		[image: ]			Home | Amazing | Today | Tags | Publishers | Years | Account | Search 	
		[image: ]



	[image: ]

	[image: ]
		



	Advertisement

	[image: ][image: unlimited object storage image]



	Today's Books

		[image: Awesome Game Creation: No Programming Required (Game Development)]


[image: Buy]
	[image: ]Awesome Game Creation: No Programming Required (Game Development), 9781584505341 (1584505346), Charles River, 2007
This is one of the first books CRM published in game development and it has been very successful.  There are thousands of more game players today than there were in 2000 and many of these players want to know how to make their own games. Most of these people are not programmers, however, so they need a non-programming why to learn and that's why this book works so well! Awesome Game Creation: No Programming Required, Third Edition teaches game enthusiasts and aspiring developers how to create your own computer games without programming skills. It teaches how the whole game design process works, beginning with an overview of how to design a game, and moving through the creation process from the basic building blocks to sound, music, and graphics.  Throughout the book, you'll learn how to create a variety of games, including an 2D Dragon Flying Game, First Person Shooter, space shoot-em up, and more.  To make sure you're able to follow along easily, each game is created through step-by-step tutorials that use  "drag-and-drop" game engines. You'll  learn how to make and modify your own interactive 2D and 3D computer games. And, you'll learn how to use a variety of development tools, including The Games Factory 2 (latest version), GameMaker, and FPS Creator (new to this edition).   This is a great way to learn the basics of game design and creation without having to learn how to program!!     

       About the Author

Jason Darby is the Director of Castle Software Ltd, an indie games and multimedia development company in the heart of the UK. Jason started on his computer creation business in 1998 when he released an offline web browser program. Since then he has been working on projects for businesses including a CD-ROM project for PC Format Magazine (UK), a number of quiz programs for large blue chip companies, educational multimedia programs, and small games. Jason has also had a number of books published in the game creation market including Make Amazing Games in Minutes, Awesome Game Creation: No Programming Required, and Game Creation for Teens, all published by Course Technology PTR.
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Visualization of Time-Oriented Data (Human-Computer Interaction Series)Springer, 2011

	Time is an exceptional dimension.We recognize this every day: when we are waiting

	for a train, time seems to run at a snail’s pace, but the hours we spend in a bar with

	a good friend pass by so quickly. There are times when one can wait endlessly for

	something to happen, and there are times when one is overwhelmed by events...
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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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Flash ActionScript: Your Visual Blueprint for Creating Flash-enhanced Web SitesVisual, 2002
Your visual blueprint for creating Flash-enhanced Web sites
     Plus sample graphics, a searchable e-version of the book, and more     

Welcome to the only guidebook series that takes a visual approach to professional-level computer topics. Open the book and you’ll discover step-by-step screen shots that demonstrate over 130...
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Animal Models of Cognitive Impairment (Frontiers in Neuroscience)CRC Press, 2006

	The costs associated with a drug’s clinical trials are so significant that it has become necessary to validate both its safety and efficacy in animal models prior to the continued study of the drug in humans.


	Featuring contributions from distinguished researchers in the field of cognitive therapy research, Animal Models of...
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An Introduction to bada: A Developer's GuideJohn Wiley & Sons, 2010

	An expert introduction to Samsung's new mobile platform


	Bada is a new platform that runs on mass market phones and enables you to build cutting-edge applications for mobile devices. As an access layer, bada has all the advantages of native coding and provides the power of multi-tasking and multi-threading. This book...
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Sun ONE Messaging Server: Practices and Techniques for Enterprise CustomersPrentice Hall, 2003
The Sun™ ONE Messaging Server Practices and Techniques for Enterprise Customers book is published under the auspices of the Sun BluePrints™ program. This book is a collection of practices and techniques for deploying a messaging system. These practices and techniques have been gathered from many...
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