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From Windows Solitaire to Bejeweled to Wii Tennis, casual games have radically
changed the landscape of games. By simplifying gameplay and providing quick but
intense blasts of engaging play, casual games have drawn in huge new audiences of
players. To entertain and engage the casual player, game designers must learn to think
about what makes casua
Classic and cutting-edge writings on games, spanning nearly 50 years of game analysis
and criticism, by game designers, game journalists, game fans, folklorists, sociologists,
and media theorists. The Game Design Reader is a one-of-a-kind collection on game
design and criticism, from classic scholarly essays to cutting-edge case studies. A
companion work to Katie Salen and Eric Zimmerman's textbook Rules of Play: Game
Design Fundamentals, The Game Design Reader is a classroom sourcebook, a
reference for working game developers, and a great read for game fans and players.
Thirty-two essays by game designers, game critics, game fans, philosophers,
anthropologists, media theorists, and others consider fundamental questions: What are
games and how are they designed? How do games interact with culture at large? What
critical approaches can game designers take to create game stories, game spaces,
game communities, and new forms of play? Salen and Zimmerman have collected
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seminal writings that span 50 years to offer a stunning array of perspectives. Game
journalists express the rhythms of game play, sociologists tackle topics such as roleplaying in vast virtual worlds, players rant and rave, and game designers describe the
sweat and tears of bringing a game to market. Each text acts as a springboard for
discussion, a potential class assignment, and a source of inspiration. The book is
organized around fourteen topics, from The Player Experience to The Game Design
Process, from Games and Narrative to Cultural Representation. Each topic, introduced
with a short essay by Salen and Zimmerman, covers ideas and research fundamental
to the study of games, and points to relevant texts within the Reader. Visual essays
between book sections act as counterpoint to the writings. Like Rules of Play, The
Game Design Reader is an intelligent and playful book. An invaluable resource for
professionals and a unique introduction for those new to the field, The Game Design
Reader is essential reading for anyone who takes games seriously.
Discusses the essential elements in creating a successful game, how playing games
and learning are connected, and what makes a game boring or fun.
Game Design Workshop is a truly great book, and has become, in my opinion, the de
facto standard text for beginner- to intermediate-level game design education. This
updated new edition is extremely relevant, useful and inspiring to all kinds of game
designers. — Richard Lemarchand, Interactive Media & Games Division, School of
Cinematic Arts, University of Southern California —————————————————————
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—————————————————— This is the perfect time for a new edition. The updates
elements of the book that are important as examples, but don't radically alter the thing
about the book that is great: a playcentric approach to game design. — Colleen Macklin,
Associate Professor, Parsons The New School for Design —————————————————
—————————————————————————— Tracy Fullerton’s Game Design Work
much everything a working or wannabe game designer needs to know. She covers
game theory, concepting, prototyping, testing and tuning, with stops along the way to
discuss what it means to a professional game designer and how to land a job. When I
started thinking about my game studies course at the University of Texas at Austin, this
was one book I knew I had to use. — Warren Spector, Studio Director, OtherSide
Entertainment ————————————————————————————————————
digital games you love to play." Discover an exercise-driven, non-technical approach to
game design, without the need for programming or artistic expertise with Game Design
Workshop, Fourth Edition. Tracy Fullerton demystifies the creative process with clear
and accessible analysis of the formal and dramatic systems of game design. Using
examples of popular games, illustrations of design techniques, and refined exercises to
strengthen your understanding of how game systems function and give you the skills
and tools necessary to create a compelling and engaging game. Game Design
Workshop puts you to work prototyping, playtesting, and revising your own games with
time-tested methods and tools. These skills will provide the foundation for your career
Page 3/28

Download Free Game Feel A Game Designers Guide To Virtual Sensation
Morgan Kaufmann Game Design Books
in any facet of the game industry including design, producing, programming, and visual
design. Tracy Fullerton is an award-winning game designer and educator with over 20
years of professional experience, most recently winning the Games for Change Game
of the Year Award for her independent game Walden, a game. She has also been
awarded the 2016 GDC Ambassador Award, the 2015 Games for Change Game
Changer Award, and the IndieCade 2013 Trailblazer award for her pioneering work in
the independent games community. Tracy is a Professor of Interactive Media & Games
at the USC School of Cinematic Arts and the Director of the USC Games Program, the
#1 game design program in North America as ranked by the Princeton Review. Key
Features Provides step-by-step introduction to the art of game designing, prototyping
and playtesting innovative games A design methodology used in the USC Interactive
Media program, a cutting edge program with hands-on exercises that demonstrate key
concepts and the design methodology Insights from top industry game designers
presented through interview format
Now in full color, the 10th anniversary edition of this classic book takes you deep into
the influences that underlie modern video games, and examines the elements they
share with traditional games such as checkers. At the heart of his exploration, veteran
game designer Raph Koster takes a close look at the concept of fun and why it’s the
most vital element in any game. Why do some games become boring quickly, while
others remain fun for years? How do games serve as fundamental and powerful
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learning tools? Whether you’re a game developer, dedicated gamer, or curious
observer, this illustrated, fully updated edition helps you understand what drives this
major cultural force, and inspires you to take it further. You’ll discover that: Games play
into our innate ability to seek patterns and solve puzzles Most successful games are
built upon the same elements Slightly more females than males now play games Many
games still teach primitive survival skills Fictional dressing for modern games is more
developed than the conceptual elements Truly creative designers seldom use other
games for inspiration Games are beginning to evolve beyond their prehistoric origins
"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 meta-sensation 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
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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.
