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Physics For Javascript Games Animation And Simulations With Html5 Canvas
Build your very own 2D physics-based game engine simulation system for rigid body dynamics. Beginning from scratch, in this
book you will cover the implementation technologies, HTML5 and JavaScript; assemble a simple and yet complete fundamental
mathematics support library; define basic rigid body behaviors; detect and resolve rigid body collisions; and simulate collision
responses after the collisions. In this way, by the end of Building a 2D Game Physics Engine, you will have an in?depth
understanding of the specific concepts and events, implementation details, and actual source code of a physics game engine that
is suitable for building 2D games or templates for any 2D games you can create and can be played across the Internet via popular
web?browsers. What You'll Learn Gain an understanding of 2D game engine physics and how to utilize it in your own games
Describe the basic behaviors of rigid bodies Detect collisions between rigid bodies Resolve interpretations after rigid body
collisions Model and implement rigid body impulse responses Who This Book Is For Game enthusiasts, hobbyists, and anyone
who is interested in building their own 2D physics game engines but is unsure of how to begin.
Learn Unity Programming with UnityScript is your step-by-step guide to learning to make your first Unity games using UnityScript.
You will move from point-and-click components to fully customized features. You need no prior programming knowledge or any
experience with other design tools such as PhotoShop or Illustrator - you can start from scratch making Unity games with what
you'll learn in this book. Through hands-on examples of common game patterns, you'll learn and apply the basics of game logic
and design. You will gradually become comfortable with UnityScript syntax, at each point having everything explained to you
clearly and concisely. Many beginner programming books refer to documentation that is too technically abstract for a beginner to
use - Learn Unity Programming with UnityScript will teach you how to read and utilize those resources to hone your skills, and
rapidly increase your knowledge in Unity game development. You'll learn about animation, sound, physics, how to handle user
interaction and so much more. Janine Suvak has won awards for her game development and is ready to show you how to start
your journey as a game developer. The Unity3D game engine is flexible, cross-platform, and a great place to start your game
development adventure, and UnityScript was made for it - so get started game programming with this book today.
This book includes game design and implementation chapters using either Phaser JavaScript Gaming Frameworks v2.6.2, CE,
v3.16+, AND any other JS Gaming Frameworks for the front- and back-end development. It is a Book of 5 Rings Game Design "HTML5, CSS, JavaScript, PHP, and SQL". It further analyzes several freely available back-end servers and supporting
middleware (such as PHP, Python, and several CMS). This game design workbook takes you step-by-step into the creation of
Massively Multiplayer Online Game as a profitable business adventure - none of this theoretical, local workstation proof of
concept! It uses any popular JavaScript Gaming Framework -- not just limited to Phaser.JS!! -- on the client-side browser
interfacing into a unique, server-side, application using WebSockets. It is the only book of its kind since January 2017 for the
Phaser MMO Gaming Framework! * Part I leads you through the world of networks, business consideration, MMoG analysis and
setting up your studio workshop. I have 40 years of networking career experience in highly sensitive (i.e., Government Embassies)
data communications. I am a certified Cisco Academy Instructor and have taught networking, networking security, game
design/development, and software engineering for the past 14 years at the college level. * Part II Guides you into Multi-player
Online Game architecture contrasted to normal single-player games. This lays the foundation for Multi-Player Game Prototypes
and reviews a missing aspect in current MMoG development not seen in many online tutorials and example code. * Part III
contains 3 chapters focused on production and development for the client-side code, client-proxy, server-side code, and MMoG
app. This content sets the foundation for what many Phaser tutorials and Phaser Starter-Kits on the market today overlook and
never tell you! Upon completion of Part III, you will have your bespoke MMoG with integrated micro-service, and if you choose,
web workers and block-chain. * Part IV (Bonus Content) This section includes proprietary Game Rule Books and EULA source
code included as a part of your book purchase. It features four (4) Game Recipes -- step-by-step instructions -- listed by
complexity "1" = easiest (elementary skills) to "4" = most complex (requiring advanced skills across several IT technology
disciplines). Each external “Walk-Through Tutorial” guides you in different aspects of MMoG development. * How to migrate
single-player games into a 2-player online delivery mode (not using "hot-seat")! * How to use dynamic client-side proxy servers
and migrate this game from its current single-player mode (with AI Bot) into an online 2-player mode (not using "hot-seat")! * How
to include "Asynchronous Availability" during gameplay and migrate this gameplay mode (with AI Bot) into an online
"Asynchronous Availability" 3-player mode using postal mail or email game turns! The FREE game rule book will help
"deconstruct" this game mechanics.
