




“Think Like a Game Designer should be on the shelf of anyone 
interested in game design, or even just in playing games. Plus, 
even people with no interest in games will learn valuable les-
sons about innovation, marketing, and how games motivate 
their players.”

— Ethan Mollick, Professor of Innovation and 
Entrepreneurship, Wharton School of Business

“Justin has done a service to games by writing this book—
even experienced designers will benefit from looking at 
design through his eyes.”

— Richard Garfield, Creator of Magic: the Gathering, 
RoboRally, and King of Tokyo

“Every journey starts with a single step, and if your desired 
journey is to become a game designer, I can think of no better 
first step than reading and doing the exercises in Justin’s book. 
Justin has managed to capture and communicate the process 
for designing games starting from the blank sheet of paper all 
the way to thousands of fans playing your game.”

— Jordan Wiesman, Creator of Shadowrun and 
BattleTech, and Founder of WizKids game studio
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“Justin Gary went from world champion Magic: The Gathering 
pro-tour competitor to award-winning game designer and 
then to multi-million-dollar CEO. He has a lot to teach and 
you can find that wisdom clearly articulated in these pages.”

— Peter Adkinson, Founder of Wizards of the Coast  
and Owner of Gen Con, the largest tabletop  

gaming convention in North America

“This book is not just for gamers. Anyone thinking about 
turning a skill or hobby into a successful career will benefit 
from Justin’s experience and insight!”

— Greg Goldstein, President and Publisher,  
IDW Publishing

“Straightforward and relentlessly practical, this book effi-
ciently guides you through the key steps involved in design-
ing and publishing a game.”

— Raph Koster, Lead Designer of Ultima Online and 
Author of A Theory of Fun for Game Design

“Justin Gary has crafted a fun book that takes the essentials of 
game design and presents them in a light, personable format 
that anyone can understand. If you are new to game design, 
this is a great way to get started!”

— Jesse Schell, CEO, Schell Games and Author  
of The Art of Game Design

“Justin Gary made one of my all-time favorite games. If you 
read his book, you might too.”

— Mike Selinker, CEO of LoneShark Games and  
creator of Betrayal at House on the Hill



“Anyone who wants to learn the ins and outs of game design 
will find no better source than this book by a true pro. Justin 
Gary takes you through everything from concept to final prod-
uct, sharing examples from his own experiences. When you 
finish this book, you truly will think like a game designer.”

— Patrick Snow, Publishing Coach and International 
Best-Selling Author of Creating Your Own Destiny  

and Boy Entrepreneur

“Every page of Think Like a Game Designer is filled with truth-
ful advice about the difficulties, joys, and most importantly, the 
processes of game design. Whether you want to design games, 
or you’d just like insight into how a creative mind works, you’ll 
come away from this book seeing games in new ways.”

— Nicole Gabriel, Author of Finding Your Inner Truth 
and Stepping Into Your Becoming

“As an author, I thoroughly enjoyed learning how a game 
designer’s mind works because I’m always open to new ways 
of being creative. This book is filled with useful nuggets of 
advice that are logical and applicable. If you want to take 
your love of games to the next level, there’s no better place to 
start than here.”

— Tyler R. Tichelaar, PhD and Award-Winning Author 
of Haunted Marquette and When Teddy Came to Town

“Justin Gary seamlessly blends the art and science of game 
design into all of his work, and that’s no different here. Think 
Like a Game Designer is an invaluable resource for game de-
signers of all experience levels.”

— Patrick Sullivan, Senior Game Designer  
Dire Wolf Digital



“Justin Gary has written a fantastic guide for aspiring game 
designers that not only walks them through the process of 
turning their idea into a finished game, but also teaches them 
how each step fits into the whole.”

— Paul Peterson, Senior Game Designer Plants vs. 
Zombies Heroes; Creator of Smash-Up  

Shufflebuilding Game

“Justin Gary is a brilliant game designer and a great teacher. 
He has learned from experience and is awesome at breaking 
down the principles of design in ways that are easy to under-
stand and act upon.”

— Rob Dougherty, Magic: the Gathering Hall of Fame; 
Founder and CEO White Wizard Games
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Mom, you are the best person I’ve ever met, and I was 
lucky enough to meet you on day one. You taught me love 
and compassion, and you inspired in me an insatiable curios-
ity and love of learning. You helped me believe in my ability 
to do anything, even when I couldn’t do anything. I am living 
my dream life because of the lessons you instilled in me.

