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""OUYA Game Development by Example"" consists of different game
application examples. No prior experience with programming is
required. You will learn everything from scratch and will have an
organized flow of information specifically designed for complete
beginners.Using this book, you can get started with creating games
without any game development experience. This book is perfect for
anyone that wants to make video games but is unsure of where to start.
It covers elements of game design, art, and programming
comprehensively, and the engine used throughout all of the tutorials is
very beginn


