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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●

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:

John Honeycutt:

This Procedural Content Generation for C++ Game Development tend to be reliable for you who want to be
described as a successful person, why. The explanation of this Procedural Content Generation for C++ Game
Development can be one of the great books you must have is definitely giving you more than just simple
studying food but feed you with information that probably will shock your previous knowledge. This book is
definitely handy, you can bring it everywhere and whenever your conditions throughout the e-book and
printed versions. Beside that this Procedural Content Generation for C++ Game Development forcing you to
have an enormous of experience including rich vocabulary, giving you demo of critical thinking that we
realize it useful in your day action. So , let's have it and enjoy reading.

Virgil Arriola:

People live in this new morning of lifestyle always make an effort to and must have the free time or they will
get lots of stress from both day to day life and work. So , if we ask do people have extra time, we will say
absolutely indeed. People is human not just a robot. Then we inquire again, what kind of activity do you
possess when the spare time coming to a person of course your answer may unlimited right. Then ever try
this one, reading ebooks. It can be your alternative inside spending your spare time, the actual book you have
read is actually Procedural Content Generation for C++ Game Development.

Mildred McConkey:

Do you one of the book lovers? If yes, do you ever feeling doubt when you find yourself in the book store?
Aim to pick one book that you find out the inside because don't assess book by its protect may doesn't work
at this point is difficult job because you are scared that the inside maybe not as fantastic as in the outside
appearance likes. Maybe you answer can be Procedural Content Generation for C++ Game Development
why because the great cover that make you consider concerning the content will not disappoint a person. The
inside or content is usually fantastic as the outside as well as cover. Your reading sixth sense will directly
assist you to pick up this book.

Donald Benson:

Don't be worry if you are afraid that this book will filled the space in your house, you can have it in e-book
means, more simple and reachable. This Procedural Content Generation for C++ Game Development can
give you a lot of good friends because by you taking a look at this one book you have point that they don't
and make you more like an interesting person. That book can be one of a step for you to get success. This e-
book offer you information that probably your friend doesn't understand, by knowing more than different
make you to be great people. So , why hesitate? Let's have Procedural Content Generation for C++ Game
Development.
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