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Glossary

3D accelerator graphics card: Hardware in 
the computer that controls the display and 
enables 3D graphics to be displayed. (6)
3ds Max: Software used to develop 3D assets. (9)

A
Accelerometer: Part of the Wii controller that 
reads how fast the remote moves. (6)
Action-reaction relationship: How an action 
causes something to change or react. (5)
Actions: How an object reacts to input or 
interacts with other objects. (5)
Active animation: An object changes poses 
while moving on the screen. (4)
Active listening skill: Allows the person 
speaking to know that they have been 
understood. (1)
Active object: Object in the game frame 
with which the player can interact; can be 
programmed. (4)
Active sounds: Sound linked to an action. (1)
Aesthetic competence: Ability to determine 
what is pleasing to the eye. (1)
Algorithm: A computer script that performs 
the steps needed to solve a problem. (5)
Alpha channel: Varies the opacity of the color 
from full transparency to full opacity. (4)
Ambient sounds: Sounds not related to the 
game action. (1)
Animation: Series of frames played in 
sequence with small differences between each 
frame that the brain interprets as motion. (4)
Application (app): Program for handheld 
devices and cell phones. (1)

Archetype: A standardized class of character, 
such as hero, shadow, mentor, herald, helper, 
guardian, or trickster. (8)
Array: A look up table that holds variable 
data. (5)
Art designer: Creates the visual elements and 
assets of the game. (1)
Artistry: How the visual elements of the game 
complement each other. (8)
Asset: Characters, objects, sounds, and visual 
elements of the game. (1)
Atari 2600: First commercially successful 
video game system (1977) for homes; allowed 
the owner to purchase individual game 
cartridges. (3)
Attributes: Characteristics associated with an 
object. (5)
Audio: Everything you hear. (2)
Audio engineer: Creates all sound assets. (1)
Audio/visual effects: Entertainment that can 
be seen or heard, but not interacted with by 
the observer. (2)
Authorship restriction: Allows the use of the 
Creative Commons work so long as you give 
credit to the original author or creator. (8)
Avatar: Player’s online persona represented in 
a game. (7)

B
Backdrop: Objects in a game frame that the 
player can touch or walk behind, but do not 
damage or reward the player. (4)
Background music: Melody that sets the 
mood of the level. (1)
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Background object: Object in the game frame 
with which the player cannot interact. (4)
Backstory: History of why and how the 
protagonist or main player is in the game 
situation. (1)
Backward compatibility: Older games can be 
played on newer game consoles. (3)
Balance: Mix of physical, mental, work, and 
play activities. (3)
Barrier to entry: Resources and technology 
used by existing firms that are difficult to 
obtain by others who would want to compete 
in the market. (6)
Barter system: System of exchanging goods or 
services without money. (10)
Behavioral development: Learning how to 
react to situations. (3)
Beta: Trial version. (10)
Bias: Opinion overemphasizing either the 
positive or negative attributes. (8)
Bit: Computer term for a single binary digit of 
0 or 1. (3)
Bit depth: A binary measurement for color. (4)
Bitmap: Raster image file format that digitally 
maps the location and color of each pixel. (4)
Blitting: Combining two or more bitmaps into 
a single bitmap. (4)
Bluetooth: Wireless technology that relays 
information via radio frequency signal. (6)
Blu-Ray: High-density data disc that is read by 
a narrow-beam, blue laser. (6)
Board game: A portable game environment 
in which players use imagination to engage in 
mental or strategic competition. (3)
Bounding box: Invisible cube inside of which 
a 3D object completely fits; used as a reference 
to rescale the 3D object. (4)
Brain-extremity pathways: Nerve connection 
from the brain to movement points throughout 
the body. (3)
Brochure: Leave-behind document that 
artistically displays a game concept. (9)
Budget: Plan that details how much a project 
should cost. (9)
Buffering: Preloading data into a section of 
memory called the buffer. (4)

Bulk: Large quantities of a product. (10)