Dad, you are a force of nature. You taught me the value of fol-
lowing my passion and finding my own path. You showed me how 
to hustle and have an unparalleled zest for life. Our countless game 
nights inspired my love of play and are the reason I began the jour-
ney that led to this book.
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I came this close to giving Justin his big break as a game designer.
I first met Justin when he was a competitor in the Magic: 

The Gathering Junior Pro Tour. One of my many jobs back 
in the day was being liaison with the pro players, so I made 
sure to get to know everyone. Even as a teenager, Justin was 
one of the smartest players on the tour and he loved talking 
about games. It wasn’t much later that, at age seventeen, he 
became the youngest player ever to become the Magic: The 
Gathering United States National Champion. Soon after, he 
and I became good friends.

Justin quickly advanced to the adult pro tour league, so 
I would see him about every other month always in a dif-
ferent city somewhere around the world. We would usually 
meet up for dinner after the pro tour and spend hours talking 
about various topics, usually games. I was impressed with his 
understanding of what made games tick and decided that as 
soon as he graduated from college, I was going to offer him 
a job at Wizards of the Coast (the company I work at that 
makes Magic).

FOREWORD
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Unfortunately, I wasn’t alone. He got multiple offers, and 
much to my dismay, politely turned me down to go work 
at another game company. It was okay, though. I was a pa-
tient man, and I recognized the potential Justin had to offer. 
I could wait. Whenever I was in town, he and I would go 
out to dinner and Justin would show off his latest product 
that had been released. I was always impressed. My instincts 
hadn’t been wrong. He was a great game designer.

Then one day, I learned that Justin was leaving the game 
company. I was finally going to have my chance to hire him. 
A day later, I learned he was starting his own company. Man, 
he wasn’t making this easy. While I had great faith in Justin, 
the game industry is tough and starting a new company is 
quite the challenge. I wished him the best, but in the back 
of my head, I knew that, statistically speaking, I was prob-
ably going to have another chance to hire him. And then his 
company released its first game—Ascension. It went on to be 
a huge hit, and I finally realized that I’d missed my opportu-
nity to hire Justin. He was going to be a giant success all on 
his own.

We still meet up for dinner when we’re in the same city, 
and we still spend most of our time talking about games, but 
now I’m the one learning from him. This book is a chance for 
all of you to learn from him as well.

I’ve spent most of my adult life writing about game design, 
so I can spot when someone else shares the same skills. Justin 
not only understands how games tick, but he has the ability to 
communicate those ideas to everyone else. If you’re interested 
in learning how to make games, or even if you already do and 
just want to do it better, this book’s for you.
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Let me end by congratulating Justin on his book. It’s a 
wonderful accomplishment, one I’m happy you will get a 
chance to read (unless you’re reading this in a bookstore, and 
if you are, come on—buy the damn thing!). I don’t know if 
I could have predicted all those years ago that one day I’d be 
writing the foreword to his game design book, but really, if I 
thought about it, I should have.

But enough of me yapping, go read the book!

Sincerely,
Mark Rosewater





“We know what we are, but know not what we may be.”

— William Shakespeare

It was the biggest moment of my career, and I was ready 
to throw up.

Standing behind the stage at San Diego Comic Con, 
2008, I peeked out behind the curtain to see 2,500 fans anx-
iously waiting for me to get on stage. The hum of the crowd 
permeated the room. I calmed my nerves before stepping out 
to announce my first major game design project: the World of 
Warcraft Miniatures Game.

This was the first time the public would see what I’d de-
voted more than three years of my life to creating. For me, 
this was the pinnacle of more than a decade I had spent 
in the gaming industry. Little did I know it was only the 
beginning....

If you are the kind of person who likes to play games, at 
some point you’ve probably thought, “Wouldn’t it be sweet 

INTRODUCTION
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to make games for a living?” This book will show you how to 
do just that. It will also answer all of the common questions 
that come after: How do I get started? What if I get stuck? 
How do I get published? How do I make money? What if I’m 
not good enough?

I’ve been in the gaming industry for twenty years, and 
I’ve learned a lot along the way. I dropped out of law school 
with no idea how to make games, but I taught myself how to 
follow my passion.

In the process of writing this book, I’ve spoken with 
dozens of the world’s best designers to learn more about the 
craft. I’ve found a remarkable consistency in how each person 
approaches design. Each designer brings his or her own style 
and methods to the process, but the underlying principles 
are universal. There is a simple, learnable process for becoming 
a great game designer, and I share that process in these pages.