Foundation HTML5 Canvas: For Games and Entertainment teaches you how to make exciting interactive games and applications
using HTML5 canvas. Canvas lets you produce graphics, animations, and applications using the HTML5 and JavaScript web
standards. It allows you to draw directly within the browser without the need for third-party plugins like Adobe Flash, and so canvas
works perfectly across desktop and mobile devices, like the iPhone and Android. Foundation HTML5 Canvas begins by
introducing you to HTML5 and the cool new features that it opens up for you. You are then offered a quick guide to JavaScript
programming to get you up to speed. Next up you'll receive a thorough introduction to the canvas element, which teaches you how
to draw objects within the browser with great ease. Once the basics are covered you’ll move on to the more advanced features of
canvas, including image and video manipulation. You’ll also learn how to create realistic animations with the help of some basic
physics. Foundation HTML5 Canvas then teaches you how to create two thrilling space-based games using all the skills you’ve
learned so far. You'll find plenty of code examples and illustrations designed to help you understand even the most complex of
topics. HTML5 is already here for you, and this book will provide you with all the information you need to enjoy the show. For more
information, source code, and the latest blog posts from author Rob Hawkes, visit http://rawkes.com/foundationcanvas.
The Unity Engine Tutorial for Any Game Creator ¿ Unity is now the world’s #1 game engine, thanks to its affordability, continuous
improvements, and amazing global community. With Unity, you can design, code, and author your game once, and then deploy it
to multiple platforms, reaching huge audiences and earning maximum returns. Learning 2D Game Development with Unity® will
help you master Unity and build powerful skills for success in today’s game industry. It also includes a bonus rundown of the new
GUI tools introduced in Unity’s version 4.6 beta. ¿ With this indispensable guide, you’ll gain a solid, practical understanding of the
Unity engine as you build a complete, 2D platform-style game, hands-on. The step-by-step project will get you started fast,
whether you’re moving to Unity from other engines or are new to game development. ¿ This tutorial covers the entire development
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process, from initial concept, plans, and designs to the final steps of building and deploying your game. It illuminates Unity’s newly
integrated 2D toolset, covering sprites, 2D physics, game scripts, audio, and animations. Throughout, it focuses on the simplest
and lowest-cost approaches to game development, relying on free software and assets. Everything you’ll need is provided. ¿
Register your book at informit.com/title/9780321957726 to access assets, code listings, and video tutorials on the companion
website. ¿ Learn How To Set up your Unity development environment and navigate its tools Create and import assets and
packages you can add to your game Set up game sprites and create atlas sheets using the new Unity 2D tools Animate sprites
using keyframes, animation controllers, and scripting Build a 2D game world from beginning to end Establish player control
Construct movements that “feel right” Set up player physics and colliders Create and apply classic gameplay systems Implement
hazards and tune difficulty Apply audio and particle effects to the game Create intuitive game menus and interface elements
Debug code and provide smooth error handling Organize game resources and optimize game performance Publish your game to
the web for others to see and play ¿
HTML5 Game Development Insights is a from-the-trenches collection of tips, tricks, hacks, and advice straight from professional
HTML5 game developers. The 24 chapters here include unique, cutting edge, and essential techniques for creating and optimizing
modern HTML5 games. You will learn things such as using the Gamepad API, real-time networking, getting 60fps full screen
HTML5 games on mobile, using languages such as Dart and TypeScript, and tips for streamlining and automating your workflow.
