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Programming the Cell Processor: For Games, Graphics, and ComputationPrentice Hall, 2008

	Make the Most of IBM’s Breakthrough Cell Processor in Any Gaming, Graphics, or Scientific Application


	 


	IBM’s Cell processor delivers truly stunning computational power: enough to satisfy even the most demanding gamers and graphics...
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PlayStation®Mobile Development CookbookPackt Publishing, 2013

	Over 65 recipes that will help you create and develop amazing mobile applications!


	Overview

	
		Learn how you can create your own fantastic PlayStation®Mobile (PSM) applications
	
		Develop 2D games quickly and easily, complete with graphics, audio, and input
	
		Discover how to...
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Developing Online Games: An Insider's GuideNew Riders Publishing, 2003
A soup-to-nuts overview of just what it takes to successfully  design, develop and manage an online game. Learn from the top two online game  developers through the real-world successes and mistakes not known to others.  There are Case studies from 10+ industry leaders, including Raph Koster, J.  Baron, R. Bartle, D. Schubert, A....
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Scientific Computing with Multicore and Accelerators (Chapman & Hall/CRC Computational Science)CRC Press, 2010

	The hybrid/heterogeneous nature of future microprocessors and large high-performance computing systems will result in a reliance on two major types of components: multicore/manycore central processing units and special purpose hardware/massively parallel accelerators. While these technologies have numerous benefits, they also pose substantial...
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The Video Game Explosion: A History from PONG to PlayStation and BeyondGreenwood Press, 2007
In the United States alone, the video game industry raked in an astonishing $12.5 billion last year, and shows no signs of slowing. Once dismissed as a fleeting fad of the young and frivolous, this booming industry has not only proven its staying power, but promises to continue driving the future of new media and emerging technologies. Today video...
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The Video Game Theory Reader 2Routledge, 2008
"The Video Game Theory Reader 2" picks up where the first "Video Game Theory Reader" (Routledge, 2003) left off, with a group of leading scholars turning their attention to next-generation platforms - the Nintendo Wii, the PlayStation 3, the Xbox 360 - and to new issues in the rapidly expanding field of video games studies. The...
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GNU/Linux Application Programming (Programming Series)Charles River, 2008
GNU/Linux is the Swiss army knife of operating systems. You’ll find it in the smallest devices (such as an Apple iPod) to the largest most powerful supercomputers (like IBM’s Blue Gene). You’ll also find GNU/Linux running on the most diverse architectures, from the older x86 processors to the latest cell processor that powers the...
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2D Artwork and 3D Modeling for Game Artists (Premier Press Game Development)Course Technology PTR, 2002
Take your games to the next level! 2D Artwork and 3D Modeling for Game Artists is the perfect stepping stone for beginning or intermediate game artists entering the gaming industry. This book will show you how to create models, arrange U-Vs, generate textures, then finalize your models for use with a video game engine. By the time you?re finished,...
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Vector Games Math Processors (Wordware Game Math Library)Wordware Publishing, 2002
Vector math processors have, up until recently, been in the domain of
the supercomputer, such as the Cray computers. Computers that have
recently joined this realm are the Apple Velocity Engine (AltiVec)
coprocessor of the PowerPC G4 in Macintosh and UNIX computers, as
well as IBM’s Power PC-based Gekko used in the...
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3ds Max Modeling for Games: Insider's Guide to Game Character, Vehicle, and Environment ModelingFocal Press, 2008

	The book will provide insider tips, traps, and techniques on how to create 3d assets for use in computer games and simulation systems. The book will consist of a series of tutorials, starting with simpler models and moving up to more complex builds. As the book comes to us directly from successful game artists within commercial game...
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Invisible Engines: How Software Platforms Drive Innovation and Transform IndustriesMIT Press, 2006
Winner of the Business, Management & Accounting category in the 2006 Professional/Scholarly Publishing Annual Awards Competition presented by the Association of American Publishers, Inc.
 
 Software platforms are the invisible engines that have created, touched, or transformed nearly every major industry for the past...
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Game Design: Theory and PracticeWordware Publishing, 2001
One of the most important but least discussed elements of a computer game is the gameplay that makes a game compelling and entertaining. Game Design: Theory & Practice focuses on this elusive topic and how you can ensure your title has the best gameplay possible. Richard Rouse discusses in detail key game design topics including game balancing,...
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