C
Cache memory: Memory modules located very 
close to the processor in the computer. (6)
Camera: Displays the visual play area of the 
game and follows the player wherever the 
character goes. (4)
Card games: A series of uniquely printed 
cards used within set rules of a game. (3)
Carpal tunnel syndrome: Condition that 
causes pain or tingling in the hand resulting 
from a pinched nerve in the wrist. (3)
Case law: Laws enacted when the first lawsuit 
to deal with a specific problem has been 
judged and an outcome determined. (8)
Casual gamers: Players that play infrequently 
when they have free time. (5)
Cause and effect: Relationship between what 
has happened and something changing or 
reacting. (5)
CELL processor architecture: Advanced 
computer processor design used in the PS3. (6)
Chance: Adds interest to a game by allowing 
different random results each time a game is 
played. (3)
Character design document: Sketches that 
detail the appearance, poses, and abilities of a 
character. (9)
Character development: Characteristics and 
abilities that define the protagonist. (9)
Cheat codes: Programmed shortcuts and 
ability codes that make the job of the game 
tester easier. (1)
Checkpoint: Place in a game level where 
the player receives additional time or other 
resources or the location where a respawned 
avatar is placed in a game level. (8)
Cinematic cut scene: Movie-like segment of 
a game that does not require the player to 
interact with any game element. (1)
Clarity: How clearly images are displayed with 
either line or pixel density. (4)
Cocooning: Social phenomenon where 
people do not interact with their physical 
environment. (3)
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Cognitive development: Building of 
intelligence through learning, remembering, 
and problem solving. (3)
Colliding: Action command describing how 
objects that touch react. (5)
Collision: Condition that occurs when an 
object touches another object. (5)
Collision statement: Logic statement with a 
condition of two or more objects colliding. (5)
Collision theory: Idea that when objects 
collide, the movements, animations, and 
events must provide an illusion of reality. (5)
Color palette: Set of colors used throughout a 
scene to maintain mood and continuity. (4)
Commercial success: Product that makes 
enough of a profit to continue producing it. (3)
Communication: Relaying ideas and opinions 
to others. (7)
Community: Social structure in which people 
share and exchange ideas. (7)
Compact disc, read-only memory (CD-ROM): 
Provides interchangeable video games on 
an inexpensive plastic disc; replacement 
technology for the ROM game cartridges. (3)
Compatibility: When programs or languages 
are able to work together. (5)
Compete: To play against an opponent with a 
goal or victory condition to determine who is 
the best. (3)
Competitive advantage: Benefit to consumers 
that other companies do not provide. (3)
Compiler program: Software that translates 
simplified script or object-oriented 
programming into machine-readable code. (9)
Compression: Image file size reduction through 
the use of mathematical formulas to approximate 
the location and color of each pixel. (4)
Compromise: Win-win situation when 
everyone gets some of what they want, but 
maybe not all of what they want. (1)
Concept art: Sketch of the basic shape and 
style of a character or other object. (9)
Concept stage: First stage of the three-stage 
cycle; focuses on formalizing the big idea for 
the game. (9)
Condition: Term for the IF side of a 
programming line for a video game. (5)

Confidentiality agreement: A contract that 
states you cannot share any information about 
the company or its products with any other 
company; also referred to as non-disclosure 
agreement. (8)
Construction stage: Second stage of the three-
stage cycle; focuses on building levels and 
game assets needed for the game. (9)
Constructive criticism: Provides possible 
improvements or solutions in a positive 
manner. (1)
Consumer: End user or final link in the supply 
chain; purchaser of goods and services. (8)
Consumer off-the-shelf (COTS) software: 
Retail software that can be purchased by 
anyone. (9)
Content descriptors: Part of a rating system; 
indicates elements in the game that may have 
triggered a particular rating. (3)
Coordinate system: Combination of X, Y, and 
Z values to determine a location in space. (4)
Coordination: How well your hands, feet, and 
eyes work together to perform a task. (3)
Copy protection: Method used to prevent 
unauthorized copying of a game. (8)
Copycat game: Has gameplay similar to 
another game already on the market. (8)
Copyrighted: Legal protection against others 
copying an original creation. (8)
Copyright infringement: Unauthorized 
copying of intellectual property. (8)
Copyright laws: Laws to protect owners of 
creative work. (8)
Core gamers: Players that play frequently and 
actively devote time to playing games. (7)
Core mechanics: Programming within the 
game engine to enforce the rules and the 
system-shall commands. (1)
Cost effective: Money spent wisely; money 
not wasted. (10)
Creative Commons license: Allows someone 
to use a creative work for free, with some 
restrictions. (8)
Creative director: Sets the vision and 
direction, selects personnel, assigns job roles, 
and communicates between management and 
the design team. (1)
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Critics: Evaluate a game to provide a 
summary and opinion of the key elements of 
the game. (8)
Crunch time: Occurs at the end of a 
production cycle when time runs short. (9)
Currency: Money. (10)
Current customers: Those who currently own 
a particular type of game. (2)
Custom software: Computer applications 
created to perform a specific design purpose. (9)
Cut scene: Movie-like segment of a game that 
does not require the player to interact with 
any game element. (9)

D
Data structure: A way of storing and 
organizing data. (5)
Dead head: Return trip made after delivery 
when the truck is empty. (10)
Decision tree: Graphic organizer that maps 
out the decisions available to the player. (9)
Declared: An item is given a name and used 
in the program. (5)
Dedicated: Performs a special or specific 
function. (6)
Deep color: A color depth that uses a bit 
depth of 48, which produces over 1 billion 
colors. (4)
Delay in production: Occurs when the time 
schedule is not followed and the project is 
behind schedule. (9)
Demographics: Measurable characteristics of 
the potential customers. (9)
Demographic segmentation: Use of 
characteristics such as age, income, and 
gender to segment a population. (2)
Dependability: Ability to be relied upon and 
trusted. (1)
Derivative work: Anything that uses any part 
of the original. (8)
Derivative works restriction: Prohibits the 
use of the Creative Commons work in any 
other form than the original. (8)
Desensitized: Repeated exposure to an 
unpleasant event until it no longer results in 
an emotional reaction. (3)

Design documents: Standardized documents 
used by a design team to record all decisions 
and the vision of the game. (1)
Designer-centric games: A game build 
focused on the design process; often a 
commercial failure. (7)
Designer-driven games: A game build 
showcasing the artistic and programming skills 
of the game designer. (7)
Development group: First category of a 
supply chain; the group that makes the 
product. (10)
Dialogue: What characters say. (1)
Digital toy: Electronic toy with few structured 
rules or no clear victory condition. (2)
Digital video disc (DVD): Similar to a CD-
ROM or music CD, but can hold much more 
information. (3)
Digital watermark: Dull spot on the image or 
words typed over the image that shows up on 
any unauthorized copy. (8)
Direct marketing: Selling directly to the end 
user, cutting out the wholesaler, middleman, 
and retailer. (10)
DirectX: All-inclusive game development tool 
from Microsoft. (9)
Discount: Reduction in the cost per unit. (10)
Dithering: Computer process of scattering 
pixels of different colors to approximate a true 
color. (4)
Division of labor: Each team member does 
the job that they can do the best and is 
assigned jobs that favor their strengths. (1)
Dots per inch (dpi): Number of pixels per 
square inch; the higher the dpi, the clearer the 
picture. (4)
Draw: The computer displaying images on the 
screen. (4)
Dynamic: How the strengths and weaknesses 
of each team member work together to create 
a balanced team. (1)

