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At the heart of any great computer game are expertly designed levels: the locales and stages that define
gameplay. And at the core of any strong game development team are the level designers: the people who
create the spaces and environments that you move through while playing the game. And because level design
doesn’t require a fine arts or programming degree, it’s one of the best avenues into a career in game
development. Level Design for Games: Creating Compelling Game Experiences is the definitive guide to
level design, both for aspiring game developers, and for industry pros looking for practical, best-practice tips
and advice.

With over ten years of experience with some of the industry’s top developers, Phil Co starts the reader at the
very beginning of the
game development process, explaining the level designer’s role in the all-important preproduction phase. Co
then moves into the
production phase, using a fictional level to demonstrate how to create and refine your level.

Packed with screenshots, diagrams, and real-world examples, this book gives you all the tools you need to
build your own professional-grade
level, including level narratives, descriptions, diagrams, and templates. Chapter assignments help you
practice what you’ve learned, and the demo of Epic’s UnrealEngine2 Editor (UnrealEd), included on the
companion CD-ROM, gives you hands-on experience
with an industry-standard tool.

Phil Co has a degree in architecture from the University of Virginia but opted instead for a career in video
games. Starting out as a tester at SEGA, he’s been a level designer since 1996 for some of the best-regarded
game developers in the industry, including Cyclone Studios, Blizzard, and Valve Software, makers of the
hugely popular “Half-Life” series. Phil lives in Seattle with his wife and son.
 

“Anyone interested in a level design career should read this book. Phil does an excellent job covering all
the aspects of level design across several game genres.”
—Rob Pardo, Vice President of Game Design,
Blizzard Entertainment

“An indispensable guide to the theory, process, and practice of level design.”
—Robin Walker, Designer, Valve Software

“This book contains a wealth of valuable information for anyone
interested in Level Design. It is one of the few books I would
recommend to my gaming students.”
—Todd Robinson, Game Design Instructor,
Academy of Art University, San Francisco
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From reader reviews:

Patricia Smith:

What do you regarding book? It is not important together with you? Or just adding material if you want
something to explain what yours problem? How about your time? Or are you busy man? If you don't have
spare time to complete others business, it is give you a sense of feeling bored faster. And you have time?
What did you do? Everyone has many questions above. They must answer that question due to the fact just
their can do that. It said that about publication. Book is familiar in each person. Yes, it is appropriate.
Because start from on kindergarten until university need this kind of Level Design for Games: Creating
Compelling Game Experiences to read.

Noah Giles:

Here thing why this particular Level Design for Games: Creating Compelling Game Experiences are
different and dependable to be yours. First of all looking at a book is good nevertheless it depends in the
content of the usb ports which is the content is as yummy as food or not. Level Design for Games: Creating
Compelling Game Experiences giving you information deeper as different ways, you can find any
publication out there but there is no guide that similar with Level Design for Games: Creating Compelling
Game Experiences. It gives you thrill examining journey, its open up your own personal eyes about the thing
which happened in the world which is might be can be happened around you. You can bring everywhere like
in park, café, or even in your technique home by train. When you are having difficulties in bringing the
imprinted book maybe the form of Level Design for Games: Creating Compelling Game Experiences in e-
book can be your alternative.

Barbara Rubio:

A lot of people always spent their own free time to vacation or perhaps go to the outside with them friends
and family or their friend. Are you aware? Many a lot of people spent many people free time just watching
TV, as well as playing video games all day long. If you would like try to find a new activity that is look
different you can read a new book. It is really fun in your case. If you enjoy the book which you read you can
spent all day long to reading a publication. The book Level Design for Games: Creating Compelling Game
Experiences it is quite good to read. There are a lot of those who recommended this book. They were
enjoying reading this book. In case you did not have enough space bringing this book you can buy the
particular e-book. You can m0ore very easily to read this book through your smart phone. The price is not
too costly but this book has high quality.

Sebrina Knapp:

Is it an individual who having spare time and then spend it whole day by means of watching television
programs or just lying on the bed? Do you need something totally new? This Level Design for Games:
Creating Compelling Game Experiences can be the reply, oh how comes? It's a book you know. You are and



so out of date, spending your free time by reading in this brand new era is common not a geek activity. So
what these books have than the others?
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