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SFML Game Development is a fast-paced, step-by-step guide,
providing you with all the knowledge and tools you need to create your
first game using SFML 2.0.SFML Game Development addresses
ambitious C++ programmers who want to develop their own game. If
you have plenty of ideas for an awesome and unique game, but don't
know how to start implementing them, then this book is for you. The
book assumes no knowledge about SFML or game development, but a
solid understanding of C++ is required.


