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Fundamentals Of Game Design
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.
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
Page 1/22

Read Book Fundamentals Of Game Design
games such as Uncharted 4 and The Last of Us, Free to Play games, hybrid games,
transformational games, and more.
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 strategy game genre. This focused guide gives you exactly what you need.
It walks you through the process of designing for the strategy game genre and shows
you how to use the right techniques to create fun and challenging experiences for your
players.
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
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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.
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
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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
Game design is the most fundamental skill you need for a career in the video game
industry. Noted authors and game developers Ernest Adams and Andrew Rollings lead
you through the concepts, principles, and techniques for designing an entire video
game. The first half of the book gives you the necessary groundwork for creating
worlds, characters, stories, gameplay, core mechanics, and a user interface. It also
shows you a process by which to approach the task. The second half of the book
applies the principles of the first half to the most common game genres on the market
today including action games, strategy games, role-playing games, and vehicle
simulations.
Game designers spend their lives solving extraordinary problems and facing mindbending 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
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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.
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 puzzle and casual game genres. This focused guide gives you exactly what
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you need. It walks you through the process of designing for the puzzle and casual
game genres and shows you how to use the right techniques to create fun and
challenging experiences for your players.
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 adventure game genre. This focused guide gives you exactly what you
need. It walks you through the process of designing for the adventure game genre and
shows you how to use the right techniques to create fun and challenging experiences
for your players.
Foundation Game Design with HTML5 and JavaScript teaches you everything you
need to know about how to make video games. If you’ve never done any programming
before and don’t know where to start, this book will show you how to make games from
start to finish. You’ll learn all the latest programming technologies (HTML5, CSS, and
JavaScript) to create your games. All written in a fun and friendly style with open-ended
projects that encourage you to build your own original games. Foundation Game
Design with HTML5 and JavaScript starts by showing you how you can use basic
programing to create logic games, adventure games, and create interactive game
graphics. Design a game character, learn to control it with the keyboard, mouse, or
touch screen interface, and then learn how to use collision detection to build an
interactive game world. You’ll learn to make maze games, platform jumping games,
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and fast paced action games that cover all the popular genres of 2D gaming. Create
intelligent enemies, use realistic physics, sound effects and music, and learn how to
animate game characters. Whether you're creating games for the web or mobile
devices, everything you need to get started on a career as a game designer is right
here. Focused and friendly introduction to making games with HTML5. Essential
programming and graphic design techniques for building games, with each chapter
gently building on the skills of preceding chapters. Detailed case studies demonstrating
techniques that can be used for making games in a wide variety of genres.
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 worldPage 7/22
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class 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. (Intermediate)
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
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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.
Discusses the essential elements in creating a successful game, how playing games
and learning are connected, and what makes a game boring or fun.
Two leading game designers take readers step by step through the entire process of
creating a video game, from developing a story and integrating it into a game, to writing
the game script, creating the design document, working with intellectual property rights
and licensing, and selling an idea to developers and publishers. Original.
This title offers an inside look into the game development industry, it has advice and
insight on how to get a foot in the door, how to licence a game, how to settle contract
issues, and how to demonstrate the game to prospective companies.
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
vehicle simulation genre. This focused guide gives you exactly what you need. It walks you
through the process of designing for the vehicle simulation genre and shows you how to use
the right techniques to create fun and challenging experiences for your players.
This book is aimed at giving novice coders an understanding of the methods and techniques
used in professional games development. Designed to help develop and strengthen problem
solving and basic C/C++ skills, it also will help to develop familiarity targeting and using
fixed/restricted hardware, which are key skills in console development. It allows the reader to
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increase their confidence as game programmers by walking them through increasingly
involved game concepts, while maintaining the understanding that despite the increased
complexity, the core methods remain consistent with the advancement of the technology; the
technology only enhances the gaming experience. It also demonstrates underlying principles of
game coding in practical step by step ways to increase exposure and confidence in game
coding concepts. Key Features: Increases the confidence of new coders by demonstrating how
to get things done. Introduces evolving projects to reinforce concepts, both directly and
indirectly that the reader will use to produce and then enhance the project. Provides tutorials
on Graphics API’s that can be easily understood by a novice. Demystifies hardware used to
gain new effects without blinding the user to the technical wizardry going on under the system.
Gives a sense of achievement to the reader and pushes them toward improvement.
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 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.
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
action and arcade genre. This focused guide gives you exactly what you need. It walks you
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through the process of designing for the action and arcade genre and shows you how to use
the right techniques to create fun and challenging experiences for your players.
"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.
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
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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
Game Design Workshop is a truly great book, and has become, in my opinion, the de facto
standard text for beginner- to intermediate-level game design education. This updated new
edition is extremely relevant, useful and inspiring to all kinds of game designers. — Richard
Lemarchand, Interactive Media & Games Division, School of Cinematic Arts, University of
Southern California —————————————————————————————————————
perfect time for a new edition. The updates refresh elements of the book that are important as
examples, but don't radically alter the thing about the book that is great: a playcentric approach
to game design. — Colleen Macklin, Associate Professor, Parsons The New School for Design
——————————————————————————————————————————————
Workshop covers pretty much everything a working or wannabe game designer needs to
know. She covers game theory, concepting, prototyping, testing and tuning, with stops along
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the way to discuss what it means to a professional game designer and how to land a job.
When I started thinking about my game studies course at the University of Texas at Austin, this
was one book I knew I had to use. — Warren Spector, Studio Director, OtherSide Entertainment
——————————————————————————————————————————————
to play." Discover an exercise-driven, non-technical approach to game design, without the
need for programming or artistic expertise with Game Design Workshop, Fourth Edition. Tracy
Fullerton demystifies the creative process with clear and accessible analysis of the formal and
dramatic systems of game design. Using examples of popular games, illustrations of design
techniques, and refined exercises to strengthen your understanding of how game systems
function and give you the skills and tools necessary to create a compelling and engaging
game. Game Design Workshop puts you to work prototyping, playtesting, and revising your
own games with time-tested methods and tools. These skills will provide the foundation for
your career in any facet of the game industry including design, producing, programming, and
visual design. Tracy Fullerton is an award-winning game designer and educator with over 20
years of professional experience, most recently winning the Games for Change Game of the
Year Award for her independent game Walden, a game. She has also been awarded the 2016
GDC Ambassador Award, the 2015 Games for Change Game Changer Award, and the
IndieCade 2013 Trailblazer award for her pioneering work in the independent games
community. Tracy is a Professor of Interactive Media & Games at the USC School of
Cinematic Arts and the Director of the USC Games Program, the #1 game design program in
North America as ranked by the Princeton Review. Key Features Provides step-by-step
introduction to the art of game designing, prototyping and playtesting innovative games A
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design methodology used in the USC Interactive Media program, a cutting edge program with
hands-on exercises that demonstrate key concepts and the design methodology Insights from
top industry game designers presented through interview format
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.

