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Unity Android Game Development by Example Beginner's Guide consists of different game
application examples. No prior experience with programming, Android, or Unity is required.
You will learn everything from scratch and will have an organized flow of information
specifically designed for complete beginners to Unity.Great for developers new to Unity,
Android, or both, this book will walk you through everything you need to know about game
development for the Android mobile platform. No experience with programming, Android, or
Unity is required. Most of the assets used in each chapter project are provided with the book,
but it is assumed that you have some access to basic image and model creation software. You
will also need access to an Android powered device.
Thousands of organizations are adopting Scrum to transform the way they execute complex
projects, in software and beyond. This guide will give you the skills and confidence needed to
deploy Scrum, resulting in high-performing teams and satisfied customers. Drawing on years of
hands-on experience helping companies succeed, Certified Scrum Trainer (CST) Mitch Lacey
helps you overcome the major challenges of Scrum adoption and the deeper issues that
emerge later. Extensively revised to reflect improved Scrum practices and tools, this edition
adds an all-new section of tips from the field. Lacey covers many new topics, including
immersive interviewing, collaborative estimation, and deepening business alignment. In 35
engaging chapters, you’ll learn how to build support and maximize value across your
company. Now part of the renowned Mike Cohn Signature Series on agile development, this
pragmatic guide addresses everything from establishing roles and priorities to determining
team velocity, setting sprint length, and conducting customer reviews. Coverage includes
Bringing teams and new team members on board Creating a workable definition of “done”
Planning for short-term wins, and removing impediments to success Balancing predictability
and adaptability in release planning Running productive daily scrums Fixing failing sprints
Accurately costing projects, and measuring the value they deliver Managing risks in dynamic
Scrum projects Prioritizing and estimating backlogs Working with distributed and offshore
teams Institutionalizing improvements, and extending agility throughout the organization
Packed with real-world examples straight from Lacey’s experience, this book will be invaluable
to anyone transitioning to Scrum, seeking to improve their early results, or trying to get back on
track.
It was early 1993 and id Software was at the top of the PC gaming industry. Wolfenstein 3D
had established the First Person Shooter genre and sales of its sequel Spear of Destiny were
skyrocketing. The technology and tools id had taken years to develop were no match for their
many competitors. It would have been easy for id to coast on their success, but instead they
made the audacious decision to throw away everything they had built and start from scratch.
Game Engine Black Book: Doom is the story of how they did it. This is a book about history
and engineering. Don’t expect much prose (the author’s English has improved since the first
book but is still broken). Instead you will find inside extensive descriptions and drawings to
better understand all the challenges id Software had to overcome. From the hardware -- the
Intel 486 CPU, the Motorola 68040 CPU, and the NeXT workstations -- to the game engine’s
revolutionary design, open up to learn how DOOM changed the gaming industry and became a
legend among video games.
Get a head start on making your games efficiently by avoiding common design and
development pitfalls. Video games combine art and programming; this unique position has
opened up opportunities for many pitfalls. This book takes you through the fundamentals of
game making and the usual mistakes and bad practices that can harm your games. We start
with the common difficulties and challenges, ways to find the gaps, and game design. Next, we
discuss game engines and other tools you need to choose while making a game, how you
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should choose them, and the design documents you need to make. We also cover simple but
important tweaks in game mechanics as well as the look and feel of your game. We will also
discuss conventions for naming, code structuring, project structuring, and coding. Your thought
process will be guided in a way that you can look for the proper approach to make a successful
game. The book sheds light upon how to improve the overall game experience and finalize the
game for release. Along the journey, we will explore some interesting stories of games and
mythology as well. By the end of the book, you will know about the basic life cycle of a game
development process and how to not make a game. What You Will Learn Discover the
fundamentals of game design See some intermediate coding tricks to make your games better
Grasp the pitfalls to avoid while designing and programming games Master the different
conventions and practices for file naming and structuring your projects Who This Book Is For
People who want to make games. Basic programming experience is assumed.
