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	Beginning Java SE 6 Game Programming, 9781435458086 (1435458087), Course Technology PTR, 2011

	This book will teach you how to create games with the awesome Java language.
	Previous editions emphasized the casual game market with chapter projects
	designed to run in AppletViewer or in a web browser. While still relevant, the
	code in this new edition is a bit simpler, using a JFrame more often instead of an
	applet, so that examples can be run as a Java application. Some chapters still
	feature applet projects, while many others are now JFrame-based applications.
	The final Galactic War project in Part III is still an applet, since a focus of the book
	is an emphasis on the casual game market. Game programming is a challenging
	subject, and it can be difficult to figure out how to get started. This book takes
	away some of the mystery of game programming by explaining how to create a
	game in Java. I assume that you have a little Java programming experience, but if
	you have never used Java before you should be able to keep up. Chapter 2 provides
	a quick summary of the language.


	This book takes the approach that we can have fun while learning how to program
	games. Typing in long source code listings out of a book is not fun, so I don’t ask
	you to do that very much. Instead, you will learn to write short programs that
	demonstrate the major topics, and over time you will get the hang of it. There is
	no memorization required here, as I’m a firm believer that repetition and practice
	is the best way to learn, not theory and memorization.


	BEGINNING JAVA SE 6 GAME PROGRAMMING, THIRD EDITION is perfect for beginner level game programmers with some Java experience who want to quickly and easily learn how to create games using the latest version of the Java SDK, Java 6. Written in simple language, the book teaches each new skill using engaging tutorials in which you'll write short programs that demonstrate the topics being covered to reinforce what you've just learned. Each chapter builds upon the previous ones, allowing you to repeat and practice the techniques covered. You'll begin with the basics of writing a simple game using vector graphics, move on to utilizing Java's advanced library to add animation and sound effects, and end by creating a professional, sprite-based game full of interesting artwork and details that you can share with others on the web. And you'll be able to use the skills and techniques you've learned to create your own games to play and share. All you need to get started is a basic understanding of Java and your imagination!
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Koha 3 Library Management SystemPackt Publishing, 2010

	Koha is the first full-featured open source library management system that is widely used for efficiently managing libraries. However, setting up and maintaining Koha is no walk in the park. It is not as straightforward as setting up the other popular LAMP applications.


	This practical guide provides all the essential information...


		

Windows PowerShell Pocket Reference: Pocket ReferenceO'Reilly, 2008
This portable reference to Windows PowerShell summarizes both the command shell and scripting language, and provides a concise reference to the major tasks that make PowerShell so successful. It's an ideal on-the-job tool for Windows administrators who don't have time to plow through huge books or search online.
  
  Written by Microsoft...

		

IP over WDM: Building the Next Generation Optical InternetJohn Wiley & Sons, 2003
The primary objective of this book is to provide, in an understandable style, comprehensive and practical information on the transport of the Internet protocol (IP) over the optical/wavelength-division-multiplexed (WDM) layer. This is accomplished by providing sufficient background information on the enabling technologies, followed by an in-depth...




	

Excel 2007 Workbook For Dummies (Computer/Tech)For Dummies, 2007
From formulas to functions to the latest features — practice and plan Excel tasks with ease
Confused by Excel? Want to make the most of its capabilities? No worries — this hands-on workbook gets you up to speed in a step-by-step manner. From navigating the new user interface and creating your first spreadsheet to using formulas,...


		

Artificial Intelligence for Big Data: Complete guide to automating Big Data solutions using Artificial Intelligence techniquesPackt Publishing, 2018

	
		Build next-generation artificial intelligence systems with Java

	
		Key Features

		
			Implement AI techniques to build smart applications using Deeplearning4j
	
			Perform big data analytics to derive quality insights using Spark MLlib
	
			Create self-learning systems using...




		

Data Engineering: Fuzzy Mathematics in Systems Theory and Data AnalysisJohn Wiley & Sons, 2001

	Although data engineering is a multi-disciplinary field with applications in control, decision theory, and the emerging hot area of bioinformatics, there are no books on the market that make the subject accessible to non-experts. This book fills the gap in the field, offering a clear, user-friendly introduction to the main theoretical and...






	





©2021 LearnIT (support@pdfchm.net) - Privacy Policy