Game development is a complex topic, but you don't need to reinvent the wheel. HTML5 Game Development Insights will teach
you how the pros do it. The book is comprised of six main sections: Performance; Game Media: Sound and Rendering;
Networking, Load Times, and Assets; Mobile Techniques and Advice; Cross-Language JavaScript; Tools and Useful Libraries.
Within each of these sections, you will find tips that will help you work faster and more efficiently and achieve better results.
Presented as a series of short chapters from various professionals in the HTML5 gaming industry, all of the source code for each
article is included and can be used by advanced programmers immediately.
HTML5 Games Most Wanted gathers the top HTML5 games developers and reveals the passion they all share for creating and
coding great games. You'll learn programming tips, tricks, and optimization techniques alongside real-world code examples that
you can use in your own projects. You won't just make games—you'll make great games. The book is packed full of JavaScript,
HTML5, WebGL, and CSS3 code, showing you how these fantastic games were built and passing on the skills you'll need to
create your own great games. Whether you're a coding expert looking for secrets to push your games further, or a beginner
looking for inspiration and a solid game to build on and experiment with, HTML5 Games Most Wanted is for you. Topics and
games covered include building complexity from simplicity in A to B, how to create, save, and load game levels in Marble Run,
creating fast 3D action games like Cycleblob, and tips on combining the entangled web of HTML5 technologies brilliantly shown in
Far7.
Build Your Own 2D Game Engine and Create Great Web Games teaches you how to develop your own web-based game engine
step-by-step, allowing you to create a wide variety of online videogames that can be played in common web browsers. Chapters
include examples and projects that gradually increase in complexity while introducing a ground-up design framework, providing
you with the foundational concepts needed to build fun and engaging 2D games. By the end of this book you will have created a
complete prototype level for a side scrolling action platform game and will be prepared to begin designing additional levels and
games of your own. This book isolates and presents relevant knowledge from software engineering, computer graphics,
mathematics, physics, game development, game mechanics, and level design in the context of building a 2D game engine from
scratch. The book then derives and analyzes the source code needed to implement thes e concepts based on HTML5, JavaScript,
and WebGL. After completing the projects you will understand the core-concepts and implementation details of a typical 2D game
engine and you will be familiar with a design and prototyping methodology you can use to create game levels and mechanics that
are fun and engaging for players. You will gain insights into the many ways software design and creative design must work
together to deliver the best game experiences, and you will have access to a versatile 2D game engine that you can expand upon
or utilize directly to build your own 2D games that can be played online from anywhere. • Assists the reader in understanding the
core-concepts behind a 2D game engine • Guides the reader in building a functional game engine based on these concepts •
Lead s the reader in exploring the interplay between technical design and game experience design • Teaches the reader how to
build their own 2D games that can be played across internet via popular browsers

Create mobile game apps for the lucrative gaming market If you're an experienced developer seeking to break into the
sizzling mobile game market, this is the book for you. Covering all mobile and touchscreen devices, including iPhones,
iPads, Android, and WP7.5, this book takes you through the steps of building both single- and multi-player mobile games.
Topics include standard patterns for building games in HTML5, what methods to choose for building (CSS3, SVG, or
Canvas), popular game engines and frameworks, and much more. Best of all, code for six basic games is provided, so
you can modify, further develop, and make it your own. Shows intermediate developers how to develop games in HTML5
and build games for iPhone, iPad, Android, and WP7.5 mobile and touchscreen devices Explains single-player and multiplayer mobile game development Provides code for six basic games in a GitHub repository, so readers can collaborate
and develop the code themselves Explores specific APIs to make games even more compelling, including geolocation,
audio, and device orientation Reviews three popular open-source HTML5 game engines--crafty.js, easel.js, and
enchant.js Covers simple physics as well as using an existing physics library The world is going mobile, as is the game
industry. Professional HTML5 Mobile Game Development helps savvy developers join in this exploding market.
