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“There’s an incredible amount of depth and thinking in
the practices described here, and it’s impressive to see
it all in one place.” —Win Treese, coauthor of Designing
Systems for Internet Commerce The Practice of Cloud
System Administration, Volume 2, focuses on
“distributed” or “cloud” computing and brings a
DevOps/SRE sensibility to the practice of system
administration. Unsatisfied with books that cover either
design or operations in isolation, the authors created this
authoritative reference centered on a comprehensive
approach. Case studies and examples from Google,
Etsy, Twitter, Facebook, Netflix, Amazon, and other
industry giants are explained in practical ways that are
useful to all enterprises. The new companion to the bestselling first volume, The Practice of System and Network
Administration, Second Edition, this guide offers expert
coverage of the following and many other crucial topics:
Designing and building modern web and distributed
systems Fundamentals of large system design
Understand the new software engineering implications of
cloud administration Make systems that are resilient to
failure and grow and scale dynamically Implement
DevOps principles and cultural changes
IaaS/PaaS/SaaS and virtual platform selection Operating
and running systems using the latest DevOps/SRE
strategies Upgrade production systems with zero downtime What and how to automate; how to decide what not
to automate On-call best practices that improve uptime
Why distributed systems require fundamentally different
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system administration techniques Identify and resolve
resiliency problems before they surprise you Assessing
and evaluating your team’s operational effectiveness
Manage the scientific process of continuous
improvement A forty-page, pain-free assessment system
you can start using today
Click here to find out more about the 2009 MLA Updates
and the 2010 APA Updates. Comprehensive and truly
accessible, Technical Communication guides students
through planning, drafting, and designing the documents
that will matter in their professional lives. Known for his
student-friendly voice and eye for technology trends,
Mike Markel addresses the realities of the digital
workplace through fresh samples and cases, practical
writing advice, and a companion Web site — TechComm
Web — that continues to set the standard with content
developed and maintained by the author. The text is also
available in a convenient, affordable e-book format.
This volume provides students with accessible and easyto-follow strategies for tackling the major types of
documents, from writing reports to job applications.
Interactive exercises are included to provide engaging
scenarios for writing practice.
Introduction to Computers for Health Care Professionals,
Seventh Edition is a contemporary computer literacy text
geared toward nurses and other healthcare students.
Learn how to create compelling game storylines. Four
experienced narrative designers from different genres of
game development have banded together to create this
all-inclusive guide on what it's like to work as a writer and
narrative designer in the videogame industry. From
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concept to final testing, The Game Narrative Toolbox
walks readers through what role a narrative designer
plays on a development team and what the requirements
are at every stage of development. Drawing on real
experiences, authors Tobias Heussner, Toiya Finley,
Ann Lemay, and Jennifer Hepler provide invaluable
advice for writing compelling player-centered stories and
effective dialogue trees in order to help readers make the
switch from prose- or screen- writing to interactive.
Accompanying every chapter are exercises that allow the
reader to develop their own documentation, outlines, and
game-dialogue samples for use in applying for industry
jobs or developing independent projects. This first
installment of Focal Press's Game Design Workshops
series is a must-have for individuals looking to create
captivating storylines for games.
The classic guide to instructional design, fully updated
for thenew ways we learn Rapid Instructional Design is
the industry standard guideto creating effective
instructional materials, providingno-nonsense practicality
rather than theory-driven text. Beginningwith a look at
what "instructional design" really means, readersare
guided step-by-step through the ADDIE model to
exploretechniques for analysis, design, development,
intervention, andevaluation. This new third edition has
been updated to cover newapplications, technologies,
and concepts, and includes many newtemplates, real-life
examples, and additional instructor materials.Instruction
delivery has expanded rapidly in the nine years sincethe
second edition's publication, and this update covers all
themajor advances in the field. The major instructional
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models areexpanded to apply to e-learning, MOOCs,
mobile learning, and socialnetwork-based learning.