Introductory Statistics is designed for the one-semester, introduction to statistics course and is
geared toward students majoring in fields other than math or engineering. This text assumes
students have been exposed to intermediate algebra, and it focuses on the applications of
statistical knowledge rather than the theory behind it. The foundation of this textbook is
Collaborative Statistics, by Barbara Illowsky and Susan Dean. Additional topics, examples, and
ample opportunities for practice have been added to each chapter. The development choices
for this textbook were made with the guidance of many faculty members who are deeply
involved in teaching this course. These choices led to innovations in art, terminology, and
practical applications, all with a goal of increasing relevance and accessibility for students. We
strove to make the discipline meaningful, so that students can draw from it a working
knowledge that will enrich their future studies and help them make sense of the world around
them. Coverage and Scope Chapter 1 Sampling and Data Chapter 2 Descriptive Statistics
Chapter 3 Probability Topics Chapter 4 Discrete Random Variables Chapter 5 Continuous
Random Variables Chapter 6 The Normal Distribution Chapter 7 The Central Limit Theorem
Chapter 8 Confidence Intervals Chapter 9 Hypothesis Testing with One Sample Chapter 10
Hypothesis Testing with Two Samples Chapter 11 The Chi-Square Distribution Chapter 12
Linear Regression and Correlation Chapter 13 F Distribution and One-Way ANOVA
GRAPHIC DESIGN BASICS combines design principles, history, and current technology to
present students a comprehensive introduction to the field of graphic design. Keeping pace
with rapid changes in the field of design, while maintaining a consistently high academic
quality, the text emphasizes design structure, visual perception and digital design, with a wide
range of visuals from throughout design history, as well as the latest contemporary illustrations.
Each chapter provides assignments with student sample solutions and critique sections to help
students apply the concepts and assess their work. This market leader's interwoven
combination of concept, history, and practice rarely found in other graphic design texts has
been enriched by integrating material specific to digital design. The accompanying Premium
Website offers students bonus images, interviews with artists featured in the text, additional
projects, studio techniques and research links. Important Notice: Media content referenced
within the product description or the product text may not be available in the ebook version.
Get your business organized with QuickBooks Now more than ever, keeping track of every
penny is crucial to making it in business. And the owners of thousands of small-to-mid-size
businesses turn to QuickBooks to help them manage their finances without having to hire an
outside accounting professional. Bestselling author Stephen Nelson updates his popular
QuickBooks For Dummies to cover the latest revisions and enhancements to this leading small
business accounting software package. After a quick review of bookkeeping basics, you'll
discover how QuickBooks 2013 can help you build the perfect budget, process payroll, simplify
your tax return prep work, create invoices, manage inventory, generate income statements,
balance accounts, and much more. You'll learn what you should do before you install and set
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up QuickBooks, then move on to basic bookkeeping concepts and the fundamentals of building
a solid budget. You'll also discover how to enter data, create invoices, record and print sales
receipts, monitor your job costs, and generate most common financial reports with ease.
Veteran author Stephen Nelson updates his perennial bestseller and offers you easy-tounderstand coverage of the newest release of QuickBooks Enables you to take control of
managing your own business accounting and financial management tasks so you can avoid
having to hire expensive outside help Provides expert advice for getting started with
QuickBooks, building the perfect budget, processing payroll, creating invoices, managing
inventory, tracking job costs, generating income statements, balancing accounts, creating
financial reports, and more Takes you through the steps of going online with QuickBooks,
backing up your data, and simplifying tax preparation QuickBooks 2013 For Dummies helps
you take control of your financial management tasks. Big or small, your business will benefit!
Turn analytical models into business value and smarter decisions with this special collection of
papers about SAS Model Management. Without a structured and standardized process to
integrate and coordinate all the different pieces of the model life cycle, a business can
experience increased costs and missed opportunities. SAS Model Management solutions
enable organizations to register, test, deploy, monitor, and retrain analytical models, leveraging
any available technology - including open-source models in Python, R, and TensorFlow -into a
competitive advantage.

