
Game Physics Engine Development (The
Morgan Kaufmann Series in Interactive 3D
Technology)

By Ian Millington

Game Physics Engine Development (The Morgan Kaufmann Series in
Interactive 3D Technology) By Ian Millington

Simulating physics helps cutting-edge games distinguish themselves by making
virtual objects behave as we expect them to in the real world. Physics engines are
the software programs that run these simulations. Building an engine is difficult,
however. There are a large number of new developers (and hobbyists) coming
into this market who need help through this complex process. Current
introductory books are inadequate; they don't bring enough real-world
programming experience to the task. There is a need for an introductory book on
game physics with solid coding guidance but which limits the math content. Ian
Millington brings his extensive professional programming experience to this
problem. He has developed games since 1987, has studied AI and mathematics at
the PhD level, and founded Mindlathe Ltd., a company that designed and built
commercial physics engines. Physics Engine Development carefully describes
each step in the creation of a robust, usable physics engine. It introduces the
mathematical concepts in a clear and simple manner, keeping to high school level
topics and building a physics code library as it goes. Each new concept is
explained in diagrams and code to make sure that even the most novice of game
programmers understands. The companion CD-ROM includes the source code
for a complete physics engine of commercial quality. This book will serve as a
introduction to more mathematically advanced books on game physics, such as
Dave Eberly's Game Physics.
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Simulating physics helps cutting-edge games distinguish themselves by making virtual objects behave as we
expect them to in the real world. Physics engines are the software programs that run these simulations.
Building an engine is difficult, however. There are a large number of new developers (and hobbyists) coming
into this market who need help through this complex process. Current introductory books are inadequate;
they don't bring enough real-world programming experience to the task. There is a need for an introductory
book on game physics with solid coding guidance but which limits the math content. Ian Millington brings
his extensive professional programming experience to this problem. He has developed games since 1987, has
studied AI and mathematics at the PhD level, and founded Mindlathe Ltd., a company that designed and built
commercial physics engines. Physics Engine Development carefully describes each step in the creation of a
robust, usable physics engine. It introduces the mathematical concepts in a clear and simple manner, keeping
to high school level topics and building a physics code library as it goes. Each new concept is explained in
diagrams and code to make sure that even the most novice of game programmers understands. The
companion CD-ROM includes the source code for a complete physics engine of commercial quality. This
book will serve as a introduction to more mathematically advanced books on game physics, such as Dave
Eberly's Game Physics.

Game Physics Engine Development (The Morgan Kaufmann Series in Interactive 3D Technology) By
Ian Millington Bibliography

Sales Rank: #1690503 in Books●

Published on: 2007-03-07●

Original language: English●

Number of items: 1●

Dimensions: 1.08" h x 7.88" w x 9.38" l, 2.12 pounds●

Binding: Hardcover●

480 pages●

 Download Game Physics Engine Development (The Morgan Kaufma ...pdf

 Read Online Game Physics Engine Development (The Morgan Kauf ...pdf

http://mbooknom.men/go/best.php?id=012369471X
http://mbooknom.men/go/best.php?id=012369471X
http://mbooknom.men/go/best.php?id=012369471X
http://mbooknom.men/go/best.php?id=012369471X
http://mbooknom.men/go/best.php?id=012369471X
http://mbooknom.men/go/best.php?id=012369471X
http://mbooknom.men/go/best.php?id=012369471X
http://mbooknom.men/go/best.php?id=012369471X


Download and Read Free Online Game Physics Engine Development (The Morgan Kaufmann Series
in Interactive 3D Technology) By Ian Millington

Editorial Review

About the Author
Ian Millington is a partner of IPR Ventures, a consulting company developing next-generation AI
technologies for entertainment, modeling, and simulation. Previously he founded Mindlathe Ltd, the largest
specialist AI middleware company in computer games, working with on a huge range of game genres and
technologies. He has a long background in AI, including PhD research in complexity theory and natural
computing. He has published academic and professional papers and articles on topics ranging from
paleontology to hypertext.

Users Review

From reader reviews:

Avis Zeiger:

Why don't make it to be your habit? Right now, try to prepare your time to do the important action, like
looking for your favorite publication and reading a e-book. Beside you can solve your problem; you can add
your knowledge by the reserve entitled Game Physics Engine Development (The Morgan Kaufmann Series
in Interactive 3D Technology). Try to make the book Game Physics Engine Development (The Morgan
Kaufmann Series in Interactive 3D Technology) as your close friend. It means that it can to become your
friend when you truly feel alone and beside those of course make you smarter than ever. Yeah, it is very
fortuned for you. The book makes you much more confidence because you can know everything by the
book. So , we need to make new experience and also knowledge with this book.

Rosalyn Kendall:

Your reading sixth sense will not betray you actually, why because this Game Physics Engine Development
(The Morgan Kaufmann Series in Interactive 3D Technology) e-book written by well-known writer who
knows well how to make book which can be understand by anyone who read the book. Written inside good
manner for you, leaking every ideas and writing skill only for eliminate your own personal hunger then you
still uncertainty Game Physics Engine Development (The Morgan Kaufmann Series in Interactive 3D
Technology) as good book not simply by the cover but also through the content. This is one guide that can
break don't evaluate book by its protect, so do you still needing another sixth sense to pick this particular!?
Oh come on your looking at sixth sense already said so why you have to listening to another sixth sense.

Joel Connolly:

Is it you actually who having spare time then spend it whole day simply by watching television programs or
just lying down on the bed? Do you need something totally new? This Game Physics Engine Development
(The Morgan Kaufmann Series in Interactive 3D Technology) can be the respond to, oh how comes? The
new book you know. You are consequently out of date, spending your time by reading in this fresh era is
common not a nerd activity. So what these guides have than the others?



Catherine Estey:

As a student exactly feel bored to help reading. If their teacher requested them to go to the library or even
make summary for some guide, they are complained. Just very little students that has reading's heart or real
their interest. They just do what the teacher want, like asked to go to the library. They go to generally there
but nothing reading very seriously. Any students feel that examining is not important, boring and can't see
colorful photographs on there. Yeah, it is for being complicated. Book is very important for you. As we
know that on this time, many ways to get whatever you want. Likewise word says, ways to reach Chinese's
country. Therefore this Game Physics Engine Development (The Morgan Kaufmann Series in Interactive 3D
Technology) can make you experience more interested to read.
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