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	3D Game Engine Architecture: Engineering Real-Time Applications with Wild Magic, 9780122290640 (012229064X), Morgan Kaufmann, 2004
Dave Eberly's 3D Game Engine Design was the first professional guide to the essential concepts and algorithms of real-time 3D engines and quickly became a classic of game development. Dave's new book 3D Game Engine Architecture continues the tradition with a comprehensive look at the software engineering and programming of 3D engines. This book is a complete guide to the engineering process, starting with a walk-through of the graphics pipeline showing how to construct the core elements of 3D systems, including data structures, the math system, and the object system. Dave explains how to manage data with scene graphs, how to build rendering and camera systems, and how to handle level of detail, terrain, and animation. Advanced rendering effects such as vertex and pixel shaders are also covered as well as collision detection and physics systems. The book concludes with a discussion of application design, development tools, and coding standards for the source code of the new version of the Wild Magic engine included on the CD-ROM. Wild Magic is a commercial-quality game engine used by many companies and is a unique resource for the game development community.

Features
*CD-ROM with the complete C++ source code for Wild Magic version 3, a commercial-quality game engine for Windows, Linux, and OS X.
*A comprehensive, practical guide to all the steps necessary to build professional-quality real-time simulations with just minimal mathematics required.
*Emphasizes the application of software engineering principles and describes the architecture of large libraries.     

       About the Author
   Dave Eberly is the president of Geometric Tools, Inc. (www.geometrictools.com), a company that specializes in software development for computer graphics, image analysis, and numerical methods. Previously, he was the director of engineering at Numerical Design Ltd. (NDL), the company responsible for the real-time 3D game engine, NetImmerse. He also worked for NDL on Gamebryo, which was the next-generation engine after NetImmerse. His background includes a BA degree in mathematics from Bloomsburg University, MS and PhD degrees in mathematics from the University of Colorado at Boulder, and MS and PhD degrees in computer science from the University of North Carolina at ChapelHill. He is the author of 3D Game Engine Design, 2nd Edition (2006), 3D Game Engine Architecture (2005), Game Physics (2004), and coauthor with Philip Schneider of Geometric Tools for Computer Graphics (2003), all published by Morgan Kaufmann. As a mathematician, Dave did research in the mathematics of combustion, signal and image processing, and length-biased distributions in statistics. He was an associate professor at the University of Texas at San Antonio with an adjunct appointment in radiology at the U.T. Health Science Center at San Antonio. In 1991, he gave up his tenured position to re-train in computer science at the University of North Carolina. After graduating in 1994, he remained for one year as a research associate professor in computer science with a joint appointment in the Department of Neurosurgery, working in medical image analysis. His next stop was the SAS Institute, working for a year on SAS/Insight, a statistical graphics package. Finally, deciding that computer graphics and geometry were his real calling, Dave went to work for NDL (which is now Emergent Game Technologies), then to Magic Software, Inc., which later became Geometric Tools, Inc. Dave’s participation in the newsgroup comp.graphics.algorithms and his desire to make 3D graphics technology available to all are what has led to the creation of his company's website and his books.
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Digital Control in Power Electronics (Synthesis Lectures on Power Electronics)Morgan and Claypool Publishers, 2006

	This book presents the reader, whether an electrical engineering student in power electronics or a design engineer, some typical power converter control problems and their basic digital solutions, based on the most widespread digital control techniques. The presentation is focused on different applications of the same power converter...


		

The Little Mac Book, Leopard EditionPeachpit Press, 2008
Mac OS 8.5 introduced definite changes to the operating system, and the latest edition of Robin Williams's immensely popular The Little Mac Book covers them all. Completely updated and revised, The Little Mac Book, Sixth Edition explains the new features of OS 8.5 in the same warm, jargon-free manner that made previous editions such a hit. With...

		

Practical DV Filmmaking, Second EditionFocal Press, 2005
Since this book was first published in its first edition in 2002, it appeared to be prepared for the brave
new world of the DV revolution. But in the accelerated development of current filmmaking, it later
needed much revising to reflect what could be termed the post-revolutionary DV world. Arrivals such
as streaming, web film and...




	

Database and XML Technologies: First International XML Database Symposium, XSYM 2003, Berlin, Germany, September 8, 2003, ProceedingsSpringer, 2003
This book constitutes the refereed proceedings of the First International XML Database Symposium, XSym 2003, held in Berlin, Germany in September 2003.
The 18 revised full papers presented were carefully reviewed and selected from 65 submissions. The papers are organized in topical sections on XML-relational database management systems, XML...


		

What Designers KnowRoutledge, 2004

	Each chapter deals with a different technique from which we can best represent and make explicit the forms of knowledge used by designers. The book explores whether design knowledge is special, and attempts to get to the root of where design knowledge comes from. Crucially, it focuses on how designers use drawings in communicating their ideas...


		

MCTS Windows Server 2008 Active Directory Configuration Study Guide: Exam 70-640Sybex, 2008

	With Microsoft's release of Windows Server 2008 and a new generation of certification exams, IT administrators have more reason than ever to certify their expertise in the world's leading server software. Inside, find the full coverage you need to prepare for Exam 70-640: Windows Server 2008 Active Directory, Configuring, one of three...
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