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Welcome to a book written to challenge you, improve your brainstorming abilities, and sharpen your game design skills!
Challenges for Game Designers: Non-Digital Exercises for Video Game Designers is filled with enjoyable, interesting,
and challenging exercises to help you become a better video game designer, whether you are a professional or aspire to
be. Each chapter covers a different topic important to game designers, and was taken from actual industry experience.
After a brief overview of the topic, there are five challenges that each take less than two hours and allow you to apply the
material, explore the topic, and expand your knowledge in that area. Each chapter also includes 10 "non-digital shorts" to
further hone your skills. None of the challenges in the book require any programming or a computer, but many of the
topics feature challenges that can be made into fully functioning games. The book is useful for professional designers,
aspiring designers, and instructors who teach game design courses, and the challenges are great for both practice and
homework assignments. The book can be worked through chapter by chapter, or you can skip around and do only the
challenges that interest you. As with anything else, making great games takes practice and Challenges for Game
Designers provides you with a collection of fun, thoughtprovoking, and of course, challenging activities that will help you
hone vital skills and become the best game designer you can be.
Now in its third edition, the classic book on game design has been completely revised to include the latest developments
in the game industry. Readers will learn all the fundamentals of concept development, gameplay design, core mechanics,
user interfaces, storytelling, and balancing. They'll be introduced to designing for mobile devices and touch screens, as
well as for the Kinect and motion-capture gameplay. They'll learn how indie developers are pushing the envelope and
how new business models such as free-to-play are influencing design. In an easy-to-follow approach, Adams offers a firsthand look into the process of designing a game, from initial concept to final tuning. This in-depth resource also comes
with engaging end-of-chapter exercises, design worksheets, and case studies.
You understand the basic concepts of game design: gameplay, user interfaces, core mechanics, character design, and
storytelling. Now you want to know how to apply them to the strategy game genre. This focused guide gives you exactly
what you need. It walks you through the process of designing for the strategy game genre and shows you how to use the
right techniques to create fun and challenging experiences for your players.
You understand the basic concepts of game design: gameplay, user interfaces, core mechanics, character design, and
storytelling. Now you want to know how to apply them to the vehicle simulation genre. This focused guide gives you
exactly what you need. It walks you through the process of designing for the vehicle simulation genre and shows you how
to use the right techniques to create fun and challenging experiences for your players.
You understand the basic concepts of game design: gameplay, user interfaces, core mechanics, character design, and
storytelling. Now you want to know how to apply them to the construction and simulation game genre. This focused guide
give you exactly what you need. It walks you through the process of designing for the construction and simulation genre
and shows you how to use the right techniques to create fun and challenging experiences for your players.
Game Programming Algorithms and Techniques is a detailed overview of many of the important algorithms and
techniques used in video game programming today. Designed for programmers who are familiar with object-oriented
programming and basic data structures, this book focuses on practical concepts that see actual use in the game industry.
Sanjay Madhav takes a unique platform- and framework-agnostic approach that will help develop virtually any game, in
any genre, with any language or framework. He presents the fundamental techniques for working with 2D and 3D
graphics, physics, artificial intelligence, cameras, and much more. Each concept is illuminated with pseudocode that will
be intuitive to any C#, Java, or C++ programmer, and has been refined and proven in Madhav's game programming
courses at the University of Southern California. Review questions after each chapter help solidify the most important
concepts before moving on. Madhav concludes with a detailed analysis of two complete games: a 2D iOS side-scroller
(written in Objective-Cusing cocos2d) and a 3D PC/Mac/Linux tower defense game (written in C# using XNA/
MonoGame). These games illustrate many of the algorithms and techniques covered in the earlier chapters, and the full
source code is available at gamealgorithms.net. Coverage includes Game time management, speed control, and
ensuring consistency on diverse hardware Essential 2D graphics techniques for modern mobile gaming Vectors,
matrices, and linear algebra for 3D games 3D graphics including coordinate spaces, lighting and shading, z-buffering,
and quaternions Handling today's wide array of digital and analog inputs Sound systems including sound events, 3D
audio, and digital signal processing Fundamentals of game physics, including collision detection and numeric integration
Cameras: first-person, follow, spline, and more Artificial intelligence: pathfinding, state-based behaviors, and
strategy/planning User interfaces including menu systems and heads-up displays Scripting and text-based data files:
when, how, and where to use them Basics of networked games including protocols and network topology
An introduction to the basic concepts of game design, focusing on techniques used in commercial game production. This
textbook by a well-known game designer introduces the basics of game design, covering tools and techniques used by
practitioners in commercial game production. It presents a model for analyzing game design in terms of three
interconnected levels--mechanics and systems, gameplay, and player experience--and explains how novice game
designers can use these three levels as a framework to guide their design process. The text is notable for emphasizing
models and vocabulary used in industry practice and focusing on the design of games as dynamic systems of gameplay.