Only by finding and focusing on a core mechanism can you further your pursuit of
elegance in strategy game design. Clockwork Game Design is the most functional and
directly applicable theory for game design. It details the clockwork game design pattern,
which focuses on building around fundamental functionality. You can then use this
understanding to prescribe a system for building and refining your rulesets. A game can
achieve clarity of purpose by starting with a strong core, then removing elements that
conflict with that core while adding elements that support it. Filled with examples and
exercises detailing how to put the clockwork game design pattern into use, this book is
a must-have manual for designing games. A hands-on, practical book that outlines a
very specific approach to designing games Develop the mechanics that make your
game great, and limit or remove factors that disrupt the core concept Practice designing
games through the featured exercises and illustrations
Learn the mechanics that take your game from an idea to a playable product. Do you
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aspire to be a game designer but aren’t sure where to begin? Tabletop Game Design
for Video Game Designers guides you through your initial attempts to design game
mechanics. It goes beyond simple description and definition to explore in detail the
issues that designers grapple with for every game they create. Learning to design
tabletop games builds a solid foundation for game designers and provides methods that
can be applied towards creating paper prototypes of computer-targeted games.
Presented in a step-by-step format, Tabletop Game Design for Video Game Designers
helps the reader understand how the game design skills that are acquired through
creating tabletop games can be used when designing video games. Fully playable
games accompany every topic so you can truly understand and experience each
component that goes into game creation. Tabletop Game Design for Video Game
Designers includes: Simple, highly focused games that can be played, analyzed,
improved, and/or modified in conjunction with a particular topic in the book. Integrated
game design exercises, chapter learning objectives, and in-text sidebars to provide
further examples to apply directly to your game creation process. A companion website
(www.funmines.com) which includes: "print & play" tabletop games, links to online
games, game design resources, and articles about designing and developing games.
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
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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 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!
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 first-hand 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.
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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
456 Puzzle Solving p.
Welcome to a book written to challenge you, improve your brainstorming abilities, and
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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,
thought-provoking, and of course, challenging activities that will help you hone vital
skills and become the best game designer you can be.
An engaging examination of how video game design can create strong, positive
emotional experiences for players, with examples from popular, indie, and art games.
This is a renaissance moment for video games—in the variety of genres they represent,
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and the range of emotional territory they cover. But how do games create emotion? In
How Games Move Us, Katherine Isbister takes the reader on a timely and novel
exploration of the design techniques that evoke strong emotions for players. She
counters arguments that games are creating a generation of isolated, emotionally
numb, antisocial loners. Games, Isbister shows us, can actually play a powerful role in
creating empathy and other strong, positive emotional experiences; they reveal these
qualities over time, through the act of playing. She offers a nuanced, systematic
examination of exactly how games can influence emotion and social connection, with
examples—drawn from popular, indie, and art games—that unpack the gamer's
experience. Isbister describes choice and flow, two qualities that distinguish games
from other media, and explains how game developers build upon these qualities using
avatars, non-player characters, and character customization, in both solo and social
play. She shows how designers use physical movement to enhance players' emotional
experience, and examines long-distance networked play. She illustrates the use of
these design methods with examples that range from Sony's Little Big Planet to the
much-praised indie game Journey to art games like Brenda Romero's Train. Isbister's
analysis shows us a new way to think about games, helping us appreciate them as an
innovative and powerful medium for doing what film, literature, and other creative media
do: helping us to understand ourselves and what it means to be human.
