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Master the craft of game design so you can create that elusive combination of challenge, competition, and interaction that players seek. This design workshop begins with an examination of the fundamental elements of game design; then puts you to work in prototyping, playtesting, and redesigning your own games with exercises that teach essential design skills. Workshop exercises require no background in programming or artwork, releasing you from the intricacies of electronic game production, so you can develop a working understanding of the essentials of game design.

The ideas and exercises in this Game Design Workshop answer the questions asked by every aspiring game designer: How do I learn to design games? What skills do I need to become a professional game designer? Game design is demystified with a clear, accessible analysis of the formal and dramatic systems of game design. Examples, illustrations, and exercises strengthen your understanding of what makes game systems function; and teach you the skills and tools that you need to create a compelling game.

Refined over a number of years, this workshop curriculum has provided the foundation for hundreds of careers in all areas of the game industry including game design, producing, programming, visual design, quality assurance, and marketing. This guide to the language of the business of game design will help anyone pursuing a career in the industry.

 About the Authors 

The authors have designed dozens of games for Microsoft, Sony, Sega, Disney, Activision, Acclaim, Spectrum, Holobyte, and others.

Tracy Fullerton and Chris Swain teach game design at the USC School of Cinema-Television.

Steve Hoffman founded game developer Lavamind, where he created simulation hits Gazillionaire and Zapitalism. In addition he was an executive with Sega in Japan, and CEO of developer, Spiderdance.

Collectively, their work has received dozens of honors including Best Family/Board Game from the AIAS, IBC’s Nome D’Or, and PC Computing’s Strategy Game of the Year.
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Mastering VBA for Microsoft Office 2013Sybex, 2013

	A unique, comprehensive guide to creating custom apps with VBA


	Automating computing tasks to increase productivity is a goal for businesses of all sizes. Visual Basic for Applications (VBA) is a version of Visual Basic designed to be easily understandable for novice programmers, but still powerful enough for IT professionals...
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Predict Market Swings With Technical AnalysisJohn Wiley & Sons, 2002
Predict Market Swings with Technical Analysis
How do professionals on Wall Street earn a living each year by predicting stock prices when efficient market theory claims that stock prices are essentially random and unpredictable? The answer is simple–by using techniques that allow for a stock market that can at times become predictable....
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Engineering Asset Management 2011: Proceedings of the Sixth World Congress on Engineering Asset Management (Lecture Notes in Mechanical Engineering)Springer, 2013

	This text represents state-of-the-art trends and developments in the emerging field of engineering asset management as presented at the Sixth World Congress on Engineering Asset Management (WCEAM) held in Cincinnati, OH, USA from October 3-5, 2011

	

	The Proceedings of the WCEAM 2011 is an excellent reference for practitioners,...
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A Practical Guide to Cardiac PacingLippincott Williams & Wilkins, 2007

	
		Now in its updated Sixth Edition, this highly popular book provides a practical introduction to the basic principles of cardiac pacing. It explains when and how to place temporary and permanent pacemakers, how to set rates and make adjustments, and how to monitor patients to ensure that the pacemaker is functioning properly. The...
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Macromedia® Fireworks® 8: Training from the SourceMacromedia Press, 2005
If you learn best by doing, and what you're intent on doing is  create stunning Web graphics with Macromedia Fireworks 8, this is the place to  turn. The best-selling tutorial book on Fireworks has been completely updated to  get you hands-on fast with all of the program's most important features,  including its newest:...
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New Paradigm of Industry 4.0: Internet of Things, Big Data & Cyber Physical Systems (Studies in Big Data)Springer, 2019

	
		The book provides readers with an overview of the state of the art in the field of Industry 4.0 and related research advancements. The respective chapters identify and discuss new dimensions of both risk factors and success factors, along with performance metrics that can be employed in future research work. They also discuss a...
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