Foundation Game Design with HTML5 and JavaScript teaches you everything you need to know about how to make
video games. If you’ve never done any programming before and don’t know where to start, this book will show you how
to make games from start to finish. You’ll learn all the latest programming technologies (HTML5, CSS, and JavaScript) to
create your games. All written in a fun and friendly style with open-ended projects that encourage you to build your own
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original games. Foundation Game Design with HTML5 and JavaScript starts by showing you how you can use basic
programing to create logic games, adventure games, and create interactive game graphics. Design a game character,
learn to control it with the keyboard, mouse, or touch screen interface, and then learn how to use collision detection to
build an interactive game world. You’ll learn to make maze games, platform jumping games, and fast paced action
games that cover all the popular genres of 2D gaming. Create intelligent enemies, use realistic physics, sound effects
and music, and learn how to animate game characters. Whether you're creating games for the web or mobile devices,
everything you need to get started on a career as a game designer is right here. Focused and friendly introduction to
making games with HTML5. Essential programming and graphic design techniques for building games, with each chapter
gently building on the skills of preceding chapters. Detailed case studies demonstrating techniques that can be used for
making games in a wide variety of genres.
The Game Audio Strategy Guide is a comprehensive text designed to turn both novices and experienced audio designers
into technical game audio pros. Providing both a theoretical foundation and practical insights, The Game Audio Strategy
Guide offers a thorough look at the tools and methods needed to create industry-quality music and sound design for
games. The text is supported by an extensive companion website, featuring numerous practical tutorials and exercises,
which allows the reader to gain hands-on experience creating and implementing audio assets for games. The Game
Audio Strategy Guide is the essential manual for anyone interested in creating audio for games, inside or outside the
classroom.
An impassioned look at games and game design that offers the most ambitious framework for understanding them to
date. As pop culture, games are as important as film or television—but game design has yet to develop a theoretical
framework or critical vocabulary. In Rules of Play Katie Salen and Eric Zimmerman present a much-needed primer for
this emerging field. They offer a unified model for looking at all kinds of games, from board games and sports to
computer and video games. As active participants in game culture, the authors have written Rules of Play as a catalyst
for innovation, filled with new concepts, strategies, and methodologies for creating and understanding games. Building an
aesthetics of interactive systems, Salen and Zimmerman define core concepts like "play," "design," and "interactivity."
They look at games through a series of eighteen "game design schemas," or conceptual frameworks, including games as
systems of emergence and information, as contexts for social play, as a storytelling medium, and as sites of cultural
resistance. Written for game scholars, game developers, and interactive designers, Rules of Play is a textbook, reference
book, and theoretical guide. It is the first comprehensive attempt to establish a solid theoretical framework for the
emerging discipline of game design.
Video Game Design is a visual introduction to integrating core design essentials, such as critical analysis, mechanics and
aesthetics, prototyping, level design, into game design. Using a raft of examples from a diverse range of leading
international creatives and award-winning studios, this is a must-have guide for budding game designers. Industry
perspectives from game industry professionals provide fascinating insights into this creative field, and each chapter
concludes with a workshop project to help you put what you've learnt into practice to plan and develop your own games.
