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Stevens, R., & Raybould, D. (Y+1T). The Game Audio Tutorial: A Practical
Guide to Creating and Implementing Sound and Music for Interactive Games.

Taylor & Francis.
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Zeegen, L. (Y+ + ). The fundamentals of illustration. Ava Publishing.
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Rabiger, M., & Hurbis-Cherrier, M. (¥ Y¥). Directing: film technigues and
aesthetics. Taylor & Francis.

Rooney, B., & Belli, M. L, (Y 7). Directors tell the story: master the craft of
television and film directing. Taylor & Francis.

Rea, P.W., & Irving, D. K. (Y- +). Producing and directing the short film and
video. Taylor & Francis.
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Egenfeldt-Nielsen, S., Smith, J. H., & Tosca, S. P. (Y 7). Understanding video

games: The essential introduction. Routledge.

Dillon, R. (*+'1). The Golden Age of Video Games: The Birth of a Multibillion

Dollar Industry. CRC Press.
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Juul, J. (Y+T). The art of failure: An essay on the pain of playing video
games. MIT Press.

Schell, J. (¥ - 7). The Art of Game Design: A book of lenses. CRC Press.

Jones, S., & Jones, A. ("+'T). The Computer Game: Brush Up on Your Writing
Skills (Vol. ' Y). Andrews UK Limited.
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 Malik, D. 5. ("« +). C++ programming: Program design including data structures.
Cengage Learning.

* Chaudhary, H. H. (Y+1%). C++ Programming:: Principles and Practice Using C++
L anguage. Createspace LLC USA.

» Etter, D. M., & Ingber, J. A. ("+ ). Engineering Problem Solving with C++, Prentice
Hall Press.
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Lord, P., & Sibley, B. (Y +). Cracking animation: the Aardman book of D

animation, Thames & Hudson.

Sito, T. (Y + '\T). Moving Innovation: A History of Computer Animation. MIT

Press.
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