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	SFML Game Development, 9781849696845 (1849696845), Packt Publishing, 2013

	If you've got a firm grasp of C++ with a secret hankering to create a great game, this book is for you. Every practical aspect of programming an interactive game world is here - the only real limit is your imagination.


	Overview

	
		Develop a complete game throughout the book
	
		Learn how to use modern C++ styles to create a fully optimized game and support for all major operating systems
	
		Fully network your game for awesome multiplayer action
	
		Step-by-step guide to developing your game using C++ and SFML



	In Detail


	Game development comprises the combination of many different aspects such as game logics, graphics, audio, user input, physics and much more. SFML is an Open Source C++ library designed to make game development more accessible, exposing multimedia components to the user through a simple, yet powerful interface.


	If you are a C++ programmer with a stack of ideas in your head and seeking a platform for implementation, your search ends here.


	Starting with nothing more than a blank screen, SFML Game Development will provide you with all the guidance you need to create your first fully featured 2D game using SFML 2.0. By the end, you'll have learned the basic principles of game development, including advanced topics such as how to network your game, how to utilize particle systems and much more.


	SFML Game Development starts with an overview of windows, graphics, and user inputs. After this brief introduction, you will start to get to grips with SFML by building up a world of different game objects, and implementing more and more gameplay features. Eventually, you’ll be handling advanced visual effects, audio effects and network programming like an old pro. New concepts are discussed, while the code steadily develops.


	SFML Game Development will get you started with animations, particle effects and shaders. As well as these fundamental game aspects, we’re also covering network programming to the extent where you’ll be able to support the game running from two different machines. The most important part, the gameplay implementation with enemies and missiles, will make up the core of our top-scrolling airplane shoot' em-up game!.


	You will learn everything you need in SFML Game Development in order to start with game development and come closer to creating your own game.


	What you will learn from this book

	
		Learn the basics of SFML and render an airplane to the screen.
	
		Create a game world to play in using entities and handle input from the player
	
		Make your game richer with support menus, settings, and other states
	
		Implement the foundation for a GUI library
	
		Populate the world with enemies and let them interact
	
		Load resources like textures from the hard drive and learn about resource management
	
		Animate the game object, build a particle system and look behind the scenes of rendering
	
		Add music and sound effects to your game to create an immersive gaming experience
	
		Implement multiplayer over a network to indulge in gameplay over the Internet



	Approach


	SFML Game Development is a fast-paced, step-by-step guide, providing you with all the knowledge and tools you need to create your first game using SFML 2.0
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	Amazing Books

	

Information Theory and Reliable CommunicationJohn Wiley & Sons, 1968
This book is designed primarily for use as a first-year graduate text in information theory, suitable for both engineers and mathematicians. It is assumed that the reader has some understanding of freshman calculus and elementary probability, and in the later chapters some introductory random process theory. Unfortunately there is one more...

		

CalculusCengage Learning, 2012

	The art of teaching, Mark Van Doren said, is the art of assisting discovery. I have tried to

	write a book that assists students in discovering calculus—both for its practical power and

	its surprising beauty. In this edition, as in the first six editions, I aim to convey to the student

	a sense of the utility of calculus and...

		

App Development Recipes for iOS and watchOS: A Problem-Solution ApproachApress, 2016

	
		
			App Development Recipes for iOS and watchOS explores the technical side of app development with tips and tricks to avoid those little things that become big frustrations, outside of the realm of development, causing many people to throw up their hands and say “It’s just not worth the...







	

Mastering Turbo AssemblerSams Publishing, 1995
Written by nationally known, best-selling author Tom Swan, this book provides a complete introduction to programming as well as thorough coverage of intermediate and advanced topics.

Programmers are always arguing about which language is the best. Try to win C programmers over to Pascal and they'll tell you to go eat quiche. Try to get...

		

Decision Theory: Principles and Approaches (Wiley Series in Probability and Statistics)John Wiley & Sons, 2009
Decision theory provides a formal framework for making logical choices in the face of uncertainty. Given a set of alternatives, a set of consequences, and a correspondence between those sets, decision theory offers conceptually simple procedures for choice. This book presents an overview of the fundamental concepts and outcomes of rational decision...

		

CRC Handbook of Thermal Engineering (Mechanical Engineering Handbook Series)CRC Press, 1999
To be successful in the international marketplace, corporations must have access to the latest developments and most recent experimental data. Traditional handbooks of heat transfer stress fundamental principles, analytical approaches to thermal problems, and elegant solutions to classical problems. The CRC Handbook of Thermal Engineering is not a...
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