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How often have you heard "anyone can design a game?" While it seems like an
easy job, game ideas are cheap and plentiful. Advancing those ideas into games
that people want to play is one of the hardest, and most under-appreciated, tasks
in the game development cycle. Andrew Rollings and Ernest Adams on Game
Design introduces both students and experienced developers to the craft of
designing computer and video games for the retail market. The first half of the
book is a detailed analysis of the key game design elements: examining game
concepts and worlds, storytelling, character and user interface design, core
mechanics and balance. The second half discusses each of the major game genres
(action, adventure, role-playing, strategy, puzzle, and so on) and identifies the
design patterns and unique creative challenges that characterize them. Filled with
examples and worksheets, this book takes an accessible, practical approach to
creating fun, innovative, and highly playable games.
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Editorial Review

From the Publisher
Andrew and Ernest have compiled a wonderful book for both potential and experienced gamers alike. The
best part about this book is the worksheets that appear in almost all the chapters. They enable you to stop and
consider various game design questions even before starting your own design – questions such as "What
process is the player going to manage?" "What actions will the player take in managing that process?" and
"Who is the central character in the game, the player’s avatar?"

Here's what Will Wright (creator of The Sims and SimCity) says about the book: "A very useful book for
anyone working in (or hoping to work in) interactive media. Andrew Rollings and Ernest Adams approach
the topic with very practical advice for both new and experienced designers."

We hope you like it, too. Please send me your thoughts.

Lisa Thibault, New Riders (lisa.thibault@newriders.com)

From the Author
Andrew Rollings:

This book contains our combined thoughts on the important issues that relate to designing games. We have
chosen to address areas that we believe are important and under-served.

We offer a game design methodology intended to get your creative juices flowing. We discuss the central
issues that every game designer must face, and pose a series of questions for you to ask yourself about the
game that's in your head. The answers to those questions will move you along the path from idea to design.
You are at the beginning of a voyage of discovery. The journey begins here.

Ernest Adams:

One day I received a letter from Andrew Rollings asking if I would like to co-author a book on game design.
Andrew had already written the highly successful Game Architecture and Design with Dave Morris, so I
knew he would be a good collaborator. It didn’t take me long to say yes. We first met in a restaurant, and
blocked out the chapter plan over dinner. Andrew would write the chapters on storytelling and core
mechanics, I would write the ones on concepts and worlds, and we’d split the genre chapters between us
according to interest and experience.

Philosophically, we were very much on the same wavelength. We wanted to be definitive without being
dictatorial, and comprehensive but still concise. We wanted to write a book that designers and students could
turn to for specific advice. We don’t tell you exactly what to do. Instead we tell you what to think about,
identifying the major questions that every designer must face. We don’t design your game for you; we give
you the tools to help you design it yourself, including numerous examples from current and earlier games.

It has been a long, hard road. But we got there in the end and we’re proud of our work. We hope you’ll find
it valuable.