With over 200 images from some of the best-selling, most creative games of the last 30 years, this is an essential
introduction to industry practice, helping readers develop practical skills for video game creation. This book is for those
seeking a career making video games as part of a studio, small team or as an independent creator. It will guide you from
understanding how games engage, entertain and communicate with their audience and take you on a journey as a
designer towards creating your own video game experiences. Interviewees include: James Portnow, CEO at Rainmaker
Games Brandon Sheffield, Gamasutra.com/Game Developer magazine Steve Gaynor, co-founder The Fullbright
Company (Gone Home) Kate Craig, Environment Artist. The Fullbright Company (Gone Home) Adam Saltsman, creator
of Canabalt & Gravity Hook Jake Elliott & Tamas Kemenczy, Cardboard Computer (Kentucky Route Zero) Tyson Steele,
User Interface Designer, Epic Games Tom Francis, Game Designer, Gunpoint & Floating Point Kareem Ettouney, Art
Director, Media Molecule. Little Big Planet 1 & 2, Tearaway. Kenneth Young, Head of Audio, Media Molecule Rex
Crowle, Creative Lead, Media Molecule
Delving into the concept of real-time strategy, this guide includes practical, hands-on programming and use of artificial
intelligence; a unique graphics engine developed by the author; and multiple game design strategies along with
programming code.
In Advanced Game Design, pioneering game designer and instructor Michael Sellers situates game design practices in a
strong theoretical framework of systems thinking, enabling designers to think more deeply and clearly about their work,
so they can produce better, more engaging games for any device or platform. Sellers offers a deep unifying framework in
which practical game design best practices and proven systems thinking theory reinforce each other, helping game
designers understand what they are trying to accomplish and the best ways to achieve it. Drawing on 20+ years of
experience designing games, launching game studios, and teaching game design, Sellers explains: What games are,
and how systems thinking can help you think about them more clearly How to systematically promote engagement,
interactivity, and fun What you can learn from MDA and other game design frameworks How to create gameplay and
core loops How to design the entire player experience, and how to build game mechanics that work together to create
that experience How to capture your game’s “big idea” and Unique Selling Proposition How to establish high-level and
background design and translate it into detailed design How to build, playtest, and iterate early prototypes How to build
your game design career in a field that keeps changing at breakneck speed
You understand the basic concepts of game design: gameplay, user interfaces, core mechanics, character design, and
storytelling. Now you want to know how to apply them to the sports game genre. This focused guide gives you exactly
what you need. It walks you through the process of designing for the sports game genre and shows you how to use the
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right techniques to create fun and challenging experiences for your players.
Good game design happens when you view your game from as many perspectives as possible. Written by one of the
world's top game designers, The Art of Game Design presents 100+ sets of questions, or different lenses, for viewing a
game’s design, encompassing diverse fields such as psychology, architecture, music, visual design, film, software
engineering, theme park design, mathematics, puzzle design, and anthropology. This Second Edition of a Game
Developer Front Line Award winner: Describes the deepest and most fundamental principles of game design
Demonstrates how tactics used in board, card, and athletic games also work in top-quality video games Contains
valuable insight from Jesse Schell, the former chair of the International Game Developers Association and award-winning
designer of Disney online games The Art of Game Design, Second Edition gives readers useful perspectives on how to
make better game designs faster. It provides practical instruction on creating world-class games that will be played again
and again.
A no-nonsense game development theory guide that summarizes techniques and processes that game developers use
every day to help them plan and execute their creative visions. The hints, tips and insider shortcuts contained in this book
are derived from over a decade of indie game development and hosting video game programming classes. We have
aggregated some of the best practices and lessons from many educational resources that are only available to those who
teach game design to students in a lab setting. You can now enjoy this 140+ page guide full of vivid imagery and colorful
depictions that will prepare you for all of the concepts you will encounter in the awesome world of video game
development. Save yourself some headaches and read through this guide and then use it as a reference throughout your
development process!
