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Game Design Foundations
You're part of a new venture, an independent gaming
company, and you are about to undertake your first
development project. The client wants a serious
game, one with instructional goals and assessment
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metrics. Or you may be in a position to green light
such a project yourself, believing that it can advance
your organization's mission and goals. This book
provides a proven process to take an independent
game project from start to finish. In order to build a
successful game, you need to wear many hats. There
are graphic artists, software engineers, designers,
producers, marketers - all take part in the process at
various (coordinated) stages, and the end result is
hopefully a successful game. Veteran game producers
and writers (Iuppa and Borst) cover all of these areas
for you, with step by step instructions and checklists
to get the work done. The final section of the book
offers a series of case studies from REAL indy games
that have been developed and launched succesfully,
and show exactly how the principles outlined in the
book can be applied to real world products. The
book's associated author web site offers ancillary
materials & references as well as serious game demos
and presentations.

Game Programming Patterns
Game Design Foundations, Second Edition covers how
to design the game from the important opening
sentence, the One Pager document, the Executive
Summary and Game Proposal, the Character
Document to the Game Design Document. The book
describes game genres, where game ideas come
from, game research, innovation in gaming, important
gaming principles such as game mechanics, game
balancing, AI, path finding and game tiers. The basics
of programming, level designing, and film
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scriptwriting are explained by example. Each chapter
has exercises to hone in on the newly learned
designer skills that will display your work as a game
designer and your knowledge in the game industry."

End-to-End Game Development
Create a real 2D game from start to finish with
ImpactJS, the JavaScript game framework that works
with the HTML5's Canvas element. Making video
games is hard work that requires technical skills, a lot
of planning, and—most critically—a commitment to
completing the project. With this hands-on guide,
you’ll learn how to use Impact with other technologies
step-by-step. You’ll pick up important tips about game
design, and discover how to publish Impact games to
the Web, desktop, and mobile—including a method to
package your game as a native iOS app. Packed with
screen shots and sample code, this book is ideal for
game developers of all levels. Set up your
development environment and discover Impact’s
advantages Build a complete game with core logic,
collision detection, and player and monster behavior
Learn why a game design document is critical before
you start building Display and animate game artwork
with sprite sheets Add sound effects, background
music, and text Create screens to display stats and ingame status Prepare to publish by baking your game
files into a single file

Serious Games
In recent years, there has been growing interest in
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the use of digital games to enhance teaching and
learning at all educational levels, from early years
through to lifelong learning, in formal and informal
settings. The study of games and learning, however,
takes a broader view of the relationship between
games and learning, and has a diverse multidisciplinary background. Digital Games and Learning:
Research and Theory provides a clear and concise
critical theoretical overview of the field of digital
games and learning from a cross-disciplinary
perspective. Taking into account research and theory
from areas as varied as computer science,
psychology, education, neuroscience, and game
design, this book aims to synthesise work that is
relevant to the study of games and learning. It
focuses on four aspects of digital games: games as
active learning environments, games as motivational
tools, games as playgrounds, and games as learning
technologies, and explores each of these areas in
detail. This book is an essential guide for researchers,
designers, teachers, practitioners, and policy makers
who want to better understand the relationship
between games and learning.

Games, Design and Play
Meaningful play - Design - Systems - Interactivity Defining games - The magic circle - Defining rules Rules on three levels - The rules of digital games Games as systems of uncertainty - Games as systems
of information - Games as cybernetic systems Games as systems of conflict - Games as the play of
experience - Games as the play of meaning - Games
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as the play of simulation - Games as cultural rhetoric Games as cultural resistance - Games as cultural
environment.

Micro Java Game Development
Two leading game designers take readers step by
step through the entire process of creating a video
game, from developing a story and integrating it into
a game, to writing the game script, creating the
design document, working with intellectual property
rights and licensing, and selling an idea to developers
and publishers. Original.

Developer's Guide to Computer Game
Design
An overview of the steps involved in producing an
award-winning computer game from a design
perspective. The design phase of the business is
essential for developers to understand before any
code is written. The CD-ROM is very competitive,
containing design elements from other leading
computer game designers, and a game engine.