From the Back Cover



A very useful book for anyone working in (or hoping to work in) interactive media. Andrew Rollings and
Ernest Adams approach the topic with very practical advice for both new and experienced designers." - Will
Wright, creator of The Sims and SimCityHow do you turn a great idea into a game design? What makes one
design better than another? Why does a good design document matter, and how do you write one? This book
answers these questions and stimulates your creativity! Game design consists of four essential tasks:
imagining a game, defining the way that it works, describing its internal elements, and communicating this
information to others. This book examines each of these tasks and shows you not only what issues you will
need to address in your design, but how to think about games and gameplay. After reading this book, you
will have the tools you need to both design many kinds of games and to create a professional-quality game
design document.Andrew Rollings and Ernest Adams on Game Design will show you:The key design
elements of every computer and video game, and how to think about them.How to write a high-concept
document, a treatment, and a full design script.The essentials of user interface design and how to use them to
define your game's look and feel.How to construct and balance your game's internal mechanics to make sure
the game is both fun and fair.The relationship between interactivity and narrative, and how to write
compelling stories.The unique design problems in each of the major game genres.How to design multi-player
games to maximize player interaction and minimize cheating.Table of Contents:Part I: The Elements of
Game Design1. What Is Game Design?2. Game Concepts3. Game Settings and Worlds4. Storytelling and
Narrative5. Character Development6. Creating the User Experience7. Gameplay8. The Internal Economy of
Games and Game BalancingPart II: The Genres of Games9. Action Games10. Strategy Games11. Role-
Playing Games12. Sports Games13. Vehicle Simulations14. Construction and Management Simulations15.
Adventure Games16. Artificial Life, Puzzle Games, and Other Genres17. Online Games18. The Future of
GamingPart III: AppendixesA. Sample Design DocumentsB. BibliographyThis book sets the record straight
as to what "game design" is and why it's important.Tom SloperPresident, Sloperama ProductionsA wise
future game designer would do well to read this before launching his or her career in the field.John FeilLevel
Designer, LucasArts EntertainmentAndrew Rollings and Ernest Adams: On Game Design shows how to
design great computer games in all the major genres, and it's useful to both students and experienced
professionals. If you're serious about game design, this book belongs on your shelf.Chris TaylorCreator of
Total Annihilation and Dungeon Siege"From basic technical considerations to questions of ethical and
emotional content, Andrew Rollings and Ernest Adams: On Game Design covers every phase of designing a
product, while also maintaining a top down perspective on the most important aspect of any game - keeping
it fun!"Bill RoperVice President of Blizzard EntertainmentFilled with insightful anecdotes and useful
checklists, Andrew Rollings and Ernest Adams on Game Design gives you a rigorous conceptual foundation
that will help you design better games. If you want to become a game designer, start here. Scott KimFull-
time independent designer of visual puzzles

Users Review

From reader reviews:

Gary Lane:

This Andrew Rollings and Ernest Adams on Game Design book is absolutely not ordinary book, you have
after that it the world is in your hands. The benefit you get by reading this book is definitely information
inside this reserve incredible fresh, you will get info which is getting deeper you read a lot of information
you will get. This specific Andrew Rollings and Ernest Adams on Game Design without we recognize teach
the one who studying it become critical in contemplating and analyzing. Don't end up being worry Andrew
Rollings and Ernest Adams on Game Design can bring any time you are and not make your case space or
bookshelves' become full because you can have it in the lovely laptop even telephone. This Andrew Rollings
and Ernest Adams on Game Design having excellent arrangement in word along with layout, so you will not
truly feel uninterested in reading.



Travis Hargrove:

A lot of people always spent all their free time to vacation or maybe go to the outside with them household
or their friend. Were you aware? Many a lot of people spent that they free time just watching TV, or even
playing video games all day long. If you wish to try to find a new activity honestly, that is look different you
can read some sort of book. It is really fun for you personally. If you enjoy the book which you read you can
spent all day long to reading a guide. The book Andrew Rollings and Ernest Adams on Game Design it
doesn't matter what good to read. There are a lot of people who recommended this book. These were
enjoying reading this book. In the event you did not have enough space to create this book you can buy often
the e-book. You can m0ore effortlessly to read this book from your smart phone. The price is not very costly
but this book offers high quality.

Barbara Wheat:

Can you one of the book lovers? If so, do you ever feeling doubt while you are in the book store? Make an
effort to pick one book that you never know the inside because don't determine book by its deal with may
doesn't work this is difficult job because you are afraid that the inside maybe not as fantastic as in the outside
appear likes. Maybe you answer could be Andrew Rollings and Ernest Adams on Game Design why because
the great cover that make you consider regarding the content will not disappoint you actually. The inside or
content is definitely fantastic as the outside or perhaps cover. Your reading 6th sense will directly assist you
to pick up this book.

Michael Marx:

As we know that book is significant thing to add our expertise for everything. By a e-book we can know
everything we wish. A book is a range of written, printed, illustrated or perhaps blank sheet. Every year was
exactly added. This book Andrew Rollings and Ernest Adams on Game Design was filled regarding science.
Spend your spare time to add your knowledge about your scientific research competence. Some people has
distinct feel when they reading any book. If you know how big good thing about a book, you can really feel
enjoy to read a book. In the modern era like right now, many ways to get book that you simply wanted.
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