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Essential Mathematics for Games and Interactive Applications, 2nd edition
presents the core mathematics necessary for sophisticated 3D graphics and
interactive physical simulations. The book begins with linear algebra and matrix
multiplication and expands on this foundation to cover such topics as color and
lighting, interpolation, animation and basic game physics. Essential Mathematics
focuses on the issues of 3D game development important to programmers and
includes optimization guidance throughout.

The new edition Windows code will now use Visua Studio.NET. There will also
be DirectX support provided, along with OpenGL - dueto its cross-platform
nature. Programmers will find more concrete examples included in this edition,
aswell as additional information on tuning, optimization and robustness.

The book has a companion CD-ROM with exercises and atest bank for the
academic secondary market, and for main market: code examples built around a
shared code base, including a math library covering all the topics presented in the
book, a core vector/matrix math engine, and libraries to support basic 3D
rendering and interaction.
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Essential Mathematics for Games and I nteractive Applications, 2nd edition presents the core mathematics
necessary for sophisticated 3D graphics and interactive physical simulations. The book begins with linear
algebra and matrix multiplication and expands on this foundation to cover such topics as color and lighting,
interpolation, animation and basic game physics. Essential Mathematics focuses on the issues of 3D game
development important to programmers and includes optimization guidance throughout.

The new edition Windows code will now use Visual Studio.NET. There will also be DirectX support
provided, along with OpenGL - due to its cross-platform nature. Programmers will find more concrete
examplesincluded in this edition, as well as additional information on tuning, optimization and robustness.

The book has a companion CD-ROM with exercises and atest bank for the academic secondary market, and
for main market: code examples built around a shared code base, including a math library covering all the
topics presented in the book, a core vector/matrix math engine, and libraries to support basic 3D rendering
and interaction.
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Editorial Review

Review
"It's the book with al the math you need for games.” -Neil Kirby, Researcher, Alcatel-Lucent

From the Back Cover

"Even though I've worked with these systems for years, | found new ways of looking at several topics that
make them easier to remember and use. For someone new to 3D programming, it is extremely useful-it gives
them a solid background in pretty much every areathey need to understand.” -Peter Lipson, Toys for Bob,
Inc.

Based on the authors' popular tutorias at the Game Devel opers Conference, Essential Mathematics for
Games and I nteractive Applications presents the core mathematics necessary for sophisticated 3D graphics
and interactive physical simulations. The book begins with linear algebra and matrix manipulation and
expands on this foundation to cover such topics as texture filtering, interpolation, animation, and basic game
physics. Essential M athematics focuses on the issues of 3D game development important to programmers
and includes optimization guidance throughout.

Features

*Covers conceptsin sufficient detail for a programmer to understand the foundations of 3D without feeling
overwhelmed by proofs and theory

*Companion CD-ROM with code examples built around a shared code base, including a math library
covering al the topics presented in the book, a core vector/matrix math engine, and libraries to support basic
3D rendering and interaction

*Provides guidance for students trying to understand how games are actually devel oped, including
optimization techniques

About the Authors

James M. Van Verth is afounding member of Red Storm Entertainment, adivision of Ubi Soft, where he has
been alead engineer for six years. He hasaB.A. in mathematics and computer science from Dartmouth
College and M.S. degreesin computer science from the State University of New Y ork at Buffalo and the
University of North Carolina at Chapel Hill.

Lars M. Bishop isthe CTO and software architect for Numerical Design Limited (NDL), where he has
specialized in real-time 3D game rendering technologies for eight years. He holds a B.S. in mathematics and
computer science from Brown University and an M.S. in computer science from the University of North
Carolina at Chapel Hill.

About the Author

James M. Van Verth is afounding member of Red Storm Entertainment, a division of Ubisoft, where he has
been alead engineer for nine years. For the past eight years he has also been aregular speaker at the Game
Devel opers Conferences, teaching the all-day tutorial "Math for Game Programmers,” on which thisbook is
based. He hasa B.A. in mathematics and computer science from Dartmouth College and M.S. degreesin
computer science from the State University of New Y ork at Buffalo and the University of North Carolina at
Chapel Hill.

Lars M. Bishop is an engineer in the Handheld Devel oper Technologies group at NVIDIA. Prior to joining



NVIDIA, Lars was the Chief Technology Officer at Numerical Design Limited, leading the devel opment of
the Gamebryo3D cross-platform game engine. He received a BS in Math/Computer Science from Brown
University and an MS in Computer Science from the University of North Carolina at Chapel Hill. His
outside interests include photography, drumming, and playing bass guitar.

Users Review
From reader reviews:
Ashley McKay:

Book isto be different for each grade. Book for children till adult are different content. To be sure that book
isvery important for us. The book Essential Mathematics for Games and Interactive Applications: A
Programmer's Guide, Second Edition had been making you to know about other expertise and of course you
can take more information. It is quite advantages for you. The book Essential Mathematics for Games and
Interactive Applications: A Programmer's Guide, Second Edition is not only giving you more new
information but also to be your friend when you feel bored. Y ou can spend your spend time to read your e-
book. Try to make relationship together with the book Essential Mathematics for Games and I nteractive
Applications: A Programmer's Guide, Second Edition. Y ou never sense lose out for everything in the event
you read some books.

Gary Lafountain:

Why? Because this Essential Mathematics for Games and Interactive Applications. A Programmer's Guide,
Second Edition is an unordinary book that the inside of the book waiting for you to snap this but latter it will
surprise you with the secret the item inside. Reading this book adjacent to it was fantastic author who have
write the book in such incredible way makes the content within easier to understand, entertaining means but
still convey the meaning totally. So, it isgood for you for not hesitating having this anymore or you going to
regret it. This phenomenal book will give you alot of advantages than the other book get such as help
improving your talent and your critical thinking way. So , still want to hesitate having that book? If | had
been you | will go to the reserve store hurriedly.

Joshua Cameron:

Reading a book to become new life style in this 12 months; every people loves to read a book. When you
read a book you can get awide range of benefit. When you read books, you can improve your knowledge,
because book has alot of information in it. The information that you will get depend on what sorts of book
that you have read. If you need to get information about your examine, you can read education books, but if
you want to entertain yourself you are able to afiction books, this sort of us novel, comics, along with soon.
The Essential Mathematics for Games and Interactive Applications: A Programmer's Guide, Second Edition
offer you a new experience in reading through a book.

L ois Schooley:

Isit you actually who having spare time after that spend it whole day by simply watching television



programs or just telling lies on the bed? Do you need something new? This Essential Mathematics for Games
and Interactive Applications: A Programmer's Guide, Second Edition can be the reply, oh how comes? A
fresh book you know. Y ou are therefore out of date, spending your extratime by reading in this new erais
common hot a geek activity. So what these guides have than the others?
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