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21st Century Game Design is not just a book about game design. It's an answer to
two important questions: who are we designing games for and how do we do it
best? Written by industry pros, the book teaches designers how to design better
games from awhy perspective. All good designers know the fundamental s of
how to design agame, but learning to design games that really satisfy your
players takes more than technical skill. To do this successfully, you need to know
your intended audience and understand their needs. Throughout the book you'll
learn about defining and investigating player needs. A model of play stylesis
then presented that was devel oped by applying psychological metricsto survey
dataand case studies. This model identifi es some of the core themesin player
needs as represented by four player types-- Conqueror, Manager, Wanderer, and
Participant. In addition to discussing player needs, the book also explores how
games can reach wider audiences by appealing to the interests of the core gaming
community, and it considers the fundamental principles of game design. Methods
such asinterface design, structural elements, and game world abstractions are
discussed in relation to the needs of the audience. The book does not attempt to
present an absolute view of the craft of game design, but rather it demonstrates
how an audience model can inform the design process and take the games
industry forward at atime when it is facing a schism between the games that the
audience would like to play, and the games the devel opment community would
like to make. Game designers, producers, marketing executives, and anyone who
wishes to understand the relationship between a game and its audience will find
much to learn from 21st Century Game Design.
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Six YearsOn...

It's been six years since Richard
Boon and | wrote 21st Century
Game Design, and since then
many of the claimswe made
which once wererevolutionary
are now commonplace. Theidea
that commer cial game design
requires modelsthat help
developers under stand how and
why people play games was still
guite revolutionary in 2005.
Richard Bartle'swork had
pointed in the general direction
almost ten yearsearlier, but had
been constrained to massively
multiplayer games, and was more
gualitative and less quantitative
than theresearch described in
thisbook.



The biggest sign of the success of
our approach wasthelEEE's
creation of a Player Satisfaction
Modelling Task Forcein 2009,
which | was appointed too in
recognition for my work helping
to establish thedomain. Since
then, I've been amazed at some of
theincredible work that's been
going on in player satisfaction,
and happy to have contributed to
thefield's growth and
development.

Therearefar more up-to-date
player satisfaction modelsthan
the DGD1 described in thisbook,
but thereisstill no better
Introduction to theidea of using
player modelsto guide game
design than 21st Century Game
Design. What's mor e, the work



Richard did in constructing a
historical snapshot of game
design in the context of this model
gives aremar kable account of the
development of videogames, one
with alot to teach about how
games have been made, and how
they could be madein the future.

But despite the most
groundbreaking aspect of this
book being its presentation of
player satisfaction modelling--
even beforethisterm cameinto
use!--what | look back upon most
fondly in thistitleis our

per spective on game design. The
chapter on Foundations of Game
Design remains an excellent
Introduction to theissuesin
practical game design and
development (although we don't



much usetheterminology in this
chapter any more) and the
recognition of abstraction as part
of the process of design remains
relevant today.

Thereisa set of chaptershere
that will help any new game
designer understand what it is
they aretrying to do, whilean
experienced game designer will
find alot to agree with, and some
new ways of thinking about old
problems. The discussion of
Game Structures (Chapter 10) is
asrelevant today asit waswhen
we wroteit--and termslike

" playground worlds,"

" Breadcrumbing," and
"Funnelling" have since been
used by a great variety of game
designersand gamewriters. It's



satisfying to see our work being
used by other peopleto help them
make games.

|f you are new to game design,
21st Century Game Design isan
excellent primer in the practical
aspects of commer cial videogame
design, and if you have more
experienceyou'll find ideasin
herethat might expand your

per spective on the discipline.
Therearealot of great books on
game design, but none are quite
likethisone.

Chris Bateman
April 2011
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21st Century Game Design is not just abook about game design. It's an answer to two important questions:
who are we designing games for and how do we do it best? Written by industry pros, the book teaches
designers how to design better games from awhy perspective. All good designers know the fundamental s of
how to design a game, but learning to design games that really satisfy your players takes more than technical
skill. To do this successfully, you need to know your intended audience and understand their needs.
Throughout the book you'll learn about defining and investigating player needs. A model of play stylesis
then presented that was devel oped by applying psychological metrics to survey data and case studies. This
model identifi es some of the core themesin player needs as represented by four player types-- Conqueror,
Manager, Wanderer, and Participant. In addition to discussing player needs, the book also explores how
games can reach wider audiences by appealing to the interests of the core gaming community, and it
considers the fundamental principles of game design. Methods such as interface design, structural elements,
and game world abstractions are discussed in relation to the needs of the audience. The book does not
attempt to present an absolute view of the craft of game design, but rather it demonstrates how an audience
model can inform the design process and take the games industry forward at atime when it isfacing a
schism between the games that the audience would like to play, and the games the devel opment community
would like to make. Game designers, producers, marketing executives, and anyone who wishes to understand
the relationship between a game and its audience will find much to learn from 21st Century Game Design.
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It's been six years since Richard Boon and |
wrote 21st Century Game Design, and since
then many of the claims we made which once
wererevolutionary are now commonplace.



