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	iOS 7 Game Development, 9781783551576 (1783551577), Packt Publishing, 2014

	Develop powerful, engaging games with readytouse utilities from Sprite Kit


	About This Book

	
		Pen your own endless runner game using Apple's new Sprite Kit framework
	
		Enhance your user experience with easy-to-use animations and particle effects using Xcode 5
	
		Utilize particle systems and create custom particle effects



	Who This Book Is For


	If you have great ideas for games and want to learn iOS game development, then this book is the right choice for you. Being familiar with iOS development is a plus, but is not mandatory. You will gradually get to grips with the new Sprite Kit framework with the help of this book.


	What You Will Learn

	
		Create and run your own animations
	
		Utilize particle systems and create custom particle effects
	
		Understand the physics engine and how to use it to your advantage
	
		Add support for new game controllers from Apple
	
		Optimize your game for performance
	
		Use gestures to control game-play



	In Detail


	Sprite Kit, a new framework introduced in iOS7, has been designed as a built-in animation workflow for keyframing 2D animation without the need of engines such as Unity to serve as an intermediate. Sprite Kit enables the easy and fast development cycle, leaving more time to work on gameplay and polish, and less on tedious tasks.


	This book offers a practical approach to game development with the Sprite Kit framework of iOS7 platform, by creating an endless runner game. You will gain a full understanding of the new Apple framework along with tips and tricks to interact with the game either by detecting taps, using sophisticated gesture recognizers, and moving sprites by dragging.


	Starting with how to get your first sprite on screen, and then moving on to complicated physics and animations, we will be learning about the new features that iOS7provides for game development. You will also learn how to optimize your game performance, how to add animation files and create texture atlas in Xcode 5, and how to build different particles. By the end of the book you will learn how to create full featured endless runner game, with animations, sound effects and particle systems, how to post you application to the iTunes Appstore and about different application icons, categories, certificates, provisioning profiles, new Xcode publishing features and review process.


	This book will teach you everything you need to know to create your own powerful and immersive games.
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Professional ADO.NET 3.5 with LINQ and the Entity Framework (Wrox Programmer to Programmer)Wrox Press, 2009
Language Integrated Query (LINQ), as well as the C# 3.0 and VB 9.0 language extensions to support it, is the most import single new feature of Visual Studio 2008 and the .NET Framework 3.x. LINQ is Microsoft’s first attempt to define a universal query language for a diverse set of in-memory collections of generic objects, entities persisted...

		

Robust Optimal Planning and Operation of Electrical Energy SystemsSpringer, 2019

	
		This book discusses the recent developments in robust optimization (RO) and information gap design theory (IGDT) methods and their application for the optimal planning and operation of electric energy systems. Chapters cover both theoretical background and applications to address common uncertainty factors such as load variation,...



		

Cinematic Game Secrets for Creative Directors and Producers: Inspired Techniques From Industry LegendsFocal Press, 2008
Learn from TRUE GAME LEGENDS: Warren Spector - Founder of Origin Games, Ron Burke - Founder of GamingTrend, and Bob Sabiston of Flat Black Films...as they share their secrets on applying age-old cinematic film techniques to the greatest games of our time.     

       Cinematography for Games covers the space between the game and film...




	

ActionScript 3.0 Game Programming UniversityQue, 2007
Gary Rosenzweig's ActionScript 3.0 Game Programming University shows you how  to use ActionScript, the programming language behind Flash CS3 Professional. The lessons teach you all the basics of ActionScript programming through game examples, but the code can be easily adapted to non-game-oriented projects, such as web training and...

		

Principles of Concurrent and Distributed Programming (2nd Edition) (Prentice-Hall International Series in Computer Science)Addison Wesley, 2006
Software today is inherently concurrent or distributed – from  event-based GUI designs to operating and real-time systems to Internet  applications. The new edition of this classic introduction to concurrency has  been completely revised in view of the growing importance of concurrency

constructs...


		

Multilinear Subspace Learning: Dimensionality Reduction of Multidimensional DataCRC Press, 2013

	Due to advances in sensor, storage, and networking technologies, data is being generated on a daily basis at an ever-increasing pace in a wide range of applications, including cloud computing, mobile Internet, and medical imaging. This large multidimensional data requires more efficient dimensionality reduction schemes than the traditional...
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