Welcome to a book written to challenge you, improve your brainstorming abilities, and
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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.
Game FeelA Game Designer's Guide to Virtual SensationCRC Press
A pioneer in the field of game design and development draws on his own experiences
to present a useful collection of insider tips, wisdom, advice, skills, and techniques,
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along with an overview of the history of fame programming, low and high interactivity
designs, the importance of storytelling, and more. Original. (Intermediate)
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 worldclass games that will be played again and again.
Computers used to be for geeks. And geeks were fine with dealing with a difficult and finicky
interface--they liked this--it was even a sort of badge of honor (e.g. the Unix geeks). But
making the interface really intuitive and useful--think about the first Macintosh computers--took
computers far far beyond the geek crowd. The Mac made HCI (human computer interaction)
and usability very popular topics in the productivity software industry. Suddenly a new kind of
experience was crucial to the success of software - the user experience. Now, 20 years later,
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developers are applying and extending these ideas to games. Game companies are now trying
to take games beyond the 'hardcore' gamer market--the people who love challenge and are
happy to master a complicated or highly genre-constrained interface. Right about now (with the
growth of interest in casual games) game companies are truly realizing that usability matters,
particularly to mainstream audiences. If it's not seamless and easy to use and engaging,
players will just not stay to get to the 'good stuff'. By definition, usability is the ease with which
people can emplo a particular tool in order to achieve a particular goal. Usability refers to a
computer program's efficiency or elegance. This book gives game designers a better
understanding of how player characteristics impact usability strategy, and offers specific
methods and measures to employ in game usability practice. The book also includes practical
advice on how to include usability in already tight development timelines, and how to advocate
for usability and communicate results to higher-ups effectively.
How to achieve a happier and healthier game design process by connecting the creative
aspects of game design with techniques for effective project management. This book teaches
game designers, aspiring game developers, and game design students how to take a digital
game project from start to finish—from conceptualizing and designing to building, playtesting,
and iterating—while avoiding the uncontrolled overwork known among developers as “crunch.”
Written by a legendary game designer, A Playful Production Process outlines a process that
connects the creative aspects of game design with proven techniques for effective project
management. The book outlines four project phases—ideation, preproduction, full production,
and post-production—that give designers and developers the milestones they need to advance
from the first glimmerings of an idea to a finished game.
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Design great Facebook, iOS, and Web games and learn from the experts what makes a game
a hit! This invaluable resource shows how to put into action the proven design and marketing
techniques from the industry's best game designers, who all started on a small scale. The book
walks novice and experienced game designers through the step-by-step process of
conceptualizing, designing, launching, and managing a winning game on platforms including
Facebook, iOS, and the Web. The book is filled with examples that highlight key design
features, explain how to market your game, and illustrate how to turn your design into a moneymaking venture. Provides an overview of the most popular game platforms and shows how to
design games for each Contains the basic principles of game design that will help promote
growth and potential to generate revenue Includes interviews with top independent game
developers who reveal their success secrets Offers an analysis of future trends that can open
(or close) opportunities for game designers Game Design Secrets provides aspiring game
designers a process for planning, designing, marketing, and ultimately making money from
new games.
Take your games to the next level with advice from more than 100 of the best board game
designers in the world. Game design is hard. We all need sound advice to guide our work and
help us become better at the craft. In this book, you'll find incredible wisdom and insight from
the top designers in the industry today. You will learn: The advice Rob Daviau would give his
younger self.How Matt Leacock gets into the zone and flow of design.Lessons Jamey
Stegmaier learned from his biggest failure.Donald X. Vaccarino's advice on pitching a game to
a publisher.The behavior that has helped Ryan Laukat's designs dramatically improve. What
Bruno Cathala would tell you after a discouraging playtest.And much more!
