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	Learn cocos2d 2: Game Development for iOS, 9781430244165 (143024416X), Apress, 2012


	Have you ever imagined yourself writing a computer game and being able to make money selling

	it? With Apple’s iTunes App Store and the accompanying mobile iPhone, iPod touch, and iPad

	devices, doing that is now easier than ever. Of course, that doesn’t mean it’s easy—there’s still

	a lot to learn about game development and programming games. But you are reading this book,

	so I believe you’ve already made up your mind to take this journey. And you’ve chosen one of

	the most interesting game engines to work with: cocos2d for iOS.





	Developers using cocos2d come from a huge variety of backgrounds. Some, like me, have

	been professional game developers for years, or even decades. Others are just starting to learn

	programming for iOS devices or are freshly venturing into the exciting field of game development.

	Whatever your background might be, I’m sure you’ll get something out of this book.





	Two things unite all cocos2d developers: we love games, and we love creating and programming

	them. This book pays homage to that, yet doesn’t forget about the tools that help ease the

	development process. Most of all, you’ll be making games that matter along the way, and you’ll

	see how this knowledge is applied in real game development.





	You see, I get bored by books that spend all their pages teaching me how to make yet another

	dull Asteroids clone using some specific game-programming API (application programming

	interface. What’s more important, I think, are game-programming concepts and tools—the

	things you take with you even as APIs or your personal programming preferences change. I’ve

	amassed hundreds of programming and game development books over 20 years. The books

	I value the most to this day are those that went beyond the technology and taught me why

	certain things are designed and programmed the way they are. This book will focus not just on

	working game code but also on why it works and which trade-offs to consider.





	I would like you to learn how to write games that matter—games that are popular on the App

	Store and relevant to players. I’ll walk you through the ideas and technical concepts behind

	these games in this book and, of course, how cocos2d and Objective-C make these games tick.

	You’ll find that the source code that comes with the book is enriched with a lot of comments,

	which should help you navigate and understand all the nooks and crannies of the code.
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Grails: A Quick-Start GuidePragmatic Bookshelf, 2009
Grails is a full stack web development framework that enables you to build complete web applications in a fraction of the time and with less code than other frameworks.
 
 In Grails: A Quick-Start Guide, you'll see how to use Grails by iteratively building an unique, working application. By the time we're done, you'll have...


		

MIDP 2.0 Style Guide for the Java 2 Platform, Micro EditionAddison Wesley, 2003
MIDP 2.0 Style Guide for the Java(TM) 2  Platform, Micro Edition, is the comprehensive reference for designing and  creating interactive Java(TM) applications for consumer-oriented mobile devices.  Readers learn how to best exploit MIDP 2.0 features, such as the gaming API,  multimedia, and...


		

Pro Objective-C Design Patterns for iOSApress, 2011

	It’s time to capitalize on your mastery of Cocoa with Pro Objective-C Design Patterns for iOS. You’ve developed apps that impressed and performed, and now you’re ready to jump into development practices that will leave you with more effective, efficient, and professional level apps. This book is the...





	

Stl Tutorial & Reference Guide: C++ Programming With the Standard Template Library (Addison-Wesley Professional Computing Series)Addison Wesley, 1996
The Standard Template Library (STL) represents a breakthrough in C++ programming methodology. Comprising a set of C++ generic data structures and algorithms, STL provides reusable, interchangeable components adaptable to many different uses without sacrificing efficiency. Adopted by the ANSI/ISO C++ Standards Committee, STL is an important addition...

		

Apache Jakarta-TomcatApress, 2001
When I began this text, Tomcat was at version 4.0 beta 1. It has come a long way between
beta 1 and the final release, and each release included additional functionality and improved
performance. The Tomcat team has really done a great job. They have successfully created
a product that is on par with, or above, all other Java Web...

		

Managing Skin CancerSpringer, 2010
Skin cancer is the most common malignant neoplasm and its incidence is rising worldwide. The epidemic increase in such tumors calls for efficient management by the application of appropriate guidelines for therapy and prevention. Clinicians managing these patients need to keep up to date with the latest advances, allowing them to provide optimal...






	





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