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Data Structures and Algorithms for Game Developers teaches the fundamentals of the data structures and algorithms used in game development. It provides programmers with a detailed reference to what data structures and algorithms are, and why they are so critical in game development. It teaches new game programmers, students, and aspiring game developers how to create data structures and write algorithms using C++. All key features of C++ are also covered, especially those related to game development. Additionally, a demo application is included in each chapter focusing on the data structure and/or algorithms presented in that chapter. The book covers many modern topics that game and graphics programmers must know to be successful, including geometry management techniques, and data structures and algorithms such as KD-Trees, Binary Space Partitioning Trees, Sphere Trees, etc. The code written in this book is not dependent on any specific hardware or operating system. Each chapter ends with questions, exercises, and challenges for the reader to complete in order to help them better understand and apply what they learn.     

       About the Author
   
Allen Sherrod, a DeVry University graduate in the Computer Information Systems program, has authored games and graphics related books including Ultimate Game Programming with DirectX (first and second editions), Ultimate 3D Game Engine Design & Architecture and Data Structures and Algorithms for Game Developers. Allen is also the host of www.UltimateGameProgramming.com. He has written for Game Developer magazine and Gamasutra.com, and is the founder of Re-Inventing Games & Graphics, Inc.
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Dan Appleman's Developing Activex Components With Visual Basic 5.0: A Guide to the PerplexedZiff Davis, 1997
With the release of version 5, VB programmers can finally create ActiveX controls without resorting to C++. And when the manual can't help, turn to VB master Dan Appleman, who can. In this well-designed guide, you'll find a serious review of all the key technology-from beginning OLE fundamentals to the latest in ActiveX component, ActiveX control,...
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Candy Making For Dummies (Cooking)For Dummies, 2005
How sweet it is! More than 100 recipes plus terrific tips and tricks
Explore the art of cooking candy and create sweet masterpieces!      

If you want to concoct irresistible treats for your friends and family, this book gets you cooking!  You'll discover proper techniques and use them to create incredible candies. Recipes range from...
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How to Become an Exceptional DBA, 2nd EditionRed gate, 2009

	I have worked with database applications for most of my career, and have been a SQL Server DBA for the last thirteen years. I started with the computer industry in 1981, the year the first IBM Personal Computer, running DOS 1.0, was released. In fact, I owned one of the first models off the production line.


	My first exposure to a...
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IP for 3G: Networking Technologies for Mobile CommunicationsJohn Wiley & Sons, 2002
What is an 'all-IP' network? What difference will IP networking make to 3G services? 

 Third Generation (3G) mobile offers access to broadband multimedia services - and in the future most of these, even voice and video, will be IP-based. However 3G networks are not based on IP technologies, rather they are an evolution from existing 2G...
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Structured Finance: Techniques, Products and Market (Springer Finance)Springer, 2005
In recent years, financial engineering has developed new ways of financing deals based primarily on the capacity of the operations to generate sufficient cash for the repayment of loans or bonds. The business of structured finance has then become an interesting business area for non-financial companies, investment and commercial banks and...
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Evolutionary ComputationMIT Press, 2002
Choice Outstanding Academic Title, 2006
  
  Evolutionary computation, the use of evolutionary systems as computational processes for solving complex problems, is a tool used by computer scientists and engineers who want to harness the power of evolution to build useful new artifacts, by biologists interested in...
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