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Going to War: Creating Computer War GamesCourse Technology PTR, 2009

	Do you want to learn how to create computer war games, but don't know how to get started or don't have any experience with game programming? "Going to War: Creating Computer War Games" shows you how to use the drag-and-drop game engine, Multimedia Fusion 2, to make your very own computer war games to play and share. After an...


	[image: ]	[image: ][image: Multimedia Encryption and Authentication Techniques and Applications (Internet and Communications)]

Multimedia Encryption and Authentication Techniques and Applications (Internet and Communications)Auerbach Publications, 2006

	Recent advances in digital communications and storage technologies
	have brought major changes for consumers. High-capacity hard disks
	and DVDs can store large amounts of audiovisual data. In addition, faster
	Internet connection speeds and the emerging high bitrate DSL connections
	provide sufficient bandwidth for entertainment...
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Writing for Digital MediaRoutledge, 2010


	In the digital age, we are all consumers and producers, readers and publishers

	alike. The Internet has made it possible for anyone to publish his or her writing

	online almost instantaneously for all the world to read.





	The evolution of digital media has introduced both unprecedented challenges

	and opportunities for...
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OS X Mavericks For DummiesFor Dummies, 2013

	Coast through OS X Mavericks with help from Dr. Mac and For Dummies


	Ready to make friends with Mavericks? Then, Dr. Mac’s your man. Author and longtime Mac guru, Bob “Dr. Mac” LeVitus shares his witty insights and helpful tips in this full-color update to his bestselling OS X guide. You’ll...
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SFML Game Development by ExamplePackt 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...
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Compressed Video CommunicationsJohn Wiley & Sons, 2002
Compressed Video Communications addresses the compression and transmission of coded video streams over mobile IP networks. By analysing a broad spectrum of compression techniques and error resilience algorithms this book provides realistic solutions to the problems of quality degradation and transmission error.
 Features include: 
...
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QuickTime for the Web: For Windows and Macintosh, Third Edition (QuickTime Developer Series)Morgan Kaufmann, 2003
QuickTime is the industry standard for developing and distributing multimedia content on the Web and CD-ROM, for both Windows and Macintosh computers. Its powerful, extensible software architecture lets you deliver state-of-the-art digital content over the Web or on CD-ROM.

This third edition of the best-selling and award-winning...
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Professional Microsoft Windows Embedded CE 6.0 (Wrox Programmer to Programmer)Wrox Press, 2008
Windows Embedded CE is a 32 - bit, native, hard, real - time, small - footprint operating system developed by Microsoft to address the needs of handheld, mobile, and embedded devices. With support for multiple processor architectures, Windows Embedded CE can be adapted to a variety of devices like Smartphones, PocketPCs, set - top boxes, thin -...
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Flash 5 BibleJohn Wiley & Sons, 2001
"The must-have book for all Flash developers!"
—James Baker, Creative Director, the wddg
    "The Flash 5 Bible is the book to have."
—Todd Purgason, Creative Director, Juxt Interactive    

    If Flash 5 can do it, you can do it too...
    Whether you're a Web-development...
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AdvancED Flex Application Development: Building Rich Media XFriends of Ed, 2007
Many Flex books cover the basics—this book does something different, and goes far further. The authors, leading Flash platform developers at Almer/Blank, working with Adobe User Group communities, are the creators of the Rich Media Exchange (RMX), a social media network for Adobe developers. In covering just how the RMX was built, this book...
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Semantic ComputingJohn Wiley & Sons, 2010

	Presents the state of the technology and points to future directions for semantic computing


	Semantic computing, a rapidly evolving interdisciplinary field, seeks to structure, design, and manipulate computer content to better satisfy the needs and intentions of users and create a more meaningful user experience. This...
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ePublishing with InDesign CS6: Design and produce digital publications for tablets, ereaders, smartphones, and moreSybex, 2012

	Here's the designer's guide to creating excellent e-books with InDesign


	Creative professionals are designing more and more e-books and e-zines as digital publishing increasingly gains market share. This book pulls together a wide range of essential information to help them maximize the versatility of InDesign for...
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