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The biggest challenge facing many game programmers is completing their game. Most game
projects fizzle out, overwhelmed by the complexity of their own code. Game Programming
Patterns tackles that exact problem. Based on years of experience in shipped AAA titles, this
book collects proven patterns to untangle and optimize your game, organized as independent
recipes so you can pick just the patterns you need. You will learn how to write a robust game
loop, how to organize your entities using components, and take advantage of the CPUs cache
to improve your performance. You'll dive deep into how scripting engines encode behavior,
how quadtrees and other spatial partitions optimize your engine, and how other classic design
patterns can be used in games.
"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 meta-sensation 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
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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.
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
Making a successful video game is hard. Even games that are successful at launch may fail to
engage and retain players in the long term due to issues with the user experience (UX) that
they are delivering. The game user experience accounts for the whole experience players have
with a video game, from first hearing about it to navigating menus and progressing in the
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game. UX as a discipline offers guidelines to assist developers in creating the experience they
want to deliver, shipping higher quality games (whether it is an indie game, AAA game, or
"serious game"), and meeting their business goals while staying true to their design and artistic
intent. In a nutshell, UX is about understanding the gamer’s brain: understanding human
capabilities and limitations to anticipate how a game will be perceived, the emotions it will elicit,
how players will interact with it, and how engaging the experience will be. This book is
designed to equip readers of all levels, from student to professional, with neuroscience
knowledge and user experience guidelines and methodologies. These insights will help
readers identify the ingredients for successful and engaging video games, empowering them to
develop their own unique game recipe more efficiently, while providing a better experience for
their audience. Key Features Provides an overview of how the brain learns and processes
information by distilling research findings from cognitive science and psychology research in a
very accessible way. Topics covered include: "neuromyths", perception, memory, attention,
motivation, emotion, and learning. Includes numerous examples from released games of how
scientific knowledge translates into game design, and how to use a UX framework in game
development. Describes how UX can guide developers to improve the usability and the level of
engagement a game provides to its target audience by using cognitive psychology knowledge,
implementing human-computer interaction principles, and applying the scientific method (user
research). Provides a practical definition of UX specifically applied to games, with a unique
framework. Defines the most relevant pillars for good usability (ease of use) and good "engageability" (the ability of the game to be fun and engaging), translated into a practical checklist.
Covers design thinking, game user research, game analytics, and UX strategy at both a project
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and studio level. Offers unique insights from a UX expert and PhD in psychology who has been
working in the entertainment industry for over 10 years. This book is a practical tool that any
professional game developer or student can use right away and includes the most complete
overview of UX in games existing today.
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.
Many aspiring game designers have crippling misconceptions about the process involved in
creating a game from scratch, believing a “big idea” is all that is needed to get started. But
game design requires action as well as thought, and proper training and practice to do so
skillfully. In this indispensible guide, a published commercial game designer and longtime
teacher offers practical instruction in the art of video and tabletop game design. 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 for the nascent game
designer and offers food for thought for even the most experienced professional.
Presents over 100 sets of questions, or different lenses, for viewing a game’s design. Written
by one of the world's top game designers, this book describes the deepest and most
fundamental principles of game design, demonstrating how tactics used in board, card, and
athletic games also work in video games. It provides practical instruction on creating worldPage 19/28
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class games that will be played again and again. New to this edition: many great examples
from new VR and AR platforms as well as examples from modern games such as Uncharted 4
and The Last of Us, Free to Play games, hybrid games, transformational games, and more.
Can we learn through play? Can we really play while learning? Of course! But how?! We all
learn and educate others in our own unique ways. Successful educational games adapt to the
particular learning needs of their players and facilitate the learning objectives of their
designers. Educational Game Design Fundamentals embarks on a journey to explore the
necessary aspects to create games that are both fun and help players learn. This book
examines the art of educational game design through various perspectives and presents real
examples that will help readers make more informed decisions when creating their own games.
In this way, readers can have a better idea of how to prepare for and organize the design of
their educational games, as well as evaluate their ideas through several prisms, such as
feasibility or learning and intrinsic values. Everybody can become education game designers,
no matter what their technical, artistic or pedagogic backgrounds. This book refers to
educators and designers of all sorts: from kindergarten to lifelong learning, from corporate
training to museum curators and from tabletop or video game designers to theme park
creators!
Master the craft of game design so you can create that elusive combination of challenge,
competition, and interaction that players seek. This design workshop begins with an
examination of the fundamental elements of game design; then puts you to work in prototyping,
playtesting and redesigning your own games with exercises that teach essential design skills.
