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	Developing a successful game in today’s market is a challenging endeavor. Thousands of titles are published yearly, all competing for players’ time and attention. Game analytics has emerged in the past few years as one of the main resources for ensuring game quality, maximizing success, understanding player behavior and enhancing the quality of the player experience. It has led to a paradigm shift in the development and design strategies of digital games, bringing data-driven intelligence practices into the fray for informing decision making at operational, tactical and strategic levels.


	Game Analytics - Maximizing the Value of Player Data is the first book on the topic of game analytics; the process of discovering and communicating patterns in data towards evaluating and driving action, improving performance and solving problems in game development and game research. Written by over 50 international experts from industry and research, it covers a comprehensive range of topics across more than 30 chapters, providing an in-depth discussion of game analytics and its practical applications.


	Topics covered include monetization strategies, design of telemetry systems, analytics for iterative production, game data mining and big data in game development, spatial analytics, visualization and reporting of analysis, player behavior analysis, quantitative user testing and game user research. This state-of-the-art volume is an essential source of reference for game developers and researchers.


	 Key takeaways include:

	
		Thorough introduction to game analytics; covering analytics applied to data on players, processes and performance throughout the game lifecycle.
	
		In-depth coverage and advice on setting up analytics systems and developing good practices for integrating analytics in game-development and -management.
	
		Contributions by leading researchers and experienced professionals from the industry, including Ubisoft, Sony, EA, Bioware, Square Enix, THQ, Volition, and PlayableGames. 
	
		Interviews with experienced industry professionals on how they use analytics to create hit games.
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Sams Teach Yourself Web Publishing with HTML and CSS in One Hour a Day (5th Edition)Sams Publishing, 2006
Sams Teach Yourself Web Publishing with HTML and CSS in One Hour a Day is a new edition of the best-selling book that started the whole HTML/web publishing phenomenon. The entire book has been revised and refined to reflect current web publishing practices and...
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Electronics and Circuit Analysis Using MATLABCRC Press, 1999

	Useful to students, professional engineers, scientists, and technicians, Electronics and Circuit Analysis Using MATLAB

	
		provides a simple, easy-to-understand, hands-on introduction to MATLAB
	
		demonstrates the use of MATLAB for solving electronic problems
	
		outlines various ways MATLAB solves...
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Sencha Touch 2 Up and RunningO'Reilly, 2013

	
		Launch into Sencha Touch 2 with this hands-on book, and quickly learn how to develop robust mobile web apps that look and behave like native applications. Using numerous code samples, author Adrian Kosmaczewski guides you every step of the way through this touchscreen-enabled JavaScript framework—from creating your first basic...
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A Concise Introduction to Languages and Machines (Undergraduate Topics in Computer Science)Springer, 2008

	This book focuses on key theoretical topics of computing, in particular formal
	languages and abstract machines. It is intended primarily to support the theoretical
	modules on a computer science or computing-related undergraduate degree
	scheme.


	Though the book is primarily theoretical in nature, it attempts to avoid the...
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Exploratory Analysis of Spatial and Temporal Data: A Systematic ApproachSpringer, 2005
It seems curious that we have not found a general definition of this term in
the literature. In statistics, for example, data analysis is understood as “the
process of computing various summaries and derived values from the
given collection of data” (Hand 1999, p. 3). It is specially stressed that the
process is...
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A Designer's Guide to Adobe InDesign and XML: Harness the Power of XML to Automate your Print and Web WorkflowsAdobe Press, 2007
Is this book for programmers?  Written specifically for  graphic designers and production artists already comfortable working  with Adobe InDesign, this book teaches you how to automate publishing  without learning a lot of scary code. XML simplifies the process of  moving content in and out of your layouts and can speed up...
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