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



	[image: ]

	[image: ]
		



	Books tags: directx

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



		[image: ][image: Mathematics and Physics for Programmers (Game Development Series)]

Mathematics and Physics for Programmers (Game Development Series)Charles River, 2005
Many programmers frequently have limited backgrounds in the mathematics and physics needed for game development or other complex applications. Sooner or later, all programmers run into coding issues that will require an understanding of mathematics or physics concepts like collision detection, 3D vectors, transformations, game theory, or basic...
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Microsoft Expression Blend UnleashedSams Publishing, 2008
Microsoft Expression Blend Unleashed is about learning a new tool for designers, but also learning a new mindset for developers. Expression Blend enables the delivery of rich interactive applications, for the web as well as the desktop, allowing you to take graphical assets and blend them with functional .NET code through the power of XAML...
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Microsoft  Visual Basic: Game Programming for TeensCourse Technology PTR, 2007
If you have basic programming experience, this book is your ideal guide for writing games using Visual Basic .NET and Managed DirectX 9.  This Second Edition includes almost entirely new coverage. While coverage of game design and 2D artwork remain, this edition includes more detailed coverage of the DirectX game code and utilizes the free Visual...
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ShaderX2: Introductions and Tutorials with DirectX 9.0Wordware Publishing, 2003
This book is a collection of articles that explain the foundations of
shader programming, from the High Level Shading Language and
version 3.0 shader models to shadow mapping and stencil shadow
volumes. The following provides a brief overview of these articles:
Jason L. Mitchell and Craig Peeper, one of the creators of HLSL...
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Isometric Game Programming with DirectX 7.0 w/CDPremier Press, 2002
Isometric Game Programming with DirectX takes you from zero to DirectX, literally! Beginning with game programming basics you will explore such topics as WIN32 programming basics, GDI fundamentals, fonts, regions and bitmaps, DirectDraw, and Game Logic. You'll then move on to Isometric fundamentals and methodology as well as advanced topics such as...
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Windows Game Programming with Visual Basic and DirectXQue, 2001


	I’ve been fascinated by computer games for years. Some of my first experiences date back to

	the late 1960s when I was in junior high school. I was allowed to skip math class once a

	week to use an old teletype terminal. I spent hours punching a tic-tac-toe game written in

	BASIC onto paper tape so that I could play it when I...
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.NET Game Programming with DirectX 9.0Apress, 2003
.net Game Programming with DirectX 9.0 is a cool book that gets you up to speed fast on your own game projects. Balanced and complete, .net Game Programming with DirectX 9.0 is aimed toward beginners and advanced programmers alike. The first book to cover the Managed DirectX 9.0 interfaces, from Direct3D to DirectPlay, .net Game Programming with...
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Visual Basic Game Programming with DirectX (The Premier Press Game Development Series)Course Technology PTR, 2002

	This book dispels the myth that Visual Basic is just too slow to write a decent game, giving readers all of the tricks and techniques that they need to create awesome games using Visual Basic. Offering equal parts theory and hands-on exercises, the chapters in this book begin with a discussion of completing a task using Visual Basic, and then...
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Programming Microsoft DirectShow for Digital Video and TelevisionMicrosoft Press, 2003
This book has been written for the complete DirectShow novice;  you don’t need to know anything about DirectShow—or even audio or video—to get  started. If you’re already familiar with DirectShow, chances are you’ll be able  to race through the first three chapters of this book very quickly. However,...
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XNA 2.0 Game Programming Recipes: A Problem-Solution Approach (Books for Professionals by Professionals)Apress, 2008
Join the game development revolution today! XNA greatly simplifies the development of your own games, lowering the barrier for programmers to get into game development. In XNA, you can start coding your games from the very start, a true revelation compared to other game programming environments. XNA doesn't sacrifice power for this ease of use - it...
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Microsoft(R) XNA(TM) Unleashed: Graphics and Game Programming for Xbox 360 and WindowsSams Publishing, 2007
Many developers became interested in programming because they saw a video game and thought, “How did they do that?” This book helps demystify what is required to make video games. Being able to write games on a next-generation console like the Xbox 360 has never been an option for the masses before. Now with the XNA Framework, games can...
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Ray Tracing Gems: High-Quality and Real-Time Rendering with DXR and Other APIsApress, 2019

	
		This book is a must-have for anyone serious about rendering in real time. With the announcement of new ray tracing APIs and hardware to support them, developers can easily create real-time applications with ray tracing as a core component. As ray tracing on the GPU becomes faster, it will play a more central role in real-time...
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