Summary HTML5 for .NET Developers teaches professional software engineers how to
integrate the latest HTML5 APIs and semantic markup into rich web applications using
JavaScript, ASP.NET MVC, and WCF. Written from the .NET perspective, this book is
full of practical applications and ways to connect the new web standards with your
existing development practices About the Technology A shift is underway for Microsoft
developers—to build web applications you'll need to integrate HTML5 features like
Canvas-based graphics and the new JavaScript-driven APIs with familiar technologies
like ASP.NET MVC and WCF. This book is designed for you. About this Book HTML5
for .NET Developers teaches you how to blend HTML5 with your current .NET tools and
practices. You'll start with a quick overview of the new HTML5 features and the
semantic markup model. Then, you'll systematically work through the JavaScript APIs
as you learn to build single page web apps that look and work like desktop apps. Along
the way, you'll get tips and learn techniques that will prepare you to build "metro-style"
applications for Windows 8 and WP 8. This book assumes you're familiar with HTML,
and concentrates on the intersection between new HTML5 features and Microsoftspecific technologies. Purchase of the print book comes with an offer of a free PDF,
ePub, and Kindle eBook from Manning. Also available is all code from the book. What's
Inside HTML5 from a .NET perspective Local storage, threading, and WebSockets
Using JSON-enabled web services WCF services for HTML5 How to build single page
web apps "This book speaks directly to the interests and concerns of the .NET
developer."—From the Forward by Scott Hanselman, Microsoft Table of Contents
HTML5 and .NET A markup primer: classic HTML, semantic HTML, and CSS Audio
and video controls Canvas The History API: Changing the game for MVC sites
Geolocation and web mapping Web workers and drag and drop Websockets Local
storage and state management Offline web applications
Buildbox 2.x Game DevelopmentPackt Publishing Ltd
Assessments, understood as tools for tracking what and how well students have
learned, play a critical role in the classroom. Developing Assessments for the Next
Generation Science Standards develops an approach to science assessment to meet
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the vision of science education for the future as it has been elaborated in A Framework
for K-12 Science Education (Framework) and Next Generation Science Standards
(NGSS). These documents are brand new and the changes they call for are barely
under way, but the new assessments will be needed as soon as states and districts
begin the process of implementing the NGSS and changing their approach to science
education. The new Framework and the NGSS are designed to guide educators in
significantly altering the way K-12 science is taught. The Framework is aimed at making
science education more closely resemble the way scientists actually work and think,
and making instruction reflect research on learning that demonstrates the importance of
building coherent understandings over time. It structures science education around
three dimensions - the practices through which scientists and engineers do their work,
the key crosscutting concepts that cut across disciplines, and the core ideas of the
disciplines - and argues that they should be interwoven in every aspect of science
education, building in sophistication as students progress through grades K-12.
Developing Assessments for the Next Generation Science Standards recommends
strategies for developing assessments that yield valid measures of student proficiency
in science as described in the new Framework. This report reviews recent and current
work in science assessment to determine which aspects of the Framework's vision can
be assessed with available techniques and what additional research and development
will be needed to support an assessment system that fully meets that vision. The report
offers a systems approach to science assessment, in which a range of assessment
strategies are designed to answer different kinds of questions with appropriate degrees
of specificity and provide results that complement one another. Developing
Assessments for the Next Generation Science Standards makes the case that a
science assessment system that meets the Framework's vision should consist of
assessments designed to support classroom instruction, assessments designed to
monitor science learning on a broader scale, and indicators designed to track
opportunity to learn. New standards for science education make clear that new modes
of assessment designed to measure the integrated learning they promote are essential.
The recommendations of this report will be key to making sure that the dramatic
changes in curriculum and instruction signaled by Framework and the NGSS reduce
inequities in science education and raise the level of science education for all students.
Build exhilarating gaming experiences using a wide range of game elements in Unity
5.x About This Book Achieve your goals in a fun-filled way by creating gamification
projects from scratch Leverage the Unity 5.X toolkit to create stunning and appealing
projects Make your transition towards a pro project manager/ developer by learning
tricks and techniques Who This Book Is For If you are a project manager, game
developer, or programmer who wants to create successful end-to-end gamification
projects from scratch, then this is the book for you. You do not need any previous
experience of working with Unity 5.X. All the details required to make the most of
gamifying your projects are provided in the book. What You Will Learn Assess your
learners' abilities by setting up challenges and quests Implement the game elements
that relate to the project into Unity Publish your own task management application to
better engage readers Improve your design using methods of playtesting and iteration
Issue OpenBadges to recognize achievements and set up an online database to store
your users achievements. In Detail Are you looking at implementing gamification
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techniques for your business and wondering where to get a complete rundown of all the
tricks and techniques? Well, you have come to the right place! This book will start right
from the basics such as gameplay elements and their functionalities before gradually
moving onto creating your first gamification project from scratch. You'll be given the
tools and shown how to perform various techniques for creating gamified applications in
different contexts. Finally, you will implement various game elements into Unity, publish
your own task management application, and get to know the best practices and
approaches when designing gamified experiences. Style and approach This book takes
a real-world case studies approach, moving ahead in a step-by-step tutorial manner.
You will create your own project from scratch, and the practical examples will help you
create a successful gamification project.
