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To create a great video game, you must start with a solid game design: A well-designed
ame is easler 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,
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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 scrif)t. * Understand the essentials of user
interface design and how to define a game's ook and feel. * Design for a variety of
input mechanisms, including the Wii controller and multi-touch iPhone. * Construct a

ame'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

layers. "Ernest Adams provides encyclopedic coverage of process and design issues
or 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, %ameplay, and player-one
that I've found useful for both teaching and research." - Michael Mateas, University of
California at Santa Cruz, co-creator of Facade
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Core mechanics, user interface| interaction models (e.g. avatar-based model), camera
model]; - gameplay model-shell menu; freemium, free-to-play;functional/cosmetic
attributes; free-roaming; power bar; mini-map, radar screen; psychical coordination,
speed/reaction, accuracy/precision challenges, timing and rhythm,combination
moves. action, latency

—EE—SWH, MWEXOSITRIZL, amepla%,\ coremechanicsifffc, A GIRA
, BEMBEERBIRTEBE T iR, ER260000I T, T —PEEINER
IS, 20001V EEANEE Lo

Fundamentals of Game Design T &EiEEEE]

SEIE


http://www.allinfo.top/jjdd

T MIMIX A BB A FREEFHNEALE, BEIAEIRE ZGRE, XABRKLED
@E,ﬁjgﬁﬁ&f%ﬂﬁ,ﬁﬁ %Hﬁwﬁﬁﬁﬁﬁmﬁmﬂ@,ﬁﬁﬁ%$i
WBERTENOIET, MEREZY BRIERRNA, EMRIFXOZITBYALLEDE D R4
BENE, M= REE X

/

H_

%%HﬁﬁﬁagﬁyET9%%5%%ﬁﬁ@%%?¢%ﬂﬁ ZHITEN

— ﬂ%i%i%ﬂmﬂﬁﬁﬂ%%ﬁ%ﬁﬁﬁﬁ%ﬁz—EA%W7WAT%WA
HﬁwﬁmﬂfwhﬁﬁﬁﬁmﬁLKQ% IR BHEHY F SRR
IS IAESSE FEZREN S

Fundamentals of Game Design T EEEEE]



http://www.allinfo.top/jjdd

	Fundamentals of Game Design
	标签
	评论
	书评