Learn how to develop an ace game for your iOS device, using Sprite Kit About This Book Learn about the Sprite Kit
engine and create games on the iOS platform from the ground up Acquaint your Sprite Kit knowledge with Swift
programming and turn your 2D game conceptualization into reality in no time An abridged and focused guide to develop
an exhaustive mobile game Who This Book Is For This book is for beginners who want to start their game development
odyssey in the iOS platform. If you are an intermediate or proficient game developer hailing from a different development
platform, this book will be a perfect gateway to the Sprite Kit engine. The reader does not need to have any knowledge of
Sprite Kit and building games on the iOS platform. What You Will Learn Learn about the Sprite Kit game engine and
create indie games in no time Set sail on the quest of game development career by successfully creating a runner game
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Know more about the IDE provided by Apple for game development – Xcode Get an overview of Apple's latest
programming language, Swift Discover the functionalities of scenes and nodes in a game Explore how physics bodies
work and how to add this feature into your game Grasp knowledge of particle effect and shaders Add a scoring system
into your game to visualize high scores In Detail Game development has always been an exciting subject for game
enthusiasts and players and iOS game development takes a big piece of this cake in terms of perpetuating growth and
creativity. With the newest version of iOS and Sprite Kit, comes a series of breathtaking features such as Metal rendering
support, camera nodes, and a new and improved Scene Editor. Conceptualizing a game is a dream for both young and
old. Sprite Kit is an exciting framework supported by Apple within the iOS development environment. With Sprite Kit,
creating stunning games has become an easy avenue. Starting with the basics of game development and swift language,
this book will guide you to create your own fully functional game. Dive in and learn how to build and deploy a game on
your iOS platform using Sprite Kit game engine. Go on a detailed journey of game development on the iOS platform
using the Sprite Kit game engine. Learn about various features implemented in iOS 8 that further increase the essence of
game development using Sprite Kit. Build an endless runner game and implement features like physics bodies, character
animations, scoring and other essential elements in a game. You will successfully conceive a 2D game along with
discovering the path to reach the pinnacle of iOS game development. By the end of the book, you will not only have
created an endless runner game but also have in-depth knowledge of creating larger games on the iOS platform. Style
and approach An easy-to-follow, comprehensive guide that makes your learning experience more intriguing by gradually
developing a Sprite Kit game. This book discusses each topic in detail making sure you attain a clear vision of the
subject.
This book will teach you how to create awesome video games. Games from scratch. Games that run cross-platform, in
web browsers, and on phones. Games filled with dynamic sound and music. Games overflowing with impressive visual
effects. Fun games. More importantly, this book will teach you how to think about making games. You'll learn to analyze
and dissect games; to understand what it is that makes great games great. By the end of the journey you'll have all the
knowledge and tools needed to produce engaging, polished products that people will love to play. What's inside? Learn
the basics: game loops and input Draw graphics on the screen using Canvas Add amazing sound effects and music
using the Web Audio API Develop several fun games: a platformer, a shoot â€˜em up, a dungeon crawler, and a physicsbased game Create your own JavaScript game library Jazz up your game up with "juice": screen shakes, particle effects,
and more
If you want to make your own game but don't know how to start or don't have the technical skills to do it, then this is the
book for you. You don't need to have a programming background to understand the concepts explained.
