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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.
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 playercentric game design is one of the industry’s leading authorities, who offers a first-hand look into the process, from initial
concept to final tuning. Now in its second edition, this updated classic reference by Ernest Adams offers a complete and
practical approach to game design, and includes material on concept development, gameplay design, core mechanics,
user interfaces, storytelling, and balancing. In an easy-to-follow approach, Adams analyzes the specific design
challenges of all the major game genres and shows you how to apply the principles of game design to each one. You’ll
learn how to: Define the challenges and actions at the heart of the gameplay. Write a high-concept document, a
treatment, and a full design script. Understand the essentials of user interface design and how to define a game’s look
and feel. Design for a variety of input mechanisms, including the Wii controller and multi-touch iPhone. Construct a
game’s core mechanics and flow of resources (money, points, ammunition, and more). Develop appealing stories, game
characters, and worlds that players will want to visit, including persistent worlds. Work on design problems with engaging
end-of-chapter exercises, design worksheets, and case studies. Make your game accessible to broader audiences such
as children, adult women, people with disabilities, and casual players. “Ernest Adams provides encyclopedic coverage of
process and design issues for every aspect of game design, expressed as practical lessons that can be immediately
applied to a design in-progress. 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
When making games for kids, it’s tempting to simply wing-it on the design. We were all children once, right? The reality
is that adults are far removed from the cognitive changes and the motor skill challenges that are the hallmark of the
developing child. Designing Games for Children, helps you understand these developmental needs of children and how
to effectively apply them to games. Whether you’re a seasoned game designer, a children's media professional, or an
instructor teaching the next generation of game designers, Designing Games for Children is the first book dedicated to
service the specific needs of children's game designers. This is a hands-on manual of child psychology as it relates to
game design and the common challenges designers face. Designing Games for Children is the definitive, comprehensive
guide to making great games for kids, featuring: Guidelines and recommendations divided by the most common target
audiences – babies and toddlers (0-2), preschoolers (3-5), early elementary students (6-8), and tweens (9-12).
Approachable and actionable breakdown of child developmental psychology, including cognitive, physical, social, and
emotional development, as it applies to game design Game design insights and guidelines for all aspects of game
production, from ideation to marketing
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!
Game Design Issues, Trend and Challenges is a book of chapter containing articles written by some authors who have
been involved in research related to game design. The contents of this book begins with the presentation of issues in
game design, in the game design trend and end up with challenges in game design in the future. This book is expected to
be a reference to students, researchers and individuals involved directly in the game design industry or who are
interested in the field of game development.
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 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
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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
The pursuit of higher education has become increasingly popular among students of many different backgrounds and
cultures. As these students embark on higher learning, it is imperative for educators and universities to be culturally
sensitive to their differing individualities. Student Culture and Identity in Higher Education is an essential reference
publication including the latest scholarly research on the impact that gender, nationality, and language have on
educational systems. Featuring extensive coverage on a broad range of topics and perspectives such as
internationalization, intercultural competency, and gender equity, this book is ideally designed for students, researchers,
and educators seeking current research on the cultural issues students encounter while seeking higher education.
This in-depth resource teaches you to craft mechanics that generate challenging, enjoyable, and well-balanced
gameplay. You’ll discover at what stages to prototype, test, and implement mechanics in games and learn how to
visualize and simulate game mechanics in order to design better games. Along the way, you’ll practice what you’ve
learned with hands-on lessons. A free downloadable simulation tool developed by Joris Dormans is also available in
order to follow along with exercises in the book in an easy-to-use graphical environment. In Game Mechanics: Advanced
Game Design, you’ll learn how to: * Design and balance game mechanics to create emergent gameplay before you write
a single line of code. * Visualize the internal economy so that you can immediately see what goes on in a complex game.
