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Want to design your own video games? Let expert Scott Rogers show
you how!If you want to design and build cutting-edge 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 well-thought out
examples that forgo theoretical gobbledygook with charmingly
illustrated concepts and solutions based on years of professional
experie


