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A compelling examination of the the practice and implications of modding as they apply to the bestelling computer game The Sims.
Learn some cool GML coding as you make 25 casual games. Includes all resources and projects files. You can reuse code in your
own projects, both free and paid. Packed full of coding, explanations and screenshots. Make these games: Includes The Following
Games: Beat_Master Tap the keys to the beat of the music. Blitz A test of reaction and motion planning. Drop bombs to destroy
buildings. Cannon_Ball Tests your skills to find a target and compensate for changing wind speed. Shoot a cannon and hit the
target. Darts Tests your reaction and maths skills. Score 501 with as few darts as possible. Donut_Tap Test your reaction skills
and tap the right coloured donut. Duck_Hunt Reaction type game. Shoot the ducks and earn points. Egg_Tap Reaction game.
Splat the eggs before they leave the screen. Fishing Control the fish hook and catch the fish. Flappy_Balloons Test your reaction
and planning, as you guide a bird through a course. Based on the classic game style. Golf Crazy golf, find the hole in as few shots
as possible. Hangman Word based game, guess the missing word before you're hung. Horse_Race Tap away to make your horse
gallop. Match_Three A simple take on the classic match 3 puzzle style. Missile_Command Based on the classic, destroy the
bombs before they hit your city. Plane_Dodge Flying game, where you need to dodge obstacles. Plane_Shooter Classic shooting
style arcade action. Pong One of the first ever games, still fun to play. Quiz Multiple choice questions to test your general
knowledge. Rock_Paper_Scissors Remake of the classic playground game. Sea_Climber Climb the rope, avoid the enemies. Ship
Guide a ship through a course. Shooter Acrade tap to shoot game. Snake Classic game, how long can you get your snake?
Spot_The_Difference Tap to find 10 differences between two images. Zombie_Ninja Slash the zombies in this classic game style.
So you have a great idea for an iPhone or iPad game, but you've never programmed before. Where to start? Here! With
GameSalad, you can design, build, and publish a 2D game in the App Store using an easy-to-use, no-programming-required game
creation tool. Learn GameSalad for iOS shows you how to set up your development environment and how to create a variety of
simple 2D games from a breakout-style game to an arcade shooter to a maze game. You'll also learn how to use GameSalad to
create a non-game app as well. This book also takes you beyond game development into getting your game into the App Store,
using iAd, and marketing your game. A clear, step-by-step approach to GameSalad for the complete beginner Create fun,
complete, and fully functional game projects An idea to App Store publishing guide
Is your youngster a designer at heart? Read on! Designing Digital Games helps children apply their design skills to video game
design using Scratch, and this book! Introducing simple programming concepts over the course of three easy-to-follow projec
Beginning Android C++ Game Development introduces general and Android game developers like you to Android's powerful
Native Development Kit (NDK). The Android NDK platform allows you to build the most sophisticated, complex and best
performing game apps that leverage C++. In short, you learn to build professional looking and performing game apps like the
book's case study, Droid Runner. In this book, you'll learn all the major aspects of game design and programming using the
Android NDK and be ready to submit your first professional video game app to Google Play and Amazon Appstore for today's
Android smartphones and tablet users to download and play. The techniques contained in this book include building a game
engine, writing a renderer, and building a full game app with entities, game levels and collisions. As part of the tutorial you'll also
learn about inserting perspectives using cameras and including audio in your game app.
Whether you are a professional game developer working in an established studio or a creative thinker interested in trying your
hand at game design, "Video Game Design Revealed" will show you the steps and processes involved in bringing a video game
from concept to completion. Beginning with an overview of the history of video games and an examination of the elements of
successful games, the book breaks down the video game design process into its simplest elements and builds from there. You'll
learn how to take an idea and tweak it into a viable game based on the genre, market, game style, and subject matter, moving on
to creating and organizing a timeline for the production of the game. Once you've mapped out your game production plan and
gathered all the information you need, you'll learn how to choose the development platform and other technologies that best suit
the game you've designed, add sound and graphics, and apply game mechanics such as whether the game will be single-player or
multiplayer and what levels and objects to add to your game to make it challenging and interesting. "Video Game Design
Revealed" concludes with guidelines on how to compose a proposal to be used to present your idea to the game industry as well
as tips and information on how to find and contact game studios, publishers, and investors to help you make your game design a
reality..