Learn the new Blender 2.8 user interface and make 3D models Key Features Find your
way round the new user interface and tools of Blender 2.8 Create materials, apply
textures and render scenes Use the new cutting-edge real-time render EEVEE in your
projects Book Description Blender is open source 3D creation software. With a long
history and an enthusiastic community of users, it is the ideal choice for almost any kind
of work with 3D modeling or animation. However, for new users, its power and ?exibillity
can sometimes be daunting, and that's when you need this book! The book starts by
showing you round the all-new Blender 2.8 user interface. You'll look at the most
commonly-used options and tools, such as navigating in 3D and selecting objects. You
will then use and manipulate one of the most important windows of the interface, the 3D
View. You'll learn how to use essential tools for working with 3D modeling. To give your
models the feel of real-world objects, you'll learn how to create materials and set up
surfaces. You'll see how to use Physically-Based Rendering (PBR), which allows you to
craft realistic surfaces such as wood, stone, and metal. You will also work with Eevee, a
new real-time render engine in Blender. You will see how to add motion to objects,
making use of Blender's impressive 3D animation features. Finally, you'll learn how to
create scenes and organize them for rendering, and later add titles and effects using
built-in Blender tools. By the end of the book, you will be able to use Blender 2.8 new
UI, Create 3D Models with textures, Animations, and Render them in real-time using
Eevee. What you will learn Manipulate and visualize your 3D objects in Blender Use
polygon modeling tools such as extrude, loop cut, and more Apply precision modeling
tools like snapping and the 3D Cursor Render a scene using the real-time engine
Eevee Create materials for Eevee and Cycles Render a scene with the Eevee real-time
engine Use PBR textures to craft realistic surfaces such as wood with the Shader Editor
Add motion and animation using keyframes Create animation loops using curves and
modifiers Who this book is for This book is for anyone interested in taking their steps
with Blender. If you're an experienced 3D artists or hobbyist, this book will help you with
its features.
FreeBSD and OpenBSD are increasingly gaining traction in educational institutions,
non-profits, and corporations worldwide because they provide significant security
advantages over Linux. Although a lot can be said for the robustness, clean
organization, and stability of the BSD operating systems, security is one of the main
reasons system administrators use these two platforms. There are plenty of books to
help you get a FreeBSD or OpenBSD system off the ground, and all of them touch on
security to some extent, usually dedicating a chapter to the subject. But, as security is
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commonly named as the key concern for today's system administrators, a single
chapter on the subject can't provide the depth of information you need to keep your
systems secure. FreeBSD and OpenBSD are rife with security "building blocks" that
you can put to use, and Mastering FreeBSD and OpenBSD Security shows you how.
Both operating systems have kernel options and filesystem features that go well
beyond traditional Unix permissions and controls. This power and flexibility is valuable,
but the colossal range of possibilities need to be tackled one step at a time. This book
walks you through the installation of a hardened operating system, the installation and
configuration of critical services, and ongoing maintenance of your FreeBSD and
OpenBSD systems. Using an application-specific approach that builds on your existing
knowledge, the book provides sound technical information on FreeBSD and Open-BSD
security with plenty of real-world examples to help you configure and deploy a secure
system. By imparting a solid technical foundation as well as practical know-how, it
enables administrators to push their server's security to the next level. Even
administrators in other environments--like Linux and Solaris--can find useful paradigms
to emulate. Written by security professionals with two decades of operating system
experience, Mastering FreeBSD and OpenBSD Security features broad and deep
explanations of how how to secure your most critical systems. Where other books on
BSD systems help you achieve functionality, this book will help you more thoroughly
secure your deployments.
"This book provides relevant theoretical frameworks and the latest empirical research
findings on game-based learning to help readers who want to improve their
understanding of the important roles and applications of educational games in terms of
teaching strategies, instructional design, educational psychology and game
design"--Provided by publisher.
Get to grips with object-oriented programming in Swift to efficiently build powerful realworld applications About This Book Leverage the most efficient object-oriented design
patterns in your Swift applications Write robust, safer, and better code using the
blueprints that generate objects Build a platform with object-oriented code by using realworld elements and represent them in your app Who This Book Is For If you are an iOS
developer who has a basic idea of object-oriented programming and want to
incorporate its concepts with Swift to optimize your application's code and create
reusable and easily to understand building blocks, then this book is for you. This is a
very useful resource for developers who want to shift from Objective C, C#, Java,
Python, JavaScript, or other object-oriented languages to Swift What You Will Learn
Build solid, stable, and reliable applications using Swift Work with encapsulation,
abstraction, and polymorphism using Swift 2.0 Customize constructors and destructors
based on your needs Develop Swift 2.0 with classes, instances, properties, and
methods Take advantage of generic code to maximize code reuse and generalize
behaviors Use state of inheritance, specialization, and the possibility to overload
members Write high quality object-oriented code to build apps for iOS or Mac OS X In
Detail Object-Oriented Programming (OOP) is a programming paradigm based on the
concept of objects; these are data structures that contain data in the form of fields,
often known as attributes and code. Objects are everywhere, and so it is very important
to recognize elements, known as objects, from real-world situations and know how they
can easily be translated into object-oriented code. Object-Oriented Programming with
Page 6/13

Online Library Buildbox 2 X Game Development
Swift is an easy-to-follow guide packed full of hands-on examples of solutions to
common problems encountered with object-oriented code in Swift. It starts by helping
you to recognize objects using real-life scenarios and demonstrates how working with
them makes it simpler to write code that is easy to understand and reuse. You will learn
to protect and hide data with the data encapsulation features of Swift. Then, you will
explore how to maximize code reuse by writing code capable of working with objects of
different types. After that, you'll discover the power of parametric polymorphism and will
combine generic code with inheritance and multiple inheritance. Later, you move on to
refactoring your existing code and organizing your source for easy maintenance and
extensions. By the end of the book, you will be able to create better, stronger, and more
reusable code, which will help you build better applications. Style and approach This
simple guide is packed with practical examples of solutions to common problems. Each
chapter includes exercises and the possibility for you to test your progress by
answering questions.

