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The Game Design Deep Dive series examines specific game systems or
mechanics over the course of the history of the industry. This book examines the
history of jumping – one of the oldest mechanics in the industry – and how it has
evolved and changed over the years. The author looks at the transition from 2D to
3D and multiple elements that make jumping more complicated than it looks from
a design perspective. Key Selling Points: The first in a series of books that focus
entirely on a singular game design system or mechanic, in this case: jumping. A
perfect read for anyone interested in understanding game design, or just curious
from a historical standpoint. A must read for anyone interested in building their
own platformer or just interested in the history of the game industry’s most famous
game mechanic. This book is a perfect companion for someone building their first
game or as part of a game design classroom. Includes real game examples to
highlight the discussed topics and mechanics. Joshua Bycer is a Game Design
Critic with more than seven years of experience critically analyzing game design
and the industry itself. In that time, through Game-Wisdom, he has interviewed
hundreds of game developers and members of the industry about what it means to
design video games. He also strives to raise awareness about the importance of
studying game design by giving lectures and presentations; his first book was
titled 20 Essential Games to Study.
"With an increasing use of vido games in various disciplines within the scientific
community, this book seeks to understand the nature of effective games and to
provide guidance for how best to harness the power of gaming technology to
successfully accomplish a more serious goal"--Provided by publisher.
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As games grow more complex and gamers' expectations soar, the discipline of
game systems design becomes ever more important. Game systems designers
plan a game's rules and balance, its characters' attributes, most of its data, and
how its AI, weapons, and objects work and interact. Introduction to Game Systems
Design is the first complete beginner's guide to this crucial discipline. Writing for all
aspiring game professionals, even those with absolutely no experience, leading
game designer and instructor Dax Gazaway presents a step-by-step, hands-on
approach to designing game systems with industry-standard tools. Drawing on his
experience building AAA-level game systems (including games in the Star Wars
and Marvel franchises), Gazaway covers all this, and more: Exploring the
essentials of game design and its emerging subdisciplines Asking the essential
questions at the heart of all design Getting started with modern game system
design tools, including the spreadsheets most professionals now use Creating
systems and data from a blank page Populating and quantifying a world of data
into a game Tuning and balancing game systems Testing game systems and data
Leveraging communication, psychology, and rewards within your games
Balancing game probability within systems Whether you're a college freshman
entering a game design program, an indie developer using Unreal or Unity, a
Dungeon Master, or anyone who wants to really understand modern games, this
guide will help you get where you want to go.
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
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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.
Within the field of game design, game balance can best be described as a black
art. It is the process by which game designers make a game simultaneously fair
for players while providing them just the right amount of difficulty to be both
exciting and challenging without making the game entirely predictable. This
involves a combination of mathematics, psychology, and occasionally other fields
such as economics and game theory. Game Balance offers readers a dynamic
look into game design and player theory. Throughout the book, relevant topics on
the use of spreadsheet programs will be included in each chapter. This book
therefore doubles as a useful reference on Microsoft Excel, Google Spreadsheets,
and other spreadsheet programs and their uses for game designers. FEATURES
The first and only book to explore game balance as a topic in depth Topics range
from intermediate to advanced, while written in an accessible style that demystifies
even the most challenging mathematical concepts to the point where a novice
student of game design can understand and apply them Contains powerful
spreadsheet techniques which have been tested with all major spreadsheet
programs and battle-tested with real-world game design tasks Provides short-form
exercises at the end of each chapter to allow for practice of the techniques
discussed therein along with three long-term projects divided into parts throughout
the book that involve their creation Written by award-winning designers with
decades of experience in the field Ian Schreiber has been in the industry since
2000, first as a programmer and then as a game designer. He has worked on
eight published game titles, training/simulation games for three Fortune 500
companies, and has advised countless student projects. He is the co-founder of
Global Game Jam, the largest in-person game jam event in the world. Ian has
taught game design and development courses at a variety of colleges and
universities since 2006. Brenda Romero is a BAFTA award-winning game director,
entrepreneur, artist, and Fulbright award recipient and is presently game director
and creator of the Empire of Sin franchise. As a game director, she has worked on
50 games and contributed to many seminal titles, including the Wizardry and
Jagged Alliance series and titles in the Ghost Recon, Dungeons & Dragons, and
Def Jam franchises.
