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	Beginning Java 8 Games Development, written by Java expert and author Wallace Jackson, teaches you the fundamentals of building a highly illustrative game using the Java 8 programming language. In this book, you'll employ open source software as tools to help you quickly and efficiently build your Java game applications. You'll learn how to utilize vector and bit-wise graphics; create sprites and sprite animations; handle events; process inputs; create and insert multimedia and audio files; and more.


	Furthermore, you'll learn about JavaFX 8, now integrated into Java 8 and which gives you additional APIs that will make your game application more fun and dynamic as well as give it a smaller foot-print; so, your game application can run on your PC, mobile and embedded devices.


	After reading and using this tutorial, you'll come away with a cool Java-based 2D game application template that you can re-use and apply to your own game making ambitions or for fun.


	What you’ll learn

	
		How to develop games using Java 8
	
		How to employ vector-based graphics or bitmap graphics
	
		How to create your 2D game sprites
	
		How to animate those game sprites
	
		How to handle events to process player input
	
		How to optimize and implement digital audio assets



	Who this book is for


	This book is for game developers with little experience using Java, little experience in developing games, or both.
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Blog Design For DummiesFor Dummies, 2013

	The average blogger does not typically have experience with design or coding, but that shouldn't deter them from having a professional-looking blog design. This friendly and easy-to-understand guide provides you with the tools you need to establish a creative, unique, and aesthetically memorable blog without having to learn how to code...
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Integration of the Semantic Web and Model-Driven SoftwareJohn Wiley & Sons, 2012

	The next enterprise computing era will rely on the synergy between both technologies: semantic web and model-driven software development (MDSD). The semantic web organizes system knowledge in conceptual domains according to its meaning. It addresses various enterprise computing needs by identifying, abstracting and rationalizing...
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Spring in ActionManning Publications, 2014

	
		Summary

	
		Spring in Action, Fourth Edition is a hands-on guide to the Spring Framework, updated for version 4. It covers the latest features, tools, and practices including Spring MVC, REST, Security, Web Flow, and more. You'll move between short snippets and an ongoing example as you learn to build...
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Data Mining for Social Network Data (Annals of Information Systems)Springer, 2010

	
		Driven by counter-terrorism efforts, marketing analysis, and the explosion in on-line social networking, data mining has moved to the top of the agenda in information science. This book presents a broad range of recent studies in social networking analysis.
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Be Your Own Sailing Coach: 20 Goals for Racing Success (Wiley Nautical)John Wiley & Sons, 2008

	One of the reasons why it is so hard to improve your racing is that sailing is such a time-intensive sport. If you are running, you can start your training session fi ve minutes after you’ve shut your front door, whereas it may take a sailor fi ve hours (or more) to drive to the venue, fully rig the boat and get on the water. This is...
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Modeling Students' Mathematical Modeling Competencies: ICTMA 13Springer, 2009
As we enter the 21st century, there is an urgent need for new approaches to mathematics education emphasizing its relevance in young learners’ futures. Modeling Students’ Mathematical Modeling Competencies explores the vital trend toward using real-world problems as a basis for teaching mathematics skills, competencies, and...
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