* Use novel prototyping techniques that let you simulate games and collect vast quantities of gameplay data on the first
day of development. * Apply design patterns for game mechanics—from a library in this book—to improve your game
designs. * Explore the delicate balance between game mechanics and level design to create compelling, long-lasting
game experiences. * Replace fixed, scripted events in your game with dynamic progression systems to give your players
a new experience every time they play. "I've been waiting for a book like this for ten years: packed with game design
goodness that tackles the science without undermining the art." --Richard Bartle, University of Essex, co-author of the
first MMORPG “Game Mechanics: Advanced Game Design by Joris Dormans & Ernest Adams formalizes game
grammar quite well. Not sure I need to write a next book now!” -- Raph Koster, author of A Theory of Fun for Game
Design.
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 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.
This book explores influential designers’ sketchbooks as a truer reflection of a designer’s thought processes,
preoccupations, and problem-solving strategies than can be had by simply viewing finished projects. Highly personal and
idiosyncratic, sketchbooks offer an arena for unstructured exploration, a space free from all budgetary and client
constraints. Visually arresting objects in their own right, this book aims to elevate sketches from mere ephemera to
important documents where the reader can glean valuable insight into the creative process, and apply it to their own
practices. Featured designers include Ralph Caplan, Nigel Holmes, Chris Bigg, Eva Jiricna, Jason Munn, Gary Baseman,
Marian Bantjes, and many others.
Provides information on creating Web and mobile applications based on the principles of game mechanics.
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, along with an overview of the history of fame programming, low and
high interactivity designs, the importance of storytelling, and more. Original. (Intermediate)
An impassioned look at games and game design that offers the most ambitious framework for understanding them to
date. As pop culture, games are as important as film or television—but game design has yet to develop a theoretical
framework or critical vocabulary. In Rules of Play Katie Salen and Eric Zimmerman present a much-needed primer for
this emerging field. They offer a unified model for looking at all kinds of games, from board games and sports to
computer and video games. As active participants in game culture, the authors have written Rules of Play as a catalyst
for innovation, filled with new concepts, strategies, and methodologies for creating and understanding games. Building an
aesthetics of interactive systems, Salen and Zimmerman define core concepts like "play," "design," and "interactivity."
They look at games through a series of eighteen "game design schemas," or conceptual frameworks, including games as
systems of emergence and information, as contexts for social play, as a storytelling medium, and as sites of cultural
resistance. Written for game scholars, game developers, and interactive designers, Rules of Play is a textbook, reference
book, and theoretical guide. It is the first comprehensive attempt to establish a solid theoretical framework for the
emerging discipline of game design.
Welcome to a book written to challenge you, improve your brainstorming abilities, and sharpen your game design skills!
Challenges for Game Designers: Non-Digital Exercises for Video Game Designers is filled with enjoyable, interesting,
and challenging exercises to help you become a better video game designer, whether you are a professional or aspire to
be. Each chapter covers a different topic important to game designers, and was taken from actual industry experience.
After a brief overview of the topic, there are five challenges that each take less than two hours and allow you to apply the
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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.
456 Puzzle Solving p.
The Reverse Design series looks at all of the design decisions that went into classic video games. This is the third
installment in the Reverse Design series, looking at Super Mario World. Written in a readable format, it is broken down
into ten sections examining some of the most important topics to the game: 1. The specific level design patterns within
Super Mario World that make it such a successful and classic game; 2. Evolutions in the smallest mechanics of the Mario
games that give the player more control and allow the designers to more precisely control the level of difficulty in each
level; 3. The overall organization of levels into four "skill themes" which are derived from pillars of the game's
design--back cover.
Videogame development is usually seen as a male dominated field; even playing videogames is often wrongly viewed as
a pastime for men only. But behind the curtain, women have always played myriad important roles in gaming. From
programmers to artists, designers to producers, female videogame developers endure not only the pressures of their jobs
but also epic levels of harassment and hostility. Jennifer Brandes Hepler’s Women in Game Development: Breaking the
Glass Level-Cap gives voice to talented and experienced female game developers from a variety of backgrounds, letting
them share the passion that drives them to keep making games. Key Features Experience the unique stories of nearly
two dozen female game developers, from old-school veterans to rising stars. Understand the role of women in
videogames, from the earliest days of development to the present day. Hear first-hand perspectives from working
professionals in fields including coding, design, art, writing, community management, production and journalism. Get tips
for how to be a better ally and make your company and teams more inclusive. Learn about the obstacles you face if
you’re an aspiring female developer, and how to overcome them. Meet the human face of some of the women who have
endured the industry’s worst harassment... and kept on going.