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
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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.
The first in-depth book covering game mechanics by two leading game designers
and instructors. * *The first in-depth analysis of game mechanics, a required topic
for many game design schools. *The first game design textbook dedicated to
advanced topics led by a bestselling game design author Ernest Adams. *Makes
extensive use of Joris Dormans' free, public Machinations simulation software.
*Readers can experiment with exercises from the book in an easy-to-use graphical
environment. Game mechanics--the rules and systems that govern the functional
behavior of a game--lie at the heart of all game design. The mechanics implement
the living world of the game; they generate active challenges for players to solve in
the game world and they determine the effects of the players' actions on that
world. Here to teach game designers and students the essentials of game
mechanics are two leading authorities in game design. Readers will learn how to
craft mechanics that generate challenging, enjoyable, and well-balanced
gameplay. They'll learn how to visualize and simulate game mechanics in order to
design better games and learn at what stages to prototype, test, and implement
mechanics in games. This in-depth resource also comes with hands-on lessons
and readers can download a free simulation tool in order to follow along with
exercises in the book.
Making a game can be an intensive process, and if not planned accurately can
easily run over budget. The use of procedural generation in game design can help
with the intricate and multifarious aspects of game development; thus facilitating
cost reduction. This form of development enables games to create their play
areas, objects and stories based on a set of rules, rather than relying on the
developer to handcraft each element individually. Readers will learn to create
randomized maps, weave accidental plotlines, and manage complex systems that
are prone to unpredictable behavior. Tanya Short’s and Tarn Adams’ Procedural
Generation in Game Design offers a wide collection of chapters from various
experts that cover the implementation and enactment of procedural generation in
games. Designers from a variety of studios provide concrete examples from their
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games to illustrate the many facets of this emerging sub-discipline. Key Features:
Introduces the differences between static/traditional game design and procedural
game design Demonstrates how to solve or avoid common problems with
procedural game design in a variety of concrete ways Includes industry leaders’
experiences and lessons from award-winning games World’s finest guide for how
to begin thinking about procedural design
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.
Discusses the essential elements in creating a successful game, how playing
games and learning are connected, and what makes a game boring or fun.
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
How do you make a video game? Advanced Game Design with HTML5 and
JavaScript is a down to earth education in how to make video games from scratch,
using the powerful HTML5 and JavaScript technologies. This book is a point-bypoint round up of all the essential techniques that every game designer needs to
know. You'll discover how to create and render game graphics, add interactivity,
sound, and animation. You’ll learn how to build your own custom game engine
with reusable components so that you can quickly develop games with maximum
impact and minimum code. You’ll also learn the secrets of vector math and
advanced collision detection techniques, all of which are covered in a friendly and
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non-technical manner. You'll find detailed working examples, with hundreds of
illustrations and thousands of lines of source code that you can freely adapt for
your own projects. All the math and programming techniques are elaborately
explained and examples are open-ended to encourage you to think of original
ways to use these techniques in your own games. You can use what you learn in
this book to make games for desktops, mobile phones, tablets or the Web.
Advanced Game Design with HTML5 and JavaScript is a great next step for
experienced programmers or ambitious beginners who already have some
JavaScript experience, and want to jump head first into the world of video game
development. It’s also great follow-up book for readers of Foundation Game
Design with HTML5 and JavaScript (by the same author) who want to add depth
and precision to their skills. The game examples in this book use pure JavaScript,
so you can code as close to the metal as possible without having to be dependent
on any limiting frameworks or game engines. No libraries, no dependencies, no
third-party plugins: just you, your computer, and the code. If you’re looking for a
book to take your game design skills into the stratosphere and beyond, this is it!
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.
This hands-on guide covers both game development and design, and both Unity
and C♯. This guide illuminates the basic tenets of game design and presents a
detailed, project-based introduction to game prototyping and development, using
both paper and the Unity game engine.
