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	Game Programming Algorithms and Techniques: A Platform-Agnostic Approach (Game Design/Usability), 9780321940155 (0321940156), Addison Wesley, 2013

	Game Programming Algorithms and Techniques is a detailed overview of many of the important algorithms and techniques used in video game programming today. Designed for programmers who are familiar with object-oriented programming and basic data structures, this book focuses on practical concepts that see actual use in the game industry.


	 


	Sanjay Madhav takes a unique platform- and framework-agnostic approach that will help develop virtually any game, in any genre, with any language or framework. He presents the fundamental techniques for working with 2D and 3D graphics, physics, artificial intelligence, cameras, and much more.


	 


	Each concept is illuminated with pseudocode that will be intuitive to any C#, Java, or C++ programmer, and has been refined and proven in Madhav’s game programming courses at the University of Southern California. Review questions after each chapter help solidify the most important concepts before moving on.


	 


	Madhav concludes with a detailed analysis of two complete games: a 2D iOS side-scroller (written in Objective-Cusing cocos2d) and a 3D PC/Mac/Linux tower defense game (written in C# using XNA/ MonoGame). These games illustrate many of the algorithms and techniques covered in the earlier chapters, and the full source code is available at gamealgorithms.net.


	 


	Coverage includes

	
		
			Game time management, speed control, and ensuring consistency on diverse hardware

	
	
		
			Essential 2D graphics techniques for modern mobile gaming

	
	
		
			Vectors, matrices, and linear algebra for 3D games

	
	
		
			3D graphics including coordinate spaces, lighting and shading, z-buffering, and quaternions

	
	
		
			Handling today’s wide array of digital and analog inputs

	
	
		
			Sound systems including sound events, 3D audio, and digital signal processing

	
	
		
			Fundamentals of game physics, including collision detection and numeric integration

	
	
		
			Cameras: first-person, follow, spline, and more

	
	
		
			Artificial intelligence: pathfinding, state-based behaviors, and strategy/planning

	
	
		
			User interfaces including menu systems and heads-up displays

	
	
		
			Scripting and text-based data files: when, how, and where to use them

	
	
		
			Basics of networked games including protocols and network topology
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Succeeding with Agile: Software Development Using ScrumAddison Wesley, 2009

	Proven, 100% Practical Guidance for Making Scrum and Agile Work in Any Organization


	 


	This is the definitive, realistic, actionable guide to starting fast with Scrum and agile–and then succeeding over the long haul. Leading agile consultant...


		

RESTful Java with JAX-RS 2.0O'Reilly, 2013

	
		Learn how to design and develop distributed web services in Java, using RESTful architectural principles and the JAX-RS 2.0 specification in Java EE 7. By focusing on implementation rather than theory, this hands-on reference demonstrates how easy it is to get started with services based on the REST architecture.

	
		With...



		

Enterprise & Small Business: Principles, Practice & PolicyFinancial Times Management, 2006

	"This book is probably the best general small business text available at present." Dr Jonathan Lean, Principal Lecturer in Strategic Management, University of Plymouth Business School, UK Want to be at the cutting edge of this dynamic and exciting subject? This text delivers the latest research, current thinking and practice, and...





	

Hesitant Fuzzy Sets Theory (Studies in Fuzziness and Soft Computing)Springer, 2014

	This book provides the readers with a thorough and systematic introduction to hesitant fuzzy theory. It presents the most recent research results and advanced methods in the field. These includes: hesitant fuzzy aggregation techniques, hesitant fuzzy preference relations, hesitant fuzzy measures, hesitant fuzzy clustering algorithms and...


		

CorelDRAW 12: The Official GuideMcGraw-Hill, 2004
Create compelling graphics and vector animations for print and the Web using  CorelDRAW 12. Inside this Corel-approved guide, expert author Steve Bain teaches  you how to take full advantage of all the unique features this powerful  application has to offer. You’ll learn to draw shapes, work with text, add color  and effects, create...


		

Glorious French Food: A Fresh Approach to the ClassicsJohn Wiley & Sons, 2002

	From the James Beard award--winning author of Sauces-a new classic on French cuisine for today's cook
	
		His award-winning books have won the praise of The New York Times and Gourmet magazine as well as such culinary luminaries as chefs Daniel Boulud, Jeremiah Tower, and Alice Waters. Now James Peterson brings...
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