The increasing number of followers of the two movement cultures, Parkour and
Freerunning, has given rise to the need for safe, methodical orientation, which
the reader will find in this book. Parkour, a new movement culture from France, is
all about moving as efficiently as possible between points A and B by sprinting
fluently over obstacles. The sport of Freerunning has developed from it, involving
developing and showing off the most creative, extreme, flowing, acrobatic moves
possible on obstacles. This book contains precise illustrations for the teaching of
all basic techniques, easy-tofollow movement breakdowns and methodical tips
for indoor and outdoor training. All the most common terms from the scene are
listed for reference in English and French. History, philosophy, rules of behavior,
training advice based on the latest sports science knowledge, interviews from the
scene about motivations and trends, advice for schools and explanations of
competitions and competition criteria are a few examples of the book’s contents.
This second Preview Edition ebook, now with 16 chapters, is about writing
applications for Xamarin.Forms, the new mobile development platform for iOS,
Android, and Windows phones unveiled by Xamarin in May 2014. Xamarin.Forms
lets you write shared user-interface code in C# and XAML that maps to native
controls on these three platforms.
Hailed as a "must-have textbook" (CHOICE, January 2010), the first edition of
Game Engine Architecture provided readers with a complete guide to the theory
and practice of game engine software development. Updating the content to
match today’s landscape of game engine architecture, this second edition
continues to thoroughly cover the major components that make up a typical
commercial game engine. New to the Second Edition Information on new topics,
including the latest variant of the C++ programming language, C++11, and the
architecture of the eighth generation of gaming consoles, the Xbox One and
PlayStation 4 New chapter on audio technology covering the fundamentals of the
physics, mathematics, and technology that go into creating an AAA game audio
engine Updated sections on multicore programming, pipelined CPU architecture
and optimization, localization, pseudovectors and Grassman algebra, dual
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quaternions, SIMD vector math, memory alignment, and anti-aliasing Insight into
the making of Naughty Dog’s latest hit, The Last of Us The book presents the
theory underlying various subsystems that comprise a commercial game engine
as well as the data structures, algorithms, and software interfaces that are
typically used to implement them. It primarily focuses on the engine itself,
including a host of low-level foundation systems, the rendering engine, the
collision system, the physics simulation, character animation, and audio. An indepth discussion on the "gameplay foundation layer" delves into the game’s
object model, world editor, event system, and scripting system. The text also
touches on some aspects of gameplay programming, including player
mechanics, cameras, and AI. An awareness-building tool and a jumping-off point
for further learning, Game Engine Architecture, Second Edition gives readers a
solid understanding of both the theory and common practices employed within
each of the engineering disciplines covered. The book will help readers on their
journey through this fascinating and multifaceted field.
For courses in Introductory Public Relations. Cutlip & Center offers students the
gold standard in public relations, providing the most up-to-date reference in the
market. In the new edition, Glen Broom continues the work of Cutlip and Center
by providing the most up-to-date reference for students.
The Game Maker's Apprentice shows you how to create nine exciting games
using the wildly popular Game Maker game creation tool. This book covers a
range of genres, including action, adventure, and puzzle games--complete with
professional quality sound effects and visuals. It discusses game design theory
and features practical examples of how this can be applied to making games that
are more fun to play. Game Maker allows games to be created using a simple
drag-and-drop interface, so you don't need to have any prior coding experience.
It includes an optional programming language for adding advanced features to
your games, when you feel ready to do so. You can obtain more information by
visiting book.gamemaker.nl. The authors include the creator of the Game Maker
tool and a former professional game programmer, so you'll glean understanding
from their expertise.
