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How game designers can use the psychological phenomenon of loss aversion to shape
player experience. Getting something makes you feel good, and losing something
makes you feel bad. But losing something makes you feel worse than getting the same
thing makes you feel good. So finding $10 is a thrill; losing $10 is a tragedy. On an
“intensity of feeling” scale, loss is more intense than gain. This is the core
psychological concept of loss aversion, and in this book game creator Geoffrey
Engelstein explains, with examples from both tabletop and video games, how it can be
a tool in game design. Loss aversion is a profound aspect of human psychology, and
directly relevant to game design; it is a tool the game designer can use to elicit
particular emotions in players. Engelstein connects the psychology of loss aversion to a
range of phenomena related to games, exploring, for example, the endowment
effect—why, when an object is ours, it gains value over an equivalent object that is not
ours—as seen in the Weighted Companion Cube in the game Portal; the framing of
gains and losses to manipulate player emotions; Deal or No Deal's use of the utility
theory; and regret and competence as motivations, seen in the context of legacy
games. Finally, Engelstein examines the approach to Loss Aversion in three games by
Uwe Rosenberg, charting the designer's increasing mastery.
In this volume, people of diverse backgrounds talk about tabletop games, game culture,
and the intersection of games with learning, theater, and other forms. Some have
chosen to write about their design process, others about games they admire, others
about the culture of tabletop games and their fans. The results are various and
individual, but all cast some light on what is a multivarious and fascinating set of game
styles.
In Advanced Game Design, pioneering game designer and instructor Michael Sellers
situates game design practices in a strong theoretical framework of systems thinking,
enabling designers to think more deeply and clearly about their work, so they can
produce better, more engaging games for any device or platform. Sellers offers a deep
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
Basics of Game Design is for anyone wanting to become a professional game designer.
Focusing on creating the game mechanics for data-driven games, it covers role-playing,
real-time strategy, first-person shooter, simulation, and other games. Written by a
25-year veteran of the game industry, the guide offers detailed explanations of how to
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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.
Classic and cutting-edge writings on games, spanning nearly 50 years of game analysis
and criticism, by game designers, game journalists, game fans, folklorists, sociologists,
and media theorists. The Game Design Reader is a one-of-a-kind collection on game
design and criticism, from classic scholarly essays to cutting-edge case studies. A
companion work to Katie Salen and Eric Zimmerman's textbook Rules of Play: Game
Design Fundamentals, The Game Design Reader is a classroom sourcebook, a
reference for working game developers, and a great read for game fans and players.
Thirty-two essays by game designers, game critics, game fans, philosophers,
anthropologists, media theorists, and others consider fundamental questions: What are
games and how are they designed? How do games interact with culture at large? What
critical approaches can game designers take to create game stories, game spaces,
game communities, and new forms of play? Salen and Zimmerman have collected
seminal writings that span 50 years to offer a stunning array of perspectives. Game
journalists express the rhythms of game play, sociologists tackle topics such as roleplaying in vast virtual worlds, players rant and rave, and game designers describe the
sweat and tears of bringing a game to market. Each text acts as a springboard for
discussion, a potential class assignment, and a source of inspiration. The book is
organized around fourteen topics, from The Player Experience to The Game Design
Process, from Games and Narrative to Cultural Representation. Each topic, introduced
with a short essay by Salen and Zimmerman, covers ideas and research fundamental
to the study of games, and points to relevant texts within the Reader. Visual essays
between book sections act as counterpoint to the writings. Like Rules of Play, The
Game Design Reader is an intelligent and playful book. An invaluable resource for
professionals and a unique introduction for those new to the field, The Game Design
Reader is essential reading for anyone who takes games seriously.
