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The casual game market continues to expand, and with the use of Flash growing
and the increased popularity of the iPhone and other mobile gaming devices,
developers have an exciting new route to market. But many of these budding
game programmers find that they're missing the core math and physics skills they
need to develop even simple games. Mathematics and Physics for Programmers
(Second Edition) teaches beginning game programmers they skills they need to
develop causal games. Beginning with the basic aspects of mathematics and
physics that are relevant to games, and moving on to more complex topics, the
book combines theory and practice and the reader develops a number of games
throughout the course of the book. With the concepts and techniques presented in
the book, readers should be able to program a number of standard casual game
types, including Mario-style platformers, driving simulations, puzzle games, and
a simple first-person shooter. They will also gain a basic understanding of 2D
and 3D geometry.

Features

From the Publisher

Provides coverage of all the latest casual gaming technology, including mobile●

devices such as the iPhone.
Written for beginning game programmers who need to learn the basic●

mathematics and physics skills necessary to develop casual games.
The book covers both theory and practice through hands-on application of new●

skills learned.
All examples and techniques are non-platform specific.●

An accompanying CD-ROM includes all the source code needed to create the●

games in the book.
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The casual game market continues to expand, and with the use of Flash growing and the increased popularity
of the iPhone and other mobile gaming devices, developers have an exciting new route to market. But many
of these budding game programmers find that they're missing the core math and physics skills they need to
develop even simple games. Mathematics and Physics for Programmers (Second Edition) teaches beginning
game programmers they skills they need to develop causal games. Beginning with the basic aspects of
mathematics and physics that are relevant to games, and moving on to more complex topics, the book
combines theory and practice and the reader develops a number of games throughout the course of the book.
With the concepts and techniques presented in the book, readers should be able to program a number of
standard casual game types, including Mario-style platformers, driving simulations, puzzle games, and a
simple first-person shooter. They will also gain a basic understanding of 2D and 3D geometry.

Features

From the Publisher

Provides coverage of all the latest casual gaming technology, including mobile devices such as the iPhone.●

Written for beginning game programmers who need to learn the basic mathematics and physics skills●

necessary to develop casual games.
The book covers both theory and practice through hands-on application of new skills learned.●

All examples and techniques are non-platform specific.●

An accompanying CD-ROM includes all the source code needed to create the games in the book.●
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Editorial Review

Review
Introduction. The Games. Part I: GENERAL TECHNIQUES. 1. Numbers. 2. Arithmetic. 3. Algebra. 4.
Trigonometry and Pythagoras. 5. Vectors. Part II: BALLISTICS AND COLLISIONS. 6. Forces, Mass, and
Energy. 7. Collisions Between Simple Shapes. 8. Collisions Between Complex Shapes. 9. Particle Systems.
Part III: MORE COMPLEX MATHEMATICS. 10. Calculus. 11. 3D Geometry. 12. Lighting and Textures.
13. 3D Terrains. Part IV: MORE COMPLEX PHYSICS. 14. Angular Motion. 15. Friction. 16. Oscillations.
Appendix A: Glossary of Mathematical Terms. Appendix B: Language References and Pseudocode.
Appendix C: About the CD-ROM. Appendix D: Further Reading and Resources. Appendix E: Answers to
Exercises.

About the Author
Danny Kodicek is a graduate of Cambridge University. He works with Sunflower Learning in the UK,
developing science simulations and tools for schools - his software has been translated into over fifteen
languages and is sold worldwide. As a freelancer his previous clients include the BBC and the Royal Air
Force, and he was co-creator of the award-winning TimeHunt Web site.

John P. Flynt, Ph.D., works in the software development industry, has taught at colleges and universities, and
has authored courses and curricula for several college level game development programs. His academic
background includes work in information technology, the social sciences, and the humanities. Among his
previous books are "In the Mind of a Game," "Perl Power!," "UnrealScript Game Programming All in One,"
"Simulation and Event Modeling for Game Developers" (with co-author Ben Vinson), "Beginning Pre-
Calculus for Game Developers," "Java Programming for the Absolute Beginner," "Beginning Math Concepts
for Game Developers," and "Software Engineering for Game Developers." Among other engagements, he
has been a speaker at game and educational conferences in San Antonio, LA, Atlanta, Austin, West
Lafayette, and the 2004 Xtreme Game Developers Expo in Mountain View, CA. He has worked as a
consultant on several curriculum development initiatives involving some of the largest proprietary colleges
in the US and has taught literature, political science, computer science, and game development. He has been
contracted by DeVry University as a game course developer, and DeVry has adopted Software Engineering
for Game Developers for its national curriculum. John lives in the foothills near Boulder, Colorado.

Users Review

From reader reviews:

Jacqueline Kang:

As people who live in the modest era should be change about what going on or information even knowledge
to make these individuals keep up with the era and that is always change and move forward. Some of you
maybe will certainly update themselves by studying books. It is a good choice for you but the problems
coming to an individual is you don't know what type you should start with. This Mathematics & Physics for
Programmers (Game Development Series) is our recommendation so you keep up with the world. Why,
since this book serves what you want and wish in this era.
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Darius Cramer:

Reading a reserve tends to be new life style with this era globalization. With reading through you can get a
lot of information that could give you benefit in your life. With book everyone in this world can easily share
their idea. Ebooks can also inspire a lot of people. A lot of author can inspire their own reader with their
story or maybe their experience. Not only the storyline that share in the books. But also they write about the
knowledge about something that you need illustration. How to get the good score toefl, or how to teach your
young ones, there are many kinds of book that exist now. The authors on earth always try to improve their
proficiency in writing, they also doing some study before they write to their book. One of them is this
Mathematics & Physics for Programmers (Game Development Series).

Lawrence Caulfield:

People live in this new day of lifestyle always aim to and must have the free time or they will get lots of
stress from both daily life and work. So , once we ask do people have time, we will say absolutely without a
doubt. People is human not really a robot. Then we ask again, what kind of activity do you have when the
spare time coming to a person of course your answer will certainly unlimited right. Then do you try this one,
reading books. It can be your alternative inside spending your spare time, often the book you have read will
be Mathematics & Physics for Programmers (Game Development Series).

Ralph Rodriguez:

Playing with family within a park, coming to see the coastal world or hanging out with buddies is thing that
usually you could have done when you have spare time, subsequently why you don't try matter that really
opposite from that. One particular activity that make you not sensation tired but still relaxing, trilling like on
roller coaster you are ride on and with addition details. Even you love Mathematics & Physics for
Programmers (Game Development Series), you could enjoy both. It is good combination right, you still wish
to miss it? What kind of hangout type is it? Oh seriously its mind hangout fellas. What? Still don't get it, oh
come on its called reading friends.
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