Build rich, high production value mobile games and distribute them across
different platforms with Buildbox About This Book Create captivating 2D & 2.5D
(isometric) video games for all platforms Leverage Buildbox to monetize and
prepare your games for distribution This step-by-step tutorial will get you
generating complex and media rich games with no coding experience Who This
Book Is For This book caters to those who have an interest or desire to create
their own mobile games either as a hobbyist or who are looking to enhance their
skills as a professional games developer. No coding experience is required. What
You Will Learn Create the illusion of a 3D background in your game using
parallax Add advanced controls and obstacles to our first world Develop assets
(graphic and audio) for the Buildbox engine Design games based on the
capabilities and limitations of Buildbox and their target platforms Compile and
Page 8/13

Online Library Buildbox 2 X Game Development
distribute video games on various channels such as Steam, iOS store, Android
stores, and the Mac App Store Optimize your games to get the absolute best
quality within platform restrictions Conquer common issues experienced with
Buildbox development In Detail Buildbox is an “any skill level” development
platform to develop video games with no coding experience. It also exports these
games to be compiled for any platform (from Windows to Mac to iOS to Android
and Blackberry) all using the same graphic user interface. Using an example as a
tutorial, we will relate the driving principles and you'll see how you can implement
these principles to develop any games on the platform. We begin by setting
expectations and providing a brief overview of the software. But it's not long
before you “dive in” to creating your first video game. You will actually have a
playable level (“world”) by the end of the second chapter. Later on, you'll learn
everything from basic graphics creation to advanced world design while you
refine your first game, called “Ramblin' Rover.” All along the way, you will see
how certain functions could be used in tandem to create other types of games;
hoping to spark imagination. We will follow the principles and process of
monetization through ads and in-game rewards. Lastly, we will go through the
process of exporting, compiling, and preparing your storefront to sell the games
you will eventually create. Style and approach This book follows a tutorial-based
approach that teaches through examples, while also providing the necessary
principles to enable you to abstract these principles into any game you want to
make.
This updated edition of the Build Your Own Gaming PC Manual will help readers
get the performance they want on a budget they can afford. Whether you want
the cutting-edge technology or are just interested in streaming video for playing
the latest hit games, readers will find the guidance needed to make their perfect
PC a reality. Regardless of if they are looking to upgrade an existing computer or
build a new one from scratch, they'll be able to play the newest games in style
and be ready to face the challenges of next year's hottest titles. The new edition
includes information on virtual reality, along with all the latest software,
accessories and video technology.
This book presents a set of recent advances that involve the areas of multimedia,
IoT, and web technologies. These advances incorporate aspects of clouds,
artificial intelligence, data analysis, user experience, and games. In this context,
the work will bring the reader the opportunity to understand new possibilities of
use and research in these areas. We think that this book is suitable for students
(postgraduates and undergraduates) and lecturers on these specific topics.
Professionals can also benefit from the book since some chapters work with
practical aspects relevant to the industry.
A step-by-step, practical tutorial with a no-nonsense approach. The book starts by showing
readers how to create a playable game that is fully-functioning, then moves on to demonstrate
how to fine-tune the game with eye-catching graphics techniques, audio-effects and more.This
book is for indie and existing game developers and those who want to get started with game
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development using Stencyl. Some understanding of Objective-C, C++, and game development
basics is recommended. People with some programming experience may also find this book
useful.
With the award-winning book Agile Software Development: Principles, Patterns, and Practices,
Robert C. Martin helped bring Agile principles to tens of thousands of Java and C++
programmers. Now .NET programmers have a definitive guide to agile methods with this
completely updated volume from Robert C. Martin and Micah Martin, Agile Principles, Patterns,
and Practices in C#. This book presents a series of case studies illustrating the fundamentals
of Agile development and Agile design, and moves quickly from UML models to real C# code.
The introductory chapters lay out the basics of the agile movement, while the later chapters
show proven techniques in action. The book includes many source code examples that are
also available for download from the authors’ Web site. Readers will come away from this
book understanding Agile principles, and the fourteen practices of Extreme Programming
Spiking, splitting, velocity, and planning iterations and releases Test-driven development, testfirst design, and acceptance testing Refactoring with unit testing Pair programming Agile
design and design smells The five types of UML diagrams and how to use them effectively
Object-oriented package design and design patterns How to put all of it together for a realworld project Whether you are a C# programmer or a Visual Basic or Java programmer
learning C#, a software development manager, or a business analyst, Agile Principles,
Patterns, and Practices in C# is the first book you should read to understand agile software
and how it applies to programming in the .NET Framework.