Ready to give your design skills a real boost? This eye-opening book helps you explore the design structure behind most of
today’s hit video games. You’ll learn principles and practices for crafting games that generate emotionally charged experiences—a
combination of elegant game mechanics, compelling fiction, and pace that fully immerses players. In clear and approachable
prose, design pro Tynan Sylvester also looks at the day-to-day process necessary to keep your project on track, including how to
work with a team, and how to avoid creative dead ends. Packed with examples, this book will change your perception of game
design. Create game mechanics to trigger a range of emotions and provide a variety of play Explore several options for combining
narrative with interactivity Build interactions that let multiplayer gamers get into each other’s heads Motivate players through
rewards that align with the rest of the game Establish a metaphor vocabulary to help players learn which design aspects are game
mechanics Plan, test, and analyze your design through iteration rather than deciding everything up front Learn how your game’s
market positioning will affect your design
Building Blocks of Tabletop Game Design: An Encyclopedia of Mechanisms compiles hundreds of different mechanisms,
organized by category. Each has a description of how it works, discussion of its pros and cons, how it can be implemented, and
examples of specific games that use it. Building Blocks can be read cover to cover, used as a reference when looking for
inspiration for a new design, help solving a specific problem, or assist in getting unstuck in the midst of a project. This book, the
first to collect mechanisms like this in the tabletop game design field, aims to be a practical guide that will be a great starting point
for beginning designers, a handy guidebook for the experienced, and an ideal classroom textbook. Key Features The first
compendium of its kind in the tabletop game field. Covers the nuts and bolts of design to resolve specific challenges. Serves as a
practical guide, a great starting point for beginning designers, and a reference for seasoned professionals. Contains discussion of
a series of standalone mechanisms, in a standard format and style, with cross-links to related mechanics and specific examples.
Includes hundreds of mechanism entries with accompanying diagrams and sample games to study. Ideal for professional or
classroom use.
Written in cookbook style, this book offers many recipes to learn game design with UDK. Each recipe contains step-by-step
instructions followed by analysis of what was done in each task and other useful information. The book is designed so that you can
read it chapter by chapter, or you can look at the list of recipes and refer to them in no particular order. This book is meant for
game artists who are getting used to UDK but may feel the need for guidance on matters of implementation. It also targets brave
beginners who are struggling to find an all in one package for getting started with UDK, and want a ready to hand reference. Level
designers can use this book to gauge their understanding of the editor, check for specific problems, and discover gems they may
not have come across before.
Anyone can master the fundamentals of game design - no technological expertise is necessary. The Art of Game Design: A Book
of Lenses shows that the same basic principles of psychology that work for board games, card games and athletic games also are
the keys to making top-quality videogames. Good game design happens when you view your game from many different
perspectives, or lenses. While touring through the unusual territory that is game design, this book gives the reader one hundred of
these lenses - one hundred sets of insightful questions to ask yourself that will help make your game better. These lenses are
gathered from fields as diverse as psychology, architecture, music, visual design, film, software engineering, theme park design,
mathematics, writing, puzzle design, and anthropology. Anyone who reads this book will be inspired to become a better game
designer - and will understand how to do it.
An easy-to-follow primer on the fundamentals of digital game design The quickly evolving mobile market is spurring digital game
creation into the stratosphere, with revenue from games exceeding that of the film industry. With this guide to the basics, you'll get
in on the game of digital game design while you learn the skills required for storyboarding, character creation, environment
creation, level design, programming, and testing. Teaches basic skill sets in the context of current systems, genres, and gameplay styles Demonstrates how to design for different sectors within gaming including console, PC, handheld, and mobile Explores
low-poly modeling for game play Addresses character and prop animation, lighting and rendering, and environment design
Discusses the path from concept to product, including pre- and post-production Includes real-world scenarios and interviews with
key studio and industry professionals With Game Design Essentials, you'll benefit from a general-but-thorough overview of the
core art and technology fundamentals of digital game design for the 21st century.
What if life is a game? Are you winning? Have you even decided what 'winning' is? Game design could be defined in many ways,
but here the term is used to denote the practice of creating choices. Designing a game, in this sense, involves crafting limits,
Page 3/6

File Type PDF Fundamentals Of Strategy Game Design Ernest Adams
rewards, incentives, and risks in such a way that the person who interacts with the game – the player – makes choices that have
consequences. Edward Castronova urges readers to think about the fundamentals of the human condition and compare them to
different games that we all know. In some ways, life is like an idle game: providing unchallenging distractions that fit easily into a
person's daily routine. In other ways, life is like the game Minesweeper: You poke in different places to learn about what you don't
know, taking care to avoid big explosions. Or, life is like a role-playing game: You adopt a persona and speak your part, always
seeking adventure. Bringing together questions relating to diverse fields – such as politics, economics, sociology and philosophy Castronova persuades readers to broaden the scope of game design to answer questions about life's everyday obstacles. The
object of this book is to take seriously the idea that life is a game. The goal is not to make readers wealthier or healthier. Its goal is
to go on a journey into the human condition, with game design as a guide.
