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	Game apps on iPhone and now The New iPad remain one of the most popular type of apps in the Apple iTunes App Store. Does Angry Birds ring a bell?  Now, you can learn to build game apps for the iPhone 5 and The New iPad using the new iOS 6 SDK.   

	

	Beginning iOS 6 Games Development provides a clear path for you to learn and create iPhone and iPad game apps using the iOS 6 SDK platform. You'll learn how to use the core classes to create rich and dynamic games apps, including graphics, animations, and sound. The latest version of Xcode 4.5 will be used in parts of the book to guide you along the way of building your iPhone or iPad game apps.

	

	Other topics include iOS 6 game apps development with the newest iOS Game Center update, persisting user data, and designing a compelling user experience. After reading this book, you'll come away with the skills and techniques for building a game app, top to bottom, that could perhaps even be sold on the Apple iTunes App Store.

	

	

	*** NOTE: This book is an update of Beginning iOS 5 Games Development (ISBN-13: 978-1430237105) and Beginning iPhone Games Development (ISBN-10: 1430225998).


	What you’ll learn

	
		What to learn and how to build iPhone and iPad game apps using iOS 6 SDK
	
		How to use UIViews to display game assets
	
		How to leverage Core Animation to simplify animations
	
		How to create frame-by-frame animations for action games
	
		How to play sound using media classes
	
		How to integrate with Game Center and other social media services
	
		How to use Core Data to persist game state



	Who this book is for


	This book is for new iPhone and iPad app developers who want to create game apps, using the iOS SDK. A basic understanding of Xcode and Objective-C is assumed.



	Table of Contents


	1. A Simple First Game

	2. Setting Up Your Game Project

	3. Explore the Game Application Lifecycle

	4. Quickly Build an Input-Driven Game

	5. Quickly Build a Frame-byFrame Game

	6. Create Your Characters: Game Engine, Image Actors, and Behaviors

	7. Build Your Game: Vector Actors and Particles

	8. Build Your Game: Understanding Gestures and Movements

	9. Game Center and Social Media

	10. Monetizing via the Apple App Store

	11. Add Sound to your Game

	12. A Completed Game: Belt Commander
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Universal Access in Human-Computer Interaction. Users Diversity: 6th International ConferenceSpringer, 2011

	The 14th International Conference on Human–Computer Interaction, HCI International
	2011, was held in Orlando, Florida, USA, July 9–14, 2011, jointly
	with the Symposium on Human Interface (Japan) 2011, the 9th International
	Conference on Engineering Psychology and Cognitive Ergonomics, the 6th International
	Conference on...
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MySQL (4th Edition) (Developer's Library)Addison Wesley, 2008
In MySQL, Paul DuBois provides you with a comprehensive guide to one of the most popular relational database systems. As an important contributor to the online documentation for MySQL, Paul uses his day-to-day experience answering questions users post on the MySQL mailing list to pinpoint the problems most users and administrators encounter. The...
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Developing Web Services with Java APIs for XML (JAX Pack) with CDROMSyngress Publishing, 2002
It should come as no surprise to someone reading this foreword that two of the most
influential forces in information systems over the last few years have been Java and
XML. Java provides a stable, industrial-strength language that runs on a variety of
platforms, while XML offers a simple format for the exchange of information...
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Symfony 1.3 Web Application DevelopmentPackt Publishing, 2009
With its flexible architecture, the Symfony framework allows you to build modern web applications and web services easily and rapidly. The MVC components separate the logic from the user interface and therefore make developing, changing, and testing your applications much faster. Using Symfony you can minimize repetitive coding tasks, optimize...
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Introduction to Piecewise Differentiable Equations (SpringerBriefs in Optimization)Springer, 2012

	This brief provides an elementary introduction to the theory of piecewise differentiable functions with an emphasis on differentiable equations. In the first chapter, two sample problems are used to motivate the study of this theory. The presentation is then developed using two basic tools for the analysis of piecewise differentiable...
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Digital Photography: Essential Skills, Fourth EditionFocal Press, 2008

	Looking to take your photography to the next level? Need guidance on the basics, from choosing cameras to perfecting capture, managing files, editing images and developing a creative, critical eye?

	

	Packed with quality images to inspire and enthuse, Digital Photography: Essential Skills takes a refreshingly practical,...
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