		[image: ]			Home | Amazing | Today | Tags | Publishers | Years | Account | Search 	
		[image: ]



	[image: ]

	[image: ]
		



	Advertisement

	[image: ][image: unlimited object storage image]



	Today's Books

		[image: Real-World Flash Game Development, Second Edition: How to Follow Best Practices AND Keep Your Sanity]


[image: Buy]
	[image: ]Real-World Flash Game Development, Second Edition: How to Follow Best Practices AND Keep Your Sanity, 9780240817682 (0240817680), Focal Press, 2011

	It feels like ages ago since I began the journey of writing this book.
	In its first year, more than 4500 copies were sold, and its reception
	exceeded my wildest expectations. I am thankful to all those who
	bought it and also to those who took the time to spread the word
	to others. Because technology develops at such an unrelenting
	pace, however, the work of a good author is never quite finished.
	In this revised edition of the book, you’ll find most of the same
	material from the original (although some of it has found a permanent
	place online), as well as what I hope is new and exciting coverage
	of more advanced topics like mobile development for
	devices.


	Game development is a strange hybrid of many skills and styles
	merged together. One can argue that games are the most complicated
	form of entertainment to create. They not only require solid
	coding, attractive design, and sound user interface decisions, but
	also the best games all share one particular aspect: they’re fun to
	play. This “fun factor” can be especially elusive because it is so
	subjective. Different genres of games appeal to different people in
	different walks of life. Very few games, if any, are going to appeal
	to everyone, everywhere, all the time.


	That said, the most popular type of game for players on the
	Internet are what have been termed “casual” games. If you’re not
	familiar with this phrase, casual games are meant to appeal to a
	wide audience and focus on simplicity and approachability over
	depth and realism. This is not to say that some casual games are
	not deep and realistic, but the audience for a complicated tactical
	simulation on a console is very different from someone killing
	10 minutes on his or her lunch break at work. Casual games can
	fall into any number of genres, from classic arcade-style games like
	Pac-Man to puzzle and logic games like Tetris. In fact, both of the
	titles I just mentioned have one thing in common: they are both
	products of an era in game development (from the late 1970s to
	mid-1980s), when the focus was not on spectacle and moviequality
	graphics and audio, but rather on creating games that were
	first and foremost fun to play.
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Web Services Patterns: Java EditionApress, 2003
Web Service Patterns: Java Edition describes architectural patterns  that can guide you through design patterns (service implementation and usage)  and illustrates the different ways in which you can use web services.

Author Paul Monday had two primary goals in writing this book: to show some  interesting design patterns that...
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The Easy Guide to Repertory GridsJohn Wiley & Sons, 2003
This book is the result of some experiences I’ve had during the last 10 years, teaching repertory grid technique to a variety of audiences. There have been two main kinds of trainee. The first has comprised my direct students at Luton Graduate Business School, managers studying for MBA and MSc degrees on a part-time basis, and young graduates...
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VirtualBox 3.1: Beginner's GuidePackt Publishing, 2010

	The furore around virtualization is taking the technology world by storm and is a must for efficient utilization of network server capacity, storage administration, energy, and capital. VirtualBox is free which brings down your upfront costs for an agile data center. VirtualBox will transform your IT infrastructure into a lean data center on...
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Modern Data Science with R (Chapman & Hall/CRC Texts in Statistical Science)CRC Press, 2017

	
		Modern Data Science with R is a comprehensive data science textbook for undergraduates that incorporates statistical and computational thinking to solve real-world problems with data. Rather than focus exclusively on case studies or programming syntax, this book illustrates how statistical programming in the...
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Photoshop CS2 Killer Tips (Killer Tips)New Riders Publishing, 2005
Scott Kelby and Felix Nelson (the creative team behind Photoshop User magazine) take their best-selling Photoshop Killer Tips books to a whole new level with  their update for Photoshop CS2.
...
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Reliable Methods for Computer Simulation, Volume 33: Error Control and Posteriori Estimates (Studies in Mathematics and its Applications)Elsevier Limited, 2004
Presentation of the main approaches developed for a posteriori error estimation in various problems.     

       Recent decades have seen a very rapid success in developing numerical methods based on explicit control over approximation errors. It may be said that nowadays a new direction is forming in numerical analysis, the main goal of...
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