Develop games for iOS and Android using Cocos2d with the aid of over 70 step-by-step recipes About This Book Learn
to efficiently use Cocos2d to develop cross-platform games, and have them work on iOS as well as Android Get
acquainted with industry-wide professional tools such as Glyph Designer, Texture Packer, and Physics Editor, as well as
using the Swift/ Sprite builder implementation of Cocos2d Use the easy-to-follow recipes to develop as well as deploy
games to the Playstore and the App Store Who This Book Is For This book is for intermediate game developers and
especially the ones who are generally curious to find out what's new in Cocos2d v 3.3. What You Will Learn Build custom
sprites with custom animations for the game Build interactivity into your game by adding gestures and touch interactions
Understand AI enemy programming and path finding to make games more exciting Add physics to your game to make it
more lively and interactive Get familiar with the Swift and Sprite builder implementations along with Objective-C
programming Perform hassle-free deployment of games built in iOS onto Android Add effects and particle systems to
make the game more colorful In Detail Cocos2d is the world's leading game development framework for developing iOS
games. With the introduction of Swift and Spritebuilder, it has become easier than ever to develop the games of your
dreams without much effort. With Cocos2d, you can also deploy the game on Android, thereby maximizing profit and
reducing development and porting costs. The book starts off with a detailed look at how to implement sprites and
animations into your game to make it livelier. You will then learn to add scenes to the game such as the gameplay scene
and options scene and create menus and buttons in these scenes, as well as creating transitions between them. From
there on, you will get an understanding of how to program user interactions such as tapping, holding, and swiping. You'll
then add accelerometer inputs and physics to the scene, and make objects respond back to the inputs. A game is
practically incomplete without audio being added, so this will be covered next. The next section will include ways to add
Artificial Intelligence to enemies in the game, allowing them to patrol, chase, and shoot in a projectile manner. You will
then learn to use NSUserDefault to save and load game progress, and create and access files using JSON, Plist, and
XML files for custom storage and retrieval of data. Then you will learn to add dynamic lighting to your game and will use
industry-wide tools such as Texture Packer, Glyph Designer, Physics Editor, Particle Designer, and Sprite Illuminator to
create more visually appealing and performance-optimized games. Towards the end of the book, we dive into Apple's
latest programming language—Swift, highlighting the major differences between Objective C and Swift. The book
culminates with taking your existing game developed for iOS and porting it to Android, showing you how to install the
Android Xcode plugin as well. Style and approach The book is written in an extremely lucid and step-by-step manner; it
can be understood easily by anyone. The topics included are broken down into individual chapters so you can refer to the
specific chapter to get answers on the subject you are interested in.
Over the last decade, progress in deep learning has had a profound and transformational effect on many complex
problems, including speech recognition, machine translation, natural language understanding, and computer vision. As a
result, computers can now achieve human-competitive performance in a wide range of perception and recognition tasks.
Many of these systems are now available to the programmer via a range of so-called cognitive services. More recently,
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deep reinforcement learning has achieved ground-breaking success in several complex challenges. This book makes an
enormous contribution to this beautiful, vibrant area of study: an area that is developing rapidly both in breadth and
depth. Deep learning can cope with a broader range of tasks (and perform those tasks to increasing levels of excellence).
This book lays a good foundation for the core concepts and principles of deep learning in gaming and animation, walking
you through the fundamental ideas with expert ease. This book progresses in a step-by-step manner. It reinforces theory
with a full-fledged pedagogy designed to enhance students' understanding and offer them a practical insight into its
applications. Also, some chapters introduce and cover novel ideas about how artificial intelligence (AI), deep learning,
and machine learning have changed the world in gaming and animation. It gives us the idea that AI can also be applied in
gaming, and there are limited textbooks in this area. This book comprehensively addresses all the aspects of AI and
deep learning in gaming. Also, each chapter follows a similar structure so that students, teachers, and industry experts
can orientate themselves within the text. There are few books in the field of gaming using AI. Deep Learning in Gaming
and Animations teaches you how to apply the power of deep learning to build complex reasoning tasks. After being
exposed to the foundations of machine and deep learning, you will use Python to build a bot and then teach it the game's
rules. This book also focuses on how different technologies have revolutionized gaming and animation with various
illustrations.