E
Eight areas of design: Critical areas of 
design that are refined through the iterative 
process. (9)
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Elegant: The term for an algorithm that is the 
simplest, smallest, and most efficient computer 
code to perform all the functions needed. (5)
E-mail blast: Mass electronic mailing sent to 
potential customers who want to learn more 
about a company’s products. (10)
Emulator: Simulated game environment that 
has a look-alike and play-alike feel of the 
original game environment. (6)
End user: Consumer or last person in a supply 
chain. (10)
End user license agreement (EULA): Set of 
rules that every member must agree to before 
using software. (7)
Entertainment Software Rating Board (ESRB): 
Nonprofit, self-regulatory body that assigns 
age and content ratings for computer video 
games, enforces industry-adopted advertising 
guidelines, and helps ensure responsible 
online privacy practices for the interactive 
entertainment software industry. (3)
Ergonomics: Study of how the body works 
and how humans interact with tools and 
environments. (1)
Event: Term for the THEN side of a 
programming line for a video game. (5)
Exclusive right: Allows the creative work 
to be used or reproduced by the person 
purchasing the labor. (8)
Experimental media: Technology and 
entertainment that is new and cutting edge; 
used by a small group of people. (2)

F
Faces: Flat surfaces on a 3D model. (4)
Fad: Product with a very short life cycle. (8)
Fair Use/Fair Dealings doctrine: Allows the use 
of a work without permission from the creator 
under a very strict guideline; for the purpose of 
describing or reviewing the creative work. (8)
Fight or flight: Reaction of a person to stress 
whereby they choose to confront or run away 
from the problem. (7)
First playable level: First milestone of the 
game build whereby an entire level has been 
programmed in playable fashion. (9)

First-person perspective: Gameplay view 
where the player sees through the eyes of the 
character. (4)
Five essential questions: Must be answered 
by a designer to help plan how the concept 
will be implemented. (9)
Five-star rating system: Visual rating system 
for the key elements of a game. (8)
Flash memory: Memory chip that retains 
stored information even when power is turned 
off. (6)
Flickering: Visible flashes on the screen when 
the refresh rate is too low and portions of 
the screen are not being illuminated quickly 
enough and black (non-illuminated) pixels 
show. (4)
Floats: Numbers with decimals. (5)
Flowchart: Graphic organizer that displays 
instructions to be programmed for the game 
interactions. (5)
Focus group: Small group of people who are 
shown game scenes or who play a portion of a 
game and then are asked their opinion. (7)
Frame rate: How many times per second a 
new frame is displayed. (4)
Full articulation: All of a character’s body 
parts can move through a range of motion in a 
realistic manner. (4)
Functionality: Testing that focuses on whether 
the game plays and delivers as intended. (9)

G
Game: Activity defined by rules with an 
objective, goal, or victory condition; it 
involves a game environment that enables 
play or pretending. (2)
Game addicts: People who cannot stop 
playing games. (7)
Game Boy: Handheld device released by 
Nintendo in 1989 with 8-bit processor and 
interchangeable ROM cartridges. (3)
Game build: All effort needed to construct a 
game from concept to finished product. (1)
Game designer: Establishes the rules of the 
game, finalizes the design documents, and 
ensures the game will work as envisioned. (1)



383Glossary

Game-development tools: Hardware and 
software used to streamline and simplify the 
game-design process. (9)
Game engine: The programming platform 
used to create and run a game. (1)
Game environment: Setting altered or 
designed to play a specific activity. (3)
Game frame: All items programmed for a 
complete scene or level of a game. (4)
Game script document: Details core 
interactions with the game as defined 
by the general rules and core mechanics 
instructions. (9)
Game tester: Person who tests every part of 
the game for proper operation. (1)
Game treatment document: Pitch documents 
that summarize major game features such as the 
concept, story outline, character, and art. (9)
Game world: Setting in which gameplay takes 
place. (1)
Game writer: Creates character depth and 
interaction. (1)
Gameplay: What the player experiences 
during the game as a result of the core 
mechanics and structure of the game. (2)
Gameplay modes: Different game segments 
that change the way the game plays or how 
the challenges are presented. (2)
Game-specific controllers: Game controllers 
that can only be used for a specific game, like 
a guitar controller for Rock Band. (3)
Gamut: The portion of all the available colors 
that can be reproduced by a device. (4)
Gantt chart: Displays the timeline for 
completion for each task needed by each 
department and employee. (1)
Generation 1: First series of video games and 
systems; available to consumers in the early 
1970s. (3)
Generation 2: Began in the mid-1970s when 
home video games became popular and could 
be played on an interchangeable-cartridge 
platform. (3)
Generation 3: Began in the mid-1980s and 
featured home video game computer systems 
with 8-bit processors that could process better 
movement, graphics, and sound. (3)

