
Procedural Content Generation for C++ Game
Development

Dale Green

Click here if your download doesn"t start automatically

http://bookengine.site/go/read.php?id=1785886711
http://bookengine.site/go/read.php?id=1785886711
http://bookengine.site/go/read.php?id=1785886711


Procedural Content Generation for C++ Game Development

Dale Green

Procedural Content Generation for C++ Game Development Dale Green

Get to know techniques and approaches to procedurally generate game content in C++ using Simple
and Fast Multimedia Library

About This Book

This book contains a bespoke Simple and Fast Multimedia Library (SFML) game engine with complete●

online documentation
Through this book, you'll create games that are non-predictable and dynamic and have a high replayability●

factor
Get a breakdown of the key techniques and approaches applied to a real game.●

Who This Book Is For

If you are a game developer who is familiar with C++ and is looking to create bigger and more dynamic
games, then this book is for you. The book assumes some prior experience with C++, but any intermediate
concepts are clarified in detail. No prior experience with SFML is required.

What You Will Learn

Discover the systems and ideology that lie at the heart of procedural systems●

Use Random number generation (RNG) with C++ data types to create random but controlled results●

Build levels procedurally with randomly located items and events●

Create dynamic game objects at runtime●

Construct games using a component-based approach●

Assemble non-predictable game events and scenarios●

Operate procedural generation to create dynamic content fast and easily●

Generate game environments for endless replayability●

In Detail

Procedural generation is a growing trend in game development. It allows developers to create games that are
bigger and more dynamic, giving the games a higher level of replayability. Procedural generation isn't just
one technique, it's a collection of techniques and approaches that are used together to create dynamic systems
and objects. C++ is the industry-standard programming language to write computer games. It's at the heart of
most engines, and is incredibly powerful. SFML is an easy-to-use, cross-platform, and open-source
multimedia library. Access to computer hardware is broken into succinct modules, making it a great choice if
you want to develop cross-platform games with ease.

Using C++ and SFML technologies, this book will guide you through the techniques and approaches used to
generate content procedurally within game development.

Throughout the course of this book, we'll look at examples of these technologies, starting with setting up a



roguelike project using the C++ template. We'll then move on to using RNG with C++ data types and
randomly scattering objects within a game map. We will create simple console examples to implement in a
real game by creating unique and randomised game items, dynamic sprites, and effects, and procedurally
generating game events. Then we will walk you through generating random game maps. At the end, we will
have a retrospective look at the project.

By the end of the book, not only will you have a solid understanding of procedural generation, but you'll also
have a working roguelike game that you will have extended using the examples provided.

Style and approach

This is an easy-to-follow guide where each topic is explained clearly and thoroughly through the use of a
bespoke example, then implemented in a real game project.
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From reader reviews:

Kimberly Gonzalez:

A lot of people always spent all their free time to vacation or even go to the outside with them friends and
family or their friend. Were you aware? Many a lot of people spent they will free time just watching TV, or
playing video games all day long. If you wish to try to find a new activity here is look different you can read
a book. It is really fun in your case. If you enjoy the book that you just read you can spent 24 hours a day to
reading a guide. The book Procedural Content Generation for C++ Game Development it is extremely good
to read. There are a lot of those who recommended this book. These were enjoying reading this book. When
you did not have enough space to create this book you can buy the actual e-book. You can m0ore simply to
read this book from your smart phone. The price is not to cover but this book possesses high quality.

Kathryn Glover:

Beside this kind of Procedural Content Generation for C++ Game Development in your phone, it could
possibly give you a way to get more close to the new knowledge or info. The information and the knowledge
you may got here is fresh from oven so don't be worry if you feel like an outdated people live in narrow
village. It is good thing to have Procedural Content Generation for C++ Game Development because this
book offers for your requirements readable information. Do you occasionally have book but you rarely get
what it's facts concerning. Oh come on, that will not happen if you have this with your hand. The Enjoyable
agreement here cannot be questionable, like treasuring beautiful island. Use you still want to miss the item?
Find this book in addition to read it from currently!

Robert Lee:

With this era which is the greater particular person or who has ability in doing something more are more
important than other. Do you want to become considered one of it? It is just simple method to have that.
What you have to do is just spending your time not much but quite enough to enjoy a look at some books.
One of several books in the top list in your reading list is Procedural Content Generation for C++ Game
Development. This book which can be qualified as The Hungry Hills can get you closer in growing to be
precious person. By looking right up and review this reserve you can get many advantages.

Claudia Chittum:

That e-book can make you to feel relax. This specific book Procedural Content Generation for C++ Game
Development was multi-colored and of course has pictures on there. As we know that book Procedural
Content Generation for C++ Game Development has many kinds or style. Start from kids until adolescents.
For example Naruto or Detective Conan you can read and believe you are the character on there. So , not at
all of book are generally make you bored, any it can make you feel happy, fun and rest. Try to choose the
best book for you and try to like reading that will.
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