Want to start building great web games with HTML5 and JavaScript? Moving from
Flash or other game platforms? Already building HTML5 games and want to get
better and faster at it? This guide brings together everything you need: expert
guidance, sample projects, and working code! Evan Burchard walks you step-bystep through quickly building 10 popular types of games. Each chapter implements
a game within a well-understood genre; introduces a different free, open source,
and easy-to-use HTML5 game engine; and is accompanied with full JavaScript
source code listings. Each game recipe uses tested and well-proven patterns that
address the development challenges unique to that genre, and shows how to use
existing tools and engines to build complete substantial game projects in just
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hours. Need a quick JavaScript primer? Evan Burchard provides that, too!
Coverage includes • Mastering an essential HTML5/JavaScript game development
toolset: browser, text editor, terminal, JavaScript console, game engine, and more
• Accelerating development with external libraries and proven patterns • Managing
browser differences between IE, Firefox, and Chrome • Getting up to speed on
web development with a QUIZ game built with JavaScript, HTML, CSS, and
JQuery • Creating INTERACTIVE FICTION “gamebooks” that leverage new CSS3
features and impress.js • Building PARTY games around the lightweight atom.js
engine • Developing PUZZLE games with the easel.js graphics rendering engine •
Writing PLATFORMERS with melon.js and its integrated tilemap editor • Coding
intense 2-player FIGHTING games for web browsers with game.js • Building a
SPACE SHOOTER with the jQuery-based gameQuery game engine •
Implementing pseudo-3D techniques like ray casting for an FPS (First Person
Shooter) style game • Producing a 16 bit RPG (Role Playing Game) complete with
interfaces for dialog, inventories, and turn-based battles with enchant.js • Building
an isometric RTS (Real Time Strategy) game that incorporates server components
along with node.js, socket.io, and crafty.js • Engaging players with content that
encourages exploration Turn to The Web Game Developer’s Cookbook for
proven, expert answers–and the code you need to implement them. It’s all you
need to jumpstart any web game project!
During her time working on genre-defining games like The Sims, Rock Band, and
Ultima Online, Amy Jo learned that customers stick with products that help them
get better at something they care about, like playing an instrument or leading a
team. Amy Jo has used her insights from gaming to help hundreds of companies
like Netflix, Disney, The New York Times, Ubisoft and Happify innovate faster and
smarter, and drive long-term engagement.
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
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changing at breakneck speed
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.
Clear and easy-to follow instructions for using coding and scripting tools to create
new, more advanced Roblox games. Take your game design to the next level,
with this complete guide to Roblox coding and scripting! Learn how to code using
the programing language Lua to create new objects and games in the Roblox
world: from teleporting objects (or PCs/NPCs!), to adding and applying power ups,
to creating a leaderboard, and allowing players to save their games. This book
walks you through the basics of the studio tool, provides tutorials for specific
actions and creations, then explains how to use all of that knowledge to create
your own unique game world! With detailed instructions, example screenshots,
and simple explanations of what code to use and how to use it, this book is a musthave guide for any Roblox game designer—from beginners to expert coders!
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
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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
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
This book covers the state-of-the-art in digital games research and development
for anyone working with or studying digital games and those who are considering
entering into this rapidly growing industry. Many books have been published that
sufficiently describe popular topics in digital games; however, until now there has
not been a comprehensive book that draws the traditional and emerging facets of
gaming together across multiple disciplines within a single volume.
Design and build cutting-edge video games with help from video game expert
Scott Rogers! If you want to design and build cutting-edge video games but aren’t
sure where to start, then this is the book for you. Written by leading video game
expert Scott Rogers, who has designed the hits Pac Man World, Maxim vs. Army
of Zin, and SpongeBob Squarepants, this book is full of Rogers's wit and
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imaginative style that demonstrates everything you need to know about designing
great video games. Features an approachable writing style that considers game
designers from all levels of expertise and experience Covers the entire video
game creation process, including developing marketable ideas, understanding
what gamers want, working with player actions, and more Offers techniques for
creating non-human characters and using the camera as a character Shares
helpful insight on the business of design and how to create design documents So,
put your game face on and start creating memorable, creative, and unique video
games with this book!
