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	Cross-Platform Game Programming (Game Development), 9781584503798 (1584503793), Charles River, 2005
With many of today’s games being released simultaneously on all platforms, the need for a good cross-platform development strategy is essential. Cross-Platform Game Programming covers this rarely discussed area and provides the techniques needed to develop your games effectively. It explains the plethora of problems that exist within every cross-platform game, and gives you the understanding and ability needed to solve them. It also teaches you how to write code that behaves identically on all machines.
In addition, the book explains why standard libraries are not standard enough, and covers the nuances between compilers, debuggers, and operating systems. Throughout the book, how-to guidelines are provided for using the same code to handle different hardware specifications without change for ported games, or those being build to work cross-platform from the ground up. It helps senior and lead programmers determine where the platform-specific features should start and end, and provides methods for achieving this. It also includes support for those using middleware by demonstrating how to write code that will run identically on different machines, despite the platform making use of the same APIs. Because this book teaches the methods, not the API, it scales well for future platforms and empowers you to create your own designs.  • BuildTools – Jam, the cross-platform build tool covered in Chapter 11 as an alternative to Makefiles  • Graphics – OpenGL, GLUT, and Microsoft DirectX SDK  • Utility Libraries – STLport, Boost, POSIX threads for Windows, and PLib  • Scripting – Lua, source for the Lua interpreter and Lua compiler, and the basic Lua core required by both    

System Requirements  IBM PC or 100% compatible, 128MB RAM (256MB recommended), 100MB of available hard-disk space (500MB additional space is required for the full DirectX SDK), and a copy of Microsoft Visual C++ version 6 or above. An Intel Pentium 90 Processor is required, although Pentium II or higher is recommended for the majority of the code. A Pentium III, 1 GHz is recommended for the DirectX SDK. Windows 98 SE or later is required with a VGA or higher-resolution monitor (Super VGA recommended). The DirectX SDK requires a DX9-compatible graphics card with suitable drivers and OpenGL.     

       About the Author


   Steven Goodwin has been in the games industry for over 10 years, progressing from Windows programmer to lead and management roles on console platforms such as the PS2, GameCube, and Xbox.  During this time, he was responsible for five titles, including the #1 selling Die Hard: Vendetta, which appeared on all three of the above platforms.  He has also written over 30 articles in major publications, including the UK games development industry trade magazine, Develop.       
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Hybrid Algorithms for Service, Computing and Manufacturing Systems: Routing and Scheduling SolutionsIGI Global, 2011

	
		In a global, highly competitive environment, organizations face increasing economic pressure and customer demands for more complex products and services. Hybrid algorithms have the potential to play an important role in helping organizations achieve cost reduction and increased product development.

	
		Hybrid Algorithms...



		

Broken Markets: A User's Guide to the Post-Finance EconomyApress, 2012

	"I would sleep better if I knew that Bernanke, Geithner, Bachus, Sen. Tim Johnson, Obama and Romney all kept dog-eared copies of Kevin Mellyn's Broken Markets on their nightstands. . . . Mellyn's work is a fascinating, important, and eminently good read and should inform the debate on overhauling the U.S. and...


		

Object-Oriented Analysis and Design for Information Systems: Modeling with UML, OCL, and IFMLMorgan Kaufmann, 2014

	Object-Oriented Analysis and Design for Information Systems clearly explains real object-oriented programming in practice. Expert author Raul Sidnei Wazlawick explains concepts such as object responsibility, visibility and the real need for delegation in detail. The object-oriented code generated by using these concepts in a systematic...





	

History and Evolution of Concepts in PhysicsSpringer, 2014

	Our understanding of nature, and in particular of physics and the laws governing it, has changed radically since the days of the ancient Greek natural philosophers. This book explains how and why these changes occurred, through landmark experiments as well as theories that - for their time - were revolutionary. The presentation covers...


		

From Melanocytes to Melanoma: The Progression to MalignancyHumana Press, 2005

	Leading researchers and clinicians join forces to explain how malignant melanoma develops from its benign precursor cell type. The authors focus on the molecular mechanisms involved in melanogenesis, in the malignant transformation of melanocytes, and in the further progression of primary melanomas into invasive and metastatic melanomas. They...


		

Ubiquitous Multimedia and Mobile Agents: Models and ImplementationsIGI Global, 2011

	Ubiquitous multimedia systems, or mobile multimedia systems, offer the promise of pervasive delivery of multimedia content to mobile users and their handheld devices.


	Ubiquitous Multimedia and Mobile Agents: Models and Implementations provides the hybridization of two paradigms, namely, ubiquitous/mobile multimedia and mobile...
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