How did games rise to become the central audiovisual form of expression and
storytelling in digital culture? How did the practices of their artistic production come into
being? How did the academic analysis of the new medium's social effects and cultural
meaning develop? Addressing these fundamental questions and aspects of digital
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game culture in a holistic way for the first time, Gundolf S. Freyermuth's introduction
outlines the media-historical development phases of analog and digital games, the
history and artistic practices of game design, as well as the history, academic
approaches, and most important research topics of game studies. With contributions by
André Czauderna, Nathalie Pozzi and Eric Zimmerman.
Drawing on the tools of game design to fix democracy. Anyone who has ever been to a
public hearing or community meeting would agree that participatory democracy can be
boring. Hours of repetitive presentations, alternatingly alarmist or complacent, for or
against, accompanied by constant heckling, often with no clear outcome or decision. Is
this the best democracy can offer? In Making Democracy Fun, Josh Lerner offers a
novel solution for the sad state of our deliberative democracy: the power of good game
design. What if public meetings featured competition and collaboration (such as team
challenges), clear rules (presented and modeled in multiple ways), measurable
progress (such as scores and levels), and engaging sounds and visuals? These game
mechanics would make meetings more effective and more enjoyable—even fun. Lerner
reports that institutions as diverse as the United Nations, the U.S. Army, and grassroots
community groups are already using games and game-like processes to encourage
participation. Drawing on more than a decade of practical experience and extensive
research, he explains how games have been integrated into a variety of public
programs in North and South America. He offers rich stories of game techniques in
action, in children's councils, social service programs, and participatory budgeting and
planning. With these real-world examples in mind, Lerner describes five kinds of games
and twenty-six game mechanics that are especially relevant for democracy. He finds
that when governments and organizations use games and design their programs to be
more like games, public participation becomes more attractive, effective, and
transparent. Game design can make democracy fun—and make it work.

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
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design vision everyone can understand
Game designers spend their lives solving extraordinary problems and facing
mind-bending paradoxes. It’s their job to make a meticulous plan for
“spontaneous fun” players will want to experience over and over again. Pressure
is heaped on with demands for innovation and blockbuster status. So designers
find themselves facing an abyss of problems, pressure, and possibilities, armed
only with their brains and an assortment of design principles they picked up over
years of experience. For the first time, 100 Principles of Game Design gathers
some of the best of these big ideas into one toolkit. Seasoned designers will be
glad they don’t have to hold it all in their heads anymore, and beginning design
students can use the book to learn the tools of the trade. When the going gets
tough, everyone can turn to this book for guidance, inspiration, or just to remind
them of what works. Collected from every popular school of thought in game
design, these core principles are organized by theme: innovation, creation,
balancing, and troubleshooting. • Includes advances from the world’s leading
authorities on game design, some explained by the creators themselves • A
reference book of finite, individual principles for easy access, providing a jumping
off point for further research • Principles originating in fields as diverse as
architecture, psychiatry, and economics, but shown here as they apply to game
design • Richly designed with illustrations and photos, making each principle
easy to understand and memorable • Timeless approach includes feedback
loops, game mechanics, prototyping, economies of scale, user-centered design,
and much more Professional designers and instructors at one of the world’s
leading game design institutions lay out the building blocks of diverse knowledge
required to design even the simplest of games.
Good game design happens when you view your game from as many
perspectives as possible. Written by one of the world's top game designers, The
Art of Game Design presents 100+ sets of questions, or different lenses, for
viewing a game’s design, encompassing diverse fields such as psychology,
architecture, music, visual design, film, software engineering, theme park design,
mathematics, puzzle design, and anthropology. This Second Edition of a Game
Developer Front Line Award winner: Describes the deepest and most
fundamental principles of game design Demonstrates how tactics used in board,
card, and athletic games also work in top-quality video games Contains valuable
insight from Jesse Schell, the former chair of the International Game Developers
Association and award-winning designer of Disney online games The Art of
Game Design, Second Edition gives readers useful perspectives on how to make
better game designs faster. It provides practical instruction on creating worldclass games that will be played again and again.
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.
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(Intermediate)
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.
