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The creative work involved in creating concept art for games is one of the most rewarding jobs that an artist can have. In fact, it is possibly the most creative job in the entire game industry. Concept artists have the opportunity to visualize things that have never been seen before. They create the visual design of games. It is a huge responsibility and yet one of the most enjoyable experiences an artist can have.

When an artist creates a game, there is much more going on than in almost any other type of art anywhere. In a game, the artist is creating a self-contained world in which characters can interact with each other and things can happen. Unlike painting a picture, creating art for a game is about as close to intelligent art creation as an artist can get. It is like creating a world, and it is exciting to think about.

Concept art is the foundation of game creation. Game development relies on the concept art to give direction to the development team. The concept artist supplies the vision for the game. Without the concept art, there is a good chance that there will be miscommunication in the development process. The concept artist is the one who visualizes the game and then gives that vision to the rest of the development team.

This book is about creating game concept art. It covers a vast array of art required in the conceptual stage of game development. It is a beginning book, so it takes a basic look at creating game concept art. You do not need to have any game art development experience to read this book.

This book contains several step-by-step examples for you. These examples are designed to help you understand how the art is created. You are encouraged to follow the examples to get a feel for the project. After trying the examples in the book, you should try a few projects of your own.

Creating game concept art is fun. This book should help you on your way to a wonderful experience in creativity.
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Compensating the Sales Force: A Practical Guide to Designing Winning Sales Compensation PlansMcGraw-Hill, 2003
Design a sales compensation plan that sends profits soaring
Sales compensation works! It's the most effective tool managers have for motivating the sales force, improving their performance, and increasing profits. Creating a winning compensation plan, however, requires careful analysis, accurate calculation, and a clear...
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Get the Girls OutHarperCollins, 1970

	I was going to write a business book – a career journal filled

	with clever learnings, sage advice and world-changing missions

	– but I was struggling, big time. By struggling, I mean I hated

	every word. I spent more than two years producing bursts of

	word count, then rereading and deleting them.
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Advanced Rails Recipes: 84 New Ways to Build Stunning Rails Apps (Pragmatic Programmers)Pragmatic Bookshelf, 2008
Ruby on Rails continues to build up a tremendous head of steam. Fueled by significant benefits and an impressive portfolio of real-world applications already in production, Rails is destined to continue making significant inroads in coming years.
  Each new Rails application showing up on the web adds yet more to the collective wisdom of the...
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Statistics for Bioengineering Sciences: With MATLAB and WinBUGS Support (Springer Texts in Statistics)Apress, 2011

	
		Through its scope and depth of coverage, this book addresses the needs of the vibrant and rapidly growing engineering fields, bioengineering and biomedical engineering, while implementing software that engineers are familiar with.

	
		The author integrates introductory statistics for engineers and  introductory...
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Linear Mixed-Effects Models Using R: A Step-by-Step Approach (Springer Texts in Statistics)Springer, 2013

	Linear mixed-effects models (LMMs) are an important class of statistical models that can be used to analyze correlated data. Such data are encountered in a variety of fields including biostatistics, public health, psychometrics, educational measurement, and sociology. This book aims to support a wide range of uses for the models by applied...
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The Mathematica Book, Fifth EditionWolfram Media, 2003

	As both a highly readable tutorial and a definitive reference for over a million Mathematica users worldwide, this book covers every aspect of Mathematica. It is an essential resource for all users of Mathematica from beginners to experts. This expanded fifth edition presents Mathematica Version 5 for the first time and is important for...
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