Informal learning and communities ofpractice are
examined, as well. Instructional design is the systematic
process by whichinstructional materials are designed,
developed, and delivered.Designers must determine the
learner's current state and needs,define the end goals of
the instruction, and create an interventionto assist in the
transition. This book is a complete guide to theprocess,
helping readers design efficient, effective materials.
Learn the ins and outs of the ADDIE model Discover
shortcuts for rapid design Design for e-learning,
Millennials, and MOOCs Investigate methods for
emerging avenues of instruction This book does exactly
what a well-designed course should do,providing
relevant guidance for anyone who wants to know how
toapply good instructional design. Eminently practical
and fullyup-to-date, Rapid Instructional Design is the onestop guideto more effective instruction.
This textbook is a systematic guide to the steps in setting
up a Capability Maturity Model Integration (CMMI)
improvement initiative. Readers will learn the project
management practices necessary to deliver high-quality
software solutions to the customer on time and on
budget. The text also highlights how software process
improvement can achieve specific business goals to
provide a tangible return on investment. Topics and
features: supplies review questions, summaries and key
topics for each chapter, as well as a glossary of
acronyms; describes the CMMI model thoroughly,
detailing the five maturity levels; provides a broad
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overview of software engineering; reviews the activities
and teams required to set up a CMMI improvement
initiative; examines in detail the implementation of CMMI
in a typical organization at each of the maturity levels;
investigates the various tools that support organizations
in improving their software engineering maturity;
discusses the SCAMPI appraisal methodology.
Software architecture—the conceptual glue that holds
every phase of a project together for its many
stakeholders—is widely recognized as a critical element
in modern software development. Practitioners have
increasingly discovered that close attention to a software
system’s architecture pays valuable dividends. Without
an architecture that is appropriate for the problem being
solved, a project will stumble along or, most likely, fail.
Even with a superb architecture, if that architecture is not
well understood or well communicated the project is
unlikely to succeed. Documenting Software
Architectures, Second Edition, provides the most
complete and current guidance, independent of language
or notation, on how to capture an architecture in a
commonly understandable form. Drawing on their
extensive experience, the authors first help you decide
what information to document, and then, with guidelines
and examples (in various notations, including UML),
show you how to express an architecture so that others
can successfully build, use, and maintain a system from
it. The book features rules for sound documentation, the
goals and strategies of documentation, architectural
views and styles, documentation for software interfaces
and software behavior, and templates for capturing and
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organizing information to generate a coherent package.
New and improved in this second edition: Coverage of
architectural styles such as service-oriented
architectures, multi-tier architectures, and data models
Guidance for documentation in an Agile development
environment Deeper treatment of documentation of
rationale, reflecting best industrial practices Improved
templates, reflecting years of use and feedback, and
more documentation layout options A new,
comprehensive example (available online), featuring
documentation of a Web-based service-oriented system
Reference guides for three important architecture
documentation languages: UML, AADL, and SySML
RPG Programming Using XNA Game Studio 3.0 provides
detailed information on role-playing games (RPGs) and how
to create them using Microsoft’s XNA Game Studio 3.0. The
book examines the history of the genre and takes a piece-bypiece approach to producing a 2D tile-based game,
demonstrating how to create the various components that
make up an RPG and implement them using C# and XNA
Game Studio 3.0. By the end of the book, readers will have
built a complete toolset that can be used to create data for
their own RPGs. Learn how to: * Creating the characters and
monsters that populate RPG worlds * Add stats and skills to
allow game entities to perform actions * Populate the game
world with items and treasures. Construct a conversation
editor to add another degree of interaction * Create a multiplestep quest system to give players goals to research during
gameplay * Creating a tile engine for displaying the world
Populating the game world with items and treasure *
Implementing a sound and music system * Adding multiplayer
support
Page 6/20

Get Free Sample Design Document Template
The authors discuss the four main tasks of game
design--imagining a game, defining how it works, describing
its internal elements, and explaining it to others.