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.
To create a great video game, you must start with a solid game design: A welldesigned 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 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 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
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teaching and research.” — Michael Mateas, University of California at Santa Cruz,
co-creator of Façade
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!
Learn the mechanics that take your game from an idea to a playable product. Do you
aspire to be a game designer but aren’t sure where to begin? Tabletop Game Design
for Video Game Designers guides you through your initial attempts to design game
mechanics. It goes beyond simple description and definition to explore in detail the
issues that designers grapple with for every game they create. Learning to design
tabletop games builds a solid foundation for game designers and provides methods that
can be applied towards creating paper prototypes of computer-targeted games.
Presented in a step-by-step format, Tabletop Game Design for Video Game Designers
helps the reader understand how the game design skills that are acquired through
creating tabletop games can be used when designing video games. Fully playable
games accompany every topic so you can truly understand and experience each
component that goes into game creation. Tabletop Game Design for Video Game
Designers includes: Simple, highly focused games that can be played, analyzed,
improved, and/or modified in conjunction with a particular topic in the book. Integrated
game design exercises, chapter learning objectives, and in-text sidebars to provide
further examples to apply directly to your game creation process. A companion website
(www.funmines.com) which includes: "print & play" tabletop games, links to online
games, game design resources, and articles about designing and developing games.
Winner of the 2012 Origins Award Pull up a chair and see how the world's top game
designers roll. You want your games to be many things: Creative. Innovative. Playable.
Fun. If you're a designer, add "published" to that list. The "Kobold Guide to Board
Game Design" gives you an insider's view on how to make a game that people will want
to play again and again. Author Mike Selinker (Betrayal at House on the Hill) has invited
some of the world's most talented and experienced game designers to share their
secrets on game conception, design, development, and presentation. In these pages,
you'll learn about storyboarding, balancing, prototyping, and playtesting from the best in
the business.
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Discusses the essential elements in creating a successful game, how playing games
and learning are connected, and what makes a game boring or fun.
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 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, 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.
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!
"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,
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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.
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.
Video Game Design is a visual introduction to integrating core design essentials, such
as critical analysis, mechanics and aesthetics, prototyping, level design, into game
design. Using a raft of examples from a diverse range of leading international creatives
and award-winning studios, this is a must-have guide for budding game designers.
Industry perspectives from game industry professionals provide fascinating insights into
this creative field, and each chapter concludes with a workshop project to help you put
what you've learnt into practice to plan and develop your own games. With over 200
images from some of the best-selling, most creative games of the last 30 years, this is
an essential introduction to industry practice, helping readers develop practical skills for
video game creation. This book is for those seeking a career making video games as
part of a studio, small team or as an independent creator. It will guide you from
understanding how games engage, entertain and communicate with their audience and
take you on a journey as a designer towards creating your own video game
experiences. Interviewees include: James Portnow, CEO at Rainmaker Games
Brandon Sheffield, Gamasutra.com/Game Developer magazine Steve Gaynor, cofounder The Fullbright Company (Gone Home) Kate Craig, Environment Artist. The
Fullbright Company (Gone Home) Adam Saltsman, creator of Canabalt & Gravity Hook
Jake Elliott & Tamas Kemenczy, Cardboard Computer (Kentucky Route Zero) Tyson
Steele, User Interface Designer, Epic Games Tom Francis, Game Designer, Gunpoint
& Floating Point Kareem Ettouney, Art Director, Media Molecule. Little Big Planet 1 & 2,
Tearaway. Kenneth Young, Head of Audio, Media Molecule Rex Crowle, Creative Lead,
Media Molecule

An introduction to the basic concepts of game design, focusing on techniques
used in commercial game production. This textbook by a well-known 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
Page 8/14

Where To Download The Game Design Reader A Rules Of Play Anthology
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.