Challenges for Games DesignersNon-Digital Exercises for Video Game DesignersCreatespace Independent Publishing
Platform
Design for Wellbeing charts the development and application of design research to improve the personal and societal wellbeing
and happiness of people. It draws together contributions from internationally leading academics and designers to demonstrate the
latest thinking and research on the design of products, technologies, environments, services and experiences for wellbeing. Part I
starts by conceptualising wellbeing and takes an in-depth look at the rise of the design for wellbeing movement. Part II then goes
on to demonstrate design for wellbeing in practice through a broad range of domains from products and environments to services.
Among others, we see emerging trends in the design of interiors and urban spaces to support wellbeing, designing to enable and
support connectedness and social interaction, and designing for behaviour change to tackle unhealthy eating behaviour in
children. Significantly, the body of work on subjective wellbeing, design for happiness, is increasing, and several case studies are
provided on this, demonstrating how design can contribute to support the wellbeing of people. Part III provides practical guidance
for designing for wellbeing through a range of examples of tools, methods and approaches, which are highly user-centric,
participatory, critical and speculative. Finally, the book concludes in Part IV with a look at future challenges for design for
wellbeing. This book provides students, researchers and practitioners with a detailed assessment of design for wellbeing, taking a
distinctive global approach to design practice and theory in context. Design for Wellbeing concerns designers and organisations
but also defines its broader contribution to society, culture and economy.
The play-focused, step-by-step guide to creating great game designs This book offers a play-focused, process-oriented approach
for designing games people will love to play. Drawing on a combined 35 years of design and teaching experience, Colleen Macklin
and John Sharp link the concepts and elements of play to the practical tasks of game design. Using full-color examples, they
reveal how real game designers think and work, and illuminate the amazing expressive potential of great game design. Focusing
on practical details, this book guides you from idea to prototype to playtest and fully realized design. You’ll walk through
conceiving and creating a game’s inner workings, including its core actions, themes, and especially its play experience. Step by
step, you’ll assemble every component of your “videogame,” creating practically every kind of play: from cooperative to
competitive, from chance-based to role-playing, and everything in between. Macklin and Sharp believe that games are for
everyone, and game design is an exciting art form with a nearly unlimited array of styles, forms, and messages. Cutting across
traditional platform and genre boundaries, they help you find inspiration wherever it exists. Games, Design and Play is for all game
design students, and for beginning-to-intermediate-level game professionals, especially independent game designers. Bridging the
gaps between imagination and production, it will help you craft outstanding designs for incredible play experiences! Coverage
includes: Understanding core elements of play design: actions, goals, rules, objects, playspace, and players Mastering “tools”
such as constraint, interaction, goals, challenges, strategy, chance, decision, storytelling, and context Comparing types of play and
player experiences Considering the demands videogames make on players Establishing a game’s design values Creating design
documents, schematics, and tracking spreadsheets Collaborating in teams on a shared design vision Brainstorming and
conceptualizing designs Using prototypes to realize and playtest designs Improving designs by making the most of playtesting
feedback Knowing when a design is ready for production Learning the rules so you can break them!
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.
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Welcome to a book written to challenge you, improve your brainstorming abilities, and sharpen your game design skills!
Challenges for Game Designers: Non-Digital Exercises for Video Game Designers is filled with enjoyable, interesting, and
challenging exercises to help you become a better video game designer, whether you are a professional or aspire to be. Each
chapter covers a different topic important to game designers, and was taken from actual industry experience. After a brief overview
of the topic, there are five challenges that each take less than two hours and allow you to apply the material, explore the topic, and
expand your knowledge in that area. Each chapter also includes 10 "non-digital shorts" to further hone your skills. None of the
challenges in the book require any programming or a computer, but many of the topics feature challenges that can be made into
fully functioning games. The book is useful for professional designers, aspiring designers, and instructors who teach game design
courses, and the challenges are great for both practice and homework assignments. The book can be worked through chapter by
chapter, or you can skip around and do only the challenges that interest you. As with anything else, making great games takes
practice and Challenges for Game Designers provides you with a collection of fun, thoughtprovoking, and of course, challenging
activities that will help you hone vital skills and become the best game designer you can be.
