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"Beginning Game Programming, Third Edition" shows budding game developers
how to take their game ideas from concept to reality. Requiring only a basic
understanding of the C++ language, this unique guide covers all the skills needed
to create 2D and 3D games using code written in DirectX. Each element of a
game is taught step-by-step, from learning how to create a simple Windows
program, to using the key DirectX components to render 2D and 3D, to adding
sound to your game. Using the skills taught within each chapter, readers will
develop their own game library, which they can build upon for future game
projects. And this updated, new edition includes end-of-chapter quizzes and
projects to help you practice your new skills! At the end of the book, newfound
skills will be put to use as you create your own complete, fully functional game.
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Editorial Review

Review
Part 1: Introduction to Windows and DirectX Programming. Chapter 1: Getting Started with the Windows
API. Chapter 2: Windows Messaging and the Game Loop. Chapter 3: Tapping Into Direct3D. Chapter 4:
Initializing A Direct3D Device. Part 2: Creating a 2D Arcade Game. Chapter 5: Drawing Basic Graphics
(Bitmaps). Chapter 6: Using Timers For Animation and Framerate Control. Chapter 7: Drawing A Tile-
Based Game Level. Chapter 8: Drawing and Animating Sprites. Chapter 9: Detecting Sprite and Tile
Collisions. Part 3: Creating a 3D Artillery Game. Chapter 10: Drawing Advanced Graphics (Meshes).
Chapter 11: Setting Up The Camera View. Chapter 12: Adding Lights To The Scene. Chapter 13: Rendering
A Static Environment. Chapter 14: Firing Rockets and Blowing Stuff Up.

From the Author
Part 1: Introduction to Game Programming with Windows and DirectX
Chapter 1: Getting Started With Windows
Chapter 2: Listening To Windows Messages
Chapter 3: Initializing Direct3D

Part 2: The Game Programming Toolbox
Chapter 4: Drawing Bitmaps
Chapter 5: Getting Input with the Keyboard, Mouse, and Controller
Chapter 6: Drawing and Animating Sprites
Chapter 7: Transforming Sprites
Chapter 8: Detecting Sprite Collisions
Chapter 9: Printing Text
Chapter 10: Scrolling The Background
Chapter 11: Playing Audio
Chapter 12: Learning The Basics of 3D Rendering
Chapter 13: Rendering 3D Model Files

Part 3: Game Projects
Chapter 14: Anti-Virus The Game

Part 4: Appendices
Appendix A: Configuring Visual C++
Appendix B: Resources For Further Study
Appendix C: Chapter Quiz Answers
Appendix D: Additional Examples

Source code for the projects in this book may be downloaded from these book resource locations:

jharbour.com/forum (must create a free account first)●

About the Author
Jon Harbour has been programming video games since the 1980s. His first video game system was an Atari



2600 which he played with disassembled on the floor of his room as a kid. He has written on languages and
subjects that include: C++, C#, Basic, Java, DirectX, Allegro, Lua, DarkBasic, XNA Game Studio, Pocket
PC, Nintendo GBA, and game console hacking. He is the author of Visual Basic Game Programming for
Teens, 3rd Edition; Visual C# Game Programming for Teens; Beginning Game Programming, 3rd Edition;
Multi-Threaded Game Engine Design and XNA Game Studio 4.0 for Xbox 360 Developers. Visit his blog and
forum at jharbour.com.

Users Review

From reader reviews:

Jerry Deal:

Throughout other case, little men and women like to read book Beginning Game Programming. You can
choose the best book if you want reading a book. As long as we know about how is important any book
Beginning Game Programming. You can add understanding and of course you can around the world by just a
book. Absolutely right, due to the fact from book you can understand everything! From your country till
foreign or abroad you will end up known. About simple point until wonderful thing you can know that. In
this era, we could open a book or perhaps searching by internet system. It is called e-book. You may use it
when you feel bored stiff to go to the library. Let's examine.

Jill Lee:

Now a day people who Living in the era wherever everything reachable by connect with the internet and the
resources in it can be true or not demand people to be aware of each info they get. How people have to be
smart in having any information nowadays? Of course the reply is reading a book. Looking at a book can
help persons out of this uncertainty Information specifically this Beginning Game Programming book
because this book offers you rich information and knowledge. Of course the information in this book
hundred percent guarantees there is no doubt in it you know.

Eliza Gold:

Reading a publication tends to be new life style with this era globalization. With looking at you can get a lot
of information that will give you benefit in your life. Using book everyone in this world could share their
idea. Publications can also inspire a lot of people. A lot of author can inspire all their reader with their story
as well as their experience. Not only the storyline that share in the ebooks. But also they write about the data
about something that you need case in point. How to get the good score toefl, or how to teach your young
ones, there are many kinds of book that you can get now. The authors on this planet always try to improve
their ability in writing, they also doing some investigation before they write to their book. One of them is this
Beginning Game Programming.

Margaret Pace:

The reason why? Because this Beginning Game Programming is an unordinary book that the inside of the e-
book waiting for you to snap that but latter it will jolt you with the secret this inside. Reading this book next



to it was fantastic author who have write the book in such incredible way makes the content within easier to
understand, entertaining technique but still convey the meaning fully. So , it is good for you because of not
hesitating having this any longer or you going to regret it. This unique book will give you a lot of positive
aspects than the other book include such as help improving your ability and your critical thinking way. So ,
still want to hesitate having that book? If I have been you I will go to the e-book store hurriedly.
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