					Home | Amazing | Today | Tags | Publishers | Years | Account | Search 	
		



	

	
		



	Advertisement

	



	Today's Books

		



	Making Great Games: An Insider's Guide to Designing and Developing the World's Greatest Video Games, 9780240812854 (0240812859), Focal Press, 2010

	Join videogame industry veteran Michael Thornton Wyman on a series of detailed, behind-the-scenes tours with the teams that have made some of the most popular and critically acclaimed videogames of the modern era. Drawing on insider's perspectives from a wide variety of teams, learn about the creation of a tiny, independent game project (World of Goo), casual game classics (Diner Dash, Bejeweled Twist), the world's most popular social game (FarmVille) as well as the world's most popular MMORPG (World of Warcraft), PC titles (Half Life 2) to AAA console games (Madden NFL 10), and modern-day masterpieces (Little Big Planet, Rock Band, Uncharted 2: Among Thieves). Hear directly from the creators about how these games were made, and learn from their stories from the trenches of videogames production. This book is an excellent resource for those working directly on game design or production, for those aspiring to work in the field, or for anyone who has wondered how the world's greatest videogames get made.


	* Provides an in-depth look at ten contemporary, best-selling and critically acclaimed videogames across a variety of styles, game types, and platforms.


	* Unprecedented access and insight into the inner workings of the teams, large and small, responsible for bringing several best-of-breed videogames in the world to market - hear directly from the creative teams in their own words in detailed case studies.


	* Analysis of best practices and pitfalls common to the process of creating great games through all phases, from concept development through prototyping, production, testing and launch. 


	* Includes a dozen interviews with games industry leaders, all of whom have shipped great games including: Halo, The Sims, God of War, Spore, Brutal Legend, NBA Street, Splinter Cell, Skate, Need for Speed, and more.


	* Hands-on tools and hard-won, real world advice from recognized industry experts you can start using immediately to make better video games.


	* A companion website provides more up-to-date information as well as reader forums.
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International News Coverage and the Korean Conflict: The Challenges of Reporting PracticesPalgrave Macmillan, 2019

	
		This book explores journalism practices and the dynamics of international news media in Korea, and examines the ways in which Korean journalists and foreign correspondents cover news stories about the Korean conflict. It notably explores news gathering practices concerning the Korean conflict, and investigates factors that influence...



		

20 HOME STRENGTH TRAINING: Best Exercise to Burn Fats, Build Muscles, Boost Strength and Stamina.Independent Publishers Group, 2021

	FEATURES:
		
			Easy to follow instructions and step-to-step approach to create and follow the fitness routine.
	
			Do-It-Yourself (DIY). The processes are clear and simple to understand.
	
			No complications of process and information.
	
			Beginners friendly.
	...




		

Hypnotherapy For DummiesFor Dummies, 2006

	Hypnosis is a subject everyone has an opinion about, but few people have ever directly experienced. Hypnotherapy, on the other hand, is a topic that leaves many people baffled or completely blank. So what exactly is the difference between hypnosis and hypnotherapy? That's one of questions this book answers.


	An important point...





	

The Quick Python BookManning Publications, 2010

The Quick Python Book, Second Edition, is a clear, concise introduction to Python 3, aimed at programmers new to Python. This updated edition includes all the changes in Python 3, itself a significant shift from earlier versions of Python.

The book begins with basic but useful programs that teach the core features of syntax,...



		

Networked Information Technologies: Diffusion and AdoptionSpringer, 2004
Software systems that used to be relatively autonomous entities such as e.g. accounting systems, order-entry systems etc. are now interlinked in large networks comprising extensive information infrastructures. What earlier used to be stand-alone proprietary systems are now for the most part replaced by more or less standardized interdependent...

		

Digital Video Concepts, Methods, and Metrics: Quality, Compression, Performance, and Power Trade-off AnalysisApress, 2014

	Digital Video Concepts, Methods, and Metrics: Quality, Compression, Performance, and Power Trade-off Analysis is a concise reference for professionals in a wide range of applications and vocations. It focuses on giving the reader mastery over the concepts, methods and metrics of digital video coding, so that readers have sufficient...
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