A comprehensive introduction to the latest research and theory on learning and
instruction with computer games. This book offers a comprehensive introduction
to the latest research on learning and instruction with computer games. Unlike
other books on the topic, which emphasize game development or best practices,
Handbook of Game-Based Learning is based on empirical findings and grounded
in psychological and learning sciences theory. The contributors, all leading
researchers in the field, offer a range of perspectives, including cognitive,
motivational, affective, and sociocultural. They explore research on whether (and
how) computer games can help students learn educational content and academic
skills; which game features (including feedback, incentives, adaptivity, narrative
theme, and game mechanics) can improve the instructional effectiveness of
these games; and applications, including games for learning in STEM disciplines,
for training cognitive skills, for workforce learning, and for assessment. The
Handbook offers an indispensable reference both for readers with practical
interests in designing or selecting effective game-based learning environments
and for scholars who conduct or evaluate research in the field. It can also be
used in courses related to play, cognition, motivation, affect, instruction, and
technology. Contributors Roger Azevedo, Ryan S. Baker, Daphne Bavelier,
Amanda E. Bradbury, Ruth C. Clark, Michele D. Dickey, Hamadi Henderson,
Bruce D. Homer, Fengfeng Ke, Younsu Kim, Charles E. Kinzer, Eric Klopfer,
James C. Lester, Kristina Loderer, Richard E. Mayer, Bradford W. Mott, Nicholas
V. Mudrick, Brian Nelson, Frank Nguyen, V. Elizabeth Owen, Shashank Pawar,
Reinhard Pekrun, Jan L. Plass, Charles Raffale, Jonathon Reinhardt, C. Scott
Rigby, Jonathan P. Rowe, Richard M. Ryan, Ruth N. Schwartz, Quinnipiac
Valerie J. Shute, Randall D. Spain, Constance Steinkuehler, Frankie Tam,
Michelle Taub, Meredith Thompson, Steven L. Thorne, A. M. Tsaasan
Principles for designing educational games that integrate content and play and
create learning experiences connecting to many areas of learners' lives. Too
often educational videogames are narrowly focused on specific learning
outcomes dictated by school curricula and fail to engage young learners. This
book suggests another approach, offering a guide to designing games that
integrates content and play and creates learning experiences that connect to
many areas of learners' lives. These games are not gamified workbooks but are
embedded in a long-form experience of exploration, discovery, and collaboration
that takes into consideration the learning environment. Resonant Games
describes twenty essential principles for designing games that offer this kind of
deeper learning experience, presenting them in connection with five games or
collections of games developed at MIT's educational game research lab, the
Education Arcade. Each of the games—which range from Vanished, an alternate
reality game for middle schoolers promoting STEM careers, to Ubiquitous Bio, a
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series of casual mobile games for high school biology students—has a different
story, but all spring from these fundamental assumptions: honor the whole
learner, as a full human being, not an empty vessel awaiting a fill-up; honor the
sociality of learning and play; honor a deep connection between the content and
the game; and honor the learning context—most often the public school
classroom, but also beyond the classroom.
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.
A theoretical and practical guide to integrating human values into the conception
and design of digital games. All games express 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.
An engaging examination of how video game design can create strong, positive
emotional experiences for players, with examples from popular, indie, and art
games. This is a renaissance moment for video games—in the variety of genres
they represent, and the range of emotional territory they cover. But how do
games create emotion? In How Games Move Us, Katherine Isbister takes the
reader on a timely and novel exploration of the design techniques that evoke
strong emotions for players. She counters arguments that games are creating a
generation of isolated, emotionally numb, antisocial loners. Games, Isbister
shows us, can actually play a powerful role in creating empathy and other strong,
positive emotional experiences; they reveal these qualities over time, through the
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act of playing. She offers a nuanced, systematic examination of exactly how
games can influence emotion and social connection, with examples—drawn from
popular, indie, and art games—that unpack the gamer's experience. Isbister
describes choice and flow, two qualities that distinguish games from other media,
and explains how game developers build upon these qualities using avatars, nonplayer characters, and character customization, in both solo and social play. She
shows how designers use physical movement to enhance players' emotional
experience, and examines long-distance networked play. She illustrates the use
of these design methods with examples that range from Sony's Little Big Planet
to the much-praised indie game Journey to art games like Brenda Romero's
Train. Isbister's analysis shows us a new way to think about games, helping us
appreciate them as an innovative and powerful medium for doing what film,
literature, and other creative media do: helping us to understand ourselves and
what it means to be human.