Why care about hardware/firmware interaction? These
interfaces are critical, a solid hardware design married with
adaptive firmware can access all the capabilities of an
application and overcome limitations caused by poor
communication. For the first time, a book has come along that
will help hardware engineers and firmware engineers work
together to mitigate or eliminate problems that occur when
hardware and firmware are not optimally compatible. Solving
these issues will save time and money, getting products to
market sooner to create more revenue. The principles and
best practices presented in this book will prove to be a
valuable resource for both hardware and firmware engineers.
Topics include register layout, interrupts, timing and
performance, aborts, and errors. Real world cases studies will
help to solidify the principles and best practices with an aim
towards cleaner designs, shorter schedules, and better
implementation! Reduce product development delays with the
best practices in this book Concepts apply to ASICs, ASSPs,
SoCs, and FPGAs Real-world examples and case studies
highlight the good and bad of design processes
Clinical trials tasks and activities are widely diverse and
require certain skill sets to both plan and execute. This book
provides professionals in the field of clinical research with
valuable information on the challenging issues of the design,
execution, and management of clinical trials, and how to
resolve these issues effectively. It discusses key obstacles
such as challenges to patient recruitment, investigator and
study site selection, and dealing with compliance issues.
Through practical examples, professionals working with
medical device clinical trials will discover the appropriate
steps to take.
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In April 1991 BusinessWeek ran a cover story entitled, â€œI
Can't Work This ?#!!@ Thing,â€ about the difficulties many
people have with consumer products, such as cell phones
and VCRs. More than 15 years later, the situation is much the
sameâ€"-but at a very different level of scale. The disconnect
between people and technology has had society-wide
consequences in the large-scale system accidents from major
human error, such as those at Three Mile Island and in
Chernobyl. To prevent both the individually annoying and
nationally significant consequences, human capabilities and
needs must be considered early and throughout system
design and development. One challenge for such
consideration has been providing the background and data
needed for the seamless integration of humans into the
design process from various perspectives: human factors
engineering, manpower, personnel, training, safety and
health, and, in the military, habitability and survivability. This
collection of development activities has come to be called
human-system integration (HSI). Human-System Integration
in the System Development Process reviews in detail more
than 20 categories of HSI methods to provide invaluable
guidance and information for system designers and
developers.
Creating Games offers a comprehensive overview of the
technology, content, and mechanics of game design. It
emphasizes the broad view of a games team and teaches
you enough about your teammates' areas so that you can
work effectively with them. The authors have included many
worksheets and exercises to help get your small indie team
off the ground.
CouchDB is a new breed of database for the Internet, geared
to meet the needs of today’s dynamic web applications. With
this concise introduction, you’ll learn how CouchDB’s simple
model for storing, processing, and accessing data makes it
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ideal for the type of data and rapid response users now
demand from your applications—and how easy CouchDB is to
set up, deploy, maintain, and scale. The code-packed
examples in this book will help you learn how to work with
documents, populate a simple database, replicate data from
one database to another, and a host of other tasks. Install
CouchDB on Linux, Mac OS X, Windows, or (if you must)
from the source code Interact with data through CouchDB’s
RESTful API, and use standard HTTP operations, such as
PUT, GET, POST, and DELETE Use Futon—CouchDB’s webbased interface— to manage databases and documents, and
to configure replications Learn how to create, update, and
delete documents in JSON format, and how to create and
delete databases Work with design documents to get the
formatting and indexing your application requires
Preceded by Planning health promotion programs / L. Kay
Bartholomew ... [et al.]. 3rd ed. c2011.
This all-new edition of Web-Based Training is filled with
practical charts, tables, and checklists that shows you how to
design winning training programs for delivering instruction on
the Web. Well grounded in the time-tested principles of great
instructional design and adult education, Web-Based Training
takes a step back from the whirlwind of technical guides and
offers a extensively-researched handbook. For everyone
seeking to learn more about the subject, Driscoll gives you
illustrative examples from a wide range of organizations large
and small. Note: CD-ROM/DVD and other supplementary
materials are not included as part of eBook file.
