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Computer Forensics: Computer Crime Scene Investigation (With CD-ROM) (Networking Series)Charles River, 2002
The mightiest fortresses in the world can fail, and when that happens all you can do (you being the person responsible for castle security) is figure out what went wrong, what damage was done, and by whom. If the castle was located in the right kind of kingdom--to take a metaphor too far--you can hope to prosecute the perpetrator. Computer...

		

Game Programming Gems (Game Programming Gems Series)Charles River, 2000
Aimed at the working (or aspiring) Visual C/C++ game programmer, Game  Programming Gems contains over 60 programming tips that have been gathered  from more than 40 working game gurus. It you want to build your own games or are  interested simply in how games work, this text provides an intriguing glimpse  into how the pros create...

		

Mathematics for 3D Game Programming and Computer Graphics, Second Edition (Game Development Series)Charles River, 2003
This completely updated second edition illustrates the mathematical concepts that a game programmer would need to develop a professional-quality 3D engine. Although the book is geared toward applications in game development, many of the topics appeal to general interests in 3D graphics. It starts at a fairly basic level in areas such as vector...





		

3D Lighting: History, Concepts, and Techniques (With CD-ROM) (Graphics Series)Charles River, 2000
The majority of computer graphics books are either too general or too  application-specific. The field of 3-D computer graphics possesses tremendous  depth, and any aspect of it is worthy of a focused career. In large studios,  artists concentrate on just one phase of production, be it modeling, texturing,  animation, or rendering. If you're...

		

Game Programming Gems 4 (Game Programming Gems Series)Charles River, 2004
Uncover the secrets of the game industry's best programmers with the newest volume of the Game Programming Gems series  With over 60 all new techniques, Game Programming Gems 4 continues to be the definitive resource for developers. Written by expert game developers who make today's amazing games, these articles not only provide quick solutions to...

		

C++ For Game Programmers (Game Development Series)Charles River, 2003
C++ is the primary language used in game development; however, game programming has a unique set of challenges, which general application development techniques and recommendations don't apply to. Written to address this issue, C++ for Game Programmers provides practical suggestions for what C++ features to use in game development and why. Many of...





		

Game Programming Golden Rules (Game Development Series)Charles River, 2004
Writing computer games is hard. Games today are complex projects that involve large teams of specialized artists and programmers. These teams are perpetually pushing technology beyond its boundaries and stretching their skills to the max. To alleviate these problems, Game Programming Golden Rules presents a series of nine "Golden Rules"...

		

Game Programming Gems 3Charles River, 2002
The journey continues with this ALL NEW volume in the Game Programming Gems series! As with the first two volumes, a dynamic group of some of the best game programmers in the industry have generously joined together to share their insights and techniques. Their ready-to-use ideas, tips, and solutions, will help save hours of programming time,...

		

Programming a Multiplayer FPS in DirectX (Game Development Series)Charles River, 2004
If you have experience with C++ and DirectX and have always wanted to program your own game, this is the book for you. Programming a Multiplayer FPS in DirectX takes you from the basic game design to a fully functioning game! All of the source code, assets, and tools are included?you just work through the tutorial-based chapters and watch the...






		

Game Programming Gems 6 (Book & CD-ROM)Charles River, 2006
Welcome to the sixth volume of the Game Programming Gems series. With team sizes constantly expanding, developers are finding themselves pushed to become increasingly specialized. This makes it important to have cutting-edge, ready-to-use material in your specialization, as well as resources that you can call upon if you need to work outside your...

		

ShaderX3: Advanced Rendering with DirectX and OpenGL (Shaderx Series)Charles River, 2004
Welcome to the latest volume of ShaderX! This all-new collection is packed with insightful new techniques, innovative approaches to common problems, and practical tools and tricks that will help you in all areas of shader programming. All of the articles evolved from the work and experiences of industry pros, and all of the sections were edited by...

		

Mobile Device Game Development (Game Development Series)Charles River, 2004
Mobile Device Game Development explores game development tools and practices for the rapidly growing mobile device market. The text uses the AppForge® MobileVB SDK and Paint Shop Pro® in conjunction with Visual Basic® to create games that can be played on numerous mobile game devices(e.g., Palm, Nokia, and PocketPC). The book and...
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