Packed with comprehensive projects, this book takes a detailed look at a few of the industry's most popular games. This
book will show you how to use Cocos2d-x to build games using its core components. You will learn how to incorporate
game physics, and import custom models and animations. Next, you will see how to include effects such as particles and
sounds. With a brief introduction to the upcoming HTML5 platform using Cocos2d-html5, the book goes on to tackle the
many different concepts that comprise game development today. You will learn how to build worlds with meshes, a
terrain, user interaction, physics, and more. You will start by developing a puzzle game, and then progress on to games
that are increasingly complex. Along the way, you'll learn how to build gaming favorites similar to games such as Flappy
Bird, Tilt to Live, Jumpy Clown, Angry Birds, and Tower Defense.
HTML5 is a markup language used to structure and present content for the World Wide Web and is a core technology of
the Internet. It is supported across different platforms and is also supported by various browsers. Its innovative features,
such as canvas, audio, and video elements, make it an excellent game building tool. HTML5 Game Development by
Example Beginner's Guide Second Edition is a step-by-step tutorial that will help you create several games from scratch,
with useful examples. Starting with an introduction to HTML5, the chapters of this book help you gain a better
understanding of the various concepts and features of HTML5. By the end of the book, you'll have the knowledge, skills,
and level of understanding you need to efficiently develop games over the network using HTML5.
Learn the professional skills you need to create both 2d and 3d games with Director
Have you ever wanted to include believable, solid interactivity in your games and projects to give them that extra edge? Physics for
JavaScript Games, Animation, and Simulations teaches you how to incorporate real physics, such as gravity, friction, and buoyancy, into your
HTML5 games, animations, and simulations. It also includes more advanced topics, such as particle systems, which are essential for creating
effects such as sparks or smoke. Finally, the book addresses the key issue of balancing accuracy and performance in your games and
simulations, and the final chapters give you the information and the code to make the right choice for your project. Physics for JavaScript
Games, Animation, and Simulations assumes you have a basic knowledge of JavaScript and HTML5. However, no previous knowledge of
physics is required—only some very basic math skills. The authors present everything from basic principles to advanced concepts in an
approachable way, so you'll be able to follow the logic and easily adapt the principles to your own applications. The book is packed full of
practical examples of how physics can be applied to your own games and applications. Spring behaviors can be used for anything from
tweaking lowrider suspension to creating menu systems; flotation mechanics enable the simulation of submersibles or dirigibles; you can
even create your own universe with accurate orbits and gravity. It doesn't matter if you're modeling the Lorentz force in an electromagnetic
field, or you're modeling the lethal force of your blade of Ch'Thon, Physics for JavaScript Games, Animation, and Simulations enables you to
fill your games and applications with accurate and realistic effects. What you’ll learn Learn all the basic math and physics you'll need to
incorporate realism into your projects. Incorporate a wide range of forces such as gravity, friction, and buoyancy. Build a number of realistic
simulations. Model particle systems and use them to create visual effects. Create complex systems using rigid bodies and mass-spring
systems. Deal with numerical subtleties, including accuracy and stability of integration schemes. Who this book is for Physics for JavaScript
Games, Animation, and Simulations is for JavaScript developers interested in incorporating real physics into their games, animations,
simulations or generative art projects.
One of HTML5’s most exciting features, Canvas provides a powerful 2D graphics API that lets you implement everything from word
processors to video games. In Core HTML5 Canvas , best-selling author David Geary presents a code-fueled, no-nonsense deep dive into
that API, covering everything you need to know to implement rich and consistent web applications that run on a wide variety of operating
systems and devices. Succinctly and clearly written, this book examines dozens of real-world uses of the Canvas API, such as interactively
drawing and manipulating shapes, saving and restoring the drawing surface to temporarily draw shapes and text, and implementing text
controls. You’ll see how to keep your applications responsive with web workers when you filter images, how to implement smooth
animations, and how to create layered, 3D scrolling backgrounds with parallax. In addition, you’ll see how to implement video games with
extensive coverage of sprites, physics, collision detection, and the implementation of a game engine and an industrial-strength pinball game.