Generation 4: Began in the late 1980s and 
featured computer game systems with 16-
bit processors that led to improved game 
graphics. (3)
Generation 5: Began in the mid-1990s; 
introduced 32- and 64-bit game systems with 
advancements in computer technology and 
game storage. (3)
Generation 6: Began in the early 2000s; 
featured 64- and 128-bit game systems, DVD-
ROM technology, and realistic 3D movement. 
(3)
Generation 7: Began in the mid-2000s; 
introduced multicore processor game systems 
and new user interfaces; featured immersive 
gameplay and online play. (3)
Genre: Type or major category of games 
featuring similar gameplay. (2)
Geodesic sphere: A 3D model created with 
faces of regular polygons, like a soccer ball. 
(4)
Geometry: Field of math dealing with shapes. 
(1)
Glitch: Programming error within a game. (1)
Global: A sub routine or variable that works 
everywhere in the program. (5)
Globalization: Involving multiple countries in 
production, distribution, and purchases. (10)
Governing game design document (GGDD): 
Master collection of design documents used to 
record information needed for each decision 
made for the project. (9)
Graphics: Visual images seen on the display 
screen. (6)
Graphical user interface (GUI): Point-and-
click user interface displaying applications and 
functions as icons. (9)
Green light: Approval to move forward with a 
project. (9)

H
Hand-eye coordination: Ability to move your 
hand in response to a viewed object of action. 
(3)
Hard skills: Technical requirements for a job 
obtained through training and research. (1)
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Hierarchy: Structural organization of a 
company to streamline decision making. (1)
High concept document: Used to introduce 
the idea or concept of a game and answer 
the five essential questions; a résumé for the 
game. (9)
Hybrid: Created by combining features from 
two different items. (4)

I
Imagination: Creating a picture in your mind 
of something that does not exist. (1)
Immersion: Degree to which a player connects 
to the game world. (1)
Immersion strategies: Game elements that 
connect the player to the action in the game 
world. (1)
Indie developer: Independent game makers 
and independent, non-mainstream firms. (1)
Initiative: Taking on additional responsibilities 
without being asked. (1)
Integers: Positive and negative real whole 
numbers. (5)
Intellectual property: Product that is an 
original creation. (8)
Interactivity: How one object behaves in 
relation to the objects around it. (5)
Interdisciplinary team: Composed of many 
members with different hard skill strengths 
working toward the same goal. (1)
Internal producer (IP): Responsible for ensuring 
the design objectives required by the production 
group are achieved by the design group. (1)
Interpolation: When resizing an image, the 
computer makes a decision to create a blended-
color pixel where original pixels are moved. (4)
Intuitive controls: User interface device that 
requires no explanation of how to use it. (8)
Iteration: A single run through a programming 
loop. (5)
Iteration: Different version of the same game 
build with increasingly more refinement. (9)
Iterative process: Process by which a basic 
prototype game is built and improved through 
many improved versions until the final version 
is perfected. (9)

L
Labor-cost differential: Difference in labor 
rates between different geographic locations. 
(10)
Lamp: Imaginary bright spot in a game that 
projects virtual light in a single direction. (6)
LAN party: Players meet at a location and 
connect their machines to a local area network 
(LAN) to play an online game. (3)
Laser burn: Burned spot on an optical disc 
that occurs when the disc gets too close to the 
laser or the disc stops spinning allowing the 
laser to stay in the same place for too long. (6)
Lead artist: Manages the art designer and the 
workflow needed to create all game assets. (1)
Lead designer: Day-to-day leader of the 
design team. (1)
Leave-behind document: Pitch documents left 
with the publisher for them to look over after 
you leave. (9)
Level design: Programming all interactions 
needed to take a protagonist through each 
level of the story. (9)
Level designer: Interprets the design 
documents to create a game world and 
interactions for a single game level. (1)
Library: Where game objects preloaded into 
The Games Factory 2 are stored. (5)
Licensing agreement: Provides third-party 
designers the rights to obtain the game source 
code for a specific system. (3)
Light gun: User interface that senses the 
direction the gun is pointed and interacts with 
objects on a cathode ray tube television.(3)
Linden dollar (L$): Credits issued to online 
Second Life players that can be exchanged for 
actual currency. (7)
Linear sequence: Story is presented in a 
straight line whereby the player must complete 
objectives or levels in a set order. (8)
Liquidate: To sell quickly, even if taking a 
loss; to recoup some of the money spent on 
the original purchase. (10)
Listener: Programming that directs the 
computer to check or listen for a mouse click, 
key press, or other input from the user. (5)
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Listening skills: Understanding the points and 
opinions spoken by others. (1)
Loading: Transferring data from one location 
(i.e., the Internet or a CD-ROM) to another. (4)
Local: A subroutine or variable that does not 
have persistence outside of the module in 
which it was declared. (5)
Logic statement: IF and THEN programming 
to determine an action/reaction relationship in 
a game. (6)
Longevity: Length of time a game will 
continue to be popular and produced with 
new versions. (8)
Lossless: Image compression algorithm that 
compresses the image and keeps perfect 
clarity when uncompressed. (4)
Lossy: Image compression algorithm that 
compresses the image but does not keep 
perfect clarity when uncompressed. (4)