Author's credits taken from front cover and p. ix.
A visual approach to Microsoft Office's component programs
includes Macintosh basics and advice on integrating
applications with the Web.
Throughout the world, the media is used in various ways to
promote social awareness and initiate social development. Of
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all the available means of communication, radio is still the one
with the maximum reach in most developing countries. This
book, the first in a three-book series titled Communication for
Behavior Change, offers extremely practical guidance on how
to design, write, and produce radio dramas aimed at
motivating social change. Written by a leading teacher and
practitioner of Entertainment–Education, it is the only
available book which provides complete and hands-on
instructions for creating successful radio serial dramas for
behavior change. The text is interspersed with examples
which show how entertainment and education have been
woven together to create awareness programs that are both
popular and effective. Extracts from several successful scripts
from many countries are also provided to demonstrate what
has previously clicked with the audience.
Design and build cutting-edge video games with help from
video game expert Scott Rogers! If you want to design and
build cutting-edge video games but aren’t sure where to
start, then this is the book for you. Written by leading video
game expert Scott Rogers, who has designed the hits Pac
Man World, Maxim vs. Army of Zin, and SpongeBob
Squarepants, this book is full of Rogers's wit and imaginative
style that demonstrates everything you need to know about
designing great video games. Features an approachable
writing style that considers game designers from all levels of
expertise and experience Covers the entire video game
creation process, including developing marketable ideas,
understanding what gamers want, working with player
actions, and more Offers techniques for creating non-human
characters and using the camera as a character Shares
helpful insight on the business of design and how to create
design documents So, put your game face on and start
creating memorable, creative, and unique video games with
this book!
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Comprehensive and truly accessible, Technical
Communication guides students through planning, drafting,
and designing the documents that will matter in their
professional lives. Known for his student-friendly voice and
eye for technology trends, Mike Markel addresses the
realities of the digital workplace through fresh samples and
cases, practical writing advice, and a companion Web site —
TechComm Web — that continues to set the standard with
content developed and maintained by the author. The text is
also available in a convenient, affordable e-book format.
With this concise book, you’ll learn the art of building
hypermedia APIs that don’t simply run on the Web, but that
actually exist in the Web. You’ll start with the general
principles and technologies behind this architectural
approach, and then dive hands-on into three fully-functional
API examples. Too many APIs rely on concepts rooted in
desktop and local area network patterns that don’t scale
well—costly solutions that are difficult to maintain over time.
This book shows system architects and web developers how
to design and implement human- and machine-readable web
services that remain stable and flexible as they scale. Learn
the H-Factors for representing application metadata across all
media types and formats Understand the four basic design
elements for authoring hypermedia types Convert a simple
read-only XML-based media type into a successful API
design Examine the challenges and advantages of designing
a hypermedia type with JSON Use HTML5’s rich set of
hypermedia controls in the API design process Learn the
details of documenting, publishing, and registering media
type designs and link-relation types
This text is about achieving usability in product user interface
design through a process called Usability Engineering. The
techniques presented include not only UI requirements
analysis, but also organizational and managerial strategies.
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Game Design WorkshopDesigning, Prototyping, & Playtesting