Fundamentals of Game Design
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
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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 chancebased 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-tointermediate-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
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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!

Game Design Workshop
As experienced teachers of novice game designers,
the authors have discovered patterns in the way that
students grasp game design - the mistakes they make
as well as the methods to help them to create better
games. Each exercise requires no background in
programming or artwork, releasing beginning
designers from the intricacies of electronic game
production and allowing them to learn what works
and what doesn't work in a game system.
Additionally, these exercises teach important skills in
system design: the processes of prototyping,
playtesting, and redesigning.

Advanced Game Design
Richard Rouse explores gameplay, one of the most
important but least discussed elements of computer
game design that makes a game compelling and
entertaining. He focusses in detail on such topics as
game balancing, storytelling, non-linearity, player
motivations, input/output, artificial intelligence, level
design and playtesting. included are in-depth
interviews with top game designers.

Level Up!
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Demystifies the Processes of Game Development
Game Development for iOS with Unity3D takes you
through the complete process of Unity iOS game
development. A game developer for over 12 years,
the author presents production-proven techniques
and valuable tips and tricks needed to plan, build,
test, and launch games for the iPhone, iPod, and iPad.
He walks you through all the necessary procedures,
including how to publish your game to the App Store.
Encompasses the Whole Range of iOS Game
Development This practical book begins with advice
on writing a game design document and getting Apple
developer certification. It then covers the build
processes of the Unity Remote application and
explains how to use the Unity editor. After focusing on
debugging and optimization, the author describes tips
for designing and marketing a successful App Store
page. The book also features two iOS-ready games to
explore, adapt, and play. Source files for the game
examples are available at www.crcpress.com. Guides
You in Creating a Functional iOS Game Accessible to
indie game developers and small- to medium-sized
studios, this hands-on guide gives you the tools and
knowledge needed to start building and launching iOS
games. It helps you create games using Unity3D and
publish them to the App Store.

Photoshop for Games
A guide to computer game design, architecture, and
management explores the application of design
principles, shares the experiences of game
programmers, and offers an overview of game
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development software.

Game Design Essentials
To create a great video game, you must start with a
solid game design: A well-designed game is easier to
build, more entertaining, and has a better chance of
succeeding in the marketplace. Here to teach you the
essential skills of player-centric game design is one of
the industry’s leading authorities, who offers a firsthand look into the process, from initial concept to
final tuning. Now in its second edition, this updated
classic reference by Ernest Adams offers a complete
and practical approach to game design, and includes
material on concept development, gameplay design,
core mechanics, user interfaces, storytelling, and
balancing. In an easy-to-follow approach, Adams
analyzes the specific design challenges of all the
major game genres and shows you how to apply the
principles of game design to each one. You’ll learn
how to: Define the challenges and actions at the heart
of the gameplay. Write a high-concept document, a
treatment, and a full design script. Understand the
essentials of user interface design and how to define
a game’s look and feel. Design for a variety of input
mechanisms, including the Wii controller and multitouch iPhone. Construct a game’s core mechanics and
flow of resources (money, points, ammunition, and
more). Develop appealing stories, game characters,
and worlds that players will want to visit, including
persistent worlds. Work on design problems with
engaging end-of-chapter exercises, design
worksheets, and case studies. Make your game
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accessible to broader audiences such as children,
adult women, people with disabilities, and casual
players. “Ernest Adams provides encyclopedic
coverage of process and design issues for every
aspect of game design, expressed as practical lessons
that can be immediately applied to a design inprogress. He offers the best framework I’ve seen for
thinking about the relationships between core
mechanics, gameplay, and player—one that I’ve
found useful for both teaching and research.” —
Michael Mateas, University of California at Santa Cruz,
co-creator of Façade

Andrew Rollings and Ernest Adams on
Game Design
The authors discuss the four main tasks of game
design--imagining a game, defining how it works,
describing its internal elements, and explaining it to
others.

