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A Cookbook with wide range of recipes to allow you to learn game
development with AndEngine quickly and efficiently. ""AndEngine for
Android Game Development Cookbook"" is geared toward developers
who are interested in working with the most up-to-date version of
AndEngine, sporting the brand new GLES 2.0 branch. The book will be
helpful for developers who are attempting to break into the mobile
game market with plans to release fun and exciting games while
eliminating a large portion of the learning curve that is otherwise
inevitable when getting into AndEngine development. This book
requires