GamesCRC Press
This is supposed to be the age of instant and constant
communication, right? And if you have a business, belong to
an organization, or have a cause you want to promote, a
great-looking flyer or brochure can say a lot. If you have
Microsoft Office Professional, Small Business, or Ultimate on
your PC, you already have a great communication tool hidden
inside—Publisher 2007. Use it to promote your organization
with newsletters, cards, and brochures. This book gets you
started with Publisher basics so you can start communicating
with your public. Chances are you’re not planning to become
a Publisher guru; you just want to use Publisher to get some
things done. Then Microsoft Office Publisher 2007 For
Dummies is just the book for you! It has just what you need to
know to Understand design basics and plan a page Set up a
flyer or publication and place text and pictures where they
work best Use various Publisher templates Incorporate
images and files from other programs Build Web sites with
Publisher Prepare your creations for printing or posting online
Whether you’re selling a product or service, getting the word
out about a not-for-profit organization, or helping out your
church, synagogue, or school, Microsoft Office Publisher
2007 For Dummies makes it easy.
Are your virtual training tools ready for a tune-up? You've
discovered the best way to reach remote audiences without
boarding a single plane. And you've learned that an effective
virtual training program is relatively short, highly relevant, and
extremely engaging. Now you need the tried-and-true tools
that will make your next program an all-out success. Virtual
Training Tools and Templates: An Action Guide to Live Online
Learning offers proven resources for delivering top-notch
virtual training programs. Make expert trainer Cindy Huggett's
professional array of virtual tools your own, and discover new
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perspectives from a range of training trailblazers. You'll find
their real-world lessons learned and get full access to their
secrets of the trade. Starting with a simple four-step process
(get started, get ready, get buy-in, and get going), Huggett
helps you select the right technology, then offers detailed
sections on how to design content, develop activities, and
work with both facilitators and producers. And if you're
wondering how to prepare participants and evaluate program
results, Huggett does not disappoint. Follow along as she
guides you with new and relevant tips, tools, and templates
every step of the way. A virtual training pioneer, Huggett
wrote this book for you---instructional designers, facilitating
trainers, learning coordinators, and training managers. And
she continues to experiment with creative techniques and
hone her skills so you can jump in with confidence. This
complete guide builds on the author's popular The Virtual
Training Guidebook---use them together or on their own to
delve into Huggett's holistic approach to virtual training.
Experienced author Ty Anderson cuts to the chase in
explaining how professional Microsoft Office 2007 solution
developers get the job done. Ty is a professional Microsoft
application developer working each and every day with the
Visual Studio Tools for Office (VSTO) technology, and his
real–world experience will teach you exactly what you need to
know to excel in your professional development career. Pro
Office 2007 Development with VSTO takes you far beyond
traditional Visual Basic for Applications (VBA) programming,
showing you how to transform Microsoft Office 2007 into a
complete enterprise application development platform. By the
end of the book, you will be creating your own powerful,
customized Office business applications (OBAs), using the
techniques Ty has taught you throughout. The author
demonstrates how to leverage all aspects of the Microsoft
Office application platform (covering Word, Excel, Outlook,
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PowerPoint, Visio, and InfoPath) so you can create OBAs
that increase information worker productivity, unlock business
data stored in documents, reduce end–user training costs,
increase developer productivity, and reduce IT operations
costs. This book takes you beyond the basics of VSTO with
expert topics such as automation with the Office application
object models and includes detailed examples throughout.
Every day we interact with thousands of consumer products.
We not only expect them to perform their functions safely,
reliably, and efficiently, but also to do it so seamlessly that we
don’t even think about it. However, with the many factors
involved in consumer product design, from the application of
human factors and ergonomics principles to reducing risks of
malfunction and the total life cycle cost, well, the process just
seems to get more complex. Edited by well-known and wellrespected experts, the two-volumes of Handbook of Human
Factors and Ergonomics in Consumer Product Design
simplify this process. The first volume, Human Factors and
Ergonomics in Consumer Product Design: Methods and
Techniques, outlines the how to incorporate Human Factors
and Ergonomics (HF/E) principles and knowledge into the
design of consumer products in a variety of applications. It
discusses the user-centered design process, starting with
how mental workload affects every day interactions with
consumer products and what lessons may be applied to
product design. The book then highlights the ever-increasing
role of information technology, including digital imaging, video
and other media, and virtual reality applications in consumer
product design. It also explores user-centered aspect of
consumer product development with discussions of usercentered vs. task-based approach, articulation and
assessment of user requirements and needs, interaction with
design models, and eco design. With contributions from a
team of researchers from 21 countries, the book covers the
Page 14/20

Get Free Sample Design Document Template
current state of the art methods and techniques of product
ergonomics. It provides an increased knowledge of how to
apply the HF/E principles that ultimately leads to better
product design.