Practical Game Design
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
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design with this book, written by two highly
experienced industry professionals to share their
profound insights as well as give valuable advice on
creating games across genres and development
platforms. Practical Game Design covers the basics of
game design one piece at a time. Starting with
learning how to conceptualize a game idea and
present it to the development team, you will gradually
move on to devising a design plan for the whole
project and adapting solutions from other games. You
will also discover how to produce original game
mechanics without relying on existing reference
material, and test and eliminate anticipated design
risks. You will then design elements that compose the
playtime of a game, followed by making game
mechanics, content, and interface accessible to all
players. You will also find out how to simultaneously
ensure that the gameplay mechanics and content are
working as intended. As the book reaches its final
chapters, you will learn to wrap up a game ahead of
its release date, work through the different challenges
of designing free-to-play games, and understand how
to significantly improve their quality through iteration,
polishing and playtesting. What you will learn Define
the scope and structure of a game project
Conceptualize a game idea and present it to others
Design gameplay systems and communicate them
clearly and thoroughly Build and validate engaging
game mechanics Design successful business models
and prepare your games for live operations Master
the principles behind level design, worldbuilding and
storytelling Improve the quality of a game by
playtesting and polishing it Who this book is for
Whether you are a student eager to design a game or
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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.

Level Up! The Guide to Great Video Game
Design
“Both burgeoning game designers and devoted
gamers should consider [Game Design: Theory &
Practice] an essential read.” — Computer Gaming
World “Ultimately, in both theory and practice,
Rouse’s Game Design bible gets the job done. Let us
pray.” - Next Generation magazine In the second
edition to the acclaimed Game Design: Theory &
Practice, designer Richard Rouse III balances a
discussion of the essential concepts behind game
design with an explanation of how you can implement
them in your current project. Detailed analysis of
successful games is interwoven with concrete
examples from Rouse’s own experience. This second
edition thoroughly updates the popular original with
new chapters and fully revised text.

Cinematic Game Secrets for Creative
Directors and Producers
Cinematography for Games covers the space between
the game and film industries by pointing out the most
relevant cinematic techniques in today's hottest
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games, and including interviews with the game
industry's greatest luminaries (including Will Wright:
Sims legend, Harvey Smith, legendary game Deus Ex,
Warren Spector creator of one of the original game
companies, Origin). The convergence of games and
film is a widely discussed and debated topic in the
game industry. Many major publishers, along with
some high-profile directors (John Woo, James
Cameron, Steven Spielberg, Tony Scott) are exploring
the middle ground between the industries. This book
introduces game producers and directors to the tried
and true techniques cinematographers have relied on
for years. Game developers learn how to create
compelling video games by: developing quality stories
and characters; visualizing scenes within the game
through the eyes of a cinematographer; using tried
and true film industry methods for casting, voice-over,
direction, and production. The book will also feature
screen shots from some of today's hottest titles that
illustrate key cinematic concepts, as well as advice
from successful game industry professionals already
using these techniques.

Level Up!
“This book is a must read for newcomers and
experienced composers wanting to learn more about
the art of video game composition.” —Chuck Doud,
Director of Music, Sony Computer Entertainment
Worldwide Studios All You Need to Know to Create
Great Video Game Music Written by the developer of
Berklee School of Music's pioneering game scoring
program, this guide covers everything professional
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composers and music students need to know about
composing interactive music for video games, and
contains exclusive tools for interactive scoring—tools
that were previously available only at Berklee.
Drawing on twenty years of professional experience in
the game industry, Michael Sweet helps you master
the unique language of music storytelling in games.
Next, he walks you through the entire music
composition process, from initial conceptualization
and creative direction through implementation.
Inside, you'll find dozens of examples that illustrate
adaptive compositional techniques, from small
downloadable games to multimillion dollar console
titles. In addition, this guide covers the business side
of video game composition, sharing crucial advice
about contracts, pricing, sales, and marketing.
Coverage includes Overcoming the unique challenges
of writing for games Composing music that can adapt
in real time to player actions Developing thematic
ideas Using audio middleware to create advanced
interactive scores Working effectively with game
development teams Understanding the life of a video
game composer Managing contracts, rights,
estimating, and negotiation Finding work The
companion website contains software tools to help
you master interactive music concepts explored in
this book, with additional resources and links to learn
more about scoring for games. See Appendix A for
details.