?????????????,????????????.????????????????,??????????.?????????????.????????????,?????.???????,????????????????,??
?.??????????????,??????????????????.
Scratch is a fast, fun, and easy way to get started in computer science Do you want to make cool games, impressive animations,
and become an all-around Scratch super star? You've come to the right place! Packed with full-color photos and easy-to-follow
instructions, Scratch For Kids For Dummies makes it easy to get started—even if you've never attempted computer programming or
coding. Inside, you'll find out how to design and develop your own games, create amazing animations, interact with the online
Scratch community, and much more! There's no doubting that Scratch is fun, but it also helps you learn to think creatively, reason
symmetrically, and work collaboratively—essential skills for life in the 21st century. Best of all, the software is completely free and
runs right in your web browser! With the help of this down-to-earth and friendly guide, you'll quickly discover how to choose from a
library of characters, backgrounds, and props, draw your own options, and open another user's project, modify it, and publish it
online—all with the click of a button. Create games, stories, and animations Learn programming Share your projects with the
Scratch community Participate in the Scratch forums If you're looking to make the most of MIT's Scratch software but don't quite
know where to start, everything you need to try your hand at this popular multimedia programming tool is right here. So what are
you waiting for?
Featuring interviews with the creators of 39 popular video games--including Halo 3, Call of Duty: Modern Warfare, Medal of Honor
and Metroid Prime--this book gives a behind-the-scenes look at the origins of some of the most iconic shooter games.
Interviewees recount endless hours of painstaking development, the challenges of working with mega-publishers, the growth of the
genre and the creative processes that produced some of the industry's biggest hits, cult classics and indie successes.
Teaches fundamental C and C++ programming and provides information for programming games in Windows, exploring topics
including game theory, double-buffered graphics, sprite animation, and digitized sound effects.
Before the enormously successful NES console changed the video game landscape in the 1980s, Nintendo became famous for
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producing legendary arcade machines like Donkey Kong and Mario Bros. Drawing on original interviews, news reports and other
documents, this book traces Nintendo's rise from a small business that made playing cards to the top name in the arcade industry.
Twenty-eight game titles are examined in-depth, along with the people and events that defined the company for more than four
decades.
You too can learn to design and develop classic arcade video games like Pong, Pacman, and Space Invaders. In this book you’ll
go step by step, using C# and modern, free software tools such as Unity, Blender, GIMP, and Audacity. All the source code and
art sources of the clone versions are freely available on the companion files. eBook Customers: Companion files are available for
downloading with order number/proof of purchase by writing to the publisher at info@merclearning.com.
Classic Game DesignStylus Publishing, LLC
Design, create, and play all kinds of video games on your Raspberry Pi computer In Detail This book teaches you how to hook up
your Raspberry Pi computer, install different games from a variety of genres, and set up emulators so you can play hundreds of
classic arcade and console games. Moreover, you will also learn how to design, create, and play video games that you create from
scratch. After learning how to set up a Raspberry Pi, you will begin by creating your own version of Flappy Bird and a clone of the
classic game Pong in the Scratch programming language. You will also be guided through the installation process for a wide range
of gaming operating systems, such as PiPlay, RetroPie, and ChameleonPi for the Raspberry Pi. Furthermore, you will discover indepth details about emulators that recreate classic 80s arcade games to consoles that many grew up with. You will also learn
more about installing games through Linux repositories, setting up controllers, programming pieces of your Minecraft world, and
troubleshooting various issues that can crop up with your Raspberry Pi. What You Will Learn Program games utilizing the Scratch
language Install multiple operating systems Set up your Raspberry Pi computer Install and configure game system emulators
Control your Minecraft world with the Python programming language Explore different kinds of joysticks, controllers, game pads,
and other input devices Install applications in Linux Downloading the example code for this book. You can download the example
code files for all Packt books you have purchased from your account at http://www.PacktPub.com. If you purchased this book
elsewhere, you can visit http://www.PacktPub.com/support and register to have the files e-mailed directly to you.