To create a great video game, you must start with a solid game design: A well-designed game is easier to build, more entertaining,
and has a better chance of succeeding in the marketplace. Here to teach you the essential skills of player-centric game design is
one of the industry’s leading authorities, who offers a first-hand look into the process, from initial concept to final tuning. Now in its
second edition, this updated classic reference by Ernest Adams offers a complete and practical approach to game design, and
includes material on concept development, gameplay design, core mechanics, user interfaces, storytelling, and balancing. In an
easy-to-follow approach, Adams analyzes the specific design challenges of all the major game genres and shows you how to
apply the principles of game design to each one. You’ll learn how to: Define the challenges and actions at the heart of the
gameplay. Write a high-concept document, a treatment, and a full design script. Understand the essentials of user interface design
and how to define a game’s look and feel. Design for a variety of input mechanisms, including the Wii controller and multi-touch
iPhone. Construct a game’s core mechanics and flow of resources (money, points, ammunition, and more). Develop appealing
stories, game characters, and worlds that players will want to visit, including persistent worlds. Work on design problems with
engaging end-of-chapter exercises, design worksheets, and case studies. Make your game accessible to broader audiences such
as children, adult women, people with disabilities, and casual players. “Ernest Adams provides encyclopedic coverage of process
and design issues for every aspect of game design, expressed as practical lessons that can be immediately applied to a design inprogress. He offers the best framework I’ve seen for thinking about the relationships between core mechanics, gameplay, and
player—one that I’ve found useful for both teaching and research.” — Michael Mateas, University of California at Santa Cruz, cocreator of Façade
"This book supports my own 30-year crusade to demonstrate that games are an art form that undeniably rivals traditional arts. It
gives detailed explanations of game art techniques and their importance, while also highlighting their dependence on artistic
aspects of game design and programming.” — John Romero, co-founder of id Software and CEO of Loot Drop, Inc. "Solarski’s
methodology here is to show us the artistic techniques that every artist should know, and then he transposes them to the realm of
video games to show how they should be used to create a far more artful gaming experience ... if I were an artist planning to do
video game work, I’d have a copy of this on my shelf." — Marc Mason, Comics Waiting Room Video games are not a revolution in
art history, but an evolution. Whether the medium is paper or canvas—or a computer screen—the artist’s challenge is to make
something without depth seem like a window into a living, breathing world. Video game art is no different. Drawing Basics and
Video Game Art is first to examine the connections between classical art and video games, enabling developers to create more
expressive and varied emotional experiences in games. Artist game designer Chris Solarski gives readers a comprehensive
introduction to basic and advanced drawing and design skills—light, value, color, anatomy, concept development—as well as
detailed instruction for using these methods to design complex characters, worlds, and gameplay experiences. Artwork by the likes
of Michelangelo, Titian, and Rubens are studied alongside AAA games like BioShock, Journey, the Mario series, and Portal 2, to
demonstrate perpetual theories of depth, composition, movement, artistic anatomy, and expression. Although Drawing Basics and
Video Game Art is primarily a practical reference for artists and designers working in the video games industry, it’s equally
accessible for those interested to learn about gaming’s future, and potential as an artistic medium. Also available as an eBook

You understand the basic concepts of game design: gameplay, user interfaces, core mechanics, character design, and
storytelling. Now you want to know how to apply them to the puzzle and casual game genres. This focused guide gives
you exactly what you need. It walks you through the process of designing for the puzzle and casual game genres and
shows you how to use the right techniques to create fun and challenging experiences for your players.
This in-depth resource teaches you to craft mechanics that generate challenging, enjoyable, and well-balanced
gameplay. You’ll discover at what stages to prototype, test, and implement mechanics in games and learn how to
visualize and simulate game mechanics in order to design better games. Along the way, you’ll practice what you’ve
learned with hands-on lessons. A free downloadable simulation tool developed by Joris Dormans is also available in
order to follow along with exercises in the book in an easy-to-use graphical environment. In Game Mechanics: Advanced
Game Design, you’ll learn how to: * Design and balance game mechanics to create emergent gameplay before you write
a single line of code. * Visualize the internal economy so that you can immediately see what goes on in a complex game.