Beginning Game Level Design
A guide to computer game design, architecture, and
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management explores the application of design
principles, shares the experiences of game
programmers, and offers an overview of game
development software.

Game Development for iOS with Unity3D
This overview of the skills and basic tools required to
produce high quality levels in game environments
focuses on design aesthetics, what makes "good
levels" and how to create them, and how users can
transfer these skills into a job as a level designer.
Original. (Beginner)

Game Developer
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 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
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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!

Game Design: Theory and Practice,
Second Edition
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 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!

Building HTML5 Games with ImpactJS
In Advanced Game Design, pioneering game designer
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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

The Art of Game Design
A handbook for game development with coverage of
both team management topics, such as task tracking
and creating the technical design document, and
outsourcing strategies for contents, such as motion
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capture and voice-over talent. It covers various
aspects of game development.

Digital Games and Learning
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.

Writing Interactive Music for Video
Games
This in-depth resource teaches you to craft mechanics
that generate challenging, enjoyable, and wellbalanced gameplay. You’ll discover at what stages to
prototype, test, and implement mechanics in games
and learn how to visualize and simulate game
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mechanics in order to design better games. Along the
way, you’ll practice what you’ve learned with handson 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 easyto-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, longlasting 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 Design Workshop
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This textbook provides an introduction to the
fundamentals of serious games, which differ
considerably from computer games that are meant
for pure entertainment. Undergraduate and graduate
students from various disciplines who want to learn
about serious games are one target group of this
book. Prospective developers of serious games are
another, as they can use the book for self-study in
order to learn about the distinctive features of serious
game design and development. And ultimately, the
book also addresses prospective users of serious
game technologies by providing them with a solid
basis for judging the advantages and limitations of
serious games in different application areas such as
game-based learning, training and simulation or
games for health. To cater to this heterogeneous
readership and wide range of interests, every effort
was made to make the book flexible to use. All
readers are expected to study Chapter 1, as it
provides the necessary basics and terminology that
will be used in all subsequent chapters. The eleven
chapters that follow cover the creation of serious
games (design, authoring processes and tools,
content production), the runtime context of serious
games (game engines, adaptation mechanisms, game
balancing, game mastering, multi-player serious
games), the effects of serious games and their
evaluation (player experience, assessment
techniques, performance indicators), and serious
games in practice (economic aspects, cost-benefit
analysis, serious game distribution). To familiarize the
readers with best practice in this field, the final
chapter presents more than 30 selected examples of
serious games illustrating their characteristics and
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showcasing their practical use. Lecturers can select
chapters in a sequence that is most suitable for their
specific course or seminar. The book includes specific
suggestions for courses such as “Introduction to
Serious Games”, “Entertainment Technology”,
“Serious Game Design”, “Game-based Learning”, and
“Applications of Serious Games”.

Game Architecture and Design
An easy-to-follow primer on the fundamentals of
digital game design The quickly evolving mobile
market is spurring digital game creation into the
stratosphere, with revenue from games exceeding
that of the film industry. With this guide to the basics,
you'll get in on the game of digital game design while
you learn the skills required for storyboarding,
character creation, environment creation, level
design, programming, and testing. Teaches basic skill
sets in the context of current systems, genres, and
game-play styles Demonstrates how to design for
different sectors within gaming including console, PC,
handheld, and mobile Explores low-poly modeling for
game play Addresses character and prop animation,
lighting and rendering, and environment design
Discusses the path from concept to product, including
pre- and post-production Includes real-world scenarios
and interviews with key studio and industry
professionals With Game Design Essentials, you'll
benefit from a general-but-thorough overview of the
core art and technology fundamentals of digital game
design for the 21st century.
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Game Architecture and 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 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 easy-to-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
Page 22/33

Download File PDF Game Design Document
Sample
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

The Art of Game Design
Game Testing
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.

