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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.
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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.
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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:

Boris Hansen:

Why don't make it to become your habit? Right now, try to prepare your time to do the important act, like
looking for your favorite reserve and reading a reserve. Beside you can solve your condition; 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 good friend. It means that it can to get your friend
when you feel alone and beside that of course make you smarter than ever before. Yeah, it is very fortuned
for yourself. The book makes you far more confidence because you can know almost everything by the book.
So , we should make new experience and also knowledge with this book.

Evelyn Blow:

Do you one among people who can't read pleasant if the sentence chained within the straightway, hold on
guys this particular aren't like that. This Game Physics Engine Development (The Morgan Kaufmann Series
in Interactive 3D Technology) book is readable by simply you who hate those straight word style. You will
find the data here are arrange for enjoyable reading through experience without leaving actually decrease the
knowledge that want to provide to you. The writer regarding Game Physics Engine Development (The
Morgan Kaufmann Series in Interactive 3D Technology) content conveys objective easily to understand by
many individuals. The printed and e-book are not different in the content but it just different as it. So , do
you even now thinking Game Physics Engine Development (The Morgan Kaufmann Series in Interactive 3D
Technology) is not loveable to be your top collection reading book?

Marie Velasquez:

Often the book Game Physics Engine Development (The Morgan Kaufmann Series in Interactive 3D
Technology) will bring one to the new experience of reading some sort of book. The author style to describe
the idea is very unique. When you try to find new book to see, this book very suited to you. The book Game
Physics Engine Development (The Morgan Kaufmann Series in Interactive 3D Technology) is much



recommended to you to study. You can also get the e-book from the official web site, so you can easier to
read the book.

Stacey Pinkston:

Reading can called thoughts hangout, why? Because while you are reading a book specially book entitled
Game Physics Engine Development (The Morgan Kaufmann Series in Interactive 3D Technology) your head
will drift away trough every dimension, wandering in most aspect that maybe mysterious for but surely will
end up your mind friends. Imaging each word written in a book then become one form conclusion and
explanation this maybe you never get ahead of. The Game Physics Engine Development (The Morgan
Kaufmann Series in Interactive 3D Technology) giving you a different experience more than blown away
your head but also giving you useful details for your better life in this particular era. So now let us present to
you the relaxing pattern here is your body and mind will be pleased when you are finished reading it, like
winning a. Do you want to try this extraordinary wasting spare time activity?
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