Perhaps, like I did, you have apprehensions about being 
“creative.” I first got my start in the game industry more than 
twenty years ago when I won the US National Magic: The 
Gathering Championships. For those who aren’t familiar with 
it, Magic: The Gathering is a trading card game where players 
select from thousands of cards to build their own decks and 
compete against others. Think of it like a cross between chess 
and poker, where you get to select your own pieces at the 
start of the game. That championship launched a career that 
would take me around the world to tournaments in London, 
Sydney, Tokyo, and Rome. I made lifelong friendships and 
earned enough money to pay my way through college, while 
learning a ton about myself and the world around me. It was 
this tournament success that got me my first job as a devel-
oper for a Marvel vs. DC Comics trading card game.
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I was hired because I was good at playing games, but I 
had no idea how to create them. In fact, I had never thought 
of myself as a “creative” guy. My approach was always ana-
lytical, breaking games down into their constituent parts so I 
could figure out how to win. It is this very process of breaking 
things down that led me to the principles I will share in this 
book and a profound insight: There are no “creative people.” 
There are only people who follow this process in one form or 
another. The only prerequisite to being a game designer is a 
passion for making games and a willingness to do the work of 
iterative design. All the information you need to get started is 
available in this book.

Since beginning my career, I’ve started my own company, 
launched multi-million dollar games in both digital and ta-
bletop form, and had the chance to work directly with some 
of the most brilliant minds in the industry. I’ve also made 
spectacular errors, faced near bankruptcy more than once, 
and am constantly learning from my mistakes. These pages 
contain lessons from both my successes and my failures so 
your learning process can be smoother than mine!

Teaching has always been a passion of mine. I firmly be-
lieve that the best way to master a subject is to teach it to 
others. I’ve lectured at schools and conventions. I’ve hired 
and trained designers using these methods. I’ve gotten ev-
eryone from grade-schoolers to senior citizens designing and 
creating their own games during a single two-hour class! After 
years of refinement, I’ve decided to codify these principles in 
writing so anyone can access them.

If you follow the step-by-step exercises in each chapter, 
you will be a game designer. Practicing and reviewing these 
principles with an open mind is all that stands between you 
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and seeing your designs come to life. These principles work. 
And, as we’ll see later in this book, they apply not just to 
making games, but to any creative endeavor. If you want to 
begin a career in game design, learn how to think like a game 
designer, or improve your thinking process for any creative 
challenge, this book has something for you.

In these pages, we will review everything from initial 
concept to final publication of a game in a way accessible 
to a novice, but with enough detail that even experienced 
designers will find value. I learned a lot in the process of 
writing this book, and it is my sincere hope that I will learn 
from all of you as you take these principles and expand on 
them in your own work. The community of game design-
ers is a wonderful and inspiring one, and I am honored to 
welcome you to it. The process of learning a craft like game 
design is a lifelong one. I hope this book serves as a powerful 
touchstone on your journey.



PART  I

Understanding Design





“Success is neither magical nor mysterious. Success is the natural 

consequence of consistently applying the basic fundamentals.”

— Jim Rohn

WHAT IS A GAME DESIGNER?
Think back to a memorable game-playing experience 

from your past. Picture where you were and whom you were 
with. Take a moment and zoom in on what was going on in 
your experience that made it so memorable.

Were you able to snatch victory from the jaws of defeat 
(or vice-versa)?

Were you laughing and connecting with friends and 
loved ones?

Did you flip over the table in frustration?
Notice that whatever your particular story, the strong 

emotional reaction to the experience of play is what resonates 
with you today. That experience emerges from not just the 
game rules and components, but also from the environment, 

Learning Fundamentals

CHAPTER 1
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the people around you, and each player’s background as-
sumptions. A game designer’s job is to craft that experience.

This job makes the broad definition of a game designer 
very simple: A game designer, like any other artist, aims to 
create an experience for the audience.

Games, however, have several unique features that sepa-
rate them from other crafts. Those unique features are:

1. Games have players.
2. Games have rules.
3. Games are interactive.

These elements allow us to create a good starting point 
for a more precise definition of a game designer:

A game designer uses the interaction of players and rules to 
create an experience for the audience.