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 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
A comprehensive resource on the principles and techniques of virtual world design and programming covers everything from
MUDS to MMOs and MMORPGs, explaining how virtual worlds work, creating games for multiple users, and the underlying design
principles of online games. Original. (Advanced)
"This book addressing an emerging field of study, ethics and gamesand answers how we can better design and use games to
foster ethical thinking and discourse in classrooms"--Provided by publisher.
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 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 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.
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.
When trainers use games, learners win big. As a trainer interested in game design, you know that games are more effective than
lectures. You've seen firsthand how immersive games hold learners' interest, helping them explore new skills and experience
different points of view. But how do you become the Milton Bradley of learning games? Play to Learn is here to help. This book
bridges the gap between instructional design and game design; it's written to grow your game literacy and strengthen crucial game
design skills. Experts Sharon Boller and Karl Kapp share real examples of in-person and online games, and offer an online game
for you to try as you read. They walk you through evaluating entertainment and learning games, so you can apply the best to your
own designs. Play to Learn will also show you how to: Link game design to your business needs and learning objectives. Test your
prototype and refine your design. Deploy your game to motivated and excited learners. So don't just play around. Think big, design
well, and use Play to Learn as your guide.
Making a game can be an intensive process, and if not planned accurately can easily run over budget. The use of procedural
generation in game design can help with the intricate and multifarious aspects of game development; thus facilitating cost
reduction. This form of development enables games to create their play areas, objects and stories based on a set of rules, rather
than relying on the developer to handcraft each element individually. Readers will learn to create randomized maps, weave
accidental plotlines, and manage complex systems that are prone to unpredictable behavior. Tanya Short’s and Tarn Adams’
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Procedural Generation in Game Design offers a wide collection of chapters from various experts that cover the implementation
and enactment of procedural generation in games. Designers from a variety of studios provide concrete examples from their
games to illustrate the many facets of this emerging sub-discipline. Key Features: Introduces the differences between
static/traditional game design and procedural game design Demonstrates how to solve or avoid common problems with procedural
game design in a variety of concrete ways Includes industry leaders’ experiences and lessons from award-winning games
World’s finest guide for how to begin thinking about procedural design
Design accessible and creative games across genres, platforms, and development realities Key Features Implement the skills and
techniques required to work in a professional studio Ace the core principles and processes of level design, world building, and
storytelling Design interactive characters that animate the gaming world Book Description If you are looking for an up-to-date and
highly applicable guide to game design, then you have come to the right place! Immerse yourself in the fundamentals of game
design with this book, written by two highly experienced industry professionals to share their profound insights as well as give
valuable advice on creating games across genres and development platforms. Practical Game Design covers the basics of game
design one piece at a time. Starting with learning how to conceptualize a game idea and present it to the development team, you
will gradually move on to devising a design plan for the whole project and adapting solutions from other games. You will also
discover how to produce original game mechanics without relying on existing reference material, and test and eliminate anticipated
design risks. You will then design elements that compose the playtime of a game, followed by making game mechanics, content,
and interface accessible to all players. You will also find out how to simultaneously ensure that the gameplay mechanics and
content are working as intended. As the book reaches its final chapters, you will learn to wrap up a game ahead of its release date,
work through the different challenges of designing free-to-play games, and understand how to significantly improve their quality
through iteration, polishing and playtesting. What you will learn Define the scope and structure of a game project Conceptualize a
game idea and present it to others Design gameplay systems and communicate them clearly and thoroughly Build and validate
engaging game mechanics Design successful business models and prepare your games for live operations Master the principles
behind level design, worldbuilding and storytelling Improve the quality of a game by playtesting and polishing it Who this book is
for Whether you are a student eager to design a game or a junior game designer looking for your first role as a professional, this
book will help you with the fundamentals of game design. By focusing on best practices and a pragmatic approach, Practical
Game Design provides insights into the arts and crafts from two senior game designers that will interest more seasoned
professionals in the game industry.
