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



	[image: ]

	[image: ]
		



	Advertisement

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



	Today's Books

		[image: SFML Game Development by Example]


[image: Buy]
	[image: ]SFML Game Development by Example, 9781785287343 (1785287346), Packt Publishing, 2015

	Create and develop exciting games from start to finish using SFML


	About This Book

	
		Familiarize yourself with the SFML library and explore additional game development techniques
	
		Craft, shape, and improve your games with SFML and common game design elements
	
		A practical guide that will teach you how to use utilize the SFML library to build your own, fully functional applications



	Who This Book Is For


	This book is intended for game development enthusiasts with at least decent knowledge of the C++ programming language and an optional background in game design.


	What You Will Learn

	
		Create and open a window by using SFML
	
		Utilize, manage, and apply all of the features and properties of the SFML library
	
		Employ some basic game development techniques to make your game tick
	
		Build your own code base to make your game more robust and flexible
	
		Apply common game development and programming patterns to solve design problems
	
		Handle your visual and auditory resources properly
	
		Construct a robust system for user input and interfacing
	
		Develop and provide networking capabilities to your game



	In Detail


	Simple and Fast Multimedia Library (SFML) is a simple interface comprising five modules, namely, the audio, graphics, network, system, and window modules, which help to develop cross-platform media applications. By utilizing the SFML library, you are provided with the ability to craft games quickly and easily, without going through an extensive learning curve. This effectively serves as a confidence booster, as well as a way to delve into the game development process itself, before having to worry about more advanced topics such as “rendering pipelines” or “shaders.”


	With just an investment of moderate C++ knowledge, this book will guide you all the way through the journey of game development.


	The book starts by building a clone of the classical snake game where you will learn how to open a window and render a basic sprite, write well-structured code to implement the design of the game, and use the AABB bounding box collision concept.


	The next game is a simple platformer with enemies, obstacles and a few different stages. Here, we will be creating states that will provide custom application flow and explore the most common yet often overlooked design patterns used in game development.


	Last but not the least, we will create a small RPG game where we will be using common game design patterns, multiple GUI. elements, advanced graphical features, and sounds and music features. We will also be implementing networking features that will allow other players to join and play together.


	By the end of the book, you will be an expert in using the SFML library to its full potential.


	Style and approach


	An elaborate take on the game development process in a way that compliments the reader's existing knowledge, this book provides plenty of examples and is kind to the uninitiated. Each chapter builds upon the knowledge gained from the previous one and offers clarifications on common issues while still remaining within the scope of its own subject and retaining clarity.
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Modeling Software with Finite State Machines: A Practical ApproachAuerbach Publications, 2006
This book discusses a topic that is among the central questions of software development. Therefore, we must position ourselves in that area to justify our right to express our opinion on that topic. Saying “we” implies at least one person in the co-author group. We have worked for several years in software development using various...
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Information Science and Applications: Proceedings of ICISA 2020 (Lecture Notes in Electrical Engineering, 739)Springer, 2021

	
		This book presents select proceedings of 11th International Conference on Information Science and Applications 2020 (ICISA 2020) and provides a snapshot of the latest issues encountered in technical convergence and convergences of security technology.  It explores how information science is core to most current research, industrial...
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Simulation-Based Algorithms for Markov Decision Processes (Communications and Control Engineering)Springer, 2013

	Markov decision process (MDP) models are widely used for modeling sequential decision-making problems that arise in engineering, economics, computer science, and the social sciences.  Many real-world problems modeled by MDPs have huge state and/or action spaces, giving an opening to the curse of dimensionality and so making practical...
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Java How to Program, 7th EditionPrentice Hall, 2007
 The Deitels' groundbreaking How to Program series offers unparalleled breadth and depth of object-oriented programming concepts and intermediate-level topics for further study. The Seventh Edition has been extensively fine-tuned and is completely up-to-date with Sun Microsystems, Inc.’s...
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Sams Teach Yourself Delphi 4 in 21 DaysSams Publishing, 1998
This title brings the popular three-week tutorial format to aspiring Delphi 4 programmers, combining plenty of hands-on knowledge of the most essential features of Delphi 4, including its strong database capabilities. This book is a good choice for the beginner or intermediate programmer who wants to get a solid foundation in Delphi 4 development...
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BizTalk 2013 Recipes: A Problem-Solution Approach (Expert's Voice in BizTalk)Apress, 2013

	BizTalk 2013 Recipes provides ready-made solutions to BizTalk Server 2013 developers. The recipes in the book save you the effort of developing your own solutions to common problems that have been solved many times over. The solutions demonstrate sound practice, the result of hard-earned wisdom by those who have gone before.
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