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This book shows you how to write complete 3D games from scratch. It will teach you the math, graphics, audio effects, and algorithms for all the features you would expect in a quality 3D game. This text explains how to set up your environment to write your XNA and shader code. It also explains how to create 3D models on a budget and how to use commercial standard models that are created by professional game artists. When you finish reading this book, you will have the ability to write a graphics engine and a full game that contains realistic scenery, fiery effects, 3D models, terrain, animations, collision detection, 3D audio, score  tracking, and more.

This material is intended for beginning to intermediate programmers. You may be a beginning programmer who knows how to write an if-else statement and for loop using C, C++, C#, Java, JavaScript, PHP, or other C-style languages-or you may even be a computer-science student or graduate who wants to learn game programming and needs a book with substance. Whatever your level of experience, this book rapidly delivers the material you need in an easy-to-learn format:

	Step-by-step examples get to the point without any unwanted clutter.
	We avoid deeply nested structures and bloated game projects that would complicate the learning process.
	Examples in each chapter of the book can be built independently of each other and thus easily mixed and matched in your own projects.
	All examples are compatible with each other.
	Every chapter is designed so you can learn the topics quickly and thoroughly.
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Illustrated History of Landscape DesignJohn Wiley & Sons, 2010

	The constructed landscape embodies a vision of creative power. The gardens and landscapes of the past serve as an endless source of possibility and inspiration. Discovering how the elements of nature have been recombined in different times and places intrigues us. Our purpose in assembling a visual reference of historic landscapes is to...
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Simian VirologyJohn Wiley & Sons, 2009
Simian Virology is the first text to comprehensively cover all currently known simian viruses. Chapters provide an overview of nonhuman primate models of medically important viral diseases as well as natural infections of nonhuman primates with human and animal viruses. The text covers a variety of topics including primate models of...
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Designing Highly Useable SoftwareSybex, 2004
It’s not easy to build, but as this book demonstrates, it’s well worth the effort. Highly useable software is highly successful software—and everyone wins.

Inside, an accomplished programmer who has made usability his business systematically explores the world of programming showing you how every aspect of the work is...
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Quantitative Energy Finance: Modeling, Pricing, and Hedging in Energy and Commodity MarketsSpringer, 2013

	Finance and energy markets have been an active scientific field for some time, even though the development and applications of sophisticated quantitative methods in these areas are relatively newâ€•and referred to in a broader context as energy finance. Energy finance is often viewed as a branch of mathematical finance, yet this area...
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Deformable Surface 3D Reconstruction from Monocular Images (Synthesis Lectures on Computer Vision)Morgan and Claypool Publishers, 2010


	Deformable surface 3D reconstruction from monocular images is an active area of research in the

	Computer Vision community. This encompasses recovering both the shape of thin objects that can

	be treated as surfaces without perceptible thickness and the visible envelope of fully 3D objects.

	Whereas this may seem easy for a human...
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Teach Yourself VISUALLY Raspberry PiVisual, 2014

	Full-color, step-by-step guidance for learning to use Raspberry Pi!


	Raspberry Pi is an inexpensive, single-board computer that serves as an introductory board for students and developing computer professionals. This image-driven, visual guide shows you how the Raspberry Pi can be easily used as a stand-alone computer, a...
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