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Steffen Itterheim : Learn SpriteBuilder for iOS Game Development  before purchasing it in order to gage whether 
or not it would be worth my time, and all praised Learn SpriteBuilder for iOS Game Development: 

0 of 0 people found the following review helpful. Needs code updatesBy Mamajoy6SpriteBuilder for iOS teaches the 
user how to use SpriteBuilder by building a mobile game step by step. The book itself is filled with great information, 
but SpriteBuilder has changed since the book and I spent quite a bit of time trying to piece the book information with 
the new docs. The downloadable example code offers very little assistance, as it was filled with errors and none of the 
chapter projects past chapter three would run. not worth the physical copy.nin the end I had to give up on trying the 
book project and just use the book as a side reference.0 of 2 people found the following review helpful. crapBy 
LeaveMeAloneKind of crappy from a guy who doesn't really care.1 of 1 people found the following review helpful. 
Student Dev Team Really Needed This....By MfraginI have been helping a team of student programmers that are 
working on a project for a modular robotics company. Developing real applications is, of course, very complicated, 
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but as programmers we have developed pretty good survival skills. We were having so much trouble, however, as 
early on it was mandated that we use SpriteBuilder and Cocos2D rather than Apple's new SpriteKit. Even Stack 
Overflow and extensive searching online only brought us more confusion--it was as impossible as trying to find good 
Python Cocos2d documentation (I'm hoping learning the Python bindings will be easy after reading this book).So 
when I saw this book was finally published, I couldn't even wait for --I bought a copy locally at bookstore. I am now 
several chapters into this book and it is as the author intended it to be (as explained in the preface): a guide to 
developing a complete 2D scrolling parallax game primarily using SpriteBuilder and Obj-C in XCode. The book does 
NOT cover Swift--but that was no problem for us--we were mostly confused with how Spritebuilder worked with 
XCode to develop Cocos2D apps. There were surprisingly few examples explaining all the recent changes to the entire 
SpriteBuilder publishing to XCode process. In effect, we were struggling with the parts that are supposed to be EASY 
with SpriteBuilder.To summarize: this book emphasizes SpriteBuilder as the primary tool for game dev, but certainly 
does show the details of "wiring it all together" using Objective C in XCode. This nicely complements SpriteBuilders 
online "Getting Started" example in which they quickly publish (compile and export) to an XCode project and say 
"now, if you want, you can be done with SpriteBuilder and do all your work in XCode." We were doing all our work 
in XCode, mostly because we didn't quite understand how it all "fit together."I hesitated to give this five stars, as I'm 
only a few chapters into the book. Nonetheless, I wanted to clearly detail what this book supplies that is simply not 
available elsewhere. As I type this, Cocos2D is undergoing many changes in the online documentation and tutorials. 
This book has much more to offer at this time, and we terribly needed something to help us.

SpriteBuilder is the fun and versatile game development environment that is a natural successor to Cocos2D, 
Cocos3D, and Chipmunk2D. In Learn SpriteBuilder for iOS Game Development, experienced game developer and 
author Steffen Itterheim shows you how to get the most out of SpriteBuilder to create a full-featured 2D action game 
that you can use as a basis for your own games.You'll learn SpriteBuilder best practices, how to incorporate 
SpriteBuilder into your game development workflow, and how to use the various features of SpriteBuilder, including 
game physics, scrolling, menus, and playing audio assets. You'll learn everything from the basics to advanced topics 
like visual effects, soft-body physics, rendering textured polygons and porting to Android. You'll be using both 
SpriteBuilder and the latest version of Cocos2D, version 3. If you have a bit of iOS development experience and you 
want to learn to create imaginative 2D games, Learn SpriteBuilder for iOS Game Development is exactly the book you 
need. 

About the AuthorSteffen Itterheim is a professional games and tools developer. He has worked for Electronic Arts 
Phenomic for the past seven years. Be it scripting, programming, or foreign languages, he's done it all. He has 
extensive experience with game localization including non-western languages and locales, and he also knows the Lua 
scripting language inside and out. He learned English by watching too much American television. Steffen currently 
lives in Ingelheim, Germany. 