"The topics explored include the varying types of games, vital preliminaries of making a game, the nuts and bolts of devising a
game, creating a prototype, testing, designing levels, technical aspects, and assessing nature of the audience. With practice
challenges, a list of resources for further exploration, and a glossary of industry terms, this manual is essential"--Provided by
publisher.
Games are a unique art form. They do not just tell stories, nor are they simply conceptual art. They are the art form that works in
the medium of agency. Game designers tell us who to be in games and what to care about; they designate the player's in-game
abilities and motivations. In otherwords, designers create alternate agencies, and players submerge themselves in those agencies.
Games let us explore alternate forms of agency. The fact that we play games demonstrates something remarkable about the
nature of our own agency: we are capable of incredible fluidity with our ownmotivations and rationality.This volume presents a new
theory of games which insists on games' unique value in human life. C. Thi Nguyen argues that games are an integral part of how
we become mature, free people. Bridging aesthetics and practical reasoning, he gives an account of the special motivational
structure involved inplaying games. We can pursue goals, not for their own value, but for the sake of the struggle. Playing games
involves a motivational inversion from normal life, and the fact that we can engage in this motivational inversion lets us use games
to experience forms of agency we might never havedeveloped on our own. Games, then, are a special medium for
communication. They are the technology that allows us to write down and transmit forms of agency. Thus, the body of games
forms a "library of agency" which we can use to help develop our freedom and autonomy.Nguyen also presents a new theory of
the aesthetics of games. Games sculpt our practical activities, allowing us to experience the beauty of our own actions and
reasoning. They are unlike traditional artworks in that they are designed to sculpt activities - and to promote their players'
aestheticappreciation of their own activity.
From #Gamergate to the 2016 election, to the daily experiences of marginalized perspectives, gaming is entangled with
mainstream cultures of systematic exploitation and oppression. Whether visible in the persistent color line that shapes the
production, dissemination, and legitimization of dominant stereotypes within the industry itself, or in the dehumanizing
representations often found within game spaces, many video games perpetuate injustice and mirror the inequities and violence
that permeate society as a whole. Drawing from groundbreaking research on counter and oppositional gaming and from popular
games such as World of Warcraft and Tomb Raider, Woke Gaming examines resistance to problematic spaces of violence,
discrimination, and microaggressions in gaming culture. The contributors of these essays seek to identify strategies to detox
gaming culture and orient players and gamers toward progressive ends. From Anna Anthropys Keep Me Occupied to Momo
Pixels Hair, Nah, video games can reveal the power and potential for marginalized communities to resist, and otherwise
challenge dehumanizing representations inside and outside of game spaces. In a moment of #MeToo, #BlackLivesMatter, and
efforts to transform current political realities, Woke Gaming illustrates the power and potential of video games to foster change and
become a catalyst for social justice.
Situational Design lays out a new methodology for designing and critiquing videogames. While most game design books focus on
games as formal systems, Situational Design concentrates squarely on player experience. It looks at how playfulness is not a
property of a game considered in isolation, but rather the result of the intersection of a game with an appropriate player. Starting
from simple concepts, the book advances step-by-step to build up a set of practical tools for designing player-centric playful
situations. While these tools provide a fresh perspective on familiar design challenges as well as those overlooked by more
transactional design paradigms. Key Features Introduces a new methodology of game design that concentrates on moment-tomoment player experience Provides practical design heuristics for designing playful situations in all types of games Offers
groundbreaking techniques for designing non-interactive play spaces Teaches designers how to create games that function as
performances Provides a roadmap for the evolution of games as an art form.