Synthesizing the best current thinking about learning, course
design, and promoting student achievement, this is a guide to
developing college instruction that has clear purpose, is well
integrated into the curriculum, and improves student learning
in predictable and measurable ways. The process involves
developing a transparent course blueprint, focused on a
limited number of key concepts and ideas, related tasks, and
corresponding performance criteria; as well as on frequent
practice opportunities, and early identification of potential
learning barriers. Idea-based Learning takes as its point of
departure the big conceptual ideas of a discipline that give
structure and unity to a course and even to the curriculum, as
opposed to a focus on content that can lead to teaching
sequences of loosely-related topics; and aligns with notions
of student-centered and outcomes-based learning
environments. Adopting a backwards design model, it begins
with three parallel processes: first, identifying the material that
is crucial for conceptual understanding; second, articulating a
clear rationale for how to choose learning outcomes based on
student needs and intellectual readiness; and finally, aligning
the learning outcomes with the instructional requirements of
the authentic performance tasks. The resulting syllabi ensure
cohesion between sections of the same course as well as
between courses within a whole curriculum, assuring the
progressive development of students’ skills and knowledge.
Key elements of IBL include: * Helping students see the big
picture * Building courses around one or more authentic
performance tasks that illuminate the core concepts of the
discipline * Clearly identifying performance criteria for all
tasks * Incorporating practice in the competencies that are
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deemed important for students’ success * By placing the
onus of learning on the student, liberating faculty to take on
the role of learning coaches * Designing tasks that help
students unlearn simplistic ideas and replace them with
improved understandings Edmund Hansen expertly guides
the reader through the steps of the process, providing
examples along the way, and concluding with a sample
course design document and syllabus that illustrate the
principles he propounds.
PCMag.com is a leading authority on technology, delivering
Labs-based, independent reviews of the latest products and
services. Our expert industry analysis and practical solutions
help you make better buying decisions and get more from
technology.
As experienced teachers of novice game designers, the
authors have discovered patterns in the way that students
grasp game design - the mistakes they make as well as the
methods to help them to create better games. Each exercise
requires no background in programming or artwork, releasing
beginning designers from the intricacies of electronic game
production and allowing them to learn what works and what
doesn't work in a game system. Additionally, these exercises
teach important skills in system design: the processes of
prototyping, playtesting, and redesigning.
A comprehensive resource, this handbook covers consumer
product research, case study, and application. It discusses
the unique perspective a human factors approach lends to
product design and how this perspective can be critical to
success in the market place. Divided into two volumes, the
handbook includes introductory and summary chapters on
case study design, design methods and process, error and
hazards, evaluation methods, focus groups, and more. It
discusses white goods, entertainment systems, personnel
audio devices, mobile phones, gardening products, computer
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systems, and leisure goods.
