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	Anyone can master the fundamentals of game design no technological expertise is necessary. The Art of Game Design: A Book of Lenses shows that the same basic principles of psychology that work for board games, card games and athletic games also are the keys to making top-quality videogames. Good game design happens when you view your game from many different perspectives, or lenses. While touring through the unusual territory that is game design, this book gives the reader one hundred of these lenses one hundred sets of insightful questions to ask yourself that will help make your game better. These lenses are gathered from fields as diverse as psychology, architecture, music, visual design, film, software engineering, theme park design, mathematics, writing, puzzle design, and anthropology. Anyone who reads this book will be inspired to become a better game designer and will understand how to do it.

	

	* Jesse Schell is a highly recognizable name within the game industry - he is the former chair of the International Game Developer's Association, and has designed many successful games, including Disney's award-winning Toontown Online.

	

	* The book's design methodology was developed at Carnegie Mellon University's Entertainment Technology Center, co-founded by Dr. Randy Pausch, of "Last Lecture" fame.

	

	* 100 'lenses' are scattered throughout the book. These are boxed sets of questions, each a different way of seeing a game that will inspire the creative process.

	

	* 600 pages of detailed, practical instruction on creating world-class games that will be played again and again.

	

	About the Author

	

	Jesse Schell is professor of entertainment technology for Carnegie Mellon University's Entertainment Technology Center (ETC), a joint master's program between Carnegie Mellon's College of Fine Arts and School of Computer Science, where he teaches game design and leads several research projects. Formerly he was creative director of the Walt Disney Imagineering Virtual Reality Studio. Schell worked as a designer, programmer, and manager on several projects for Disney theme parks and DisneyQuest. Schell received his undergraduate degree from Rensselaer Polytechnic Institute and a master's degree in information networking from Carnegie Mellon. He is also CEO of Schell Games, LLC, an independent game studio in Pittsburgh, and chairman of the International Game Developers Association (IGDA). In 2004 he was named as one of the World's 100 Top Young Innovators by MIT's Technology Review.
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The Complete Guide to Software TestingJohn Wiley & Sons, 1993

	The Complete Guide to Software Testing Bill Hetzel Gain a new perspective to software testing as a life cycle activity, not merely as something that happens at the end of coding. This edition is completely revised and contains new chapters on testing methodologies including ANSI standard-based testing—a survey of testing practices. Dr....
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Digital Signage Broadcasting: Content Management and Distribution TechniquesFocal Press, 2008
Digital Signage Broadcasting is a perfect introduction to this new world of opportunities for media professionals in all areas. Whether you are in engineering, IT, advertising, or management, you will gain knowledge on the operations of digital signage systems, content gathering, customer billing, and much more on this new exciting media.
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10 Minute Guide to Microsoft(R) Access 2002Que, 2001
The 10 Minute Guide to MS Access 2002 quickly explains the most common beginning and intermediate level tasks an Access user would need. This book focuses on the most often used features, covering them in lessons designed to take ten minutes or less to complete. In addition, this guide teaches the user how to use...
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Windows 8 BibleJohn Wiley & Sons, 2012

	The first and last word on the feature-packed new Windows 8


	Windows 8 is an exciting new version of Microsoft's flagship operating system and it's packed with exciting new features. From the new Windows 82032s lock screen and the new Internet Explorer to a built-in PDF reader and new user interface, Windows 8 is not...
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How to Manage People (Creating Success)Kogan Page, 2008


How to Manage People is a practical new book from bestselling author Michael Armstrong. A distillation of all his knowledge and experience, it provides advice to managers and team leaders on how to manage people in their teams, getting the best results from them and dealing with any people problems that may arise. 
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Astronomy 101: From the Sun and Moon to Wormholes and Warp Drive, Key Theories, Discoveries, and Facts about the Universe (Adams 101)Adams Media, 2013

	Explore the curiosities of the cosmos in this engaging book! 






	Too often, textbooks go into more detail than readers have in mind when they want to learn a little something about astronomy. This is where Astronomy 101 comes in. It takes you out to the stars and planets and galaxies and discusses...
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