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Kivy CookbookPackt Publishing, 2015

	Enhance your skills in developing multi-touch applications with Kivy


	About This Book

	
		Create most diverse apps and learn how to distribute them with the help of the Kivy framework
	
		Explore Kivy API to develop user interfaces and control multi-touch events
	
		Step-by-step recipes...
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Professional XNA Game Programming: For Xbox 360 and WindowsWrox Press, 2007
You haven't experienced the full potential of Xbox 360 or Windows until you've created your own homebrewed games for these innovative systems. With Microsoft's new XNA Framework, the only thing limiting you is your imagination. Now professional game developer and Microsoft DirectX MVP Benjamin Nitschke shows you how to take advantage of the XNA...
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Real-Time Shader Programming (The Morgan Kaufmann Series in Computer Graphics)Morgan Kaufmann, 2002
An indispensable reference for the game developer, graphics programmer, game artist, or visualization programmer, to create countless real-time 3D effects.

Now that PC users have entered the realm of programmable hardware, graphics programmers can create 3D images and animations comparable to those produced by RenderMan's procedural...
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OpenGL Development CookbookPackt Publishing, 2013

	OpenGL brings an added dimension to your graphics by utilizing the remarkable power of modern GPUs. This straight-talking cookbook is perfect for intermediate C++ programmers who want to exploit the full potential of OpenGL


	Overview

	
		Explores current graphics programming techniques including GPU-based...
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Unity Shaders and Effects CookbookPackt Publishing, 2013

	Shaders promote gaming realism but are not always easy to implement. This book seeks to change that with a cookbook approach to teaching you how to create stunning Shaders using your knowledge of Unity3D.


	Overview

	
		Learn the secrets of creating AAA quality Shaders without having to write long...
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Beginning Direct3D Game Programming, Second EditionPremier Press, 2003

	With a detailed explanation of vertex and pixel shader programming, coverage of the new Microsoft HLSL (High-Level Shader Language), and greater concentration of the fixed-function pipeline, the second edition of this popular reference guide will take you farther than you ever imagined! Written by an industry expert, this book will put an end...
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Essential XNA Game Studio 2.0 ProgrammingJones and Bartlett Publishers, 2008

	Essential XNA Game Studio 2.0 Programming provides both hobbyists and experienced programmers with the information they need to take advantage of Microsoft s powerful XNA Framework and XNA Game Studio to produce professional-level games for both the PC and the Xbox 360. Beginners learn the fundamentals of 2D game development, creating a...
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Microsoft® XNA Game Studio Creators GuideMcGraw-Hill, 2007
This book shows you how to write complete 3D games from scratch. It will teach you the math, graphics, audio effects, and algorithms for all the features you would expect in a quality 3D game. This text explains how to set up your environment to write your XNA and shader code. It also explains how to create 3D models on a budget and how to use...
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Learning XNA 4.0: Game Development for the PC, Xbox 360, and Windows Phone 7O'Reilly, 2010

	
		Want to develop games for Xbox 360 and Windows Phone 7? This hands-on book will get you started with Microsoft's XNA 4.0 development framework right away -- even if you have no experience developing games. Although XNA includes several key concepts that can be difficult for beginning web developers to grasp, Learning XNA...
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Real-Time Rendering Tricks and Techniques in DirectX (Premier Press Game Development)Course Technology PTR, 2002
The last several years have seen some exciting advances in the field of real-time graphics. Starting slowly for beginning programmers, this book begins by reviewing recent 3D graphics developments and with an introduction to vectors, matrices, colors, and lighting. Then, it's on to rendering graphics! Learn various vertex and pixel shader...
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