The play-focused, step-by-step guide to creating great game designs This book
offers a play-focused, process-oriented approach for designing games people will
love to play. Drawing on a combined 35 years of design and teaching experience,
Colleen Macklin and John Sharp link the concepts and elements of play to the
practical tasks of game design. Using full-color examples, they reveal how real
game designers think and work, and illuminate the amazing expressive potential of
great game design. Focusing on practical details, this book guides you from idea
to prototype to playtest and fully realized design. You’ll walk through conceiving
and creating a game’s inner workings, including its core actions, themes, and
especially its play experience. Step by step, you’ll assemble every component of
your “videogame,” creating practically every kind of play: from cooperative to
competitive, from chance-based to role-playing, and everything in between.
Macklin and Sharp believe that games are for everyone, and game design is an
exciting art form with a nearly unlimited array of styles, forms, and messages.
Cutting across traditional platform and genre boundaries, they help you find
inspiration wherever it exists. Games, Design and Play is for all game design
students, and for beginning-to-intermediate-level game professionals, especially
independent game designers. Bridging the gaps between imagination and
production, it will help you craft outstanding designs for incredible play
experiences! Coverage includes: Understanding core elements of play design:
actions, goals, rules, objects, playspace, and players Mastering “tools” such as
constraint, interaction, goals, challenges, strategy, chance, decision, storytelling,
and context Comparing types of play and player experiences Considering the
demands videogames make on players Establishing a game’s design values
Creating design documents, schematics, and tracking spreadsheets Collaborating
in teams on a shared design vision Brainstorming and conceptualizing designs
Using prototypes to realize and playtest designs Improving designs by making the
most of playtesting feedback Knowing when a design is ready for production
Learning the rules so you can break them!
The Advanced Game Narrative Toolbox continues where the Game Narrative
Toolbox ended. While the later covered the basics of writing for games, the
Advanced Game Narrative Toolbox will cover techniques for the intermediate and
professional writer. The book will cover topics such as how to adapt a novel to a
game, how to revive IPs and how to construct transmedia worlds. Each chapter
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will be written by a professional with exceptional experience in the field of the
chapter. Key Features Learn from industry experts how to tackle today’s
challenges in storytelling for games. A learn by example and exercise approach,
which was praised in the Game Narrative Toolbox. An in depth view on advanced
storytelling techniques and topics as they are currently discussed and used in the
gaming industry. Expand your knowledge in game writing as you learn and try
yourself to design quests, write romances and build worlds as you would as a
writer in a game studio. Improve your own stories by learning and trying the
techniques used by the professionals of game writing.
"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 metasensation 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.
Great teams make great games. While process can help or hinder, great games
require talent, creativity and teamwork of developers. This book helps them reach
their potential by sharing practices that other developers have used to: - Improve
how teams execute on a day-to day basis - Overcome barriers to becoming great
teams - Facilitate change and engagement though improved coaching and
leadership - Respect and aide the personal growth of developers - Stream-line
iterations - Guide projects and manage risk - Raise the quality bar throughout a
studio - Enhance your studio's environment for developers Authors Clinton Keith
and Grant Shonkwiler have combined decades of game development experience
on dozens of shipped games. Now they've collaborated with other veterans across
the game development industry to bring this collection of advanced practices to
you.
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The Game Maker's Apprentice shows you how to create nine exciting games
using the wildly popular Game Maker game creation tool. This book covers a
range of genres, including action, adventure, and puzzle games--complete with
professional quality sound effects and visuals. It discusses game design theory
and features practical examples of how this can be applied to making games that
are more fun to play. Game Maker allows games to be created using a simple
drag-and-drop interface, so you don't need to have any prior coding experience. It
includes an optional programming language for adding advanced features to your
games, when you feel ready to do so. You can obtain more information by visiting
book.gamemaker.nl. The authors include the creator of the Game Maker tool and
a former professional game programmer, so you'll glean understanding from their
expertise.
