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To create a great video game, you must start with a solid game design: A well-
designed game is easier to build, more entertaining, and has a better chance of
succeeding in the marketplace. Here to teach you the essential skills of player-
centric game design is one of the industry’s leading authorities, who offers a
first-hand look into the process, from initial concept to final tuning.

Now in its second edition, this updated classic reference by Ernest Adams offers
a complete and practical approach to game design, and includes material on
concept development, gameplay design, core mechanics, user interfaces,
storytelling, and balancing. In an easy-to-follow approach, Adams analyzes the
specific design challenges of all the major game genres and shows you how to
apply the principles of game design to each one. You’ll learn how to:

Define the challenges and actions at the heart of the gameplay.●

Write a high-concept document, a treatment, and a full design script.●

Understand the essentials of user interface design and how to define a game’s●

look and feel.
Design for a variety of input mechanisms, including the Wii controller and●

multi-touch iPhone.
Construct a game’s core mechanics and flow of resources (money, points,●

ammunition, and more).
Develop appealing stories, game characters, and worlds that players will want●

to visit, including persistent worlds.
Work on design problems with engaging end-of-chapter exercises, design●

worksheets, and case studies.
Make your game accessible to broader audiences such as children, adult●

women, people with disabilities, and casual players.

“Ernest Adams provides encyclopedic coverage of process and design issues for
every aspect of game design, expressed as practical lessons that can be
immediately applied to a design in-progress. He offers the best framework I’ve
seen for thinking about the relationships between core mechanics, gameplay, and
player—one that I’ve found useful for both teaching and research.” — Michael
Mateas, University of California at Santa Cruz, co-creator of Façade
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To create a great video game, you must start with a solid game design: A well-designed game is easier to
build, more entertaining, and has a better chance of succeeding in the marketplace. Here to teach you the
essential skills of player-centric game design is one of the industry’s leading authorities, who offers a first-
hand look into the process, from initial concept to final tuning.

Now in its second edition, this updated classic reference by Ernest Adams offers a complete and practical
approach to game design, and includes material on concept development, gameplay design, core mechanics,
user interfaces, storytelling, and balancing. In an easy-to-follow approach, Adams analyzes the specific
design challenges of all the major game genres and shows you how to apply the principles of game design to
each one. You’ll learn how to:

Define the challenges and actions at the heart of the gameplay.●

Write a high-concept document, a treatment, and a full design script.●

Understand the essentials of user interface design and how to define a game’s look and feel.●

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

Construct a game’s core mechanics and flow of resources (money, points, ammunition, and more).●

Develop appealing stories, game characters, and worlds that players will want to visit, including persistent●

worlds.
Work on design problems with engaging end-of-chapter exercises, design worksheets, and case studies.●

Make your game accessible to broader audiences such as children, adult women, people with disabilities,●

and casual players.

“Ernest Adams provides encyclopedic coverage of process and design issues for every aspect of game
design, expressed as practical lessons that can be immediately applied to a design in-progress. He offers the
best framework I’ve seen for thinking about the relationships between core mechanics, gameplay, and
player—one that I’ve found useful for both teaching and research.” — Michael Mateas, University of
California at Santa Cruz, co-creator of Façade
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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 a lead designer at Bullfrog Productions on
the Dungeon Keeper 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 developers' webzine. He was the founder of the International Game Developers'
Association, and is a frequent lecturer at conferences and arts festivals around the world. His professional
web site is at http://www.designersnotebook.com.

Users Review

From reader reviews:

Eunice Bosse:

The book Fundamentals of Game Design (2nd Edition) can give more knowledge and information about
everything you want. So why must we leave the best thing like a book Fundamentals of Game Design (2nd
Edition)? Some of you have a different opinion about book. But one aim that book can give many info for us.
It is absolutely suitable. Right now, try to closer with the book. Knowledge or details that you take for that, it
is possible to give for each other; it is possible to share all of these. Book Fundamentals of Game Design
(2nd Edition) has simple shape but you know: it has great and big function for you. You can search the
enormous world by wide open and read a guide. So it is very wonderful.

Michael Durkin:

A lot of people always spent their particular free time to vacation or maybe go to the outside with them
friends and family or their friend. Do you realize? Many a lot of people spent many people free time just
watching TV, as well as playing video games all day long. If you need to try to find a new activity that's look
different you can read any book. It is really fun for yourself. If you enjoy the book which you read you can
spent the whole day to reading a book. The book Fundamentals of Game Design (2nd Edition) it doesn't
matter what good to read. There are a lot of people who recommended this book. These were enjoying
reading this book. When you did not have enough space to create this book you can buy the particular e-
book. You can m0ore simply to read this book through your smart phone. The price is not very costly but
this book features high quality.

Ben Papenfuss:

The book untitled Fundamentals of Game Design (2nd Edition) contain a lot of information on the item. The
writer explains the girl idea with easy approach. The language is very easy to understand all the people, so do
not really worry, you can easy to read the item. The book was published by famous author. The author
provides you in the new time of literary works. You can actually read this book because you can read on
your smart phone, or product, so you can read the book in anywhere and anytime. In a situation you wish to



purchase the e-book, you can start their official web-site and order it. Have a nice read.

Maryann Carson:

Is it you who having spare time subsequently spend it whole day through watching television programs or
just lying on the bed? Do you need something totally new? This Fundamentals of Game Design (2nd
Edition) can be the answer, oh how comes? A book you know. You are therefore out of date, spending your
time by reading in this brand-new era is common not a geek activity. So what these textbooks have than the
others?
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