Basics of Game Design is for anyone wanting to become a professional game designer. Focusing on creating the game
mechanics for data-driven games, it covers role-playing, real-time strategy, first-person shooter, simulation, and other games.
Written by a 25-year veteran of the game industry, the guide offers detailed explanations of how to design t
Argues for the queer potential of video games While popular discussions about queerness in video games often focus on bigname, mainstream games that feature LGBTQ characters, like Mass Effect or Dragon Age, Bonnie Ruberg pushes the concept of
queerness in games beyond a matter of representation, exploring how video games can be played, interpreted, and designed
queerly, whether or not they include overtly LGBTQ content. Video Games Have Always Been Queer argues that the medium of
video games itself can—and should—be read queerly. In the first book dedicated to bridging game studies and queer theory, Ruberg
resists the common, reductive narrative that games are only now becoming more diverse. Revealing what reading D. A. Miller can
bring to the popular 2007 video game Portal, or what Eve Sedgwick offers Pong, Ruberg models the ways game worlds offer
players the opportunity to explore queer experience, affect, and desire. As players attempt to 'pass' in Octodad or explore the
pleasure of failure in Burnout: Revenge, Ruberg asserts that, even within a dominant gaming culture that has proved to be openly
hostile to those perceived as different, queer people have always belonged in video games—because video games have, in fact,
always been queer.

Essays discuss the terminology, etymology, and history of key terms, offering a foundation for critical historical studies of
games. Even as the field of game studies has flourished, critical historical studies of games have lagged behind other
areas of research. Histories have generally been fact-by-fact chronicles; fundamental terms of game design and
development, technology, and play have rarely been examined in the context of their historical, etymological, and
conceptual underpinnings. This volume attempts to “debug” the flawed historiography of video games. It offers original
essays on key concepts in game studies, arranged as in a lexicon—from “Amusement Arcade” to “Embodiment” and
“Game Art” to “Simulation” and “World Building.” Written by scholars and practitioners from a variety of disciplines,
including game development, curatorship, media archaeology, cultural studies, and technology studies, the essays offer
a series of distinctive critical “takes” on historical topics. The majority of essays look at game history from the outside in;
some take deep dives into the histories of play and simulation to provide context for the development of electronic and
digital games; others take on such technological components of games as code and audio. Not all essays are history or
historical etymology—there is an analysis of game design, and a discussion of intellectual property—but they nonetheless
raise questions for historians to consider. Taken together, the essays offer a foundation for the emerging study of game
history. Contributors Marcelo Aranda, Brooke Belisle, Caetlin Benson-Allott, Stephanie Boluk, Jennifer deWinter, J. P.