The economy is not the result of accident or freak forces of nature. Recession and growth are
caused by human activity, not by chance. The economy is the result of every action of every
human being interacting together. The Profit Bargaining Ratio Theory explains that interaction
in layman's terms, and why the Free Market works best. Learn why many of our coercive
policies designed to help the economy are self-defeating, damaging the economy and making
the poor poorer.
In this truly unique technical book, today's leading software architects present valuable
principles on key development issues that go way beyond technology. More than four dozen
architects -- including Neal Ford, Michael Nygard, and Bill de hOra -- offer advice for
communicating with stakeholders, eliminating complexity, empowering developers, and many
more practical lessons they've learned from years of experience. Among the 97 principles in
this book, you'll find useful advice such as: Don't Put Your Resume Ahead of the Requirements
(Nitin Borwankar) Chances Are, Your Biggest Problem Isn't Technical (Mark Ramm)
Communication Is King; Clarity and Leadership, Its Humble Servants (Mark Richards)
Simplicity Before Generality, Use Before Reuse (Kevlin Henney) For the End User, the
Interface Is the System (Vinayak Hegde) It's Never Too Early to Think About Performance
(Rebecca Parsons) To be successful as a software architect, you need to master both
business and technology. This book tells you what top software architects think is important
and how they approach a project. If you want to enhance your career, 97 Things Every
Software Architect Should Know is essential reading.
This book is for a wide range of individuals who are looking to shoot aerial footage with a
multicopter. No previous flying experience is assumed, but even the most expert flyers will find
unexpected and interesting information.
Learn C++ from scratch and get started building your very own games About This Book This
book offers a fun way to learn modern C++ programming while building exciting 2D games
This beginner-friendly guide offers a fast-paced but engaging approach to game development
Dive headfirst into building a wide variety of desktop games that gradually increase in
complexity It is packed with many suggestions to expand your finished games that will make
you think critically, technically, and creatively Who This Book Is For This book is perfect for you
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if any of the following describes you: You have no C++ programming knowledge whatsoever or
need a beginner level refresher course, if you want to learn to build games or just use games
as an engaging way to learn C++, if you have aspirations to publish a game one day, perhaps
on Steam, or if you just want to have loads of fun and impress friends with your creations.
What You Will Learn Get to know C++ from scratch while simultaneously learning game
building Learn the basics of C++, such as variables, loops, and functions to animate game
objects, respond to collisions, keep score, play sound effects, and build your first playable
game. Use more advanced C++ topics such as classes, inheritance, and references to spawn
and control thousands of enemies, shoot with a rapid fire machine gun, and realize random
scrolling game-worlds Stretch your C++ knowledge beyond the beginner level and use
concepts such as pointers, references, and the Standard Template Library to add features like
split-screen coop, immersive directional sound, and custom levels loaded from level-design
files Get ready to go and build your own unique games! In Detail This book is all about offering
you a fun introduction to the world of game programming, C++, and the OpenGL-powered
SFML using three fun, fully-playable games. These games are an addictive frantic two-button
tapper, a multi-level zombie survival shooter, and a split-screen multiplayer puzzle-platformer.
We will start with the very basics of programming, such as variables, loops, and conditions and
you will become more skillful with each game as you move through the key C++ topics, such
as OOP (Object-Orientated Programming), C++ pointers, and an introduction to the Standard
Template Library. While building these games, you will also learn exciting game programming
concepts like particle effects, directional sound (spatialization), OpenGL programmable
Shaders, spawning thousands of objects, and more. Style and approach This book offers a
fun, example-driven approach to learning game development and C++. In addition to
explaining game development techniques in an engaging style, the games are built in a way
that introduces the key C++ topics in a practical and not theory-based way, with multiple
runnable/playable stages in each chapter.
This book presents the most up-to-date coverage of procedural content generation (PCG) for
games, specifically the procedural generation of levels, landscapes, items, rules, quests, or
other types of content. Each chapter explains an algorithm type or domain, including fractal
methods, grammar-based methods, search-based and evolutionary methods, constraint-based
methods, and narrative, terrain, and dungeon generation. The authors are active academic
researchers and game developers, and the book is appropriate for undergraduate and
graduate students of courses on games and creativity; game developers who want to learn
new methods for content generation; and researchers in related areas of artificial intelligence
and computational intelligence.
