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Algorithms and Networking for Computer Games is an essential guide to solving the algorithmic and networking problems of modern commercial computer games, written from the perspective of a computer scientist. Combining algorithmic knowledge and game-related problems, the authors discuss all the common difficulties encountered in game programming. 
    The first part of the book tackles algorithmic problems by presenting how they can be solved practically.  As well as “classical” topics such as random numbers, tournaments and game trees, the authors focus on how to find a path in, create the terrain of, and make decisions in the game world.  Part two introduces networking related problems in computer games and focuses on three key questions: how to hide the inherent communication delay, how to utilize limited network resources, and how to cope with cheating.     

    Algorithms and Networking for Computer Games provides a comprehensive resource that offers deeper algorithmic insight into game programming and explains game-specific network considerations. Read on for…     

	Algorithmic solutions in pseudo code format, which not only emphasizes the idea behind the solution, but also can easily be written into the programming language of your choice.     
	A section on the Synthetic player, covering decision-making, influence maps, finite-state machines, flocking, fuzzy sets and probabilistic reasoning.     
	In-depth treatment of network communication including dead reckoning, local perception filters and cheating prevention.     
	51 ready-to-use algorithms and 178 illustrative exercises.     


    Algorithms and Networking for Computer Games is a must-read text for advanced undergraduate and graduate students on computer game-related courses, postgraduate researchers in game-related topics, and game developers interested in new approaches and the theoretical background to games.     

       About the Author
   Jouni Smed is currently a researcher and lecturer in Department of Information Technology, University of Turku, Finland.  His research concentrates on computer games, optimization, and scheduling algorithms.    

    Harri Hakonen is a researcher and lecturer in the department of Information Technology, University of Turku.  His research interests include algorithms for computer games, string algorithmics, and software construction.       
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Healthcare, Insurance, and You: The Savvy Consumer's GuideApress, 2013

	Healthcare is changing and you need to know how—and what to do about it.


	Getting good medical care shouldn’t be so confusing—or so costly. Healthcare, Insurance, and You simplifies the many confusing details about our healthcare system so you can make informed decisions. Result? Better health at...
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Advances in Cryptology -- CRYPTO 2011: 31st Annual Cryptology Conference, Santa BarbaraSpringer, 2011

	This book constitutes the refereed proceedings of the 31st Annual International Cryptology Conference, CRYPTO 2011, held in Santa Barbara, CA, USA in August 2011. The 42 revised full papers presented were carefully reviewed and selected from 230 submissions. The volume also contains the abstract of one invited talk. The papers are organized...


	[image: ]	[image: ][image: Microsoft Visual C# .NET 2003 Unleashed]

Microsoft Visual C# .NET 2003 UnleashedSams Publishing, 2004
Microsoft Visual C# .NET 2003 Unleashed is a comprehensive reference and learning guide for the .NET Framework, using C# as the instructional language. You will be exposed to everything from low-level information on the Garbage Collector to advanced concepts like creating applications that use Enterprise Services,...
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The Multilingual Internet: Language, Culture, and Communication OnlineOxford University Press, 2007
This book marks the culmination of the second stage of a two-stage project initiated in 2002. In that year, we co-edited a special issue of the Journal of Computer-Mediated Communication about multilingualism on the Internet (published in 2003). Our call for papers, distributed online, yielded far more proposals than we had expected, and many of...
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Toxicogenomics-Based Cellular Models: Alternatives to Animal Testing for Safety AssessmentAcademic Press, 2014

	Toxicogenomics-Based Cellular Models is a unique and valuable reference for all academic and professional researchers employing toxicogenomic methods with respect to animal testing for chemical safety. This resource offers cutting-edge information on the application of toxicogenomics to developing alternatives to current animal...
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East Asian Regionalism from a Legal Perspective: Current features and a vision for the futureRoutledge, 2009
Plenty has been written about the political and economical aspects of regionalism, but the legal perspective has been neglected. East Asian Regionalism From a Legal Perspective is unique in synthesizing legal, economic and political analyses. 

In the first part, the book investigates the current features of...
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