Create the Digital Games You Love to Play Discover an exercise-driven, nontechnical approach to game design without the need for programming or artistic
expertise using Game Design Workshop, Third Edition. Author Tracy Fullerton
demystifies the creative process with a clear and accessible analysis of the formal
and dramatic systems of game design. Examples of popular games, illustrations of
design techniques, and refined exercises strengthen your understanding of how
game systems function and give you the skills and tools necessary to create a
compelling and engaging game. The book puts you to work prototyping,
playtesting, and revising your own games with time-tested methods and tools. It
provides you with the foundation to advance your career in any facet of the game
industry, including design, producing, programming, and visual design.
Master the most important skills and techniques you need to know for professional
HTML5 and JavaScript 2D game development. This book delves into many of the
great classic techniques of video game design. You’ll discover how to develop
games and game levels using Tiled Editor, how to implement tile-based collision,
how to design advanced pathfinding and enemy AI systems, the fundamentals of
broad-phase collision, and how to make isometric games. All the techniques and
supporting code are explained in an easy-to-understand manner and written in a
general way so that they can be applied to any game engine or technology that
you’re comfortable using. You'll find detailed working examples, with dozens of
illustrations and many concepts you can freely apply to your own projects. All the
math and programming techniques are elaborately explained and examples are
open-ended to encourage you to think of original ways to use these techniques in
your own games. You can use what you learn in this book as the basis for making
games for desktops, mobile phones, tablets, or the Web. The Advanced Game
Developer's Toolkit is a great next step if you already have some JavaScript gamemaking- experience, or a great continuation if you've already read Advanced
Game Design with HTML5 and JavaScript by the same author. What You'll Learn
Work with advanced tile-based design techniques for puzzle, platform and maze
games Use Tiled Editor to build game worlds Build path-finding and AI systems
using Line of Sight and A* (A-Star) Make isometric games Manage complexity to
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build games of any size that scale seamlessly Who This Book Is For Video game
developers with some experience who want to learn the essential techniques they
need to know to take their skills to the next level and for readers who want to
understand and fine-tune every line of code they write, without resorting to quick
fixes.
Master the Principles and Vocabulary of Game Design Why aren’t videogames
getting better? Why does it feel like we’re playing the same games, over and over
again? Why aren’t games helping us transform our lives, like great music, books,
and movies do? The problem is language. We still don’t know how to talk about
game design. We can’t share our visions. We forget what works (and doesn’t).
We don’t learn from history. It’s too hard to improve. The breakthrough starts
here. A Game Design Vocabulary gives us the complete game design framework
we desperately need—whether we create games, study them, review them, or build
businesses on them. Craft amazing experiences. Anna Anthropy and Naomi Clark
share foundational principles, examples, and exercises that help you create great
player experiences…complement intuition with design discipline…and craft games
that succeed brilliantly on every level. Liberate yourself from stale clichés and
genres Tell great stories: go way beyond cutscenes and text dumps Control the
crucial relationships between game “verbs” and “objects” Wield the full power of
development, conflict, climax, and resolution Shape scenes, pacing, and player
choices Deepen context via art, animation, music, and sound Help players
discover, understand, engage, and “talk back” to you Effectively use resistance
and difficulty: the “push and pull” of games Design holistically: integrate visuals,
audio, and controls Communicate a design vision everyone can understand
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.
An examination of subversive games—games designed for political, aesthetic, and
social critique. For many players, games are entertainment, diversion, relaxation,
fantasy. But what if certain games were something more than this, providing not
only outlets for entertainment but a means for creative expression, instruments for
conceptual thinking, or tools for social change? In Critical Play, artist and game
designer Mary Flanagan examines alternative games—games that challenge the
accepted norms embedded within the gaming industry—and argues that games
designed by artists and activists are reshaping everyday game culture. Flanagan
provides a lively historical context for critical play through twentieth-century art
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movements, connecting subversive game design to subversive art: her examples
of “playing house” include Dadaist puppet shows and The Sims. She looks at
artists' alternative computer-based games and explores games for change,
considering the way activist concerns—including worldwide poverty and AIDS—can
be incorporated into game design. Arguing that this kind of conscious
practice—which now constitutes the avant-garde of the computer game
medium—can inspire new working methods for designers, Flanagan offers a model
for designing that will encourage the subversion of popular gaming tropes through
new styles of game making, and proposes a theory of alternate game design that
focuses on the reworking of contemporary popular game practices.
