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	We wrote this book because we love games. We also love sound and music, and we love what they
	can bring to games to make them thrilling, involving, and moving. We want you to be able to
	try out your sound and your music in a real game. For a book whose examples are based exclusively
	around one piece of software, it may appear contradictory to say that actually the tools are not
	important. Once you’ve had experience with any game editor or audio middleware package, the
	concepts you learn are easily transferable to others. We chose the Unreal Development Kit (UDK)
	for this book, as it’s a serious game development tool, it’s used for lots of games, it’s free, and it’s
	fun. In terms of sound and music there are easier tools to use, but unless you’re already working for
	a games developer, you can’t get them to work in an actual game. Putting your sound and music
	into a real game environment = cool. Having to be already working for a games developer to get
	access to the tools to get them in game = not cool.


	We want to put control into the hands of sound designers and composers and to show what you
	can do, and how far you can go, with the standard tools that come with a typical game editor. As
	a sound designer, composer, or game designer (we hope there are a few of you reading too!), you
	have to be an advocate for audio. The good thing about audio is that it tends not to be noticed
	that much. This means we can affect the player on a powerful subconscious level. The bad thing
	about audio is, well, that it tends not to be noticed much. You will have to constantly convince
	people of the importance of investing in sound and music. You’ll have to be able to make your
	case, explain and persuade people that better use of audio makes a better game. You can do this by
	talking, but you can do it better by showing. We’ve tried to give you not only the sound and music
	systems themselves but also an introduction to a number of gameplay systems. By having the
	means of production, you won’t just be the passive provider of assets but can understand the game
	design process, experiment, and get involved in building systems to demonstrate your ideas effectively.


	If you want to create great sounds or music and then hand them over for someone else to
	put into the game, then this book isn’t for you (and P.S., your days are numbered). Game audio is
	about a system of sound or music elements that interact in real time with game events. If you want
	to be part of the future of game audio you need to learn how to produce interactive audio, not just
	one-shot sound effects or music loops. You can’t separate asset creation from implementation.
	A note on genre. There are many genres of games appealing to many different people. Although
	we’ve tried to mention several, we have not exhaustively explored the particular aspects of implementing
	sound for each one, as the principles here are intended to be applicable to many. The
	biggest-selling, highest-grossing games are undoubtedly first- and third-person shooters. As this is the
	case, they also tend to be the areas where the most investment is being made in taking the technology
	of games, and game audio, further. If this is not your preferred genre we can only apologize
	for the amount of gunfire, death, and explosions in this book, but we hope you understand our
	reasoning. (We also just like blowing stuff up.)
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The Developer's Guide to DebuggingSpringer, 2008
Software has bugs. Period.

That's true, unfortunately. Even the good old "hello, world" program, known to virtually every C and C++ programmer in the world, can be considered to be buggy. Developing software means having to deal with defects; old ones, new ones, ones you created yourself, and those that others brought to life....
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Financial Engineering Principles : A Unified Theory for Financial Product Analysis and ValuationJohn Wiley & Sons, 2003
"Quite simply, he’s done it again. Building upon his previous writings from the fixed income markets, Beaumont has successfully applied his practical hands-on style to bring us a fresh cross-market perspective of bonds, equities, and currencies. Financial Engineering Principles now occupies that portion of my bookshelf reserved for texts...
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Cloud Computing: First International Conference, CloudComp 2009, Munich, Germany, October 19-21, 2009Springer, 2010

	Welcome to the proceedings ofCloudComp 2009.


	Acomputing cloudis more thana collection of computer resources, because it provides
	mechanisms to manage those resources. In a cloud computing platform, software
	is migrating from the desktop to the "clouds," promising users, at any time and
	anywhere, access to their...
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Singular Integral Equations: Boundary Problems of Function Theory and Their Application to Mathematical PhysicsDover Publications, 2008


This high-level treatment by a noted mathematician considers one-dimensional singular integral equations involving Cauchy principal values. Intended for graduate students and professionals, its coverage includes such topics as the Hölder condition, Hilbert and Riemann-Hilbert problems, the Dirichlet problem, inversion...
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The String Instrument Owner's HandbookRowman & Littlefield Publishers, 2015

	In The String Instrument Owner’s Guide, Michael Pagliaro surveys the complete “ownership life cycle” of bowed string instruments. A touchstone work for uninitiated and advanced players, The String Instrument Owner’s...
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Animation with Scripting for Adobe Flash Professional CS5 Studio TechniquesAdobe Press, 2010

	The definitive guide to creating animation for the web and mobile devices with top animation designer Chris Georgenes and designer/developer Justin Putney. They reveal how to create and successfully animate characters in Adobe Flash Professional CS5 and how to push the limits of timeline animation with stunning visual effects using...
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