M
Machine code: A binary language that 
consists of only two characters, 0 and 1. (5)
Mainstream media: Technology and 
entertainment that is popular at the time, 
accepted by most people, and generally a part 
of everyday life. (2)
Manufacturer’s suggested retail price 
(MSRP): Selling price set by the product 
manufacturer. (10)
Mark up: Additional amount added to unit 
cost to represent per-unit profit potential. (10)
Market analysis document: Details the target 
market and sales projections for a proposed 
game. (9)
Market-driven design: Making a game based 
on research of what the target market is 
looking to buy. (7)
Market research: Activities done to determine 
the population’s likes and dislikes about a 
product. (7)
Market share: Percentage of the total 
market in terms of unit sales held by a single 
company or product. (6)
Marketing effort: Time, energy, and expense 
undertaken to promote a product. (2)

Marketing tools: Any device or action that 
draws attention to a product. (2)
Masking color: A single shade of a color that 
can be set to be transparent. (4)
Massively multiplayer online (MMO) games: 
Interactive games that involve thousands of 
people playing the same game, each with an 
avatar, connecting to the game server over the 
Internet. (7)
Master: Original, finished version of a 
program from which all other copies are 
made. (10)
Medium: Physical object on which 
information is stored. (2)
Members: People who join and contribute to a 
community. (7)
Mental acuity: Person’s learning, problem-
solving, and reasoning ability. (3)
Mesh: A 3D shape created with 
interconnecting polygons stuck together along 
their edges. (4)
Methods: The actions or verbs used in syntax; 
sub routines. (5)
Middleman: Special wholesaler that sells 
small and mixed lots to retailers. (10)
Mixed-unit sale: Combination pack that 
contains a few different items. (10)
Mock-up: Simple objects, like paper or note 
cards, used to act out a scene for testing the 
rules and designing the core mechanics. (9)
Mode elaboration: Addition of secondary 
gameplay modes for better immersion and 
storytelling. (9)
Model: Three-dimensional asset. (1)
Model sheet: Refined detailed sketches that 
show the character in multiple poses, dress, 
and emotional expressions. (9)
Modules: Separate units of programming 
that perform one function and contain all 
the information needed to execute that 
function. (5)
Mosaic: Differently shaped and colored 
geometric pieces assembled to create the 
illusion of a single image. (4)
Motion-based controllers: User interface that 
allows the player to move in real space with 
the action in the game environment. (3)



386 Video Game Design Foundations

Motion picture: Movie delivered on film, 
video, or DVD. (2)
Motor skills: Combination of hand-eye 
coordination, muscle memory, and brain-
extremity pathways to make movements 
appear smooth. (3)
Motor skills development: Learning to control 
muscles to perform necessary tasks. (3)
Movement sets: The movements of a single 
sprite character included on a single sprite 
sheet. (4)
Multitask: Doing more than one thing at a 
time. (7)
Muscle memory: How the muscles in the 
body remember practiced movements. (3)

N
Nanometers: Measurement equal to 
1/1,000,000,000th of a meter. (6)
Narrative writing: Creating a story. (1)
Native poles: Original pixels of an object 
before it was resized. (4)
Navigation: How the player moves in the 
game world and how the game aids the player 
in locating objectives and obstacles. (8)
Negative bias: Opinion that emphasizes 
negative attributes. (8)
Newbs: New players. (7)
Niche market: Very small or narrow market 
segment. (6)
Nintendo Entertainment System (NES): 
Began selling in 1985 and dominated the 
home system market at that time. (3)
Non-Compete Agreement: A contract that states 
you cannot open your own studio or work for 
a competing company for a certain period of 
time—usually six months or a year. (8)
Non-disclosure agreement: A contract that 
states you cannot share any information about 
the company or its products with any other 
company; also referred to as confidentiality 
agreement. (8)

O
Objects: Definition sub routines that are 
defined by their attributes and properties. (5)

Obsolete: Something that no longer performs 
a valuable task. (2)
Online account service: Similar to a bank 
account that holds money, but which also can 
trade monetary credits. (7)
Online play: Players connect via the Internet 
to compete with other players. (3)
Optical disk drive (ODD): Type of optical disc 
used by Nintendo that is similar to a DVD. (6)
Original creation: Something original from 
someone’s mind or intellect. (8)
Outside producer (OP): Responsible for 
making game discs and packaging. (1)
Outsourcing: Contracting part of the 
production or marketing to other companies 
with specific skills or lower cost than the 
producing company. (10)
Over budget: Spending more money than has 
been allocated for a project. (1)
Overhead expenses: General expenses 
associated with being in business. (10)
Overhead view: Shows the character and 
surroundings from a perspective high 
overhead. (4)

P
Packaging: Outer wrapping that protects the 
product from damage and provides printed 
information about the product. (10)
Parallax: Describes how objects in the 
distance seem to move slower than objects in 
the foreground. (4)
Parallel processing: Performing two or more 
computer operations at the same time. (6)
Patent: Issued by the government patent office 
to protect the rights of designers. (3)
PC gaming: Playing games on a personal 
computer instead of a dedicated game 
console. (6)
Performance: How well a game operates on 
the game system. (8)
Persistence: Something that continues to exist 
after the event that caused it has ended. (5)
Perspective: How the gameplay is displayed 
on screen and the position of the player within 
the game. (4)
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Physical dexterity: Skill or ability at 
performing physical tasks. (3)
Physical trials: Competitions featuring 
athletic abilities as the basis in determining 
the winner. (3)
Physics: Science of matter and energy. (1)
Physics engine: Uses mathematical formulas 
to create rules for movement, gravity, speed, 
flight, path of a projectile, and other game 
movements. (1)
Piracy: Illegal copying and distribution of 
video games. (10)
Pitch documents: Documents that present or 
sell a game idea to the decision makers. (9)
Pits: Grooves that hold data on an optical disc, 
like a CD, DVD, or Blu-Ray disc. (6)
Pixel: Picture element; the smallest point or dot 
of color a computer screen can generate (4)
Pixelated: Condition resulting in a blurry 
image; created by improper resizing. (4)
Pixel shading: Applying the principle of visual 
perspective such that as you move farther from 
the light source, things get darker. (4)
Place: Actual location of a purchase, such as a 
store or online. (10)
Platform view: Shows the character in profile 
and a side view of all obstacles. (4)
Play: Participation in an entertainment 
activity. (3)
Playability testing: Type of testing that 
determines whether the story is completely 
told, the game holds true to the concept, and 
the objectives are attainable. (9)
Player-centric design: Game built focused 
on what the player wants to experience in the 
game. (7)
Player economy: How players receive money 
for playing whereby fees paid for monthly 
access are redistributed back to the players to 
establish an economy. (7)
Player interactions: What the player is doing 
and how the items and characters the player 
engages respond. (8)
Play objects: Non-real or fake objects used in 
play. (7)
PlayStation: A 32-bit video game system from 
Sony that used CD-ROM technology. (3)