The audience is usually the players, but it can sometimes 
be viewers (e.g., at game shows, sports events, etc.). Many 
games are built with a viewing/streaming audience in mind, 
and e-sports are becoming a larger part of the gaming com-
munity each year. The same principles apply in either case, but 
in this book, we will assume your players are your audience.

WHAT MAKES A GREAT GAME DESIGNER?
To be a great game designer, you must be able to predict 

your players’ emotional responses to the rules you design. 
Predictions require a degree of empathy and the ability to 
understand why people play games.

A great game designer must both predict the actions that 
players will take within a given game and understand how 
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those actions will make players feel. To some of you, this defi-
nition may sound a bit wishy-washy.

“We have to talk about feelings?” Yup, there is no escap-
ing it. Our job as game designers can be described as working 
in a feeling factory. Only by understanding our own feelings 
and emotional reactions to games can we empathize well 
enough with others to do our jobs well. Get ready to get 
uncomfortable!

HOW DO I BECOME A GREAT GAME DESIGNER?
Game designers become great through practice and at-

tention. Three precursor habits need to be developed to 
become a great game designer:

1. Play lots of games.
2. Watch people play lots of games.
3. Bring awareness to the emotions that arise during play.

These habits will develop your intuition and improve 
your designs. Developing a habit of observing your players 
and taking in feedback (both explicit and implicit) will allow 
you to transform your initial concepts into great games.

WHERE DO I START?
No matter the type of game you eventually want to make, 

one of the best places to start learning the art of game design 
is through traditional board and card games.

The reason is those games have a very low iteration cost. 
You can try out an idea, test it, get feedback, and repeat the 



24 THINK LIKE A GAME DESIGNER

cycle with little overhead. This process allows you to learn what 
works and what doesn’t, thus improving your design skills.

Playing games (even bad ones) is also valuable for learn-
ing more about game design. A great place to begin is with 
your favorite games. Figure out what about those games 
attracts you. Pay attention to those moments when you notice 
yourself or other players having intense emotional responses (both 
good and bad). Take note of what led to those emotions and 
think about how you could evoke them (or avoid them) in 
your own designs.

THE MOST IMPORTANT CONCEPT IN GAME DESIGN
The most important concept to understand as a game 

designer is what I call the core design loop. Every great de-
signer uses this fundamental creative process in one form or 
another. Even if you think you are not creative, this process 
will get you creating in no time. The core design loop has 
six steps:

1. Inspiring: Decide what type of experience you 
will create.

2. Framing: Assess your parameters and deadlines.
3. Brainstorming: Get your ideas down on paper.
4. Prototyping: Bring your best ideas to life.
5. Testing: Learn what works and what doesn’t.
6. Iterating: Use what you learned to improve the cycle.

As a general rule, the faster you can move through the 
above cycle (and the more iterations you get), the better your 
game will be. We will unpack all of those steps in detail in the 
upcoming chapters.



“A journey of a thousand miles begins with one step.”

— Lao Tzu

The goal of this book is to make you a great game designer. 
I’ve distilled here what I’ve learned from twenty years of expe-
rience along with takeaways from conversations with the best 
designers in the industry. We will get into the detailed tips and 
tricks of the trade, but first we have to get back to basics. This 
chapter is aimed at those who dream of designing games but 
haven’t yet turned those dreams into reality. The most impor-
tant step on this journey is the first one—getting started.

Why is it so hard to get started? Whether it’s designing 
a game, starting a business, or any other creative endeavor, 
taking those first few steps always gets put off for “the right 
time” that never seems to come. No matter how many tips, 
tricks, or tactics you learn, something always gets in the way. 
Over time, you start to feel bad for not accomplishing your 
goals. The more your dreams get put off, the more shame and 
guilt you feel. The more shame you feel, the more you put off 
moving forward, in a terrible downward spiral.

Getting Started

CHAPTER 2
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Does this sound familiar? Why does this happen to us?
Th e answer is fear.
Fear drives all of us. People often dismiss fear when there 

isn’t immediate physical danger around, but that is a terrible 
mistake. Embarrassment and failure are far more common 
in our society than loss of life and limb, so they are rational 
fears. Don’t be ashamed! You are not alone in facing fear; we 
all feel it! Even after years of success, accomplished designers 
still feel fear when starting something new and putting it out 
in front of others for the fi rst time. Th e battle against fear is a 
lifelong one, and this chapter will give you the tools to wage 
that battle and win.

Th e fi rst step to conquering fear is to name it. Fear is gen-
erated from the two building blocks of ego and uncertainty.