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 sports game genre. This focused guide gives you exactly what you need. It
walks you through the process of designing for the sports game genre and shows you
how to use the right techniques to create fun and challenging experiences for your
players.
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.
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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.
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
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establish a solid theoretical framework for the emerging discipline of game design.
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.
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.
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.
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
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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!
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.

Despite the proliferation of video games in the twenty-first century, the theory of
game design is largely underdeveloped, leaving designers on their own to
understand what games really are. Helping you produce better games, Game
Design Theory: A New Philosophy for Understanding Games presents a bold
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new path for analyzing and designing games. The author offers a radical yet
reasoned way of thinking about games and provides a holistic solution to
understanding the difference between games and other types of interactive
systems. He clearly details the definitions, concepts, and methods that form the
fundamentals of this philosophy. He also uses the philosophy to analyze the
history of games and modern trends as well as to design games. Providing a
robust, useful philosophy for game design, this book gives you real answers
about what games are and how they work. Through this paradigm, you will be
better equipped to create fun games.
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.
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
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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.
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
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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
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Design provides insights into the arts and crafts from two senior game designers
that will interest more seasoned professionals in the game industry.
A no-nonsense game development theory guide that summarizes techniques and
processes that game developers use every day to help them plan and execute
their creative visions. The hints, tips and insider shortcuts contained in this book
are derived from over a decade of indie game development and hosting video
game programming classes. We have aggregated some of the best practices and
lessons from many educational resources that are only available to those who
teach game design to students in a lab setting. You can now enjoy this 140+
page guide full of vivid imagery and colorful depictions that will prepare you for all
of the concepts you will encounter in the awesome world of video game
development. Save yourself some headaches and read through this guide and
then use it as a reference throughout your development process!
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
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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!
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