
Foreword ix
About the author xii
Author’s acknowledgements xiii
Publisher’s acknowledgements xiv

Introduction 1

PA R T  I Design DNA 5

C H A P T E R  1 Introduction to game design 7

Back to basics 7
History lesson 8
Simple rules and boundaries 8
Feedback 14
Interface 18
Context sensitivity 19
Goals, quests and challenges 20
Environment design 21
Balance 22
Summary 23

C H A P T E R  2 Genre 24

Defining genre 25
Role-playing game (RPG) 27
Real-time strategy (RTS) 31
Sports games 33
Adventure games 35
Action games 37
Simulations 39
Puzzle games 40
Management games 40
Uncategorised games 40
On-line games 41
Norbot: genre 42
Summary 42

C H A P T E R  3 Knowing your audience 44

Defining your audience 45
Legal requirements 48

Contents



iv

Hardcore versus casual gamer 49
Hardware 50
Norbot: audience definition 52
Summary 53

C H A P T E R  4 Ideas and themes 55

Gameplay theme 55
What are ideas? 57
Source of ideas and themes 59
USP or hook 60
Beyond jumping 61
Feature set 62
Norbot: ideas and theme 62
Summary 63

C H A P T E R  5 Player motivation 65

What is motivation? 66
Core objective 68
Norbot: defining the core objective 68
Sub-quests 69
Pulling the player along 69
Longevity 70
Perceptive boundaries 71
Hidden secrets 72
Teasing the player 73
Set pieces 73
Sound 74
Summary 75

C H A P T E R  6 Feedback and fulfilment 76

Feedback 76
Fulfilment 90
Summary 91

C H A P T E R  7 Rules and boundaries 93

What is a rule? 93
Boundaries 100
Summary 107

C H A P T E R  8 Rewards and structure 108

Reward types 109
Structure and placement 112

CONTENTS



Reward growth 114
Rewards in current games 117
Norbot: rewards 122
Summary 125

C H A P T E R  9 Environment design 126

Defining the environment 127
How big should my environment be? 128
Environment structure 129
Realism versus fantasy 130
Designing an environment 131
What does the camera see? 138
Saving mechanism 139
Maps 140
Summary 141

C H A P T E R  1 0 Educating the player 142

The mass-market 142
Hardcore gamers 145
Teaching the player 146
Progression difficulty 150
Norbot: learning curve 151
Summary 151

C H A P T E R  1 1 Stories and movies 152

Story definition 153
Do we need stories in games? 161
Rendered movies 161
Norbot: premise 163
Summary 164

C H A P T E R  1 2 Design pitfalls 166

Your game never gets going 169
Bad design documents 169
Feature creep during production 171
It’s too big! 172
Sprawling environments 172
Team relationships 173
Technological breakdown 174
Publisher–developer relationships 175
Summary 175

vCONTENTS



C H A P T E R  1 3 Player punishment 177

Passive punishment 178
Killing the player in a game 182
Playing the ‘chance’ 183
Punishing for existing 185
Punishing the player for doing something right 186
Opposing forces 187
Summary 187

C H A P T E R  1 4 Characters in computer games 189

The visual character 189
The non-visual character 191
The functional character 191
The interactive story character 193
Norbot: first draft 194
Character persona versus game design 195
Visual impact versus design 196
Market perception 196
Summary 197

C H A P T E R  1 5 Interface 199

Defining the interface 200
Input devices 202
Contextual interface 208
Struggling with the interface 210
UI integration 212
Reconfigurable 213
Controllers of the future 214
Summary 215

C H A P T E R  1 6 Game balancing 216

Pre-balancing 216
Testing balancing 219
Summary 221

C H A P T E R  1 7 The future of gaming 222

Where are we now? 223
MMOG (Massive Multi-player On-line Games) 224
Episodic gaming 225
Social gaming 226

vi CONTENTS



Party games 227
The design process of the future 227
Summary 229

PA R T  I I Documenting the design 231

C H A P T E R  1 8 The creative process 233

Begin at the beginning 234
Shaping your idea 235
Who is involved in the creative process 237
The first meeting 238
The concept document 239
The design document 240
The prototype 242
Development 243
Post-production 244
The walkthrough 245
Marketing and press coverage 251
Summary 251

C H A P T E R  1 9 The concept document 253

So why do I need a concept document? 253
Formatting your document 254
Creating the document 255
Norbot: concept document 255
Expanding the idea 258
Player mechanics 264
Weapons and weapon mechanics 268
Friend and foe 269
Story premise 270
Environment features 271
The concept document is done – now what? 271
The presentation 272
Summary 273

C H A P T E R  2 0 The design document 274

Expanding the concept 275
How big should my design document be? 276
Structure 277
Design elements in detail 280
Document storage 285

viiCONTENTS



Formatting 285
Live and kicking 285
Summary 286

C H A P T E R  2 1 Tools of the trade 287

Learn to use them 287
Office tools 287
3D applications 288
2D applications 289
Miscellaneous tools 290
Game-making software 291
Summary 291

C H A P T E R  2 2 Anatomy of a game designer 292

Lead game designer 292
Assistant designer 296
Environment designer 296
Script programmer 297
Game tester 301
Summary 302

C H A P T E R  2 3 The final stretch 303

It’s being duplicated – can I sleep now? 304
It’s in the shops 304
Re-evaluate the process 304
Summary 306

C H A P T E R  2 4 How do I get in? 308

In the past 308
Education considerations 309
Career paths 313
Who to approach in the industry 316
What the experts say 317
Societies and organisations 317
Job agencies 318
Summary 318

Glossary 320
Bibliography 322
Index 325

viii CONTENTS