* Use novel prototyping techniques that let you simulate games and collect vast quantities of gameplay data on the first
day of development. * Apply design patterns for game mechanics—from a library in this book—to improve your game
designs. * Explore the delicate balance between game mechanics and level design to create compelling, long-lasting
game experiences. * Replace fixed, scripted events in your game with dynamic progression systems to give your players
a new experience every time they play. "I've been waiting for a book like this for ten years: packed with game design
goodness that tackles the science without undermining the art." --Richard Bartle, University of Essex, co-author of the
first MMORPG “Game Mechanics: Advanced Game Design by Joris Dormans & Ernest Adams formalizes game
grammar quite well. Not sure I need to write a next book now!” -- Raph Koster, author of A Theory of Fun for Game
Design.
Despite the proliferation of video games in the twenty-first century, the theory of game design is largely underdeveloped,
leaving designers on their own to understand what games really are. Helping you produce better games, Game Design
Theory: A New Philosophy for Understanding Games presents a bold new path for analyzing and designing games. The
author offers a radical yet reasoned way of thinking about games and provides a holistic solution to understanding the
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difference between games and other types of interactive systems. He clearly details the definitions, concepts, and
methods that form the fundamentals of this philosophy. He also uses the philosophy to analyze the history of games and
modern trends as well as to design games. Providing a robust, useful philosophy for game design, this book gives you
real answers about what games are and how they work. Through this paradigm, you will be better equipped to create fun
games.
Design accessible and creative games across genres, platforms, and development realities Key Features Implement the
skills and techniques required to work in a professional studio Ace the core principles and processes of level design,
world building, and storytelling Design interactive characters that animate the gaming world Book Description If you are
looking for an up-to-date and highly applicable guide to game design, then you have come to the right place! Immerse
yourself in the fundamentals of game design with this book, written by two highly experienced industry professionals to
share their profound insights as well as give valuable advice on creating games across genres and development
platforms. Practical Game Design covers the basics of game design one piece at a time. Starting with learning how to
conceptualize a game idea and present it to the development team, you will gradually move on to devising a design plan
for the whole project and adapting solutions from other games. You will also discover how to produce original game
mechanics without relying on existing reference material, and test and eliminate anticipated design risks. You will then
design elements that compose the playtime of a game, followed by making game mechanics, content, and interface
accessible to all players. You will also find out how to simultaneously ensure that the gameplay mechanics and content
are working as intended. As the book reaches its final chapters, you will learn to wrap up a game ahead of its release
date, work through the different challenges of designing free-to-play games, and understand how to significantly improve
their quality through iteration, polishing and playtesting. What you will learn Define the scope and structure of a game
project Conceptualize a game idea and present it to others Design gameplay systems and communicate them clearly and
thoroughly Build and validate engaging game mechanics Design successful business models and prepare your games
for live operations Master the principles behind level design, worldbuilding and storytelling Improve the quality of a game
by playtesting and polishing it Who this book is for Whether you are a student eager to design a game or a junior game
designer looking for your first role as a professional, this book will help you with the fundamentals of game design. By
focusing on best practices and a pragmatic approach, Practical Game Design provides insights into the arts and crafts
from two senior game designers that will interest more seasoned professionals in the game industry.
Situational Design lays out a new methodology for designing and critiquing videogames. While most game design books
focus on games as formal systems, Situational Design concentrates squarely on player experience. It looks at how
playfulness is not a property of a game considered in isolation, but rather the result of the intersection of a game with an
appropriate player. Starting from simple concepts, the book advances step-by-step to build up a set of practical tools for
designing player-centric playful situations. While these tools provide a fresh perspective on familiar design challenges as
well as those overlooked by more transactional design paradigms. Key Features Introduces a new methodology of game
design that concentrates on moment-to-moment player experience Provides practical design heuristics for designing
playful situations in all types of games Offers groundbreaking techniques for designing non-interactive play spaces
Teaches designers how to create games that function as performances Provides a roadmap for the evolution of games
as an art form.