Dyson, Kate Edwards, Mary Flanagan, Jacob Gaboury, William Gibbons, Raiford Guins, Erkki Huhtamo, Don Ihde, Jon
Ippolito, Katherine Isbister, Mikael Jakobsson, Steven E. Jones, Jesper Juul, Eric Kaltman, Matthew G. Kirschenbaum,
Carly A. Kocurek, Peter Krapp, Patrick LeMieux, Henry Lowood, Esther MacCallum-Stewart, Ken S. McAllister, Nick
Monfort, David Myers, James Newman, Jenna Ng, Michael Nitsche, Laine Nooney, Hector Postigo, Jas Purewal, Reneé
H. Reynolds, Judd Ethan Ruggill, Marie-Laure Ryan, Katie Salen Tekinba?, Anastasia Salter, Mark Sample, Bobby
Schweizer, John Sharp, Miguel Sicart, Rebecca Elisabeth Skinner, Melanie Swalwell, David Thomas, Samuel Tobin,
Emma Witkowski, Mark J.P. Wolf
Micro Java Games Development explains game development for devices that support J2ME MIDP. The six parts cover a
full range of topics, from a tour of all available micro-devices (Palms, cell phones and pagers), a discussion of software
standards apart from J2ME (cell phones, messaging, I-mode and wireless enhancements such as Bluetooth), and
available J2ME extensions (Siemans, Ericcson, Nokia), development tools and restrictions, to the creation of a meaty
J2ME game!
Beginning 3D Game Development with Unity 4 is perfect for those who would like to come to grips with programming
Unity. You may be an artist who has learned 3D tools such as 3ds Max, Maya, or Cinema 4D, or you may come from 2D
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tools such as Photoshop and Illustrator. On the other hand, you may just want to familiarize yourself with programming
games and the latest ideas in game production. This book introduces key game production concepts in an artist-friendly
way, and rapidly teaches the basic scripting skills you'll need with Unity. It goes on to show how you, as an independent
game artist, can create interactive games, ideal in scope for today's casual and mobile markets, while also giving you a
firm foundation in game logic and design. The first part of the book explains the logic involved in game interaction, and
soon has you creating game assets through simple examples that you can build upon and gradually expand. In the
second part, you'll build the foundations of a point-and-click style first-person adventure game—including reusable state
management scripts, dialogue trees for character interaction, load/save functionality, a robust inventory system, and a
bonus feature: a dynamically configured maze and mini-map. With the help of the provided 2D and 3D content, you'll
learn to evaluate and deal with challenges in bite-sized pieces as the project progresses, gaining valuable problemsolving skills in interactive design. By the end of the book, you will be able to actively use the Unity 3D game engine,
having learned the necessary workflows to utilize your own assets. You will also have an assortment of reusable scripts
and art assets with which to build future games.
Successfully Navigate the Evolving World of Mobile and Social Game Design and Monetization Completely updated,
Mobile & Social Game Design: Monetization Methods and Mechanics, Second Edition explains how to use the
interconnectedness of social networks to make "stickier," more compelling games on all types of devices. Through the
book’s many design and marketing techniques, strategies, and examples, you will acquire a better understanding of the
design and monetization mechanics of mobile and social games as well as working knowledge of industry practices and
terminology. Learn How to Attract—and Retain—Gamers and Make Money The book explores how the gaming sector has
changed, including the evolution of free-to-play games on mobile and tablet devices, sophisticated subscription modelbased products, and games for social media websites, such as Facebook. It also demystifies the alphabet soup of
industry terms that have sprouted up around mobile and social game design and monetization. A major focus of the book
is on popular mechanisms for acquiring users and methods of monetizing users. The author explains how to put the right
kinds of hooks in your games, gather the appropriate metrics, and evaluate that information to increase the game’s
overall stickiness and revenue per user. He also discusses the sale of virtual goods and the types of currency used in
games, including single and dual currency models. Each chapter includes an interview with industry leaders who share
their insight on designing and producing games, analyzing metrics, and much more.
“Both burgeoning game designers and devoted gamers should consider [Game Design: Theory & Practice] an essential
read.” — Computer Gaming World “Ultimately, in both theory and practice, Rouse’s Game Design bible gets the job
done. Let us pray.” - Next Generation magazine In the second edition to the acclaimed Game Design: Theory & Practice,
designer Richard Rouse III balances a discussion of the essential concepts behind game design with an explanation of
how you can implement them in your current project. Detailed analysis of successful games is interwoven with concrete
examples from Rouse’s own experience. This second edition thoroughly updates the popular original with new chapters
and fully revised text.