This engaging volume presents the exciting new technology of additive manufacturing (AM) of
metal objects for a broad audience of academic and industry researchers, manufacturing
professionals, undergraduate and graduate students, hobbyists, and artists. Innovative
applications ranging from rocket nozzles to custom jewelry to medical implants illustrate a new
world of freedom in design and fabrication, creating objects otherwise not possible by
conventional means. The author describes the various methods and advanced metals used to
create high value components, enabling readers to choose which process is best for them. Of
particular interest is how harnessing the power of lasers, electron beams, and electric arcs, as
directed by advanced computer models, robots, and 3D printing systems, can create otherwise
unattainable objects. A timeline depicting the evolution of metalworking, accelerated by the
computer and information age, ties AM metal technology to the rapid evolution of global
technology trends. Charts, diagrams, and illustrations complement the text to describe the
diverse set of technologies brought together in the AM processing of metal. Extensive listing of
terms, definitions, and acronyms provides the reader with a quick reference guide to the
language of AM metal processing. The book directs the reader to a wealth of internet sites
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providing further reading and resources, such as vendors and service providers, to jump start
those interested in taking the first steps to establishing AM metal capability on whatever scale.
The appendix provides hands-on example exercises for those ready to engage in experiential
self-directed learning.
What are the ingredients of robust, elegant, flexible, and maintainable software architecture?
Beautiful Architecture answers this question through a collection of intriguing essays from more
than a dozen of today's leading software designers and architects. In each essay, contributors
present a notable software architecture, and analyze what makes it innovative and ideal for its
purpose. Some of the engineers in this book reveal how they developed a specific project,
including decisions they faced and tradeoffs they made. Others take a step back to investigate
how certain architectural aspects have influenced computing as a whole. With this book, you'll
discover: How Facebook's architecture is the basis for a data-centric application ecosystem
The effect of Xen's well-designed architecture on the way operating systems evolve How
community processes within the KDE project help software architectures evolve from rough
sketches to beautiful systems How creeping featurism has helped GNU Emacs gain
unanticipated functionality The magic behind the Jikes RVM self-optimizable, self-hosting
runtime Design choices and building blocks that made Tandem the choice platform in highavailability environments for over two decades Differences and similarities between objectoriented and functional architectural views How architectures can affect the software's
evolution and the developers' engagement Go behind the scenes to learn what it takes to
design elegant software architecture, and how it can shape the way you approach your own
projects, with Beautiful Architecture.
The capabilities and possibilities of emerging game-based learning technologies bring about a
new perspective of learning and instruction. This, in turn, necessitates alternative ways to
assess the kinds of learning that is taking place in the virtual worlds or informal settings.
accordingly, aligning learning and assessment is the core for creating a favorable and effective
learning environment. The edited volume will cover the current state of research, methodology,
assessment, and technology of game-based learning. There will be contributions from
international distinguished researchers which will present innovative work in the areas of
educational psychology, educational diagnostics, educational technology, and learning
sciences. The edited volume will be divided into four major parts.
This book uses the learning-by-example approach. It takes simple examples from games to
introduce all the main concepts of programming in an easy-to-digest and immediately
recognizable way.This book is for the total beginner to any type of programming, focusing on
the writing of C# code and scripts only. There are many parts that make up the Unity game
engine. It is assumed that the reader already knows their way around Unity's user interface.
The code editor used in this book is the MonoDevelop editor supplied by Unity.
GAME DEVELOPMENT WITH BLENDER is the complete guide to the Blender game engine.
More than two years in the making, the book spans topics ranging from logic brick and physics
to graphics, animation, scripting, and more. Each chapter covers in detail a different aspect of
the Blender game engine, with tutorials, extensive documentation, and valuable advice on
when to use the tools--all distilled from the authors' 20 years of combined Blender experience.
Blender is a free, open-source 3D content-creation suite, a powerful and flexible platform that
allows you to build games and interactive applications such as architecture walk-throughs,
science visualizations, experimental projects, and much more. In this comprehensive guide,
you will learn how to design a complete game from beginning to end, create games without
writing a single line of code, bring your 3D characters to life with animations, unleash the
power of material creation with nodes, have fun making JELL-O bounce with the physics
engine, program in Python like a pro, make your games run faster using lightmaps and normal
maps, publish your games for Windows, Mac, and Linux, and improve your games by learning
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from 10 real-world projects. This book has been prepared for the release of Blender 2.66a,
ensuring that you have the most up-to-date information in your hands. Whether you are new to
Blender or a seasoned Blenderhead, GAME DEVELOPMENT WITH BLENDER will help you
create the games you've always wanted. Purchasing this book also gives you access to more
than 100 online companion files, which include tutorials, sample files, and extra demos that will
help you get the most out of the Blender game engine.
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