INTRODUCTION TO VIDEO GAME
DESIGN AND DEVELOPMENT

Joseph Saulter

McGRAW-HILL INTERNATIONAL EDITION



| CHAPTER 1 |

| CHAPTER 2 |

'TABLE OF CONTENTS

About the Book  ix

Acknowledgments x

Using the Book xi

Overview of Games,
Gameplay, and the Game
Experience 2

What Is a Game? 4
Defining Game 4
Traditional Game Categories 5

Why Do People Play Games? 9
Strategy Games for the Personal Computer 9

Motivations behind Game Playing 16

Video and Computer Game Players 19
Types of Gamers 19
Who Are the Game Players? 27

Elements of a Satisfying Game 29
What Makes a Game Satisfying? 29

Reasonable Player Expectations 31
Summary 35
Additional Reading 35

Chapter Assessment 37

Manuscript References 38

Evolution of Video and
Computer Games 40

Introduction to the History
of Video Games 42

First Electronic Games 42

The Golden Age of Arcade Games 46
The Arcade Era Begins 46

HrHFERE

| CHAPTER 3 |

L:
%Ww

Golden Age of Home Video Games 56
Home Video Market’s Great Crash 58

Postcrash Era of Home Games 61

The Revival of Home Video Games 62

Pioneers of Home Computer Games 65
Text-Based Adventure Games 65
Graphic Adventure Games 68
Computer Role-Playing Games 70
Massive Multiplayer Role-Playing Games 72

Handheld and Portable Games 74
History of Handheld Game Systems 74

Wireless Games 77

Beginning of Wireless Games 77

Mext Generation Consoles 78
Game Consoles in the 21st Century 78
Next Generation Game Consoles 79
Next Up: PlayStation 3 80
Summary 81
Additional Reading 83
Chapter Assessment 83

Manuscript References 84

Game Components:
Part One 88

User Interface Fundamentals 90

User Interface Components 90

Defining the Player Perspective 96
Types of Player Perspectives 96

Game Menu Options 99
Types of Menu Options 98

Methods for Educating the Piayer
102

102
Educating the Player



CHAPTER 4

| CHAPTERS |

Summary 108 _ Serious Game Challenges and
Additional Reading 106 Opportunities 146

Chapter Assessment 107 Games-to-Teach/Educational Arenas of
Manuscript References 108 Serious Games 146 _
S o The Educational Arena of Serious Games 147 -

Game Components: ! Summary 151

Pa I”[ TWO 1 1 0 . Additional Reading 151

Visual Components 112 : - Chapter Assessment 151
Lighting and Special Effects 112 + Manuscript References 162

Overview of Animation 117

Introduction to Modeling and Textures 119 : The Game Development
Introduction to Video 120 ﬁ Team 154 '
. [- 9
Technological Components 121 £ | Managing the Development Process 156
Game Engines 121 v Producer 156
Narrative Components 123 ' Design Team 160
Narrative Structure 124 Software Engineering Team 166
Game Structure versus Traditional : Art Team 168
Structure 125 Quality Assurance 172
Characters 126 Outside Contraciors 174
Summary 128 ' : ' Summary 178
Additional Reading 129 : ~ Additional Reading 180
Chapter Assessment 130 : Chapter Assessment 181
Manuscript References 131 ' . Manuscript References 183
Serious Games 134 ~| Game Development Process
[+ .
The Serious Game Movement 136 = Part One- Conce pt and
= .
What Games are Serious Games? 137 é Prepl‘Od UCtIOﬂ 1 86
The America’s Army Case Study v Initial Concept Phase 188
Development 138 T
Game Concept 188
Serious Games as Social Triggers 141
Concept Document 190
Blurring the Line Between Entertainment
. Game Proposal Document 193
and Education 142
Academic Leaders Join the Fray 143 Preproduction Phase 195
Serious Games in Action 145 Design and Technical Design Documents 195

Vii



[ CHAPTERS |

Summary 200
Additional Reading 202
Chapter Assessment 203

Manuscript References 204

Game Development Process
Part Two: Production and
Postrelease 206

Production Phase 208
Production Schedule 208
Production Challenges 210
Production Phases 213

Postrelease 214
Postrelease Support 214
Extending the Game 215

Selling the Game 217
Selling and Marketing Strategies 217

Summary 221
Additional Reading 223

Chapter Assessment 225

Manuscript References 225

| CHAPTER 9 |

The Business of Game
Development, Current
Gaming Trends, and
the Future of Game
Development 228

The Business of Game Development 230

Contract Issues 230

Current Gaming Trends 235
Player-Created Content 235
Virtual Online Worlds 238

Controversy and Censorship in Games 240

The Future of Game Development 244

Technological Advances 244

Summary 248
Additional Reading 249
Chapter Assessment 251

Manuscript References 252

Glossary 256

Photo Credits 266
A Special Thanks 266
Index 269



