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An easy-to-follow primer on the fundamentals of digital game design
The quickly evolving mobile market is spurring digital game creation
into the stratosphere, with revenue from games exceeding that of the
film industry. With this guide to the basics, you'll get in on the game of
digital game design while you learn the skills required for
storyboarding, character creation, environment creation, level design,
programming, and testing.Teaches basic skill sets in the context of
current systems, genres, and game-play stylesDemonstrates how to
design for different sectors withi


