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Writing computer games is hard. Games today are complex projects that involve large teams of specialized artists and programmers. These teams are perpetually pushing technology beyond its boundaries and stretching their skills to the max. To alleviate these problems, Game Programming Golden Rules presents a series of nine "Golden Rules" that help define a methodology for creating a modern game. Each rule is written as a simple principle and covered from the perspective of how it works in the overall structure of a game project. The rules cover a variety of topics from embracing C++ and scripting, to the resource pipeline, finite state machines, and optimization. The order in which the rules are presented was carefully chosen, so that each rule presents a topic that is then put to use in later rules. Many of the rules involve empowering the designers and artists to put their own content directly into the game, bypassing the need for a programmers involvement beyond the initial setup. This frees up the programmers time to concentrate on creating the systems that make the game, rather than focusing on the output of these systems. By the end of the book, you will have deeper confidence and a more profound understanding of the essential techniques of game programming and how the theory of these techniques interlocks. This is an excellent resource for the entire development team.

About the Author
 Martin Brownlow (Rancho Santa Margarita, CA) has been a professional video games programmer for 10 years, and has a degree in Computer Science from University of Nottingham in the UK. He has received numerous awards for his work on both MDK and Sacrifice, including ?Game of the Show? and several ?Game of the Year? awards. He received a nomination for excellence in programming for Sacrifice. He also contributed to Game Programming Gems 3. He has worked for such companies as Virtuality Entertainment, Shiny Entertainment, Tremor Entertainment, Visual Concepts, and Planet Moon Studios. His latest project, Armed & Dangerous, was released for Xbox and PC in December 2003. He is currently employed at Swingin?Ape Studios in Aliso Viejo, CA.
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Ejb 3 Developer GuidePackt Publishing, 2008
Enterprise JavaBeans (EJB) technology is a core part of the Java EE 5 specification. EJB is a framework for building enterprise-scale object-oriented, distributed, component-based business applications. EJB business applications are written in Java, are scalable and can be deployed on any platform that supports the EJB specification.

EJB...
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Photographic Rendering with V-Ray for SketchUpPackt Publishing, 2014

	Turn your 3D modeling into photographic realism with this superb guide for SketchUp users. Through concrete examples, screenshots, and images, you'll learn the practical side to photographic rendering using V-Ray.


	Overview

	
		Clear, step-by-step instructions that teach you how to use the most important...
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Programming Social Applications: Building Viral Experiences with OpenSocial, OAuth, OpenID, and Distributed Web FrameworksO'Reilly, 2011

	I first began developing social applications when Facebook opened up its developer
	platform in 2007, giving people like me a taste of the extensive social data that an
	application can use to improve growth and target personalization settings. At the time,
	I was building social fantasy sports applications for CBSSports.com, pulling user...
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GNU/Linux Application Programming (Programming Series)Charles River, 2008
GNU/Linux is the Swiss army knife of operating systems. You’ll find it in the smallest devices (such as an Apple iPod) to the largest most powerful supercomputers (like IBM’s Blue Gene). You’ll also find GNU/Linux running on the most diverse architectures, from the older x86 processors to the latest cell processor that powers the...
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Ship it! A Practical Guide to Successful Software ProjectsPragmatic Bookshelf, 2005
Ship It! is a collection of tips that show the tools and    techniques a successful project team has to use, and how to use them    well. You'll get quick, easy-to-follow advice on modern    practices: which to use, and when they should be applied.  This book    avoids current fashion trends and marketing hype; instead, readers    find...


	[image: ]	[image: ][image: Barth, Origen, and Universal Salvation: Restoring Particularity]

Barth, Origen, and Universal Salvation: Restoring ParticularityOxford University Press, 2009
Barth, Origen, and Universal Salvation  offers a bold new presentation of universal salvation. Building constructively from the third- century theologian, Origen, and the twentieth-century Swiss theologian, Karl Barth, Tom Greggs offers a defence of universalism as rooted in Christian theology, showing this belief does not have to be at the expense...
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