A theoretical and practical guide to integrating human values into the conception and design of digital games. All games express
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and embody human values, providing a compelling arena in which we play out beliefs and ideas. “Big ideas” such as justice,
equity, honesty, and cooperation—as well as other kinds of ideas, including violence, exploitation, and greed—may emerge in
games whether designers intend them or not. In this book, Mary Flanagan and Helen Nissenbaum present Values at Play, a
theoretical and practical framework for identifying socially recognized moral and political values in digital games. Values at Play
can also serve as a guide to designers who seek to implement values in the conception and design of their games. After
developing a theoretical foundation for their proposal, Flanagan and Nissenbaum provide detailed examinations of selected
games, demonstrating the many ways in which values are embedded in them. They introduce the Values at Play heuristic, a
systematic approach for incorporating values into the game design process. Interspersed among the book's chapters are texts by
designers who have put Values at Play into practice by accepting values as a design constraint like any other, offering a real-world
perspective on the design challenges involved.
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
Emerging quickly from the fast-paced growth of mobile communications and wireless technologies, pervasive games provide a worldwide
network of potential play spaces. Now games can be designed to be played in public spaces like conferences, museums, communities, cities,
buildings or other non-traditional game venues...and game designers need to unde
Welcome to a book written to challenge you, improve your brainstorming abilities, and sharpen your game design skills! **Challenges for
Game Designers: Non-Digital Exercises for Video Game Designers** is filled with enjoyable, interesting, and challenging exercises to help
you become a better video game designer, whether you are a professional or aspire to be. Each chapter covers a different topic important to
game designers, and was taken from actual industry experience. After a brief overview of the topic, there are five challenges that each take
less than two hours and allow you to apply the material, explore the topic, and expand your knowledge in that area. Each chapter also
includes 10 "non-digital shorts" to further hone your skills. None of the challenges in the book require any programming or a computer, but
many of the topics feature challenges that can be made into fully functioning games.
Within the field of game design, game balance can best be described as a black art. It is the process by which game designers make a game
simultaneously fair for players while providing them just the right amount of difficulty to be both exciting and challenging without making the
game entirely predictable. This involves a combination of mathematics, psychology, and occasionally other fields such as economics and
game theory. Game Balance offers readers a dynamic look into game design and player theory. Throughout the book, relevant topics on the
use of spreadsheet programs will be included in each chapter. This book therefore doubles as a useful reference on Microsoft Excel, Google
Spreadsheets, and other spreadsheet programs and their uses for game designers. FEATURES The first and only book to explore game
balance as a topic in depth Topics range from intermediate to advanced, while written in an accessible style that demystifies even the most
challenging mathematical concepts to the point where a novice student of game design can understand and apply them Contains powerful
spreadsheet techniques which have been tested with all major spreadsheet programs and battle-tested with real-world game design tasks
Provides short-form exercises at the end of each chapter to allow for practice of the techniques discussed therein along with three long-term
projects divided into parts throughout the book that involve their creation Written by award-winning designers with decades of experience in
the field Ian Schreiber has been in the industry since 2000, first as a programmer and then as a game designer. He has worked on eight
published game titles, training/simulation games for three Fortune 500 companies, and has advised countless student projects. He is the cofounder of Global Game Jam, the largest in-person game jam event in the world. Ian has taught game design and development courses at a
variety of colleges and universities since 2006. Brenda Romero is a BAFTA award-winning game director, entrepreneur, artist, and Fulbright
award recipient and is presently game director and creator of the Empire of Sin franchise. As a game director, she has worked on 50 games
and contributed to many seminal titles, including the Wizardry and Jagged Alliance series and titles in the Ghost Recon, Dungeons &
Dragons, and Def Jam franchises.
An introduction to the basic concepts of game design, focusing on techniques used in commercial game production. This textbook by a wellknown game designer introduces the basics of game design, covering tools and techniques used by practitioners in commercial game
production. It presents a model for analyzing game design in terms of three interconnected levels--mechanics and systems, gameplay, and
player experience--and explains how novice game designers can use these three levels as a framework to guide their design process. The
text is notable for emphasizing models and vocabulary used in industry practice and focusing on the design of games as dynamic systems of
gameplay.
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