Creating Games
An updated version of the bestselling Game Testing
All In One, Second Edition, this book equips the reader
with the rationale for vigorous testing of game
software, how game testing and the tester fit into the
game development process, practical knowledge of
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tools to apply to game testing, game tester roles and
responsibilities, and the measurements to determine
game quality and testing progress. The reader is
taken step-by-step through test design and other QA
methods, using real game situations. The book
includes content for the latest console games and the
new crop of touch, mobile, and social games that
have recently emerged. A companion DVD contains
the tools used for the examples in the book and
additional resources such as test table templates and
generic flow diagrams to get started quickly with any
game test project. Each chapter includes questions
and exercises, making the book suitable for classroom
use as well as a personal study or reference tool.
Features: * Uses a wide range of game titles and
genres, including newer gaming experiences such as
social networking games, games utilizing music and
motion controllers, and touch games on mobile
devices * Includes a new chapter on Exploratory
Testing * Includes test methodology tutorials based
on actual games with tools that readers can use for
personal or professional development * Demonstrates
methods and tools for tracking and managing game
testing progress and game quality * Features a
companion DVD with templates, resources, and
projects from the book On the DVD: * Contains the
tools used for the examples in the book as well as
additional resources such as test table templates and
generic flow diagrams that can be used for individual
or group projects * All images from the text (including
4-color screenshots) * FIFA video from a project in the
book eBook Customers: Companion files are available
for downloading with order number/proof of purchase
by writing to the publisher at info@merclearning.com.
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Players Making Decisions
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.

Java Game Development with LibGDX
Want to design your own video games? Let expert
Scott Rogers show you how! If you want to design and
build cutting-edge video games but aren’t sure where
to start, then the SECOND EDITION of the acclaimed
Level Up! is for you! Written by leading video game
expert Scott Rogers, who has designed the hits Pac
Man World, Maximo and SpongeBob Squarepants, this
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updated edition provides clear and well-thought out
examples that forgo theoretical gobbledygook with
charmingly illustrated concepts and solutions based
on years of professional experience. Level Up! 2nd
Edition has been NEWLY EXPANDED to teach you how
to develop marketable ideas, learn what perils and
pitfalls await during a game’s pre-production,
production and post-production stages, and provide
even more creative ideas to serve as fuel for your
own projects including: Developing your game design
from the spark of inspiration all the way to production
Learning how to design the most exciting levels, the
most precise controls, and the fiercest foes that will
keep your players challenged Creating games for
mobile and console systems – including detailed rules
for touch and motion controls Monetizing your game
from the design up Writing effective and professional
design documents with the help of brand new
examples Level Up! 2nd Edition is includes all-new
content, an introduction by David “God of War” Jaffe
and even a brand-new chili recipe –making it an even
more indispensable guide for video game designers
both “in the field” and the classroom. Grab your copy
of Level Up! 2nd Edition and let’s make a game!

Rules of Play
Creating Games offers a comprehensive overview of
the technology, content, and mechanics of game
design. It emphasizes the broad view of a games
team and teaches you enough about your teammates'
areas so that you can work effectively with them. The
authors have included many worksheets and
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exercises to help get your small indie team off the
ground. Special features: Exercises at the end of each
chapter combine comprehension tests with problems
that help the reader interact with the material
Worksheet exercises provide creative activities to
help project teams generate new ideas and then
structure them in a modified version of the format of
a game industry design document Pointers to the best
resources for digging deeper into each specialized
area of game development Website with worksheets,
figures from the book, and teacher materials including
study guides, lecture presentations, syllabi,
supplemental exercises, and assessment materials

Unity 2018 Augmented Reality Projects
Micro Java Games Development explains game
development for devices that support J2ME MIDP. The
six parts cover a full range of topics, from a tour of all
available micro-devices (Palms, cell phones and
pagers), a discussion of software standards apart
from J2ME (cell phones, messaging, I-mode and
wireless enhancements such as Bluetooth), and
available J2ME extensions (Siemans, Ericcson, Nokia),
development tools and restrictions, to the creation of
a meaty J2ME game!

