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\.  Game designer of Pac-Man World™ and Maximo ™ serie~
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Rogers, Scott.
Level up! : the guide to great video game design
Wiley, 2014.
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Fullerton, Tracy.

Game design workshop : a playcentric approach to creating
innovative games

Boca Raton : CRC Press/Taylor & Francis, 2014.
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Ordéiez, Juan P.

Power-Ups : jconviértete en un profesional de los
videojuegos!

Palma de Mallorca: Plan B, 2013.
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DRAWING.BASICS and

CLASSIC TO
CUTTING-EDGE
ART TECHNIQUES
FOR WINNING
VIDEO GAME
DESIGN

Solarski, Chris.

Drawing Basics and Video Game Art : Classic to Cutting-
Edge Art Techniques for Winning Game Design

New York : Watson-Guptill, 2012.
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Millington, lan.
Artificial intelligence for games
Burlington, MA : Morgan Kaufmann/Elsevier, 2009.
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Creating Inteiligent Bebavior in Games

Developers

Bourg, David M.
Al for game developers

O’RE“.LY. Javid M. Bowg & Glenn Seamann 1 .
Sl Sebastopol: O'Reilly, 2004.
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WORDWARE GAME DEVELOPER'S LIBRARY

Programming
GG Mme AI by EXGmp|e Buckland, Mat.

Programming game Al by example
2L Mot Buckland Plano, Texas : Wordware, 2005.
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STORYTELLING

What Every Developer Needs to
Know About Narrative Techniques
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Skolnick, Evan.

: Video game storytelling : what every developer needs to
EvanSkolnick know about narrative techniques

Berkeley : Watson-Guptill Publications, 2014.
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THIRD EDITION
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Harbour, Jonathan S.
Game programming all in one
Boston, Mass. : Thomson Course Technology, 2007.
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Trust-Building Activities, Team Spirit
Exercises, and Other Fun Things to Do

wick gemes and fun
acuvitigs for building
morale, communication,

&nd team Spl!l nyour
department or work group

John Newstrom & Edward Scannell

Newstrom, John W.
The Big book of team-building games : trust-building

activities, team spirit exercises, and other fun things to do
New York : McGraw Hill, 1998.
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Schell, Jesse.
Jesse Schell . The Art of game design : a book of lenses
i Amsterdam: Elsevier/Morgan Kaufmann, 2015.
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CREATING
MUSIC AND SOUND

FOR GAMES

Childs, G. W.
Creating music and sound for games
ke ' Boston: Course Technology PTR, 2007.
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DISENO Y CREACION DE VIDEOJUEGOS

Analisis narrativo
del guion de videojuego

Ivan Martin Rodriguez

Martin Rodriguez, Ivan.
Analisis narrativo del guién de videojuego
Madrid : Editorial Universidad de Granada : Sintesis, 2015.