The complexity of modern embedded systems has increased rapidly in the recent past. Introducing models of
computation into the design flow has significantly raised the abstraction in system level design of embedded systems.
Establishing such high abstraction levels in common hardware /software co-design flows is still in its infancy. H. Gregor
Molter develops a hardware / software co-design flow based on the Discrete Event System Specification model of
computation. He advocates that such a system level design flow should exploit a timed model of computation to allow a
broad application field. The presented design flow will transform timed DEVS models to both synthesizable VHDL source
code and embeddable C++ source code.
Master the craft of game design so you can create that elusive combination of challenge, competition, and interaction that
players seek. This design workshop begins with an examination of the fundamental elements of game design; then puts
you to work in prototyping, playtesting and redesigning your own games with exercises that teach essential design skills.
Workshop exercises require no background in programming or artwork, releasing you from the intricacies of electronic
game production, so you can develop a working understanding of the essentials of game design.
An Introduction to Game Studies is the first introductory textbook for students of game studies. It provides a conceptual
overview of the cultural, social and economic significance of computer and video games and traces the history of game
culture and the emergence of game studies as a field of research. Key concepts and theories are illustrated with
discussion of games taken from different historical phases of game culture. Progressing from the simple, yet engaging
gameplay of Pong and text-based adventure games to the complex virtual worlds of contemporary online games, the
book guides students towards analytical appreciation and critical engagement with gaming and game studies. Students
will learn to: - Understand and analyse different aspects of phenomena we recognise as 'game' and play' - Identify the
key developments in digital game design through discussion of action in games of the 1970s, fiction and adventure in
games of the 1980s, three-dimensionality in games of the 1990s, and social aspects of gameplay in contemporary online
games - Understand games as dynamic systems of meaning-making - Interpret the context of games as 'culture' and
subculture - Analyse the relationship between technology and interactivity and between 'game' and 'reality' - Situate
games within the context of digital culture and the information society With further reading suggestions, images,
exercises, online resources and a whole chapter devoted to preparing students to do their own game studies project, An
Introduction to Game Studies is the complete toolkit for all students pursuing the study of games. The companion website
at www.sagepub.co.uk/mayra contains slides and assignments that are suitable for self-study as well as for classroom
use. Students will also benefit from online resources at www.gamestudiesbook.net, which will be regularly blogged and
updated by the author. Professor Frans Mäyrä is a Professor of Games Studies and Digital Culture at the Hypermedia
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Laboratory in the University of Tampere, Finland.
The ultimate guide to retro game consoles, an ideal reference for collectors and enthusiasts.. Write ups, specs and
pictures of over 85 collectible consoles and variant models from 1972 to 2000. From the Magnavox Odyssey right
through to the Sega Dreamcast. Including the history of the evolution of electronic gaming and advice on how to collect
classic consoles. A comprehensive database of collectible consoles. Written by fellow collectors and enthusiasts.
"This book examines modern artificial intelligence to display how it may be applied to computer games. It spans the
divide that exists between the academic research community working with advanced artificial intelligence and the games
programming community which must create and release new and interesting games, creating an invaluable collection
supporting both technological research and the gaming industry"--Provided by publisher.
Is your child a designer at heart? Help them apply their design skills to video game design using Scratch and this book!
This book introduces simple programming concepts over the course of three projects a child can follow to create a video
game. The projects use the free Scratch platform, which can be downloaded from the web or accessed in a browser.
Entries describe the decade's events, musical groups and performers, authors, political groups, movies, and literature,
each assessing the topic's impact and tracing subsequent events.
