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The first book on this core game development topic by an experienced developer     

       The control of cameras is as important in games as it is in cinema. How the camera tracks and moves determines our point of view and influences our attitude towards the content. A poorly designed camera system in a game can disrupt a users experience, while a well-designed one can make a good game into a great one. The challenge in games is that the camera must respond to unscripted events, and this is where much of the difficulty of designing real-time camera systems arises. The increasing use of motion in virtual environments, marked by the inclusion of physics modeling and complex collision detection systems, means that camera systems must be even more effective to keep up. Real-Time Cameras is written by an experienced game developer who has written camera control systems for award-winning games such as Metroid Prime. Mark Haigh-Hutchinson discusses the key algorithms for camera control and then shows how to implement them in code. This book is written for game developers and designers, although it is also pertinent to other professionals in the interactive media field. Real-Time Cameras presents a practical approach to camera systems, introducing their theory, design, and implementation. 

* The first book on this critical and often poorly understood aspect of game development
* Includes analysis of camera and control systems from existing games along with practical implementation advice
* Discusses the key algorithms with pseudo code examples, and includes movies demonstrating camera technique on the companion CD-ROM     

       About the Author
   
Mark Haigh-Hutchinson is a senior software engineer at Retro Studios Inc., based in Austin, Texas. He has designed and programmed video games professionally since 1984 and as a hobby since 1979. He has contributed to over 40 published games in roles as varied as programmer, designer, and project leader. Some of the more notable titles he has worked on include several Star Wars games: Rogue Squadron, Episode 1: Racer, Shadows of the Empire, and Rebel Assault, as well as other games such as Zombies Ate My Neighbors and The Secret of Monkey Island 2. Most recently Mark was responsible for the camera systems and player control in the award winning Metroid Prime and its sequel Metroid Prime 2: Echoes.
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Fuzzy Systems and Knowledge Discovery (Lecture Notes in Computer Science / Lecture Notes in Artificial Intelligence)Springer, 2006

	This book constitutes the refereed proceedings of the Third International Conference on Fuzzy Systems and Knowledge Discovery, FSKD 2006, held in Xi'an, China, in September 2006 as a joint event in federation with the Second International Conference on Natural Computation ICNC 2006 (LNCS volumes 4221, and 4222).
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Python Scripting for Computational Science (Texts in Computational Science and Engineering)Springer, 2004
The goal of this book is to teach computational scientists and engineers how to develop tailored, flexible, and efficient working environments built from small programs (scripts) written in the easy-to-learn, very high-level language Python. The focus is on examples and applications of relevance to computational science: gluing existing...
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Alice 3 CookbookPackt Publishing, 2011

	Alice is a free and innovative 3D programming environment that makes it easy to create an animation for telling a story, playing an interactive game, or a video to share on the Web. Alice is a teaching tool designed as a revolutionary approach to teaching and learning introductory programming concepts.
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The Art of Creative Thinking: How to Be Innovative and Develop Great IdeasKogan Page, 2007
"The Art of Creative Thinking provides clear, practical guidelines for developing the reader's powers as a creative thinker."    Voluntary Sector Magazine     "The Art of Creative Thinking is an interesting and highly readable book."   Management today       "Will excite every intelligent reader and is thought-provoking and...
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The Go Programming Language (Addison-Wesley Professional Computing Series)Gulf Professional, 2015

	The Go Programming Language   is the authoritative resource for any programmer who wants to learn Go. It shows how to write clear and idiomatic Go to solve real-world problems. The book does not assume prior knowledge of Go nor experience with any specific language, so you’ll find it accessible...
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Introduction to 3D Game Programming with DirectX 10Jones and Bartlett Publishers, 2008
Introduction to 3D Game Programming with DirectX 10 provides an introduction to programming interactive computer graphics, with an emphasis on game development, using DirectX 10. The book is divided into three main parts. Part I explores basic mathematical tools, Part II shows how to implement fundamental tasks in Direct3D, and Part III...
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