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	The video game industry has grown explosively over the past decade

	and is now a major provider of home entertainment. Since the North

	American release of the Nintendo Entertainment System (NES) in

	1985, game industry revenues have also grown substantially and, according

	to the marketing research company NDP Group, grossed

	almost $20 billion in the United States in 2009. World sales are about

	equivalent to US sales, so the game industry brought in approximately

	$40 billion worldwide in 2009. Even during the late economic

	downturn, the game industry remains healthy financially.

	There are many reasons why games have become so popular.





	One reason is that they are available on many different platforms,

	including computers, game consoles, cell phones, iPads, and various

	handheld devices, especially the Sony PlayStation Portable and

	Nintendo DS. Over the years, as the platform technology improved,

	games have become much more sophisticated in creating worlds that

	immerse the player with their almost photorealistic graphics and 3D

	sound effects that make players feel they are actually on a battlefield

	or taking on armies of zombies.





	Of course, games are not movies. The main difference is that

	games allow players to actively participate in the events of the

	game world as opposed to simply sitting back and passively watching

	things happen. It is this hands-on involvement in a game world

	where entities seem to behave independently that sets games apart

	from traditional forms of art and entertainment. Rather than simply

	watching the hero fight her way through hordes of enemies to reach

	the lair where the evil villain is hiding, game players can pick up

	weapons, whip up magic or highly advanced technology, and even

	lead armies against the villain.





	Of course, just as in other forms of art and entertainment, someone

	has to create the environment and personages inhabiting the

	world, put words into the characters’ mouths, and define how things

	will run. The art team creates the worlds and entities. The programming

	team creates the game engine that coordinates all the processes

	involved in getting the game to appear on the screen as well as handling

	the world physics and enemy artificial intelligence. The design

	team not only creates the script for the game but, more importantly,

	also has the task of assigning values to objects in the game world so

	that they can interact as desired.
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Networks of Innovation : Change and Meaning in the Age of the InternetOxford University Press, 2006
Integrating concepts from multiple theoretical disciplines and detailed analyses of the evolution of Internet-related innovations (including computer networking, the World Wide Web and the Linux open source operating system), this book develops foundations for a new theoretical and practical
understanding of innovation. It covers topics...
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Pattern-Oriented Software Architecture Volume 1: A System of PatternsJohn Wiley & Sons, 1996
Represents the progression and evolution of the pattern approach into a system of patterns capable of describing and documenting large-scale applications.       

   This practical tutorial/reference demonstrates how patterns can enable users to create large-scale applications and solve recurring design problems. Contains a catalog of 25...
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Securing Your Business with Cisco ASA and PIX FirewallsCisco Press, 2005
The easy-to-use guide for learning how to secure networks with the world-class PIX Firewall Ideal for network administrators with little or no firewall experience Easily explains how to implement a security system in small and medium businesses or at home using graphical PIX Device Manager (PDM) Presents best practices for locking down network...
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Object-Oriented Design HeuristicsAddison Wesley, 1996
Upon completion of an object-oriented design, you are faced with a troubling question: "Is it good, bad, or somewhere in between?" Seasoned experts often answer this question by subjecting the design to a subconscious list of guidelines based on their years of experience. Experienced developer Arthur J. Riel has captured this elusive,...
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Encyclopedia of the World's Endangered Languages (Routledge Language Family Series)Routledge, 2007
Knowledge of the world's languages has never been more comprehensive than it is today; yet never have so many been threatened by extinction. Defining as endangered those languages in which older speakers are failing--for whatever reason--to pass on their native speech to younger generations, this encyclopedia is the first to catalog and describe...
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Interest Rate Modelling (Finance and Capital Markets)Palgrave Macmillan, 2004
Growth in the derivatives markets has brought with it an ever-increasing volume and range of interest rate dependent derivative products. To allow profitable, efficient trading in these products, accurate and mathematically sound valuation techniques are required to make pricing, hedging and risk management of the resulting positions possible.
...
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