Synthetic Worlds, Virtual Worlds, and Alternate Realities are all terms used to describe the phenomenon of computerbased, simulated environments in which users inhabit and interact via avatars. The best-known commercial applications
are in the form of electronic gaming, and particularly in massively-multiplayer online role-playing games like World of
Warcraft or Second Life. Less known, but possibly more important, is the rapid adoption of platforms in education and
business, where Serious Games are being used for training purposes, and even Second Life is being used in many
situations that formerly required travel. The editors of this book captures the state of research in the field intended to
reflect the rapidly growing yet relatively young market in education and business. The general focus is set on the
scientific community but integrates the practical applications for businesses, with papers on information systems,
business models, and economics. In six parts, international authors – all experts in their field – discuss the current stateof-the-art of virtual worlds/alternate realities and how the field will develop over the next years. Chapters discuss the
influences and impacts in and around virtual worlds. Part four is about education, with a focus on learning environments
and experiences, pedagogical models, and the effects on the different roles in the educational sector. The book looks at
business models and how companies can participate in virtual worlds while receiving a return on investment, and
includes cases and scenarios of integration, from design, implementation to application.
?????????????????????????????????????????;???????????????????????????????????????????
An impassioned look at games and game design that offers the most ambitious framework for understanding them to
date. As pop culture, games are as important as film or television—but game design has yet to develop a theoretical
framework or critical vocabulary. In Rules of Play Katie Salen and Eric Zimmerman present a much-needed primer for
this emerging field. They offer a unified model for looking at all kinds of games, from board games and sports to
computer and video games. As active participants in game culture, the authors have written Rules of Play as a catalyst
for innovation, filled with new concepts, strategies, and methodologies for creating and understanding games. Building an
aesthetics of interactive systems, Salen and Zimmerman define core concepts like "play," "design," and "interactivity."
They look at games through a series of eighteen "game design schemas," or conceptual frameworks, including games as
systems of emergence and information, as contexts for social play, as a storytelling medium, and as sites of cultural
resistance. Written for game scholars, game developers, and interactive designers, Rules of Play is a textbook, reference
book, and theoretical guide. It is the first comprehensive attempt to establish a solid theoretical framework for the
emerging discipline of game design.
In the past few decades, individuals have experienced dramatic changes in some of the most established dimensions of
human life: time, space, matter, and individuality. Minds today must be able to synthesize such transformations, whether
they are working across several time zones, travelling between satellite maps and nanoscale images, drowning in
information, or acting fast in order to preserve some slow downtime. Design and the Elastic Mind focuses on designers
ability to grasp momentous advances in technology, science and social mores and convert them into useful objects and
systems. The projects included range from nanodevices to vehicles, appliances to interfaces and building facades,
pragmatic solutions for everyday use to provocative ideas meant to influence our future choices. Designed by awardwinning book designer Irma Boom, this volume also features essays by Paola Antonelli; design critic and historian Hugh
Aldersey- Williams; visualization design expert Peter Hall; and nanophysicist Ted Sargent that further explore the
promising relationship between design and science.
Introduces readers to the cool career of video game designer by giving a better understanding of this cool job.
This expanded and revised second edition of Understanding Video Games provides a comprehensive introduction to the growing
field of game studies. Understanding Video Games, 2nd Edition is an essential read for newcomers to video game studies and
experienced game scholars alike. This follow-up to the pioneering first edition takes video game studies into the next decade of the
twenty-first century, highlighting changes in the game business, advances in video game scholarship, and recent trends in game
design and development—including mobile, social, and casual gaming. In Understanding Video Games, 2nd Edition students will:
Assess the major theories used to analyze games, such as ludology and narratology Gain familiarity with the commercial and
organizational aspects of the game industry Trace the history of video games from Pong to Playstation 3 and beyond Explore the
aesthetics of game design Evaluate the cultural position of video games Consider the potential effects of both violent and "serious"
games. Extensively illustrated, and featuring discussion questions, a glossary of key terms, and a detailed video game history
timeline (including an interactive online version), Understanding Video Games, 2nd Edition is an indispensable resource for
anyone interested in examining the ways video games are reshaping entertainment and society.