PlayStation 3 (PS3): Generation 7 video game 
console manufactured by Sony. (6)
Plot: Main storyline of a game. (8)
Poker: Popular card game with several 
variations. (3)
Poly count: Number of polygons used to make 
a 3D object. (4)
Ported: Video game source code translated to 
work on a different video game system. (3)
Portfolio: Set of high-quality examples of 
work. (10)
Porting: Converting computer code from one 
system to work on a different system. (6)
Positive attitude: Outlook on a situation that 
emphasizes an upbeat outcome. (1)
Potential customer: Anyone willing and able 
to buy your product. (2)
Presentation folder: Quality example of the 
designer’s work used to present a new game 
concept. (9)
Price: Amount of money required to purchase 
a product or service. (10)
Price competition: When retailers offer lower 
prices to attract buyers. (10)
Primary gameplay mode: What the player 
must achieve as the main goal of the game or 
level. (9)
Probability: Math dealing with random 
numbers and possible outcomes. (1)
Product: Item sold and purchased. (10)
Production group: Second category of a 
supply chain; adds value to a product by 
completing the manufacturing and preparing 
the product in the final packaged form. (10)
Professional dress: Clothing appropriate for 
the workplace or events. (1)
Professional game testers: Play and test a 
game and note all glitches and imperfections 
before it is released to the public. (9)
Project manager: Coordinates all lead 
managers and ensures all project components 
are on task and well-managed. (1)
Promotion: Marketing effort used to generate 
interest in a product. (10)
Properties: Attributes assigned to an 
object, such as visibility, interactivity, and 
movement. (5)



388 Video Game Design Foundations

Proprietary game: Designed to play only on a 
single manufacturer’s game console. (3)
Protagonist: Main character of the game 
around whom the plot is designed. (9)
Prototype: Basic, first version of a game build 
used to test the concept. (9)
Provider economy: How the game 
manufacturer obtains money for its games and 
services. (7)
Pseudo code: Logic statements not written 
in computer code that allow programmers to 
break down program interactions into logical 
steps prior to converting the code into a 
computer language. (5)
Public domain: Removes any and all 
copyrights on the work as the term covered for 
copyright has expired. (8)
Public opinion: General view shared by a 
majority of a population. (7)
Punctuality: Being on time. (1)
Purpose of play: Reason for playing. (7)
Puzzles: Require the player to mentally 
analyze and solve a problem. (3)

Q
Quality assurance (QA) tester: Game tester; 
tests every part of the game for proper 
operation and reports bugs for repair. (1)
Quality of rules: How well the rules are 
explained to the user and enforced during 
gameplay. (8)

R
Radio: Wireless audio medium broadcast over 
distances; entertainment media. (2)
Random-access memory flash: Memory chip 
that can be written to and read from. (6)
Random-number generator: Any device used 
to create a number at random within a given 
range of numbers. (3)
Raster images: Images that are made of 
pixels. (4)
Rating symbols: Suggest age appropriateness 
for a game; found on the front of game 
packages. (3)

Reading edge: Line between two vertices on a 
3D object that is used as a reference to rescale 
the object. (4)
Red ring of death: Colloquial phrase for a 
broken Xbox 360 that displays a red ring 
around the power button. (6)
Reflex: Quick, involuntary movement. (3)
Refresh rate: The rate of how many times per 
second (Hz) the screen is refreshed. (4)
Regional warehouse: Storage building 
located in a section of the country that stores 
the product for later distribution to the 
surrounding local area. (10)
Relative: In relation to the position of an 
object. (5)
Render: Adding color and shading to represent 
a solid object. (4)
Rental game market: Companies that buy 
games and rent them to the end users. (10)
Research: Process of looking for and finding 
information. (1)
Respect for others: Belief that the opinions 
and views of others are important. (1)
Respect for self: Belief that you are important. (1)
Responsibility: Ability to make sure an 
assigned task is successfully completed. (1)
Résumé: Document that summarizes a 
person’s education, job experiences, and 
skills. (10)
Retail distribution: Stage in the supply 
chain where a product is sold directly to the 
consumer via a retail outlet. (10)
Return marketing: Allows a consumer to 
trade a used game for cash or credit at a 
retailer. (10)
Reverse engineering: Process of 
deconstructing an existing game to understand 
how it works. (8)
Reward: Something positive provided to the 
player for taking a risk. (8)
Reward-conditioning behavior: Becoming 
accustomed to receiving rewards for an 
activity motivates one to continue the activity 
to continue receiving the rewards. (7)
Role-playing games (RPGs): Allow for very 
deep immersion as players assume a character 
and play the role. (3)
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ROM cartridge: Read-only memory chip in a 
plastic case that stored the game program. (3)
Royal Game of Ur: One of the earliest 
known board games; played similar to 
backgammon. (3)
Royalty: Percentage of the unit selling price 
paid to the original developer. (10)
RPG: Role playing game; player takes on the 
role of the questing hero. (1)
Rules: Constraints that determine what 
actions can happen in a game. (2)

