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GAME ARC HIT EC T URE AND PROGRAMMING   

Wiley India Pvt. Ltd., 2011. Paperback. Condition: New. Game Architecture and Programming introduces readers to the technologies and so=ware
engineering practices used in the game industry today. It helps readers learn the basics of creating a PC game based on DirectX. The topic is
e@ectively branched into two parts: game architecture and game programming. The examples and programming codes are practical and
interesting to implement, hence providing a very engaging readership experience. It expects the reader to be familiar with C and C++ programming
and have a very basic understanding of Windows programming. Once done, the readers will be able to build their first game on Windows by writing
their own graphics and logic engine. Contents:- Part A Game Architecture 1. Core Game Design 1.1 Introduction 1.2 Game design principles 1.3 Game
design process 1.4 Build the concept 1.5 Creating the game specification 1.6 Gameplay in detail 1.7 Gameplay specification Summary Key Terms and
Concepts Review Questions Assignment 2. Initial Design 2.1 Introduction 2.2 Game and hardware abstraction 2.3 The problem domain 2.4 Tiers of
game architecture 2.5 Tokenization Summary Key Terms and Concepts Review Questions Assignments 3. Technical Aspects of Game Design 3.1
Introduction 3.2 The state of the art 3.3 Blue-Sky research 3.4 Reinventing the wheel 3.5 Use of object technology Summary Key Terms and Concepts
Review Questions Assignments 4. Building Blocks 4.1 Introduction 4.2 Game development issues 4.3 Core groups in so= ware factory and their
interactions 4.4 Reusability in so= ware Summary Key Terms and Concepts Review Questions Assignment 5. Initial Architecture Design 5.1
Introduction 5.2 Architectural styles 5.3 The tier system 5.4 Architecture design 5.5 Applying tier-based approach to architecture design Summary
Key Terms and Concepts Review Questions Assignments 6. Development 6.1 Introduction 6.2 The development process 6.3 Code quality 6.4 Coding
priorities 6.5 Debugging...
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R ead  M e First:  A n d ro id  Game Dev elo p men t f o r Kid s an d  A d u lts ( Free Game an d  So u rce C o d e In clu d ed )                                
Createspace, United States, 2013. Paperback. Book Condition: New. 226 x 152 mm. Language: English . Brand New Book ***** Print on
Demand *****.To code, or not to code? Bill Gates, Mark Zuckerberg, will.i.am, and other...
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C o mic M ath s:  Su e:  Fan tasy - Based  L earn in g f o r 4,  5  an d  6 Y ear Old s                     
The Captain Papadopoulos Publishing Company, United Kingdom, 2012. Paperback. Book Condition: New. Brian Williamson
(illustrator). 276 x 214 mm. Language: English . Brand New Book ***** Print on Demand *****.Comic Maths: Sue (Key Stage 1,...
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R ead  Write In c.  P h o n ics:  Oran ge Set 4  Sto ry b o o k 5 To o  M u ch !                    
Oxford University Press, United Kingdom, 2016. Paperback. Book Condition: New. Tim Archbold (illustrator). 182 x 76 mm. Language:
N/A. Brand New Book. These engaging Storybooks provide structured practice for children learning to read the Read...
Sav e Bo o k »  

R ead  Write In c.  P h o n ics:  Y ello w  Set 5  Sto ry b o o k 4 th e Gin gerb read  M an                      
Oxford University Press, United Kingdom, 2016. Paperback. Book Condition: New. Tim Archbold (illustrator). 210 x 146 mm.
Language: N/A. Brand New Book. These engaging Storybooks provide structured practice for children learning to read the Read...
Sav e Bo o k »  

R ead  Write In c.  P h o n ics:  Oran ge Set 4  N o n - Fictio n  5 J im s H o u se in  1874                     
Oxford University Press, United Kingdom, 2016. Paperback. Book Condition: New. 207 x 168 mm. Language: N/A. Brand New Book.
These decodable non-fiction books provide structured practice for children learning to read. Each set of books...
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