Workshop exercises require no background in programming or artwork, releasing you from the
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intricacies of electronic game production, so you can develop a working understanding of the
essentials of game design.
Do you love gaming? Do you have ideas for games of your own and want to learn how to
produce them professionally? With Think Like a Game Designer, you will learn how to
overcome mental blocks to great creative work, understand players' emotional reactions and
evoke the right ones, brainstorm ideas and then refine them into useable ones, follow the six
steps of the core design loop for successfully designing a game, and much more. Whether you
want to create video games, board games or just discover how a true creative mind works, this
book has answers. -- Adapted from dust jacket.
Create the Digital Games You Love to Play Discover an exercise-driven, non-technical
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.
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
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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.
Game designers today are expected to have an arsenal of multi-disciplinary skills at their
disposal in the fields of art and design, computer programming, psychology, economics,
composition, education, mythology—and the list goes on. How do you distill a vast universe
down to a few salient points? Players Making Decisions brings together the wide range of
topics that are most often taught in modern game design courses and focuses on the core
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concepts that will be useful for students for years to come. A common theme to many of these
concepts is the art and craft of creating games in which players are engaged by making
meaningful decisions. It is the decision to move right or left, to pass versus shoot, or to develop
one’s own strategy that makes the game enjoyable to the player. As a game designer, you are
never entirely certain of who your audience will be, but you can enter their world and offer a
state of focus and concentration on a task that is intrinsically rewarding. This detailed and easyto-follow guide to game design is for both digital and analog game designers alike and some of
its features include: A clear introduction to the discipline of game design, how game
development teams work, and the game development process Full details on prototyping and
playtesting, from paper prototypes to intellectual property protection issues A detailed
discussion of cognitive biases and human decision making as it pertains to games Thorough
coverage of key game elements, with practical discussions of game mechanics, dynamics, and
aesthetics Practical coverage of using simulation tools to decode the magic of game balance A
full section on the game design business, and how to create a sustainable lifestyle within it
“McGonigal is a clear, methodical writer, and her ideas are well argued. Assertions are backed
by countless psychological studies.” —The Boston Globe “Powerful and provocative . . .
McGonigal makes a persuasive case that games have a lot to teach us about how to make our
lives, and the world, better.” —San Jose Mercury News “Jane McGonigal's insights have the
elegant, compact, deadly simplicity of plutonium, and the same explosive force.” —Cory
Doctorow, author of Little Brother A visionary game designer reveals how we can harness the
power of games to boost global happiness. With 174 million gamers in the United States alone,
we now live in a world where every generation will be a gamer generation. But why, Jane
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McGonigal asks, should games be used for escapist entertainment alone? In this
groundbreaking book, she shows how we can leverage the power of games to fix what is
wrong with the real world-from social problems like depression and obesity to global issues like
poverty and climate change-and introduces us to cutting-edge games that are already
changing the business, education, and nonprofit worlds. Written for gamers and non-gamers
alike, Reality Is Broken shows that the future will belong to those who can understand, design,
and play games. Jane McGonigal is also the author of SuperBetter: A Revolutionary Approach
to Getting Stronger, Happier, Braver and More Resilient.

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.
How game designers can use the psychological phenomenon of loss aversion to shape
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player experience. Getting something makes you feel good, and losing something
makes you feel bad. But losing something makes you feel worse than getting the same
thing makes you feel good. So finding $10 is a thrill; losing $10 is a tragedy. On an
“intensity of feeling” scale, loss is more intense than gain. This is the core
psychological concept of loss aversion, and in this book game creator Geoffrey
Engelstein explains, with examples from both tabletop and video games, how it can be
a tool in game design. Loss aversion is a profound aspect of human psychology, and
directly relevant to game design; it is a tool the game designer can use to elicit
particular emotions in players. Engelstein connects the psychology of loss aversion to a
range of phenomena related to games, exploring, for example, the endowment
effect—why, when an object is ours, it gains value over an equivalent object that is not
ours—as seen in the Weighted Companion Cube in the game Portal; the framing of
gains and losses to manipulate player emotions; Deal or No Deal's use of the utility
theory; and regret and competence as motivations, seen in the context of legacy
games. Finally, Engelstein examines the approach to Loss Aversion in three games by
Uwe Rosenberg, charting the designer's increasing mastery.
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
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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
Game designers spend their lives solving extraordinary problems and facing mindbending 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
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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.
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
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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.
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