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To create agreat video game, you must start with a solid game design: A well-
designed gameis 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 offersa
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
acomplete 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 agame’s
look and fesl.

- Design for avariety of input mechanisms, including the Wii controller and
multi-touch iPhone.

- Construct agame'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 1’'ve
seen for thinking about the rel ationships between core mechanics, gameplay, and
player—onethat I’ ve found useful for both teaching and research.” — Michael
Mateas, University of Californiaat Santa Cruz, co-creator of Facade
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To create agreat 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 afirst-
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 afull design script.

- Understand the essentials of user interface design and how to define a game’slook and fedl.

- Design for avariety of input mechanisms, including the Wii controller and multi-touch iPhone.

- Construct agame'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 1’ 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
Cdliforniaat Santa Cruz, co-creator of Facade
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Editorial Review

About the Author

Ernest Adams (Normandy, U.K.) is an independent game designer, writer, and teacher. He has worked in the
game industry for 20 years. Ernest was most recently employed as alead designer at Bullfrog Productions on
the Dungeon K eeper series, and for several years before that he was the audio/video producer on the Madden
NFL Football product line for Electronic Arts. For the last ten years he has written a regular column on game
design for the Gamasutra devel opers webzine. He was the founder of the International Game Developers
Association, and is afrequent lecturer at conferences and arts festivals around the world. His professional
web siteis at http://www.designersnotebook.com.

Users Review
From reader reviews:
Philip Kirkpatrick:

Why don't make it to be your habit? Right now, try to prepare your time to do the important action, like
looking for your favorite guide and reading a e-book. Beside you can solve your problem; you can add your
knowledge by the reserve entitled Fundamentals of Game Design (2nd Edition). Try to make book
Fundamental s of Game Design (2nd Edition) as your close friend. It means that it can to become your friend
when you truly feel alone and beside associated with course make you smarter than previoudly. Yeah, itis
very fortuned for you. The book makes you far more confidence because you can know everything by the
book. So, let me make new experience along with knowledge with this book.

Chi Reyes:

Have you spare time for just a day? What do you do when you have alot more or little spare time? Sure, you
can choose the suitable activity to get spend your time. Any person spent all their spare time to take a move,
shopping, or went to the particular Mall. How about open or read a book called Fundamentals of Game
Design (2nd Edition)? Maybe it is to become best activity for you. Y ou know beside you can spend your
time together with your favorite's book, you can cleverer than before. Do you agree with it is opinion or you
have various other opinion?

Ronald Griffin:

This book untitled Fundamentals of Game Design (2nd Edition) to be one of several books which best seller
in this year, that is because when you read this reserve you can get alot of benefit init. You will easily to
buy this specific book in the book store or you can order it via online. The publisher of the book sells the e-
book too. It makes you quickly to read this book, since you can read this book in your Touch screen phone.
So thereis no reason for your requirements to past this reserve from your list.



Gerald Reed:

That reserve can make you to feel relax. This book Fundamentals of Game Design (2nd Edition) was
colourful and of course has pictures on the website. As we know that book Fundamentals of Game Design
(2nd Edition) has many kinds or type. Start from kids until young adults. For example Naruto or Private eye
Conan you can read and believe that you are the character on there. Therefore, not at al of book are make
you bored, any it offers you feel happy, fun and rest. Try to choose the best book for you personally and try
to like reading this.
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