					Home | Amazing | Today | Tags | Publishers | Years | Account | Search 	
		



	

	
		



	Advertisement

	



	Today's Books

		



	3D Game Programming All in One, 9781598632668 (1598632663), Course Technology PTR, 2006
Are you an aspiring game developer with a great idea, but no practical knowledge for turning that idea into reality? 3D Game Programming All in One is the comprehensive guide you need! This new edition updates the original coverage with the latest version of Torque from GarageGames, and provides the very best tools available to the Indie game maker. This hands-on book not only teaches the technical skills behind 3D game programming, but also provides you with the practical experience you need to create your own games. As you create a first-person shooter, you'll cover the techniques behind the programming, textures, and models that go into successful game creation. You'll also cover the Torque Engine and will learn how to integrate sound and music into your game. 3D Game Programming All in One provides you with the training, experience, and tools you need to turn your dreams of game creation into reality!    

       This book and the companion CD contain all of the tools and information necessary to create a complete ready-to-play first person shooter game. Functions as a stand-alone book or 'the next step' for readers of Game Programming All in One (1931841233), which takes the reader through each step of the creation of a full 2D game. Provides thorough explanation of 3D game programming, an emerging market within gaming. The CD is a treasure chest of tools and resources for independent game developers, including a fully featured game engine; tools for modeling, sound and text editing, and image manipulation; sound, image, and music libraries.  

       About the Author

Kenneth C. Finney has been lead faculty member for the Game Art & Design program at the Art Institute of Toronto since 2004. He began programming in 1974 and his career as a software engineer included work on high-speed trading systems technology, armored fighting vehicle systems design, nuclear reactor safety and testing technology, robotic pharmaceutical systems and 3D game engine technology. In 1997 Ken was a recipient of the prestigious Conference Board of Canada ITX (Innovation in Technology Excellence) Award for his work on InScan[md]a high-speed document scanning system.   At the turn of the millennium, Ken decided to pursue his passion for computer games, and began gradually moving out of the world of commercial and industrial technology and into the game development arena. Ken is the creator of the popular Tubettiworld online game and the ‘QuicknDirty’ game management tools for Novalogic’s Delta Force 2 game series.   Ken is co-owner of Sprite House Games, a game company located in the Greater Toronto Area in Ontario, Canada, where he is working on producing several projects, including Juggernaut (in association with GarageGames), a 3D FPS tech demo for Torque 2.0 and Beast Forge, a TorqueX (XNA) game utilizing advanced AI techniques.
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Political Self-Sacrifice: Agency, Body and Emotion in International Relations (Cambridge Studies in International Relations)Cambridge University Press, 2013

	Over the last decade the increasing phenomenon of suicide terrorism has raised questions about how it might be rational for individuals to engage in such acts. This book examines a range of different forms of political self-sacrifice, including hunger strikes, self-burning and non-violent martyrdom, all of which have taken place in resistance...


		

Foundations of Robotics: Analysis and ControlMIT Press, 1990

	Foundations of Robotics presents the fundamental concepts and methodologies for the analysis, design, and control of robot manipulators. It explains the physical meaning of the concepts and equations used, and it provides, in an intuitively clear way, the necessary background in kinetics, linear algebra, and control theory....


		

Object-Oriented Thought Process, The, Second EditionSams Publishing, 2003
The Object-Oriented Thought  Process, Second Edition will lay the foundation in object-oriented  concepts and then explain how various object technologies are used. Author Matt  Weisfeld introduces object-oriented concepts, then covers abstraction, public  and private classes, reusing code, and...





	

Nolo's Guide to Social Security Disability: Getting & Keeping Your BenefitsNolo, 2003
Nolo's Guide to Social Security Disability is an essential book for anyone dealing with a long-term or permanent disability. Written both for first-time applicants and those who already receive Social Security Disability, Dr. David Morton's book demystifies the program in plain English, thoroughly explaining:

*what Social Security...


		

Efficient Secure Two-Party Protocols: Techniques and Constructions (Information Security and Cryptography)Springer, 2010

	The authors present a comprehensive study of efficient protocols and techniques for secure two-party computation – both general constructions that can be used to securely compute any functionality, and protocols for specific problems of interest. The book focuses on techniques for constructing efficient protocols and proving them...


		

Computer Network SecuritySpringer, 2005
A comprehensive survey of computer network security concepts, methods, and practices. This authoritative volume provides an optimal description of the principles and applications of computer network security in particular, and cyberspace security in general. The book is thematically divided into three segments: Part I describes the operation and...
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