Let’s take a look at each of these two challenges and how 
to overcome them.

EGO
How many times have you heard someone say, “I had that 

idea a while ago...” when you see some new game, invention, 
or company? How many times have you said that yourself?

Everyone has great ideas all the time. Everyone also has 
terrible ideas all the time. When you expose your ideas to others, 
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you risk finding out that your idea isn’t really that good. Try to 
think back on a time when you shared an idea or creative 
work and it got shot down. Do you remember how it felt? 
Did you shy back from sharing ideas like that in the future 
because of that feeling?

We wrap up our personal identity in our ideas. Most 
people think, If my idea isn’t good, neither am I. Given that 
premise, it is no wonder most people protect their ideas from 
criticism! It is far easier to keep ideas locked up inside where 
they are safe than to expose them to testing and see what really 
works and what doesn’t. By never trying, you never risk anything.

HOW TO OVERCOME EGO
The key to battling your ego is to disentangle the value 

of your ideas from your own self-worth. Let go of the at-
tachment to any idea as “yours.” Imagine instead that your 
ideas have been proposed by a stranger. If you think the idea 
is a good one, then it is your job to try it out and see how it 
might be improved even further, but it isn’t a judgment on 
you if the idea is bad. When I look to hire a game designer, 
I am far happier to hire someone who puts out twenty bad 
ideas and two good ones than someone who doesn’t come up 
with any. In fact, it is most often the bad ideas that become 
the seeds for future good ideas!

The best designers take ideas from all around them and 
are constantly trying things that don’t work. In fact, as we 
will discuss later, the only way to be a designer is to spend a 
lot of time trying things that don’t work! Stop identifying with 
your ideas and start identifying with this process. Then you will 
be on your way to thinking like a designer.
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EXERCISE
Write down a list of ten new game ideas. Don’t spend 

too much time thinking about each one or worrying about 
whether the ideas are “good.” Just generate ideas and write 
them down. Go ahead; I’ll wait. This exercise shouldn’t take 
more than ten minutes, and it will help you get past the fear 
of writing bad ideas. The very act of writing down bad ideas 
will help you create good ones in the future and get you used 
to the idea of being creative.
        
        
        
        
        
        
        
        
        
        

Bonus: Repeat this exercise every day for the next week. 
Keep your lists because they will come in handy later.

UNCERTAINTY
Humans are lazy by nature. The brain uses over 20 per-

cent of the body’s energy, so conserving mental resources 
makes sense. This conservation served us well during our 
evolution as a species. Why waste precious energy on tasks 
when we don’t need to? In particular, why spend time on 
an uncertain task when we could instead choose something 



29GETTING STARTED

more predictable? Stick with what you know and you can 
reliably get through the day—or so we think.

Sticking to routine can be a great thing if you already 
have the life you want, but if you want to achieve great things 
(like designing awesome games for a living), you are going to 
have to leave your comfort zone and start facing uncertainty 
head on.

Creativity is by definition uncertain. The act of being 
creative is essentially nothing more than combining things that 
haven’t been combined before. Doing things that haven’t been 
done before is scary! Looking at an end goal (e.g., a published 
game) that seems so far away and nebulous creates a sicken-
ing feeling in the stomach, so the instinct is to turn quickly 
to something less scary like watching cat videos on YouTube. 
Even if you can figure out how to get it done, it is uncertain 
whether the end product will be anything like what you en-
vision. Many questions and fears are likely to pop up as you 
contemplate a new design:

• Where do I even start?

• Will anyone want to buy this?

• What if it doesn’t work?

• How will I get this made?

• Can I do this?

These are fine questions to have, but you can’t expect to 
answer them all before you even get started. You need to be 
comfortable with some uncertainty, even as you take small 
steps to move forward to bring your vision to life.
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HOW TO OVERCOME UNCERTAINTY: START SMALL

“You don’t have to see the whole staircase to take the first step.”

— Martin Luther King, Jr.

The first step to overcoming uncertainty is to start small. 
One of the best approaches is simply to ask yourself, “What 
is the next action I can take to move forward?” A big amor-
phous project like building a new game is intimidating, but 
one next step isn’t. Don’t believe me? Try this exercise: Pick 
any project you want to do but have been putting off. It 
doesn’t need to be a giant, life-changing thing, but it can be 
if you want. Maybe it’s cleaning out the garage, planning a 
trip, or learning the guitar. Notice what emotions come up 
when you think of it.