S
Scale: Proportional change in the dimensions 
of an object. (4)
Scene: Objects on a game frame that create an 
attractive layout, obstacles, and objectives to 
convey story and mood. (4)
Scope: see Visible Display Area. (4)
Scrolling: Game frame is moved so the player 
is always in the visible play area. (4)
Scrum methodology: Tasks are assigned to 
small teams whereby all team members work 
toward the same goal. (1)
Secondary gameplay mode: Other objectives 
or activities the player completes for 
additional rewards. (9)
Second-person perspective: Player sees the 
game as if the player were an opponent or 
intermediary; rarely used in video games. (4)
Sega Genesis: First successful 16-bit video 
game console (1989); featured improved 
graphics, colors, and movement in 2D. (3)
Sequence: The predetermined order of steps 
the computer program will follow. (5)
Sight study: Observing a person playing a 
game. (7)
Six-axis controller: Interface device for the 
Sony PlayStation that allows the player to 
shake or twist the controller to input some 
commands. (3)
Skill differential: Specialized skills needed to 
complete a task or job are present more in one 
location than another. (10)
Smaller-unit sale: Purchasing from a 
middleman in amounts less than a full box. (10)

Social interactive: Multiplayer online game 
that focuses on having different people in an 
online environment where custom avatars are 
created to talk to each other, trade ideas, and 
share interests. (7)
Socializing: Interacting in a group 
environment. (3)
Social networking: Online environment 
designed to allow people to communicate with 
each other. (7)
Soft skills: Personal qualities and behaviors 
that help create better personal and 
interpersonal relationships. (1)
Software key code: Unlocks game software to 
allow one, and only one, installation. (8)
Soul of the game: Central component that 
makes the game come alive and become 
important to the player. (7)
Source code: Underlying game creation code. (3)
Spam: Unwanted and untargeted e-mail. (10)
Specialist: Possesses strong hard skill 
attributes and unique strengths, often 
achieved through special training. (1)
Speed of development: How quickly a game 
can be built. (9)
Sponsor: Company that pays to advertise on a 
website. (7)
Spreadsheets: Organization of numbers and 
data in tables or charts; often computerized. (1)
Sprite: Two-dimensional asset. (1)
Sprite character set: Collection of poses for a 
single 2D asset. (4)
Sprite sheets: A single bitmap image of all the 
frames of animation for a sprite movement. (4)
Stage: The visible portion of the game map. (4)
Static animation: Object retains its original 
pose while moving. (4)
Status: Level or rating of a player’s avatar. (7)
Statutory laws: The group of laws that have 
been passed by legislature. (8)
Steps: How many iterations occur per second. (5)
Stereotype: Opinion that all members of a 
group of people have the same characteristics; 
usually considered a negative. (3)
Storyboard: Sketch of the important game 
frames with general ideas for motion, traps, 
and rewards. (1)
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Story elaboration: Developing the concept to 
put together all pieces of the story. (9)
String: A series of letters, numbers, or 
punctuation. (5)
Structure: The syntax and logic structure of 
the programming language. (5)
Substitute product: Game designed to play 
and entertain in the same way as another 
game. (8)
Super Nintendo: A 16-bit game console 
introduced in 1991 and using a ROM cartridge 
system. (3)
Supply chain: How a product moves from raw 
materials to the end user. (10)
Survey: Questions about a product used to get 
a clear picture of what the public wants. (7)
Synergistic processing elements (SPE): Small 
processors used in CELL architecture to enable 
parallel processing. (6)
Syntax: Words and symbols and their 
arrangement. (5)
System operations: How information is 
transported between the parts of the user 
interface, computer system, and video 
display. (6)
System-shall command: A statement that tells 
what the system is allowed to do. (9)

T
Target market: Segment of the population 
determined to be the most likely potential 
customers. (2)
Target marketing: Advertising to a specific 
segment of the population. (10)
Tarot cards: Playing cards common in the late 
1300s. (3)
Tearing: Occurs when video frames are out of 
sync or are only getting partially refreshed. (4)
Technical design document: Details the 
computer codes, event codes, and technical 
interactions between the user interface and 
core mechanics. (9)
Technical writing: Creating documents that 
give directions for the steps and processes 
needed in design. (1)