Theideathat commercial game design
requires modelsthat help developers

under stand how and why people play games
was still quiterevolutionary in 2005. Richard
Bartle'swork had pointed in the general
direction almost ten yearsearlier, but had
been constrained to massively multiplayer
games, and was mor e qualitative and less
guantitative than theresearch described in
this book.

The biggest sign of the success of our
approach wasthe |EEE's creation of a Player
Satisfaction M odelling Task Forcein 2009,
which | was appointed too in recognition for
my work helping to establish the domain.
Sincethen, |'ve been amazed at some of the
iIncredible work that's been going on in
player satisfaction, and happy to have
contributed to thefield's growth and
development.



Therearefar more up-to-date player
satisfaction modelsthan the DGD1 described
In thisbook, but thereisstill no better
Introduction to the idea of using player
modelsto guide game design than 21st
Century Game Design. What's more, the
work Richard did in constructing a historical
snapshot of game design in the context of this
model gives aremarkable account of the
development of videogames, one with alot to
teach about how games have been made, and
how they could be madein thefuture.

But despite the most groundbreaking aspect
of thisbook being its presentation of player
satisfaction modelling--even beforethisterm
came into usel--what | look back upon most
fondly in thistitleis our perspective on game
design. The chapter on Foundations of Game
Design remains an excellent introduction to
theissuesin practical game design and
development (although we don't much use



theterminology in this chapter any more)
and the recognition of abstraction as part of
the process of design remainsrelevant today.

Thereisa set of chaptersherethat will help
any new game designer understand what it is
they aretryingto do, while an experienced
game designer will find a lot to agree with,
and some new ways of thinking about old
problems. The discussion of Game Structures
(Chapter 10) isasrelevant today asit was
when we wrote it--and termslike

" playground worlds," " Breadcrumbing,"
and " Funnelling" have since been used by a
great variety of game designersand game
writers. It's satisfying to see our work being
used by other peopleto help them make
games.

If you are new to game design, 21st Century
Game Design isan excellent primer in the
practical aspects of commercial videogame



design, and if you have more experience
you'll find ideasin herethat might expand
your perspective on thediscipline. Thereare
a lot of great books on game design, but none
are quitelikethisone.

Chris Bateman
April 2011
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About the Author

Chris Bateman is Managing Director of International Hobo, a specialist company in the field of market-
oriented game design and narrative, and a noted game designer and writer. His games include Discworld
Noir, Ghost Master and, Bratz: Rock Angels. He sits on the executive panel of the IGDA Game Writersg,
special interest group, and is also co-author of 21st Century Game Design.

Richard Boon, one of the world¢s foremost game writers, has been involved in the development of dozens of
games, and was amagjor source of information for the recent IGDA white paper on Game Writing. His
articles have been published in the industry trade press and magazines, and he lectures on game writing and
associated game design issues for writersin other media, and young writers looking to get into the field.

Users Review
From reader reviews:
William Grimm:

Have you spare time for just a day? What do you do when you have far more or little spare time? Sure, you
can choose the suitable activity for spend your time. Any person spent their own spare time to take a move,
shopping, or went to the Mall. How about open or maybe read a book titled 21st Century Game Design
(Charles River Media Game Development)? Maybe it isto get best activity for you. Y ou already know
beside you can spend your time using your favorite's book, you can smarter than before. Do you agree with it
has the opinion or you have additional opinion?

Brian Davis:

The event that you get from 21st Century Game Design (Charles River Media Game Development) could be
the more deep you rooting the information that hide within the words the more you get enthusiastic about
reading it. It doesn't mean that this book is hard to be aware of but 21st Century Game Design (Charles River
Media Game Development) giving you buzz feeling of reading. The article author conveystheir point in
selected way that can be understood through anyone who read the idea because the author of this e-book is
well-known enough. This particular book also makes your current vocabulary increase well. So it is easy to
understand then can go with you, both in printed or e-book style are available. We recommend you for
having this 21st Century Game Design (Charles River Media Game Devel opment) instantly.



Cynthia Carter:

Typically the book 21st Century Game Design (Charles River Media Game Devel opment) will bring that
you the new experience of reading some sort of book. The author style to elucidate the ideais very unique. In
the event you try to find new book to read, this book very ideal to you. The book 21st Century Game Design
(Charles River Media Game Development) is much recommended to you to read. Y ou can also get the e-
book from the official web site, so you can easier to read the book.

Daniel Starnes:;

Do you like reading a e-book? Confuse to looking for your best book? Or your book ended up being rare?
Why so many issue for the book? But almost any people fedl that they enjoy with regard to reading. Some
people likes reading through, not only science book but in addition novel and 21st Century Game Design
(Charles River Media Game Development) or perhaps others sources were given information for you. After
you know how the truly great a book, you feel would like to read more and more. Science e-book was
created for teacher as well as students especially. Those guides are helping them to bring their knowledge. In
other case, beside science book, any other book likes 21st Century Game Design (Charles River Media
Game Development) to make your spare time much more colorful. Many types of book like this one.
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