trigger.  
 
Featuring new interviews with translator Ted 
Woolsey and DS retranslator Tom Slattery, 
Michael P. Williams's book delves deep into 
connections between Crono’s world and ours, 
including Chrono Trigger's take on institutions 
such as law and religion, how the game's heroes 
fit and defy genre conventions, and the 
maddening logical headaches inherent in any 
good time travel plot. 
 
From the Magus dilemma to the courtroom 
scene, find out why many consider this game 
the high point in the entire role-playing genre in 
this in-depth examination of Chrono Trigger, a 
ton of fun and a true work of art. 
 
Michael P. Williams is a writer, researcher, and 
Japanese specialist at the University of 
Pennsylvania Libraries. He has taught English in 
Fukushima City, Japan, and he lives in 
Philadelphia, Pennsylvania.  
 
 
 

 



 

 
 
"It’s a book that aims to mirror the segmented, 
bizarro structure of EarthBound, and it’s a book 
that succeeds." - BuzzFeed 
 
"As much an exploration of the creation, content, 
and legacy of the role-playing classic as it is a 
self-reflective deep dive into the author's own 
psyche." - Joystiq 
 
Info/Marketing: 

-​ One of our bestselling books: More than 
10,000 copies sold. 

-​ Raves in Buzzfeed, The Rumpus, 
Paste, Kill Screen, Polygon. 

-​ Author is a former TV star. 
-​ Foreword by the game's localization 

director.  
-​ EarthBound, the game, has an 

enormous & dedicated cult fanbase. 
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An RPG for the Super NES that flopped when it 
first arrived in the U.S., EarthBound grew in fan 
support and critical acclaim over the years, 
eventually becoming the All-Time Favorite Game 
of thousands, among them author Ken 
Baumann. 
 
Featuring a heartfelt foreword from the game's 
North American localization director, Marcus 
Lindblom, Baumann's EarthBound is a joyful 
tornado of history, criticism, and memoir. 
 
Baumann explores the game’s unlikely origins, 
its brilliant creator, its madcap plot, its marketing 
failure, its cult rise from the ashes, and its 
intersections with Japanese and American 
culture, all the while reflecting back on the 
author's own journey into the terrifying and 
hilarious world of adults. 
 
Ken Baumann acted for ten years in feature 
films and TV. He is the author of the novels Solip 
and Say, Cut, Map. He lives in Santa Fe, New 
Mexico, and currently attends St. John's 
College. 
 
"The breadth of Baumann's interests and his 
infectious love for humanity make him the 
perfect writer to do this game justice." - The 
Rumpus 
 
"At last, EarthBound gets the paperback it 
deserves." - Kill Screen 
 
 

 

 



 

 
 

Boss Fight Books publishes nonfiction documentary-style books about classic video games. 
Each of our books takes a critical, historical, and personal look at a single game. 
 
Our books have been optioned for film and television, quoted in the New York Times, translated 
into French and Chinese, praised by game developers like John Romero, Tim Schafer, and 
Keita Takahashi, and have been funded for more than $350k on Kickstarter. We are distributed 
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