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	Challenges for Game Designers, 9781584505808 (158450580X), Charles River, 2008
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 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.    

       About the Author
   
As a 26-year veteran of the video games industry, Brenda Brathwaite is a game designer and Chair of the Interactive Design and Game Development department at the Savannah College of Art & Design. She has worked on 22 internationally known titles including the award-winning Wizardry series of role playing games and the award-winning Jagged Alliance series of strategy role-playing games. Brenda serves on the board of the International Game Developers Association and is a passionate anti-censorship advocate. She is a regular speaker at universities and conferences, and according to a 2007 article in Next Generation magazine written by Ernest Adams, Brathwaite is the longest, continuously serving woman in video game development today. She is the author of Sex in Video Games and Challenges for Game Designers.

Ian Schreiber has been in the industry for 7 years, first as a programmer and then as a game designer. He has worked on 5 published game titles, including Playboy: the Mansion and the Nintendo DS version of Marvel Trading Card Game. He has also developed training/simulation games for two Fortune 500 companies. For the last year, Ian has taught game design and development at Ohio University, and was mentoring college students at several universities for years before that.
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Cancer, Culture and CommunicationSpringer, 2003

	The importance of the cultural context to health outcomes has only recently become a central concern and a part of the biomedical literature.1-3 A medical encounter is an interpersonal interaction occurring in and influenced by one or more cultural contexts. Ideally, this communication is the seed from which the relationship between the...


		

From P2P and Grids to Services on the Web: Evolving Distributed Communities (Computer Communications and Networks)Springer, 2008
From the reviews:
"Provides rich background information to beginners entering this subject area. … The diagrams … are clear-cut, as are the snippets of codes. There are hardly any errors throughout the book. … covers a broad and coherent range of distributed-computing techniques … . People with different...


		

The Great Telecom MeltdownArtech House Publishers, 2005
The economic boom of the late 1990s included huge investments in the telecommunications
industry and related sectors. It was followed by a downturn of
unusual severity, which reduced total paper wealth by trillions of dollars, cost
many thousands of jobs, and saw some of the biggest bankruptcies in history.
While there certainly...




	

Palm Programming: The Developer's GuideO'Reilly, 1998
What accounts for the PalmPilot's astonishing success? After all, there are more fully featured handhelds (the dead Apple Newton), smaller ones (Rex), less expensive ones (Avigo), ones with keyboards (Psion), and ones backed by Microsoft (Windows CE devices). Yet all of those palmtops (and many more) put together constitute only 35% of the palmtop...

		

Obesity: science to practiceJohn Wiley & Sons, 2009

	For many scientists and clinicians, obesity has at last come of age. When the editors were going through medical school and even specialist training in diabetes and endocrinology, obesity was a nonentity that fell out of the mainstream of ‘real’ diseases and was notable for being dull and unrewarding to treat. Admittedly, this was...


		

Economics For Dummies®, 2nd EditionJohn Wiley & Sons, 2011

	Economics is all about humanity’s struggle to achieve happiness in a world full of constraints. Too little time and money is available to do everything people want. And things like curing cancer are still impossible because the necessary technologies haven’t yet been developed.


	But people are clever. They tinker and...
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