The book demonstrates how to create RADIO DRAMAS that
encourage people to make positive behavioral changes to
improve their lives. It provides instructions, examples, and
samples on the creation of serial or stand-alone radio dramas
that will attract the attention of audiences.The book teaches
people how to: • Create RADIO DRAMAS that will appeal to
a select audience • Create characters that represent and
attract the target audience • Introduce subtle and convincing
ways to improve the standard of living of the audience •
Conduct design workshops for preparing design documents
that help script writers create ‘convincing’ dramas containing
the behavior-change message accurately
Written by one of the leading experts in content
managementsystems (CMS), this newly revised bestseller
guides readers throughthe confusing-and often intimidatingtask of building,implementing, running, and managing a CMS
Updated to cover recent developments in online
deliverysystems, as well as XML and related technologies
Reflects valuable input from CMS users who attended
theauthor's workshops, conferences, and courses An
essential reference showing anyone involved in
informationdelivery systems how to plan and implement a
system that can handlelarge amounts of information and help
achieve an organization'soverall goals
A unique resource to help software developers create a
desirable user experience Today, top-flight software must
feature a desirable user experience. This one-of-a-kind book
creates a design process specifically for software, making it
easy for developers who lack design background to create
that compelling user experience. Appealing to both techsavvy designers and creative-minded technologists, it
establishes a hybrid discipline that will produce first-rate
software. Illustrated in full color, it shows how to plan and
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visualize the design to create software that works on every
level. Today's software demands attention to the quality of the
user experience; this book guides you through a practical
design process to achieve that goal Approaches the
mechanics of design with a process inspired by art and
science Avoids the abstract and moves step by step through
techniques you can put to use immediately Covers planning
your design, tested methods, how to visualize like a designer,
psychology of design, and how to create software that
developers will appreciate Explores such elements as
choosing the right typeface and managing interactivity Design
for Software: A Playbook for Developers brings the art of
good design together with the science of software
development to create programs with pizazz.
Want to design your own video games? Let expert Scott
Rogers show you how! If you want to design and build cuttingedge video games but aren’t sure where to start, then the
SECOND EDITION of the acclaimed Level Up! is for you!
Written by leading video game expert Scott Rogers, who has
designed the hits Pac Man World, Maximo and SpongeBob
Squarepants, this updated edition provides clear and wellthought out examples that forgo theoretical gobbledygook
with charmingly illustrated concepts and solutions based on
years of professional experience. Level Up! 2nd Edition has
been NEWLY EXPANDED to teach you how to develop
marketable ideas, learn what perils and pitfalls await during a
game’s pre-production, production and post-production
stages, and provide even more creative ideas to serve as fuel
for your own projects including: Developing your game design
from the spark of inspiration all the way to production
Learning how to design the most exciting levels, the most
precise controls, and the fiercest foes that will keep your
players challenged Creating games for mobile and console
systems – including detailed rules for touch and motion
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controls Monetizing your game from the design up Writing
effective and professional design documents with the help of
brand new examples Level Up! 2nd Edition is includes all-new
content, an introduction by David “God of War” Jaffe and
even a brand-new chili recipe –making it an even more
indispensable guide for video game designers both “in the
field” and the classroom. Grab your copy of Level Up! 2nd
Edition and let’s make a game!
Written as the successor to Virtual World Design: Creating
Immersive Virtual Environments, this book carries the ideas
brought forward in its predecessor to new levels of virtual
world design exploration and experimentation. Written by an
Emmy award-winning designer with 22 years of experience
creating virtual environments for television and online
communities, Extending Virtual Worlds: Advanced Design for
Virtual Environments explores advanced topics such as multiregional design, game-based sims, and narrative structure for
environments. The book provides bedrock knowledge and
practical examples of how to leverage design concepts within
the intertwined structures of physics engines, level of detail
(LOD) systems, and advanced material editors. It also shows
designers new ways to influence the experience of virtual
world visitors through immersive narrative and storytelling.
With over 150 illustrations and 10 step-by-step projects that
include the necessary 3D models and modular components, it
delivers hours of stimulating creative challenges for people
working in public virtual worlds or on private grids. By using
this book, novices and advanced users will deepen their
understanding of game design and how it can be applied to
creating game-based virtual environments. It also serves as a
foundational text for class work in distance learning,
simulation, and other learning technologies that use virtual
environments.
A game design document (GDD) is a software design
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document that serves as a blueprint from which your game is
to be built. It helps you define the scope of your game and
sets the general direction for the project, keeping the entire
team on the same page. This is a companion piece, intended
to accompany the Lazy Designer series. There are two
sections -- a sample planning document followed by a "how it
went" discussion on the actual implementation.
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