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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,
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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 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 Facade

作者介绍: 

Ernest Adams，是一位美国游戏设计顾问，现在在英国的International
Hobo游戏设计小组工作。除了顾问工作，他还参加游戏研讨会。他是各种会议和大学
里非常受欢迎的发言人。Adams先生从1989年就开始从事交互式娱乐产业并在1994年
成立了国际游戏开发者协会 (International Game Developer’s
Association)。他最近在Bullfrog
Productions作为首席设计师工作，而在那以前的几年里，他是Electronic
Arts的Madden。NFL
Football产品生产线的音频/视频制片人。在他的早期生涯中，他是一位软件工程师，已
经为从IBM 360主机到Sony Playstation
2开发了在线、计算机和控制台游戏。Adams先生是其他两本书的作者，同时还是《Ga
mesutra》开发者网络杂志的“Designer’s
Notebook”系列专栏的作家。他的个人网站是www.designersnotebook.com。

Andrew Rollings (非常成功的《Game Architecture and Design》和《Andrew Rollings
and Ernest Adams on Game Design》的合著者)
是伦敦帝国学院和Bristol大学的物理学学士，他从1995年就从事横跨游戏业和金融业的
技术顾问工作。你可以在www.hiive.corn找到他。
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游戏设计

游戏策划

gaming
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计算机

编程思想

游戏

代码

评论

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

-----------------------------
一章理论一章应用，从游戏设计的核心，gameplay，coremechanics讲起，到交互模型
，把各种商业游戏的模式都总结了一遍。但是600页过于枯燥，对于一个略有游戏经验
的玩家而言，200页的精简内容足以。
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或许从你这本书的名字感觉它并不怎么样，但是认真的读过之后感觉，这本书很实在也
很值，对一些游戏设计的概念，还有一些游戏设计方法阐述的很是到位，并且作者不仅
仅局限于游戏设计，还有很多扩展性阅读介绍，就是如果你对游戏设计的那些部分感兴
趣的话，他会向你推荐一些相关...  

-----------------------------
参与游戏开发已经很多年了 今后几年的努力方向是若干年后成为一名制作人
做一款带上自己烙印的游戏 这边书是我最近阅读的书单之一 怎么说呢？ 感觉不够深入
游戏设计的各个流程都蜻蜓点水而过 不过用来入门是足够的 学习游戏的分类
游戏设计的各个流程等等 期待更多的游戏书籍。  
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