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Head First Design Patterns Apress
Building Blocks of Tabletop Game Design:
An Encyclopedia of Mechanisms compiles
hundreds of different mechanisms,
organized by category. Each has a
description of how it works, discussion of
its pros and cons, how it can be
implemented, and examples of specific
games that use it. Building Blocks can be
read cover to cover, used as a reference
when looking for inspiration for a new
design, help solving a specific problem, or
assist in getting unstuck in the midst of a
project. This book, the first to collect
mechanisms like this in the tabletop game
design field, aims to be a practical guide
that will be a great starting point for
beginning designers, a handy guidebook
for the experienced, and an ideal
classroom textbook. Key Features The first
compendium of its kind in the tabletop
game field. Covers the nuts and bolts of
design to resolve specific challenges.
Serves as a practical guide, a great
starting point for beginning designers, and
a reference for seasoned professionals.
Contains discussion of a series of
standalone mechanisms, in a standard
format and style, with cross-links to
related mechanics and specific examples.
Includes hundreds of mechanism entries
with accompanying diagrams and sample
games to study. Ideal for professional or
classroom use.

A Brainstorming Toolbox Currency

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
Advanced Game Design Pearson Education
Fundamentals of Game DesignPearson
Education

Game Design Workshop CRC Press

Offers advice for using physics concepts to
increase the realism of computer games,
covering mechanics, real-world situations,
and real-time simulations.

An Encyclopedia of Mechanisms John Wiley
& Sons

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
development software.

Beginning Android Games MIT Press

Find out how to use the Unity Game
Engine to its fullest for both 3D and 2D
game development—from the basics to
the hottest new tricks in virtual reality.
With this unigue cookbook, you'll get
started in two ways: First, you'll learn
about the Unity game engine by following
very brief exercises that teach specific
features of the software Second, this
tutorial-oriented guide provides a
collection of snippets that solve common
gameplay problems, like determining if a
player has completed a lap in a race Using
our cookbook format, we pinpoint the
problem, set out the solution, and discuss
how to solve your problem in the best and
most straightforward way possible so you
can move onto the next step in the
project. Unity Game Development
Cookbook is ideal for beginning to
intermediate Unity developers. Beginners
will get a broad immersion into the Unity

development environment, while
intermediate developers will learn how to
apply the foundational Unity skills they
have to solve real game development
problems.

A Book of Lenses, Second Edition "O'Reilly
Media, Inc."

You understand the basic concepts of
game design: gameplay, user interfaces,
core mechanics, character design, and
storytelling. Now you want to know how to
apply them to the construction and
simulation game genre. This focused guide
give you exactly what you need. It walks
you through the process of designing for
the construction and simulation genre and
shows you how to use the right techniques
to create fun and challenging experiences
for your players.

Fundamentals of Construction and
Simulation Game Design "O'Reilly
Media, Inc."

Learn all of the basics needed to join the
ranks of successful Android game
developers. You'll start with game design
fundamentals and Android programming
basics, and then progress toward creating
your own basic game engine and playable
game apps that work on Android
smartphones and tablets. Beginning
Android Games, Third Edition gives you
everything you need to branch out and
write your own Android games for a
variety of hardware. Do you have an
awesome idea for the next break-through
mobile gaming title? Beginning Android
Games will help you kick-start your
project. This book will guide you through
the process of making several example
game apps using APIs available in Android.
What You'll Learn Gain the fundamentals
of game programming in the context of
the Android platform Use Android's APIs
for graphics, audio, and user input to
reflect those fundamentals Develop two
2D games from scratch, based on Canvas
APl and OpenGL ES Create a full-featured
3D game Publish your games, get crash
reports, and support your users Complete
your own playable 2D OpenGL games Who
This Book Is For People with a basic
knowledge of Java who want to write
games on the Android platform. It also
offers information for experienced game



developers about the pitfalls and
peculiarities of the platform.

Advanced Game Design CRC Press

You understand the basic concepts of
game design: gameplay, user interfaces,
core mechanics, character design, and
storytelling. Now you want to know how to
apply them to the shooter games genre.
This focused guides gives you exactly
what you need. It walks you through the
process of designing for the shooter game
genre and shows you how to use the right
techniques to create fun and challenging
experiences for your players.

David Perry on Game Design Packt
Publishing Ltd

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.

A Guide to Engineering Experiences
Pearson Education

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.
Addison-Wesley Professional

You understand the basic concepts of
game design: gameplay, user interfaces,
core mechanics, character design, and
storytelling. Now you want to know how to
apply them to the role-playing game
genre. This focused guide gives you
exactly what you need. It walks you
through the process of designing for the
role-playing game genre and shows you
how to use the right techniques to create
fun and challenging experiences for your
players.

A book of lenses Packt Publishing Ltd
Updated to reflect the rapidly evolving
game development landscape, industry
veteran Heather Chandler continues to
educate game enthusiasts on the
procedures and processes of game
production. This Third Edition presents
information that a producer, lead, or
studio manager must know to successfully
develop a game from concept to gold
master.

Introduction to Game Design, Prototyping,
and Development "O'Reilly Media, Inc."
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.
Kobold Guide to Board Game Design New
Riders

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.

Mobile & Social Game Design CRC Press
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
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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.

Learn to program with C++ by building
fun games, 2nd Edition Pearson Education
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.

Exploring the Foundational Principles
Behind Good Game Design New Riders
Successfully Navigate the Evolving World
of Mobile and Social Game Design and
Monetization Completely updated, Mobile
& Social Game Design: Monetization
Methods and Mechanics, Second Edition
explains how to use the
interconnectedness of social networks to
make "stickier," more compelling games
on all types of devices. Through the book’s
many design and marketing techniques,
strategies, and examples, you will acquire
a better understanding of the design and
monetization mechanics of mobile and
social games as well as working
knowledge of industry practices and
terminology. Learn How to Attract—and
Retain—Gamers and Make Money The
book explores how the gaming sector has
changed, including the evolution of free-
to-play games on mobile and tablet
devices, sophisticated subscription model-
based products, and games for social
media websites, such as Facebook. It also
demystifies the alphabet soup of industry
terms that have sprouted up around
mobile and social game design and
monetization. A major focus of the book is
on popular mechanisms for acquiring
users and methods of monetizing users.
The author explains how to put the right
kinds of hooks in your games, gather the
appropriate metrics, and evaluate that
information to increase the game’s overall
stickiness and revenue per user. He also
discusses the sale of virtual goods and the

types of currency used in games, including
single and dual currency models. Each
chapter includes an interview with
industry leaders who share their insight on
designing and producing games, analyzing
metrics, and much more.

3D Math Primer for Graphics and Game
Development, 2nd Edition Open Design
LLC

In this expanded 20th Anniversary Edition
of the book that started a business
revolution, a successful businessman
shares his philosophy of management that
puts the concerns of the employees first
and creates a company that will provide
people with lifelong livelihood. Original.
50,000 first printing.

Unity Game Development Cookbook New
Riders

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
world-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.