Technological superiority: A clear benefit 
from using higher technology. (9)
Technology competence: Ability to understand 
and use the current computer/game platforms 
and programming/script languages. (1)
Technology-driven games: Focus on 
implementing the newest technology. (7)
Technology transfer: How experimental 
gaming technology is later used in mainstream 
products. (6)
Television: Wireless broadcasts of sound and 
images. (2)
Tessellate: Stretching of a color and texture 
map to apply a piece of the overall texture to 
each polygon of a 3D mesh. (4)
Testing and debugging: Stage of construction 
focusing on finding the problems within a 
game. (9)
Theater: Performance by actors to tell a story. (2)
Themed board game: Board games with a 
central theme. (3)
Themes: Subcategory of a genre. (2)
Third-party providers: Manufacturers 
licensed by the game console manufacturer to 
make games for that system. (3)
Third-person perspective: Gameplay is 
viewed by a person who is not the player’s 
character or opponent, rather a neutral third 
person; spectator view. (4)
Three-dimensional (3D) game: Game with 
3D characters and 3D background objects 
that presents gameplay in a simulated three-
dimensional environment. (4)
Three-stage production process: Production 
cycle with stages of concept, construction, and 
tuning. (9)
Tile sets: Standard sized tiles arranged next to 
each other on a single sheet as a single bitmap 
image. (4)
Time-sensitive issues: Important reasons why 
the final game must not be delivered late. (9)
Trade-in: When a consumer takes a used 
video game to a store in exchange for cash or 
credit. (10)
Trigger: Programming for when a condition is 
met that a series of actions will begin. (5)
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Trigonometry: Field of math dealing with 
angles and curves. (1)
Triple A: Most popular and well-funded 
games. (10)
True color: A color depth that uses a bit depth 
of 24, which produces 16,777,216 colors. (4)
Tuning stage: Final stage in game design 
where the game is tested for functionality and 
playability. (9)
Two and one-half–dimensional (2.5D) 
games: Gameplay with two-dimensional 
background graphics, but which use three-
dimensional characters and obstacles. (4)
Two-dimensional (2D) games: Gameplay 
with characters and backgrounds that play in 
only two dimensions: length and width. (4)

U
Unbiased: Opinion that fairly evaluates both 
negative and positive attributes. (8)
Unified shader: GPU attempts to move the 
vertices and shade pixels at the same time 
through the same processor. (6)
Unique selling point (USP): Special feature 
one product offers that other similar products 
do not possess. (2)
Unit cost: Value of a single item found by 
dividing the total cost of the bulk purchase by 
the number of units purchased. (10)
Uplink: Connecting a single computer or 
small network to another larger network. (10)
Used video game market: Consumers make 
their unwanted video games available for 
resale. (10)
User interface (UI): Controls used by the 
player to interact within the game. (1)
User interface designer: Creates the controls 
used by the player to interact with the game. 
(1)
User reviews: Comments about a game from a 
game player. (8)
UV sphere: Rounded 3D model created with 
trapezoidal segments that vary in size to 
create a round shape that is later wrapped 
with a 2D image to provide texture. (4)

V
Value added: Benefit in price, product, 
promotion, or place added to a product as 
it travels down the supply chain to the end 
user. (10)
Vanishing point: Point in the background 
where the edges of all assets will meet at a 
single point if extended; the faraway point 
where an object seems to disappear as it 
becomes smaller. (4)
Variable: Small information storage 
containers. (5)
Vector: A physics term that means direction. (5)
Vector image: An image composed of lines, 
curves, and fills; they do not store the color value 
and location of each pixel—each pixel is assigned 
a color as the vector image is drawn. (4)
Vertex: Single point on a 3D model where the 
corners of adjacent faces meet. (4)
Vertices: Plural of vertex. (4)
Victory condition: What is required to 
successfully complete or win the game. (2)
Video game: Electronic software product 
that has all the elements of a game; played 
by combining a computer-generated game 
environment with a video graphic display and 
a user interface. (1)
Video game addiction: Psychological disorder 
in which a person feels that they have to play 
video games all of the time. (7)
Video game arcade: Variety of coin-operated 
video games gathered in one location and 
offered to the public at a price per play. (3)
Video game designer: Possesses a set of 
physical and mental skills needed to complete 
design tasks. (1)
Video game tournament: Competition to see 
who is the best player or team of players for a 
specific game. (10)
Virtual light source: Imaginary lamp in a 
scene that projects light in a single direction 
to cause light/dark shades on objects and cast 
shadows for the illusion of depth. (6)
Virtual reality: Complex user interface that 
reads body motion and displays it in the game 
world. (2)
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Virtual world: Imaginary world created by a 
video game. (1)
Visible play area: The part of the game frame 
that is displayed on the video screen. (4)
Visual: Able to be seen. (2)
Visual perspective: Sense of depth using 
shading and narrowing to represent the third 
dimension of depth on a two-dimensional 
screen. (4)
Voice-overs: Spoken words used for dialogue 
and narration during the game. (1)

W
Walkthroughs: Instructions on what needs to 
be done to complete a game or level. (8)
Wholesaler: Buys in bulk, warehouses products 
for convenient delivery, and sells to retailers and 
other wholesalers in smaller bulk. (10)
Wii: Generation 7 game console manufactured 
by Nintendo; featured the introduction of the 
motion-based controller. (3)

Wii remotes: Motion-based controllers used 
by the Nintendo Wii; nicknamed Wiimote. (6)
Win-win solution: Compromise or decision 
where both parties win. (1)
Wireframe: View showing objects as if they 
are built with wire with visible edges and 
invisible faces. (4)
Workaholics: People who work too much and 
have some of the highest levels of stress. (7)
World design document: Displays and lists 
the items needed to create the game world. (9)

X
Xbox: First game console produced by 
Microsoft; became a major player in the 
market. (6)
Xbox 360: Generation 7 video game console 
manufactured by Microsoft. (3)
XNA: Game developer tool available through 
Microsoft Visual Studio for game developers 
making Xbox 360 or PC games. (9)


