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Kerbal Space Program (KSP) is a critically acclaimed, bestselling space
flight simulator game. It’s making waves everywhere from mainstream
media to the actual space flight industry, but it has a bit of a learning
curve. In this book, five KSP nerds—including an astrophysicist—teach
you everything you need to know to get a nation of tiny green people
into space. Perfect for video game players, simulation game players,
Minecrafters, and amateur astronomers.


