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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●

http://mbooknom.men/go/best.php?id=B0158OZ8A4
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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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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.
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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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Editorial Review

About the Author

Dale Green

Dale Green is a young software developer who started his professional programming career in VB.NET,
writing bespoke solutions to automate business tasks. This included the writing and maintenance of an e-
commerce site that sold products on big online marketplaces such as Amazon and Rakuten. Prior to this, he's
been creating computer games since his early high school days. Through self-teaching, Dale has worked with
a number of game development tools such as GameMaker, Unity, and Unreal before finding home in
C++/DirectX/OpenGL after undertaking a degree in the subject. Currently studying computer games
programming BSc (Hons) at the University of Huddersfield, he is on track to graduate with a first-class
degree. Alongside his studies, he is a teaching assistant who helps deliver course content to fellow
undergraduates. He undertook a year of self-employment to publish his first commercial title on Steam,
Samphi, through his indie studio, Greeny Games Studio. As a hobby, Dale also operates the indie game news
website named Indie Gamers UK and enjoys playing with new technologies and languages.

Users Review

From reader reviews:

Evan Hinson:

As people who live in the particular modest era should be upgrade about what going on or details even
knowledge to make these keep up with the era which can be always change and make progress. Some of you
maybe will update themselves by looking at books. It is a good choice for you personally but the problems
coming to you is you don't know what type you should start with. This Procedural Content Generation for
C++ Game Development is our recommendation to cause you to keep up with the world. Why, because this
book serves what you want and wish in this era.

John Jonas:

The experience that you get from Procedural Content Generation for C++ Game Development may be the
more deep you searching the information that hide within the words the more you get serious about reading
it. It doesn't mean that this book is hard to understand but Procedural Content Generation for C++ Game
Development giving you thrill feeling of reading. The copy writer conveys their point in specific way that
can be understood simply by anyone who read it because the author of this guide is well-known enough. That
book also makes your own vocabulary increase well. So it is easy to understand then can go to you, both in
printed or e-book style are available. We recommend you for having that Procedural Content Generation for
C++ Game Development instantly.



Shelia Lopez:

People live in this new time of lifestyle always aim to and must have the free time or they will get large
amount of stress from both lifestyle and work. So , when we ask do people have time, we will say absolutely
sure. People is human not really a huge robot. Then we consult again, what kind of activity do you possess
when the spare time coming to you of course your answer will certainly unlimited right. Then do you try this
one, reading guides. It can be your alternative in spending your spare time, typically the book you have read
is usually Procedural Content Generation for C++ Game Development.

Carlton Wood:

Do you have something that that suits you such as book? The book lovers usually prefer to choose book like
comic, brief story and the biggest you are novel. Now, why not seeking Procedural Content Generation for
C++ Game Development that give your enjoyment preference will be satisfied by simply reading this book.
Reading addiction all over the world can be said as the method for people to know world much better then
how they react in the direction of the world. It can't be claimed constantly that reading behavior only for the
geeky man or woman but for all of you who wants to be success person. So , for all of you who want to start
reading as your good habit, you may pick Procedural Content Generation for C++ Game Development
become your own starter.
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