A play-centered invitation to experience the power and delight unlocked by
imagination. Bernard De Koven (1941–2018) was a pioneering designer of
games and theorist of fun. He studied games long before the field of game
studies existed. For De Koven, games could not be reduced to artifacts and
rules; they were about a sense of transcendent fun. This book, his last, is about
the imagination: the imagination as a playground, a possibility space, and a
gateway to wonder. The Infinite Playground extends a play-centered invitation to
experience the power and delight unlocked by imagination. It offers a curriculum
for playful learning. De Koven guides the readers through a series of
observations and techniques, interspersed with games. He begins with the
fundamentals of play, and proceeds through the private imagination, the shared
imagination, and imagining the world—observing, “the things we imagine can
become the world.” Along the way, he reminisces about playing ping-pong with
basketball great Bill Russell; begins the instructions for a game called Reception
Line with “Mill around”; and introduces blathering games—Blather, Group Blather,
Singing Blather, and The Blather Chorale—that allow the player's consciousness
to meander freely. Delivered during the last months of his life, The Infinite
Playground has been painstakingly cowritten with Holly Gramazio, who worked
together with coeditors Celia Pearce and Eric Zimmerman to complete the project
as Bernie De Koven's illness made it impossible for him to continue writing. Other
prominent game scholars and designers influenced by De Koven, including Katie
Salen Tekinba?, Jesper Juul, Frank Lantz, and members of Bernie's own family,
contribute short interstitial essays. Contributors Ian Bogost, Stephen Conway,
Adriaan de Jongh, Elyon De Koven, Rocky De Koven, Mary Flanagan, Gonzalo
Frasca, Tracy Fullerton, Holly Gramazio, Catherine Herdlick, Jesper Juul, Frank
Lantz, Colleen Macklin, Celia Pearce, Sebastian Quack, Lee Rush, Katie Salen
Tekinba?, John Sharp, Tassos Stevens, Akira Thompson, Greg Trefry, Douglas
Wilson, Zach Wood, Eric Zimmerman
Building Blocks of Tabletop Game Design: An Encyclopedia of Mechanisms
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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.
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 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."
Chris Barney’s Pattern Language for Game Design builds on the revolutionary
work of architect Christopher Alexander to show students, teachers, and game
development professionals how to derive best practices in all aspects of game
design. Using a series of practical, rigorous exercises, designers can observe
and analyze the failures and successes of the games they know and love to find
the deep patterns that underlie good design. From an in-depth look at
Alexander’s work, to a critique of pattern theory in various fields, to a new
approach that will challenge your knowledge and put it to work, this book seeks
to transform how we look at building the interactive experiences that shape us.
Key Features: Background on the architectural concepts of patterns and a
Pattern Language as defined in the work of Christopher Alexander, including his
later work on the Fifteen Properties of Wholeness and Generative Codes.
