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"After reading this you'll have a far better understanding of what it takes to become successful in the games world..." - Advanced Photoshop, April 2006

"Ahearn's book can and will help you become a much better artist, even if you never did much texturing before." - Apogee Photo Magazine, August 2006     

       Game artists, architects, simulation developers, web designers and enthusiasts alike can learn to create everything from bricks to books in Photoshop with this step-by-step instructional guide. Because texture is 99% of what a gamer sees when playing, this topic deserves considerable coverage but has gotten little attention. Unlike anything on the market, this book is the first of its kind to provide an in-depth guide to game texturing with hundreds of high-quality examples. This guide teaches everything a game artist will need to know-from researching textures, basic artistic principles, tools and techniques, to specific step-by-step tutorials that explain how to create textures for a myriad of environments. The goal of this book is to give the reader a guide that will actually help them secure a job as a developer/artisteven providing them with images created using the tutorials that can be used in a portfolio.

* Learn everything you need to create stunning, professional textures from one easy to follow guide which features tutorials and over 500 high-quality images
* Follow the step-by-step tutorials to learn how to create suitable images which you can add to your portfolio and WOW prospective employers
* Companion CD includes sample textures and electronic versions of images you saw in the bookall the tools you need in one place!
* Hit the ground running or get a leg up on the competition with the tips, tricks, and real world examples featured in this comprehensive guide     

       About the Author

Luke Ahearn has over thirteen years of professional game development experience and has served in lead positions (designer, producer, or art director) on seven published game titles including Dead Reckoning and Americas' Army and worked as a background artist at EA. He has authored six books on game development and ran his own computer game company (Goldtree) for ten years. Currently, he is the Art Director at Hi-Rez Studios.
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Cryptology and Network Security: 10th International Conference, CANS 2011, Sanya, China, December 10-12, 2011Springer, 2012

	It was a real pleasure to have taken part in organizing the 10th International Conference
	on Cryptography and Network Security (CANS 2011). It was held during
	December 10–12, 2011, at the International Asia Pacific Convention Center in
	Sanya, on the subtropical island of Hainan (China). CANS 2011 was sponsored
	by the National...
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The Visual Story: Creating the Visual Structure of Film, TV and Digital MediaFocal Press, 2007

	If you can't make it to one of Bruce Block's legendary visual storytelling seminars, then you need his book! Now in full color for the first time, this best-seller offers a clear view of the relationship between the story/script structure and the visual structure of a film, video, animated piece, or video game. You'll learn how to...
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Engineering and Technology Management Tools and ApplicationsArtech House Publishers, 2002
Today engineering and technology have become important factors in global
competitiveness. Under a fierce competitive environment, engineering and
technology managers are forced to achieve marketable results by focusing on
areas such as speed, quality, and cost. This can only be achieved through
effective planning, organization,...
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Complete Guide to Digital Project Management: From Pre-Sales to Post-ProductionApress, 2018

	Get a 360-degree view of digital project management. Learn proven best practices from case studies and real-world scenarios. A variety of project management tools, templates, models, and frameworks are covered.

	

	This book provides an in-depth view of digital project management from initiation to execution to monitoring and...
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Essentials of Knowledge ManagementJohn Wiley & Sons, 2003
"Managing knowledge has become a critical competency for organizations. Despite its importance, knowledge management is often seen as a complex, diffuse, and difficult-to-understand management practice. In his new book, Essentials of Knowledge Management, Bryan Bergeron continues to display his remarkable ability to thoughtfully,...
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Robustness Development and Reliability Growth: Value Adding Strategies for New Products and ProcessesPrentice Hall, 2010

	This book integrates key tools and processes into a comprehensive program for developing more robust and reliable technology-based products. Drawing on their extensive product development experience, the authors present a complete process for ensuring product performance throughout the entire lifecycle, from understanding...
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