
Casual Game Design: Designing Play for the
Gamer in ALL of Us

By Gregory Trefry

Casual Game Design: Designing Play for the Gamer in ALL of Us By
Gregory Trefry

From Windows Solitaire to Bejeweled to Wii Tennis, casual games have radically
changed the landscape of games. By simplifying gameplay and providing quick
but intense blasts of engaging play, casual games have drawn in huge new
audiences of players. To entertain and engage the casual player, game designers
must learn to think about what makes casual games work, from game mechanics
to narrative content. Through the close examination of a number of casual games,
you will learn how to inject the necessary game design elements into your casual
games and give your designs the complexity and strategy they need to hook
gamers. You will learn:
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drawn in huge new audiences of players. To entertain and engage the casual player, game designers must
learn to think about what makes casual games work, from game mechanics to narrative content. Through the
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Editorial Review

Review

"Gregory Trefry defines the attributes for casual games in his book "Casual Game Design" as follows:

- Rules and goals must be clear.

- Players need to be able to quickly reach proficiency.

- Casual game play adapts to a player's life and schedule.

- Game concepts borrow familiar content and themes from life.

I believe he has made a good approach in trying to define common aspects in casual
games."--Gamasutra.com

About the Author
Greg Trefry designs games large and small, from offline games to video games. Greg is a Senior Game
Designer at the New York-based studio Gamelab, where he leads design on the Gamestar Mechanic, a large
web-based multiplayer game and the popular Jojo's Fashion Show franchise of casual downloadable games.
Greg serves as the director of Come Out & Play, an annual festival of big games that brings together
designers from around the world to turn New York City into a playground for an entire weekend. Greg also
designs and produces big games, from low-tech events like CounterSquirt to large promotional Alternate
Reality Games like Case of the Coveted Bottle. In addition to designing games, Greg teaches and writes
about games. He has taught classes on subjects ranging from game design to interactive fiction and alternate
reality games at New York University's Interactive Telecommunications Program and Parsons the New
School for Design. He has spoken at conferences around the world about games. His writings about games
have been published in Adobe Think Tank, Notes on Game Dev and PopMatters. Greg combines practical
experience in game design with a background in teaching and theory. As both a professor and the director of
the Come Out & Play Festival, Greg works with dozens game designers each year as they move from ideas
to fully implemented games. In working with designers he brings a game designer's insight and a teacher's
desire to help others produce their best possible work. This has given him a front-row view to what works
and what doesn't in casual play and games.

Users Review

From reader reviews:

Karen Wilson:

What do you about book? It is not important along with you? Or just adding material when you need
something to explain what yours problem? How about your free time? Or are you busy person? If you don't
have spare time to try and do others business, it is gives you the sense of being bored faster. And you have
extra time? What did you do? Every person has many questions above. They should answer that question
since just their can do this. It said that about guide. Book is familiar in each person. Yes, it is appropriate.



Because start from on guardería until university need that Casual Game Design: Designing Play for the
Gamer in ALL of Us to read.

James Drennan:

The particular book Casual Game Design: Designing Play for the Gamer in ALL of Us has a lot details on it.
So when you check out this book you can get a lot of profit. The book was compiled by the very famous
author. The author makes some research just before write this book. This kind of book very easy to read you
will get the point easily after reading this article book.

Jason Braden:

This Casual Game Design: Designing Play for the Gamer in ALL of Us is great publication for you because
the content that is certainly full of information for you who all always deal with world and get to make
decision every minute. This kind of book reveal it facts accurately using great manage word or we can
declare no rambling sentences inside. So if you are read the item hurriedly you can have whole information
in it. Doesn't mean it only provides straight forward sentences but difficult core information with wonderful
delivering sentences. Having Casual Game Design: Designing Play for the Gamer in ALL of Us in your hand
like having the world in your arm, info in it is not ridiculous 1. We can say that no guide that offer you world
with ten or fifteen small right but this guide already do that. So , it is good reading book. Hi Mr. and Mrs.
occupied do you still doubt this?

Joseph Carter:

Many people spending their time by playing outside along with friends, fun activity using family or just
watching TV the entire day. You can have new activity to shell out your whole day by studying a book. Ugh,
do you think reading a book really can hard because you have to accept the book everywhere? It all right you
can have the e-book, having everywhere you want in your Smart phone. Like Casual Game Design:
Designing Play for the Gamer in ALL of Us which is obtaining the e-book version. So , try out this book?
Let's notice.
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