"The topics explored include the varying types of games, vital preliminaries of making a game, the nuts and bolts of
devising a game, creating a prototype, testing, designing levels, technical aspects, and assessing nature of the audience.
With practice challenges, a list of resources for further exploration, and a glossary of industry terms, this manual is
essential"--Provided by publisher.
Written by veterans who are currently working in the game industry, Fundamentals of Game Development is unique
because it provides the practical aspects of the processes involved in developing and completing game projects. Using
examples and exercises, this book provides a hands-on approach that walks the reader through the entire process of
developing a game from concept to completion. Ideal for introductory game development and game production courses
the book covers history, game genre, design, story-telling, character creation, pre-production, code release, career
descriptions, and more.
Understanding games--whether computer games, card games, board games, or sports--by analyzing certain common
traits. Characteristics of Games offers a new way to understand games: by focusing on certain traits--including number of
players, rules, degrees of luck and skill needed, and reward/effort ratio--and using these characteristics as basic points of
comparison and analysis. These issues are often discussed by game players and designers but seldom written about in
any formal way. This book fills that gap. By emphasizing these player-centric basic concepts, the book provides a
framework for game analysis from the viewpoint of a game designer. The book shows what all genres of games--board
games, card games, computer games, and sports--have to teach each other. Today's game designers may find solutions
to design problems when they look at classic games that have evolved over years of playing.
The Essentials of Casino Game Design is a handbook for aspiring or practicing game designers. It explains, in detail, the
techniques of designing a casino game that actually works. The author, Dan Lubin, is an experienced game designer. He not only
succeeded as an independent, with EZ Pai Gow and Double Blackjack, to name only a couple, but also worked as a table-games
designer and manager for big gaming corporations, including Galaxy Gaming, the largest independent supplier of table games in
the world. His approach in this book is more than just giving advice in the how-to style. Rather, he walks aspiring table-game
designers through the decision points, and the reasoning behind them, that can make or break a game. Aside from main game
design, topics also include proper side-bet development, including as a stand-alone money maker, game protection, game design,
technical writing, and business and negotiation considerations.
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The authors of Thinking Strategically demonstrate how to apply the principles in game theory to achieve greater personal and
professional successes, drawing on a diverse array of case studies to explain how to develop a win-oriented way of seeing the
world.
This title offers an inside look into the game development industry, it has advice and insight on how to get a foot in the door, how
to licence a game, how to settle contract issues, and how to demonstrate the game to prospective companies.
Fundamentals of Strategy Game DesignNew Riders
Game designers spend their lives solving extraordinary problems and facing mind-bending paradoxes. It’s their job to make a
meticulous plan for “spontaneous fun” players will want to experience over and over again. Pressure is heaped on with demands
for innovation and blockbuster status. So designers find themselves facing an abyss of problems, pressure, and possibilities,
armed only with their brains and an assortment of design principles they picked up over years of experience. For the first time, 100
Principles of Game Design gathers some of the best of these big ideas into one toolkit. Seasoned designers will be glad they don’t
have to hold it all in their heads anymore, and beginning design students can use the book to learn the tools of the trade. When
the going gets tough, everyone can turn to this book for guidance, inspiration, or just to remind them of what works. Collected from
every popular school of thought in game design, these core principles are organized by theme: innovation, creation, balancing,
and troubleshooting. • Includes advances from the world’s leading authorities on game design, some explained by the creators
themselves • A reference book of finite, individual principles for easy access, providing a jumping off point for further research •
Principles originating in fields as diverse as architecture, psychiatry, and economics, but shown here as they apply to game design
• Richly designed with illustrations and photos, making each principle easy to understand and memorable • Timeless approach
includes feedback loops, game mechanics, prototyping, economies of scale, user-centered design, and much more Professional
designers and instructors at one of the world’s leading game design institutions lay out the building blocks of diverse knowledge
required to design even the simplest of games.
You understand the basic concepts of game design: gameplay, user interfaces, core mechanics, character design, and
storytelling. Now you want to know how to apply them to the role-playing game genre. This focused guide gives you exactly what
you need. It walks you through the process of designing for the role-playing game genre and shows you how to use the right
techniques to create fun and challenging experiences for your players.
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