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	Developing Serious Games (Game Development Series), 9781584504443 (1584504447), Charles River, 2006
With the impressive growth the games industry has enjoyed for the past decade, game developers, educators, and marketing firms are excitedly envisioning serious games applications for computer game technologies. These applications- serious games- represent opportunities for game developers to apply their talents to areas outside of the entertainment industry.  Developing Serious Games is a practical handbook that details what’s involved in developing these serious games. It explores the emergence of serious games as a viable niche in the multi-billion dollar gaming industry, and it covers the various types of serious games, including military, academic, medical, and training & development. From there it continues with a discussion of the enabling technology trends, emerging standards, and the tools that promise to reinforce the current trajectory of development and user demand for serious games.  The second half of the book emphasizes the economic realities of the serious games industry, including and evaluation of the market, the economic potential of the space, and the customer base. The book culminates with a serious game design document that illustrates the important differences between entertainment games and serious games. It also provides a look to the future of serious gaming from a developer’s perspective.  The book is written for students, established game developers, and professionals in related fields, such as modeling and simulation or instructional design, who are skilled in training with traditional approaches and tools. It is also applicable to programmers, graphic artists, and management contemplating or involved in the development of serious games.  Key Features:  

* Teaches developers how to get into the serious games market and be successful  
* Details the serious games design document and explains the critical differences from games that entertain 
 * Presents tools and techniques that can be applied to real-world development challenges  
* Teaches how to identify and obtain funding sources  
* Illustrates the entire process of development from choosing game shells and engines to marketing
* Discusses key technologies, including middleware, shells, content provides/generators, etc. 
 * Provides an extensive resource section for established and burgeoning game developers     

       About the Author

Bryan Bergeron (Brookline, MA) developed the first commercial multimedia patient simulator (game) on the microcomputer. He is the author of six commercial "serious games" in healthcare, and authored or directed the development of a dozen or more in the course of his work supporting the curriculum at Harvard Medical School and MIT. He holds two patents in serious gaming (two more pending), and has consulted for medical boards, the pharmaceutical industry, publishers, and universities in the US and abroad on the topic of serious games for over 20 years.
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Lonely Planet Papua New Guinea & Solomon Islands (Country Guide)Lonely Planet, 2012

	“Rainforest-covered mountains, coral-fringed islands, heady Highland festivals…Papua New Guinea and the Solomon Islands set the stage for unforgettable adventures.” REGIS ST. LOUIS, LONELY PLANET WRITER

	

	Our Promise

	You can trust our travel information because Lonely Planet authors visit the...


		

Analgesia (Handbook of Experimental Pharmacology)Springer, 2006

	This book presents the development and experimental validation of the structural test strategy called Oscillation-Based Test – OBT in short. The results presented here assert, not only from a theoretical point of view, but also based on a wide experimental support, that OBT is an efficient defect-oriented test solution, complementing...


		

SAP Security Configuration and Deployment: The IT Administrator's Guide to Best PracticesSyngress Publishing, 2008
The user's guide to best practices in improving and enhancing security in a SAP landscape.     

       Throughout the world, high-profile large organizations (aerospace and defense, automotive, banking, chemicals, financial service providers, healthcare, high tech, insurance, oil and gas, pharmaceuticals, retail, telecommunications, and...




	

An Introduction to Genetic Algorithms (Complex Adaptive Systems)MIT Press, 1998

	Science arises from the very human desire to understand and control the world. Over the course of history, we

	humans have gradually built up a grand edifice of knowledge that enables us to predict, to varying extents, the

	weather, the motions of the planets, solar and lunar eclipses, the courses of diseases, the rise and fall...


		

Focal Easy Guide to Final Cut Pro 5: For New Users and ProfessionalsFocal Press, 2005
"In such a relatively short book as compared to the 800 page tomes I usually find, there is not much that Rick Young does not cover in order to get the new user up and running as soon and as painlessly as possible...what really sets this book apart is how Rick Young's step-by-step directions and graphics are so very easy to follow." Steve...

		

Programming in Objective-C (5th Edition) (Developer's Library)Addison Wesley, 2012

	Programming in Objective-C, Fifth Edition 

	Updated for OS X Mountain Lion, iOS 6, and Xcode 4.5 

	

	Programming in Objective-C is a concise, carefully written tutorial on the basics of Objective-C and object-oriented programming for Apple's iOS and OS X platforms.

	

	The book makes...
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