Your deadline just got moved up. Your artist has never worked with Flash before.
Your inner programmer is telling you that no OOP is a big Oops! Any Flash
developer can share similar tales of woe. This book breaks down the process of
Flash game development into simple, approachable steps. Never heard of a game
loop before? No idea what a design pattern is? No problem! Chris Griffith gives
you real-world expertise, and real-world code that you can use in your own games.
Griffith has been building games in Flash long enough to know what works and
what doesn't. He shows you what you need to know to get the job done. Griffith
covers Flash for the everyday developer. The average Flash developer doesn't
have luxurious timelines, employers who understand the value of reusability, or
the help of an information architect to design a usable experience. This book helps
bridge the gap for these coders who may be used to C++, Java, or C# and want to
move over to Flash. Griffith covers real-world scenarios pulled from his own
experiences developing games for over 10 years in the industry. The 2nd edition
will include: completely new game examples on more advanced topics like 3D;
more robust physics and collision detection; and mobile device coverage with
Android platform development for us on phones and tablets. Also coverage of the
new features available in Flash CS5, Flash Player 10.1, and AIR 2.0 that can be
used for game development. The associated web site for the book:
www.flashgamebook.com gets close to 1,000 visits a month. On the site, readers
can find all the source code for the examples, news on industry happenings,
updates and special offers, and a discussion forum to ask questions and share
ideas.
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.
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Understanding games as systems, with complex interactions of game elements
and rules.
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.
Narrative designers and game designers are critical to the development of digital
and analog games. This book provides a detailed look at the work writers and
designers perform every day on game development projects. It includes practical
advice on how to break into the game industry as a writer or game designer.
Readers can use the templates and detailed instructions provided here to create
lively portfolios that will help open the door to jobs in the game industry. Key
features of this book: • An intimate look at the workings of AAA game development
from someone who has spent decades embedded on teams at well-known
companies. • An insider’s look at the game industry, including advice on breaking
into the industry. • Detailed instructions for creating a portfolio to demonstrate
narrative design and game design skills to prospective employers. • Lessons and
exercises to help students develop narrative design and game design skills. • A
how-to guide for college instructors teaching classes in narrative design and game
design. Detailed assignments and syllabi are included. Author Bio: Michael Breault
is a 35-year industry veteran who has contributed his writing and game design
skills to over 130 published games. He currently teaches narrative design and
game design courses at Webster University in St. Louis. The courses he creates
and teaches are based on the tasks narrative designers and game designers
undertake every day while developing games. These classes provide his students
with a real-world view of the work they will be doing as writers and designers in the
game industry.
Drawing on decades of experience, Beep to Boom: The Development of
Advanced Runtime Sound Systems for Games and Extended Reality is a rigorous,
comprehensive guide to interactive audio runtime systems. Packed with practical
examples and insights, the book explains each component of these complex
geometries of sound. Using practical, lowest-common-denominator techniques,
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Goodwin covers soundfield creation across a range of platforms from phones to
VR gaming consoles. Whether creating an audio system from scratch or building
on existing frameworks, the book also explains costs, benefits and priorities. In the
dynamic simulated world of games and extended reality, interactive audio can now
consider every intricacy of real-world sound. This book explains how and why to
tame it enjoyably.
How can video games be fun and immerse players in fantastic worlds where
anything seems possible? How can they be so engaging to have become the main
entertainment product for children and adults alike? In On the Way to Fun, the
author proposes a possible answer to these questions by going back to the roots
of gaming and showing how early games, as
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