Game Mechanics
Provides hands-on lessons on developing best
practices for using Photoshop to create game art for
consoles, mobile devices, or the Web, with examples
from a variety of art styles, including comic, realistic,
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and graphic styles.

Game Design
Create engaging Augmented Reality (AR) applications
with Unity 3D that can be experienced with devices
such as HoloLens and Daydream Key Features Learn
the principles of AR application development Work
with the most popular sensors used in AR games and
applications across Android, Apple and Windows Build
experiences with interactive objects, physics, UI,
animations, and C# scripting Book Description
Augmented Reality allows for radical innovations in
countless areas. It magically blends the physical and
virtual worlds, bringing applications from a screen
into your hands. Meanwhile, Unity has now become
the leading platform to develop augmented reality
experiences, as it provides a great pipeline for
working with 3D assets. Using a practical and projectbased approach, Unity 2018 Augmented Reality
Projects educates you about the specifics of
augmented reality development in Unity 2018. This
book teaches you how to use Unity in order to
develop AR applications which can be experienced
with devices such as HoloLens and Daydream. You
will learn to integrate, animate, and overlay 3D
objects on your camera feed, before gradually moving
on to implementing sensor-based AR applications. In
addition to this, you will explore the technical
considerations that are especially important and
possibly unique to AR. The projects in the book
demonstrate how you can build a variety of AR
experiences, whilst also giving insights into C#
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programming as well as the Unity 3D game engine via
the interactive Unity Editor. By the end of the book,
you will be equipped to develop rich, interactive
augmented reality experiences for a range of AR
devices and platforms using Unity. What you will learn
Build and run AR applications for specific headsets,
including HoloLens and Daydream Create 3D scenes
with Unity and other 3D tools while learning about
world space and scale Move around your AR scenes
using locomotion and teleportation Create filters or
overlays that work in tandem with facial recognition
software Use GPS, geolocation services, and the
camera feed to create a fitness application Integrate
AR and VR concepts together in a single application
Who this book is for Unity 2018 Augmented Reality
Projects is for you if you're a game developer familiar
with 3D computer graphics and interested in building
your own AR games or applications. Any experience in
Unity and C# is an advantage.

The Ultimate Guide to Video Game
Writing and Design
Learn to design and create video games using the
Java programming language and the LibGDX software
library. Working through the examples in this book,
you will create 12 game prototypes in a variety of
popular genres, from collection-based and shoot-emup arcade games to side-scrolling platformers and
sword-fighting adventure games. With the flexibility
provided by LibGDX, specialized genres such as card
games, rhythm games, and visual novels are also
covered in this book. Major updates in this edition
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include chapters covering advanced topics such as
alternative sources of user input, procedural content
generation, and advanced graphics. Appendices
containing examples for game design documentation
and a complete JavaDoc style listing of the extension
classes developed in the book have also been added.
What You Will Learn Create 12 complete video game
projects Master advanced Java programming
concepts, including data structures, encapsulation,
inheritance, and algorithms, in the context of game
development Gain practical experience with game
design topics, including user interface design,
gameplay balancing, and randomized content
Integrate third-party components into projects, such
as particle effects, tilemaps, and gamepad controllers
Who This Book Is For The target audience has a desire
to make video games, and an introductory level
knowledge of basic Java programming. In particular,
the reader need only be familiar with: variables,
conditional statements, loops, and be able to write
methods to accomplish simple tasks and classes to
store related data.

Game Development and Production
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 refresh 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 Workshop
covers pretty 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 ——————
———————————————————————————
—————————————————— "Create the
digital games you love to play." Discover an exercisedriven, 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,
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and revising your own games with time-tested
methods and tools. These skills will provide the
foundation for your career 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
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