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Bob Bates: Game Design before purchasing it in order to gage whether or not it would be worth my time, and all
praised Game Design:

0 of 0 people found the following review helpful. Five StarsBy Pablo Irlas JJExcellentO of 1 people found the
following review helpful. Four StarsBy AmalyDaughter said it is good.1 of 3 people found the following review
helpful. Easy to readBy Hethral like the way this book iswritten. It feels kind of like the author, who is an expert in
game design, isjust talking to me and imparting his knowledge, wisdom, and experience.l cannot speak of the quality
or pragmatic application of this book, though. | am an instructional designer currently in acourse called Instructional
Game Design, and thisis our book for the course. | wish it was available via ebook.

"Game Design, Second Edition" offers a behind-the-scenes look at how a game gets designed and devel oped-from the
day the ideais born to the day the box hits the shelves. This new edition offers information on the latest techniques
and development models, interviews with 12 top game designers, document templates that can be used during product


http://f3db.com/pub/links.php?id=1592004938

development, and numerous industry resources. It isa practical guide that covers everything from the fundamental s of
game design, to the trade-offs in the devel opment process, to the deals a publisher makes to get a game on the shelves.
No matter what your role in the industry, understanding this entire process will help you do your job better. And if
you're looking to break in, you'll find knowledge here that is usually only attained after yearsin the trenches.

Part | Design: 1. Getting to "Yes' 2. Principles of Game Design 3. Genre-Specific Game Design Issues 4. Storytelling
5. Level Design 6. Designing the Puzzle 7. Franchises, Brands, and Licenses Part || Teams: 8. The Development Team
9. External Resources Part |11 Development: 10. Project Lifecycle and Documents 11. Managing Development Part 1V
The Business: 12. The Business 13. Breaking In Part V Conclusion: 14. The Hero"s Journey Part VI Appendices: A.
Project Documents B. ResourcesAbout the Authorln 1989, Bob co-founded Legend Entertainment and served asits
President until the companys 1998 sale to GT Interactive (now Atari). He continued as L egends Studio Head and as an
active game designer/producer until the studio closed in January of 2004. Bab is a frequent speaker at industry
conferences and events, and he is also the co-founder and organizer of the Game Designers Workshop, an annual
invitation-only conference attended by many of the top storytelling game designers in the business. Bob is the author
of one of the industrys bestselling books on game development, "Game Design: The Art and Business of Creating
Games' (Premier Press/Course PTR), which is currently being used as atextbook by several colleges and universities.
He is also the editor of the "Game Developers Market Guide" (Premier Press/Course PTR) and "Game Design, Second
Edition".