The book concludes by showing you how to implement Canvas-based controls that you can use in any HTML5 application and how to use
Canvas on mobile devices, including iOS5. This authoritative Canvas reference covers The canvas element—using it with other HTML
elements, handling events, printing a canvas, and using offscreen canvases Shapes—drawing, dragging, erasing, and editing lines, arcs,
circles, curves, and polygons; using shadows, gradients, and patterns Text—drawing, positioning, setting font properties; building text controls
Images—drawing, scaling, clipping, processing, and animating Animations—creating smooth, efficient, and portable animations
Sprites—implementing animated objects that have painters and behaviors Physics—modeling physical systems (falling bodies, pendulums, and
projectiles), and implementing tweening for nonlinear motion and animation Collision detection—advanced techniques, clearly explained Game
development—all aspects of game development, such as time-based motion and high score support, implemented in a game engine Custom
controls—infrastructure for implementing custom controls; implementing progress bars, sliders, and an image panner Mobile
applications—fitting Canvas apps on a mobile screen, using media queries, handling touch events, and specifying iOS5 artifacts, such as app
icons Throughout the book, Geary discusses high-quality, reusable code to help professional developers learn everything they really need to
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know, with no unnecessary verbiage. All of the book’s code and live demonstrations of key techniques are available at
corehtml5canvas.com.
Get a gentle introduction to the Cocos2d-JS framework to begin working with sprite manipulations, animations, and other 2d game
development topics. This book covers environment setup and getting started with a framework that works seamlessly across all browsers.
Rapid Game Development Using Cocos2d-JS teaches you the overall architecture of Cocos2d-JS and explains the internal working of the
framework. You will dive deep into sprites, the most important entity in Cocos2d-JS, animation APIs, and primitive shapes. You’ll also learn
about the Cocos2d-JS UI system to get a head start in 2d game development. Finally, you’ll discover the features of Chipmunk (the built-in
physics engine) with full examples. What You'll Learn Get a simple head start in Cocos2d-JS Gain an architectural overview of the different
blocks of the framework Master sprites, spritesheets, and frame animation Work with the event system in Cocos2d-JS Discover the animation
APIs in Cocos2d-JS Leverage the built-in physics engine Who This Book Is For Beginners looking to develop cross-platform mobile/web
games with cocos2d-js, developers with intermediate skills on cocos2d-js looking for the reference.
Master game design and digital art principles simultaneously with this all-in-one guide to creating games in the cutting-edge game engine
Unity 5. Bursting with images and tutorials, Penny de Byl’s Holistic Game Development with Unity will help the reader gain the
multidisciplinary skills needed to succeed in the independent game industry. Holistic Game Development includes new coverage on
Augmented Reality, Networking and Virtual Reality such as the Oculus Rift. Supplementary material, including instructional videos, discussion
forms and art assets are provided in the companion website located at www.holistic3d.com. Learn to combine the beauty of art and the
functionality of programming in de Byl’s second edition for Unity game development. Key Features Art and programming in unison-the only
one-stop shop for individual developers and small teams looking to tackle both tasks. Proven step-by-step tutorials show you how to design
and structure an entire game in Unity with art assets. Revised to cover the Unity 5 game engine. New coverage of Augmented Reality,
Networking, and Virtual Reality. An introduction to essential two- and three-dimensional mathematical and physics concepts. A portfolio of
royalty free reusable game mechanics. Revamped and expanded accompanying web site, www.holistic3d.com, features project source code,
instructional videos, art assets, author blog, and discussion forums. Additional challenge questions and lesson plans are available online for
an enhanced learning experience.
buku ini membahas tentang proses desain, prinsip desain game HTML 5 sampai dengan proses pemrograman dengan aplikasi yang mudah
didapatkan dan gratis. