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Colliding billiard balls. Missile trajectories. Cornering dynamics in speeding cars. By applying the laws of physics, you can realistically model nearly everything in games that bounces around, flies, rolls, slides, or isn't sitting still, to create compelling, believable content for computer games, simulations, and animation. Physics for Game Developers serves as the starting point for those who want to enrich games with physics-based realism.    Part one is a mechanics primer that reviews basic concepts and addresses aspects of rigid body dynamics, including kinematics, force, and kinetics. Part two applies these concepts to specific real-world problems, such as projectiles, boats, airplanes, and cars. Part three introduces real-time simulations and shows how they apply to computer games. Many specific game elements stand to benefit from the use of real physics, including:
	The trajectory of rockets and missiles, including the effects of fuel burn off
	The collision of objects such as billiard balls
	The stability of cars racing around tight curves
	The dynamics of boats and other waterborne vehicles
	The flight path of a baseball after being struck by a bat
	The flight characteristics of airplanes


You don't need to be a physics expert to learn from Physics for Game Developers, but the author does assume you know basic college-level classical physics. You should also be proficient in trigonometry, vector and matrix math (reference formulas and identities are included in the appendixes), and college-level calculus, including integration and differentiation of explicit functions. Although the thrust of the book involves physics principles and algorithms, it should be noted that the examples are written in standard C and use Windows API functions.     

       Serves as the starting point for those who want to enrich games with physics-based realism. Must know basic college-level classical physics and be proficient in trigonometry, vector and matrix math and college-level calculus, including integration and differentiation of explicit functions. Softcover.
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Student's Guide to Calculus ISpringer, 1985

	This Student Guide i s exceptional, maybe even unique, among such guides in that its author, Fred Soon, was actually a student user of the textbook during one of the years we were writing and debugging the book. (He was one of the best students that year, by the way.) Because of h i s background, Fred has taken, i n the Guide, the point of...


	[image: ]	[image: ][image: Java 2D Graphics]

Java 2D GraphicsO'Reilly, 1999
One weakness of Java has been its graphics capabilities. Java 1.0  and 1.1 only included simple primitives for line drawing: lines  could only be one pixel wide, they could only be solid, and there  wasn't any good way to draw curves. Font management and color management  were also weak. Java 2D (collectively called the "2D API") signals...
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C# Class Design Handbook: Coding Effective ClassesApress, 2003
The mission of the C# Class Design Handbook is to provide you with a critical understanding of designing classes, making you better equipped to take full advantage of C#’s power to create robust, flexible, reusable classes. This comprehensive guide lifts the lid on syntax and examines what’s really going on behind the...





	[image: ][image: Building a Game with Unity and Blender]

Building a Game with Unity and BlenderPackt Publishing, 2015

	Learn how to build a complete 3D game using the industry-leading Unity game development engine and Blender, the graphics software that gives life to your ideas


	About This Book

	
		Learn the fundamentals of two powerful tools and put the concepts into practice
	
		Find out how to designand...



	[image: ]	[image: ][image: Best iPhone Apps]

Best iPhone AppsO'Reilly, 2010

	
		With over 250,000 apps to choose from in Apple's App Store, you can make your iPhone or iPod Touch do just about anything you can imagine -- and almost certainly a few things you would never think of. While it's not hard to find apps, it is frustratingly difficult to find the the best ones.

	
		That's where this...
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DK Life Stories: Albert EinsteinDK Children, 2019

	In this kids' biography, follow the remarkable life story of Albert Einstein, whose legendary genius and creative imagination made him one of the world's most famous thinkers.

	

	Albert Einstein is known as one of the most brilliant people in history. His many theories and discoveries changed the way scientists...
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