Now, think of the very next physical activity you need 
to do to move that project forward. Maybe it’s looking up 
a tutor online, calling a friend to ask about available dates, 
or picking up cleaning supplies from the store. Commit to 
doing just that one small next step within the next forty-eight 
hours. Notice what emotions come up now. As you complete 
the exercise, if you like, think about the next small thing you 
would need to do and commit to that. As you build momen-
tum, even giant-seeming tasks can be chipped away.

The instructions in this book are designed to provide 
small, actionable tasks that will move you forward in the 
process of creating your first game. Commit to doing these 
exercises, and just take them one at a time, without worrying 
too much about the end goal. If you take this step-by-step 
approach, you will be designing games in no time.
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ACCEPT IMPERFECTION

“If you look for perfection, you’ll never be content.”

— Leo Tolstoy

I’m sorry to be the bearer of bad news, but your first 
game is going to suck. Please understand I’m not saying this 
to disparage you. I’m just sharing a basic fact that is as true 
for you as it is for me and every great designer I know. Only 
the people who make games that suck then move on to create 
something awesome.

Nobody starts out as an expert. It is the very process of 
trying, failing, learning, and then trying again that is the 
heart of good design. We will go through the core design 
loop in detail later in the book so you have a step-by-step 
guide for how to do it.

In order to go through this loop, however, you have to 
be willing to fail. This isn’t just a concern for beginners. I can 
look back at any period of my design history and find ele-
ments I’m not proud of. This has been true for every designer 
I’ve spoken with, and I’m confident it will remain true for me 
for the totality of my career.

Embracing imperfection will remove the fear of not 
doing it “right.” Strive to do your best with every project, but 
let go of the need to be perfect. Done is better than perfect.

THE ONE MAGICAL SOLUTION TO FEAR:  
SET DEADLINES

“The ultimate inspiration is the deadline.”

— Nolan Bushnell
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If there is one trick that has had an enormous impact on 
my game design career, it is this: Set deadlines.

When I first started designing games, I was working 
for someone else, building games for major properties like 
Marvel Comics and World of Warcraft. I was given deadlines 
to complete my designs, and I got them done. Keep in mind 
that I had no experience designing games and no idea what 
I was doing! But knowing that I had a deadline, and that I 
would not keep my job if I missed those deadlines, forced me 
to focus on doing the work.

Deadlines are magical. Deadlines force you to focus on the 
essential and commit to getting things done. Think about how 
efficiently you work when you are about to leave for vacation. 
Your productivity skyrockets because you know you have to 
get things done and are excited about the end result. It is 
easy to let a “side project” like designing a game or writing a 
book constantly slip in favor of more pressing demands. Set a 
reasonable but aggressive deadline and stick to it.

It can be very helpful to tell other people about your 
deadline to increase the pressure (e.g., set up a game night 
in two weeks with some friends to test your first prototype, 
or commit to posting a chapter a week of your book online).

I won’t lie to you. Even with the above tips, getting 
started is still going to be difficult. In fact, it is this very 
challenge that makes the project worth doing! Completing a 
creative project brings with it its own rewards even if it isn’t 
“The Next Big Thing.” You learn from everything you do, and 
you get to express yourself (flaws and all) with each project 
you complete.

Be bold, take risks, and have fun! Succeed or fail, you will 
be in good company.
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EXERCISE

“Eighty percent of success is showing up.”

— Woody Allen

So that is it. I want you to commit—right now—to the 
first steps of becoming a game designer. Write down below 
what you intend with a deadline attached. The steps can be 
finishing this book and its exercises, landing a job as a game 
designer, completing your first game, or publishing your 
twentieth game. It’s up to you! Pick realistic but exciting 
goals that you can complete within the next year.

1. _____________________________________________ 

Deadline: _________________

2. _____________________________________________

Deadline: _________________

3. _____________________________________________

Deadline: _________________

4. _____________________________________________

Deadline: _________________

5. _____________________________________________

Deadline: _________________

For extra power, post the above commitment in a public 
forum. You can even let me know what you are up to on 
Twitter @Justin_Gary. Making a commitment public makes 
it more real and adds some healthy social pressure to get it 
done. If you are anything like me, you love reading books 
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about how to get things done, but you often find yourself 
finishing them without taking action. This exercise will break 
you of that habit. Before turning to the next page, take five 
minutes to solidify your intention and tell it to the world. 
Step 1 in getting started is: Take action now!
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