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Developing your own 3D game engine can be a demanding task. If you?re up for the challenge, then "3D Game Engine Programming" is ready to take you through each step. All you need to begin is a working knowledge of C or C++and basic knowledge of the DirectX and Direct3D interfaces. With these skills behind you, you?re ready to tackle the mathematical concepts and API-independent interfaces that will add up to your working game engine. This book takes you beyond simply building your game engine, showing you how you can apply it to implement a network deathmatch first-person shooter. You?ll also cover additional tasks such as implementing a level editor to build your own 3D levels from scratch with a graphical user interface.

At the end of the book, you will be able to program your own comprehensive game engine, including renderer, network, audio, input, and math libraries. Includes coverage describing how to implement additional tools for game programming, such as a level editor with graphical user interface. To demonstrate the power of the developed tools, this book wraps things up with a deathmatch network first-person shooter, utilizing everything from the book: engine, level editor, and performance knowledge. 

       About the Author
 Stefan Zerbst holds a degree in Computer Science with Business Administration. Starting programming on the ancient C16 he is now the author of two best selling German books about game programming and runs the German hobby game programming community http://www.zfx.info. He shares his comprehensive experience in this field not only through writing books but also by holding lectures about game programming at a German university. Oliver Düvel works as a project manager in the field of support for a medium-sized software company in Germany. He started programming in the early 1980s and did his first vector and matrix programs using assembler to visualize three-dimensional objects.
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Adobe InDesign CS/CS2 BreakthroughsPeachpit Press, 2005
Adobe InDesign is taking the publishing world by storm and users are hungry for breakthrough solutions to their myriad concernsfrom how best to manage the program's sometimes unwieldy interface to how to produce quality PDF files. Page-layout guru David Blatner and veteran trainer Anne-Marie "HerGeekness" Concepción have scoured...
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Adaptive Antennas and Receivers (Electrical and Computer Enginee)CRC Press, 2005
In our modern age of remote sensing, wireless communication, and the nearly endless list of other antenna-based applications, complex problems require increasingly sophisticated solutions. Conventional antenna systems are no longer suited to high-noise or low-signal applications such as intrusion detection. Detailing highly effective approaches to...
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Calcium Signalling: Methods and Protocols (Methods in Molecular Biology, 1925)Humana Press, 2019

	
		This volume looks at the latest developments in studying calcium signaling. The chapters in this book discuss topics such as in vitro and in vivo analyses in model systems; methods to measure Ca2+ in different subcellular compartments; single Ca2+ channels; methods to measure cellular ROS and ATP; and the functionality of the ATP...
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Network Performance Analysis: Using the J Programming LanguageSpringer, 2007
The J programming laguage is rich in mathematical functionality and ideally suited to analytical computing methods. It is, however, a somewhat terse language and not entirely intuitive at first, particularly if one is used to more conventional programming languages such as C, Pascal or Java. J functions (called verbs) are denoted by punctuation...
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Data Engineering: Fuzzy Mathematics in Systems Theory and Data AnalysisJohn Wiley & Sons, 2001

	Although data engineering is a multi-disciplinary field with applications in control, decision theory, and the emerging hot area of bioinformatics, there are no books on the market that make the subject accessible to non-experts. This book fills the gap in the field, offering a clear, user-friendly introduction to the main theoretical and...
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Picture Yourself Creating with Photoshop Elements 5.0Course Technology PTR, 2006
Are you ready to do more with your digital photographs than store them away on a disc? Get ready to unleash your creativity as you explore what can happen when you combine digital photography with the amazing features of Photoshop Elements 5.0! Go in depth with the specific features of Photoshop Elements that work best with photographs. Begin by...
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