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	Learn 2D Game Development with C# (Expert's Voice in Game Development), 9781430266044 (143026604X), Apress, 2013

	2D games are hugely popular across a wide range of platforms and the ideal place to start if you’re new to game development. With Learn 2D Game Development with C#, you'll learn your way around the universal building blocks of game development, and how to put them together to create a real working game.


	C# is increasingly becoming the language of choice for new game developers. Productive and easier to learn than C++, C# lets you get your games working quickly and safely without worrying about tricky low-level details like memory management. This book uses MonoGame, an open source framework that's powerful, free to use and easy to handle, to further reduce low-level details, meaning you can concentrate on the most interesting and universal aspects of a game development: frame, camera, objects and particles, sprites, and the logic and simple physics that determines how they interact.


	In each chapter, you'll explore one of these key elements of game development in the context of a working game, learn how to implement the example for yourself, and integrate it into your own game library. At the end of the book, you’ll put everything you’ve learned together to build your first full working game! And what’s more, MonoGame is designed for maximum cross-platform support, so once you’ve mastered the fundamentals in this book, you’ll be ready to explore and publish games on a wide range of platforms including Windows 8, MAC OSX, Windows Phone, iOS, Android, and Playstation Mobile. Whether you're starting a new hobby or considering a career in game development, Learn 2D Game Development with C# is the ideal place to start.


	What youÂ’ll learn

	
		Know your way around the world of game design and the process of designing a game from scratch.
	
		Understand the basic architecture of a 2D game engine and develop your own game library.
	
		Work with the MonoGame framework and use it to build your own 2D interactive games.
	
		Learn and implement simple in-game pseudo autonomous behaviors.
	
		Understand and implement the math and physics underlying realistic game interactions.
	
		Give your game impact with graphic effects, and audio and special effects.



	Who this book is for


	This book is perfect for game enthusiasts, hobbyists, and anyone who is interested in building interactive games but is unsure of how to begin. It assumes no background in computer graphics or game development, but readers should be familiar with C# or another object-oriented language.


	Table of Contents
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Getting Started with OpenShiftO'Reilly, 2014

	
		Intrigued by the possibilities of developing web applications in the cloud? With this concise book, you get a quick hands-on introduction to OpenShift, the open source Platform as a Service (PaaS) offering from Red Hat. You’ll learn the steps necessary to build, deploy, and host a complete real-world application on OpenShift,...



		

Mastering JuliaPackt Publishing, 2015

	Key Features

	
		Build statistical models with linear regression and analysis of variance (ANOVA)
	
		Create your own modules and contribute to the Julia package system
	
		Complete an extensive data science project through the entire cycle from ETL to analytics and data visualization
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Using MVVM Light with your Xamarin AppsApress, 2017

	
		Learn how to use the popular MVVM Light development framework with a focus on reliable, maintainable code that can be deployed across any of the .NET-supported mobile platforms. Clear examples are provided of the advantages of the MVVM platform along with step-by-step demonstrations of how to create applications at different...






	

Eclipse for DummiesFor Dummies, 2004
That’s what New York City Mayor Fiorello LaGuardia said back in 1934. Not
many people understood the meaning or the impact of Mayor LaGuardia’s
statement, because he said it in Latin. (“E finita la cuccagna,” said the mayor.)
But today, most people agree with the spirit of LaGuardia’s proclamation....

		

Recreations in the Theory of NumbersDover Publications, 1964
WHILE the author was a student, an enthusiastic mathematics professor recommended to the class a book entitled Mathematical Recreations and Essays, by W. W. R. Ball. The students dutifully made a note of the title and most of them no doubt promptly forgot about it. Many years later when the book was mentioned to several of the author's own classes,...

		

Visual Basic 2005 Instant Results (Programmer to Programmer)Wrox Press, 2007
Packed with unique, ready-to-use projects, this reference book will help you quickly get up to speed with Visual Basic 2005. Each project is presented in a step-by-step format, which enables you to set up, enhance, and reuse them in different real world situations. 

Visual Basic 2005 Instant Results not only provides you with...
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