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	Learning Physics Modeling with PhysX, 9781849698146 (1849698147), Packt Publishing, 2013

	In this day and age, physics engines play a very critical role in the success of a sophisticated game. PhysX is a state-of-the-art cross-platform physics engine widely used by top game studios and developers. It contains all the physics-related components you will need and exploits the parallel-processing capability of modern GPUs as well as multi-core CPUs to make a game as physically-realistic as possible. This book will help you to program and simulate games by using PhysX 3.


	Learning Physics Modeling with PhysX helps you to master physics simulation using the PhysX Physics Engine from scratch. This is useful not only for game developers, but also for developers making virtual walkthroughs or training and other simulation applications. It will cover all the essential features of PhysX 3 with easy-to-understand code snippets and examples to help you learn quickly and efficiently.


	This book will start off by introducing you to the basic concepts of physic engines and will give you a glimpse of PhysX implementation. We then gradually cover more sophisticated topics with sample source code so that you can see what you have learned in action. We will cover the history and features of the PhysX SDK as well as how to configure it with the C++ compiler. After touching upon essential topics like rigid body dynamics and collision detection, we will gradually move on to more advanced topics like joints, scene queries, character controllers, particles, and cloth simulation. By the end of this book, you will have learned everything you need to know about the PhysX 3 Physics Engine, and you will be able to use it to program your very own physics simulation quickly and efficiently.


	What you will learn from this book

	
		Learn about the history and features of the PhysX SDK as well as how to configure it with the C++ compiler
	
		Create, update, and destroy scenes and actors in PhysX
	
		Modify the properties of rigid body dynamics like mass, velocity, force, and so on
	
		Understand joints and their types including fixed, revolute, spherical, distance, and D6
	
		Understand the types of scene queries like raycast, sweep, and overlap as well as the different modes of operation
	
		Master the character controller and cloth simulations
	
		Create particle systems and update and release particles
	
		Learn how to use the PhysX Visual Debugger and its interface



	Approach


	Written as a practical, step-by-step tutorial, this book is full of engaging examples to help you learn in a practical context.


	Who this book is written for


	This book is for game developers or anyone who wants to learn how to fully utilize the PhysX Physics Engine quickly and efficiently. You don't have to be a die-hard programmer to get started with this book. Basic knowledge of C++, 3D mathematics, and OpenGL is all you need.
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Transformative Nursing in the NICU: Trauma-Informed Age-Appropriate CareSpringer, 2014

	This innovative text for Neonatal Nurses and NICU clinicians introduces new, evidence-based care protocols proven to mitigate or reduce the profound morbidities and subsequent developmental challenges that afflict newborns in the NICU. The book reframes the concept of developmentally supportive care to trauma-informed, age-appropriate care of...


		

Trustworthy Execution on Mobile Devices (SpringerBriefs in Computer Science)Springer, 2013

	This brief considers the various stakeholders in today's mobile device ecosystem, and analyzes why widely-deployed hardware security primitives on mobile device platforms are inaccessible to application developers and end-users. Existing proposals are also evaluated for leveraging such primitives, and proves that they can indeed...


		

Understanding Wap : Wireless Applications, Devices, and Services (Artech House Telecommunications Library)Artech House Publishers, 2000
Over the last five years or so a revolution has taken place, and continues to do so, that is changing the way we communicate and interact with each other and our environment. The advent of the Internet and the ubiquitous presence of mobile personal communications systems are the most prominent examples of this. The Internet has made it possible to...




	

Polarimetric Radar Imaging: From Basics to Applications (Optical Science and Engineering)CRC Press, 2009
… This very concise book covering basics to applications will serve as a fundamental hands-on book for years to come. … we congratulate the authors for their diligence, oversight, and sincere dedication for assembling such a well-organized and long overdue book on the basics and applications of polarimetric radar imaging. …...

		

Answering Tough Interview Questions for DummiesJohn Wiley & Sons, 2006
Congratulations! In picking up Answering Tough Interview Questions For Dummies, you are about to embark on a journey that transforms you into the kind of high-calibre candidate who has employers fighting to hire you. Perhaps you are on the lookout for your first job or trying to return to work. Maybe you are a seasoned executive trying to climb...

		

The Elements of Style (4th Edition)Pearson Education, 1999

	You know the authors' names. You recognize the title. You've probably used this book yourself. This is The Elements of Style, the classic style manual, now in a fourth edition. A new Foreword by Roger Angell reminds readers that the advice of Strunk & White is as valuable today as when it was first offered.This...
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