The growth in popularity and complexity of video games has spurred new interest in how games are developed and in the
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research and technology behind them. David Heineman brings together some of the most iconic, influential, and interesting voices
from across the gaming industry and asks them to weigh in on the past, present, and future of video games. Among them are
legendary game designers Nolan Bushnell (Pong) and Eugene Jarvis (Defender), who talk about their history of innovations from
the earliest days of the video game industry through to the present; contemporary trailblazers Kellee Santiago (Journey) and
Casey Hudson (Mass Effect), who discuss contemporary relationships between those who create games and those who play
them; and scholars Ian Bogost (How to Do Things With Videogames) and Edward Castronova (Exodus to the Virtual World), who
discuss how to research and write about games in ways that engage a range of audiences. These experts and others offer
fascinating perspectives on video games, game studies, gaming culture, and the game industry more broadly.
This title traces the growth of video games, showing how they have become an integral part of popular culture today.
Teach Your Kids to Code is a parent's and teacher's guide to teaching kids basic programming and problem solving using Python,
the powerful language used in college courses and by tech companies like Google and IBM. Step-by-step explanations will have
kids learning computational thinking right away, while visual and game-oriented examples hold their attention. Friendly
introductions to fundamental programming concepts such as variables, loops, and functions will help even the youngest
programmers build the skills they need to make their own cool games and applications. Whether you've been coding for years or
have never programmed anything at all, Teach Your Kids to Code will help you show your young programmer how to: –Explore
geometry by drawing colorful shapes with Turtle graphics –Write programs to encode and decode messages, play Rock-PaperScissors, and calculate how tall someone is in Ping-Pong balls –Create fun, playable games like War, Yahtzee, and Pong –Add
interactivity, animation, and sound to their apps Teach Your Kids to Code is the perfect companion to any introductory
programming class or after-school meet-up, or simply your educational efforts at home. Spend some fun, productive afternoons at
the computer with your kids—you can all learn something!
Get ready to learn Java the fun way by developing games for the Android platform with this new and updated third edition Key
Features Learn Java, Android, and object-oriented programming from scratch Find out how to build games including Sub Hunter,
Retro Pong, Bullet Hell, Classic Snake, and Scrolling Shooters Create and design your own games by learning all the concepts
that a game developer must know Book Description Android is one of the most popular mobile operating systems today. It uses
the most popular programming language, Java, as one of the primary languages for building apps of all types. Unlike most other
Android books, this book doesn't assume that you have any prior knowledge of Java programming, instead helps you get started
with building Android games as a beginner. This new, improved, and updated third edition of Learning Java by Building Android
Games helps you to build Android games from scratch. Once you've got to grips with the fundamentals, the difficulty level
increases steadily as you explore key Java topics, such as variables, loops, methods, object-oriented programming (OOP), and
design patterns while working with up-to-date code and supporting examples. At each stage, you'll be able to test your
understanding by implementing the concepts that you've learned to develop a game. Toward the end, you'll build games such as
Sub Hunter, Retro Pong, Bullet Hell, Classic Snake, and Scrolling Shooter. By the end of this Java book, you'll not only have a
solid understanding of Java and Android basics but will also have developed five cool games for the Android platform. What you
will learn Set up a game development environment in Android Studio Respond to a player's touch and program intelligent enemies
who can challenge the player in different ways Explore collision detection, sprite sheets animation, simple tracking and following,
AI, parallax backgrounds, and particle explosions Animate objects at 60 FPS and manage multiple independent objects using
OOP Work with design patterns such as OOP, singleton, strategy, and entity-component Work with the Android API, the
SoundPool API, Paint, Canvas, Bitmap classes, and detect version numbers Who this book is for Learning Java by Building
Android Games is for anyone who is new to Java, Android, or game programming and wants to develop Android games. The book
will also serve as a refresher for those who already have experience using Java on Android or any other platform but are new to
game development.
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