Analysis of other uses of Alexander’s work in computer science and game
design, and the limitations of those efforts. A comprehensive set of example
exercises to help the reader develop their own patterns that can be used in
practical day-to-day game design tasks. Exercises that are useful to designers at
all levels of experience and can be completed in any order, allowing students to
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select exercises that match their coursework and allowing professionals to select
exercises that address their real-world challenges. Discussion of common pitfalls
and difficulties with the pattern derivation process. A guide for game design
teachers, studio leaders, and university departments for curating and maintaining
institutional Pattern Languages. An Interactive Pattern Language website where
you can share patterns with developers throughout the world
(patternlanguageforgamedesign.com). Comprehensive games reference for all
games discussed in this book. Author Chris Barney is an industry veteran with
more than a decade of experience designing and engineering games such as
Poptropica and teaching at Northeastern University. He has spoken at
conferences, including GDC, DevCom, and PAX, on topics from core game
design to social justice. Seeking degrees in game design before formal game
design programs existed, Barney built his own undergraduate and graduate
curricula out of offerings in sociology, computer science, and independent study.
In pursuit of a broad understanding of games, he has worked on projects
spanning interactive theater, live-action role-playing game (LARP) design, board
games, and tabletop role-playing games (RPGs). An extensive collection of his
essays of game design topics can be found on his development blog at
perspectivesingamedesign.com.
Understanding games--whether computer games, card games, board games, or
sports--by analyzing certain common traits. Characteristics of Games offers a
new way to understand games: by focusing on certain traits--including number of
players, rules, degrees of luck and skill needed, and reward/effort ratio--and
using these characteristics as basic points of comparison and analysis. These
issues are often discussed by game players and designers but seldom written
about in any formal way. This book fills that gap. By emphasizing these playercentric basic concepts, the book provides a framework for game analysis from
the viewpoint of a game designer. The book shows what all genres of
games--board games, card games, computer games, and sports--have to teach
each other. Today's game designers may find solutions to design problems when
they look at classic games that have evolved over years of playing.
How to achieve a happier and healthier game design process by connecting the
creative aspects of game design with techniques for effective project
management. This book teaches game designers, aspiring game developers,
and game design students how to take a digital game project from start to
finish—from conceptualizing and designing to building, playtesting, and
iterating—while avoiding the uncontrolled overwork known among developers as
“crunch.” Written by a legendary game designer, A Playful Production Process
outlines a process that connects the creative aspects of game design with proven
techniques for effective project management. The book outlines four project
phases—ideation, preproduction, full production, and post-production—that give
designers and developers the milestones they need to advance from the first
glimmerings of an idea to a finished game.
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Do you love gaming? Do you have ideas for games of your own and want to
learn how to produce them professionally? With Think Like a Game Designer,
you will learn how to overcome mental blocks to great creative work, understand
players' emotional reactions and evoke the right ones, brainstorm ideas and then
refine them into useable ones, follow the six steps of the core design loop for
successfully designing a game, and much more. Whether you want to create
video games, board games or just discover how a true creative mind works, this
book has answers. -- Adapted from dust jacket.
How uncertainty in games—from Super Mario Bros. to
Rock/Paper/Scissors—engages players and shapes play experiences. In life,
uncertainty surrounds us. Things that we thought were good for us turn out to be
bad for us (and vice versa); people we thought we knew well behave in
mysterious ways; the stock market takes a nosedive. Thanks to an inexplicable
optimism, most of the time we are fairly cheerful about it all. But we do devote
much effort to managing and ameliorating uncertainty. Is it any wonder, then,
asks Greg Costikyan, that we have taken this aspect of our lives and transformed
it culturally, making a series of elaborate constructs that subject us to uncertainty
but in a fictive and nonthreatening way? That is: we create games. In this concise
and entertaining book, Costikyan, an award-winning game designer, argues that
games require uncertainty to hold our interest, and that the struggle to master
uncertainty is central to their appeal. Game designers, he suggests, can harness
the idea of uncertainty to guide their work. Costikyan explores the many sources
of uncertainty in many sorts of games—from Super Mario Bros. to
Rock/Paper/Scissors, from Monopoly to CityVille, from FPS Deathmatch play to
Chess. He describes types of uncertainty, including performative uncertainty,
analytic complexity, and narrative anticipation. And he suggest ways that game
designers who want to craft novel game experiences can use an understanding
of game uncertainty in its many forms to improve their designs.
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