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Simulating physics helps cutting-edge games distinguish themselves by making virtual objects behave as we expect them to in the real world. Physics engines are the software programs that run these simulations. Building an engine is difficult, however. There are a large number of new developers (and hobbyists) coming into this market who need help through this complex process. Current introductory books are inadequate; they don't bring enough real-world programming experience to the task. There is a need for an introductory book on game physics with solid coding guidance but which limits the math content. Ian Millington brings his extensive professional programming experience to this problem. He has developed games since 1987, has studied AI and mathematics at the PhD level, and founded Mindlathe Ltd., a company that designed and built commercial physics engines. Physics Engine Development carefully describes each step in the creation of a robust, usable physics engine. It introduces the mathematical concepts in a clear and simple manner, keeping to high school level topics and building a physics code library as it goes. Each new concept is explained in diagrams and code to make sure that even the most novice of game programmers understands. The companion CD-ROM includes the source code for a complete physics engine of commercial quality. This book will serve as a introduction to more mathematically advanced books on game physics, such as Dave Eberly's Game Physics.

* Uses only high school algebra
* Shows how to build a complete system based on professional principles
* CD-ROM with C++ source code for a full commercial-quality physics engine     

       About the Author

Ian Millington is a partner of IPR Ventures, a consulting company developing next-generation AI technologies for entertainment, modeling, and simulation. Previously he founded Mindlathe Ltd, the largest specialist AI middleware company in computer games, working with on a huge range of game genres and technologies. He has a long background in AI, including PhD research in complexity theory and natural computing. He has published academic and professional papers and articles on topics ranging from paleontology to hypertext.
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Think Perl 6: How to Think Like a Computer ScientistO'Reilly, 2017

	
		Want to learn how to program and think like a computer scientist? This practical guide gets you started on your programming journey with the help of Perl 6, the younger sister of the popular Perl programming language. Ideal for beginners, this hands-on book includes over 100 exercises with multiple solutions, and more than 1,000 code...
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Biotechnology Procedures and Experiments Handbook with CD-ROM(Engineering)Jones and Bartlett Publishers, 2007

	Biotechnology is one of the major new technologies of the twenty-first century that covers multi-disciplinary issues, including DNA techniques, cloning, genetics, and the application of microbiology to the production of goods. It continues to revolutionize the treatments of many diseases, and it is used to deal with environmental solutions....
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Adventures in Bookbinding: Handcrafting Mixed-Media BooksQuarry Books, 2011

	
		Explore intriguing methods of combining bookbinding with specific crafts such as quilting, jewelry making, or polymer clay with Adventures in Bookbinding! With different levels of expertise including basic, novice, and expert, this book is filled with illustrated step-by-step instructions and photographs that demonstrate how...
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Algorithms for Discrete Fourier Transform and Convolution (Signal Processing and Digital Filtering)Springer, 1997

	The main goal of this graduate-level text is to provide a language for understanding, unifying, and implementing a wide variety of algorithms for digital signal processing -- in particular, to provide rules and procedures that can simplify or even automate the task of writing code for the newest parallel and vector machines. It thus bridges...
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Telecom For Dummies (Math & Science)For Dummies, 2006
New to telecom? Get the scoop on all the basics
    

    Order, maintain, and troubleshoot telecom services from area codes to VoIP    

    So you're now in charge of all that telecommunications stuff? Don't panic — here's your secret weapon! This plain-English guide will fill you in on...
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Bobcat: Master of SurvivalOxford University Press, 2006

	Bobcat: Master of Survival tells the story of the most adaptable and resilient wild feline in the world. While half the wild cat species worldwide are in danger, the bobcat is thriving, even expanding its range in North America. Why are bobcats flourishing when so many other wild felines are advancing towards extinction? The book...






	





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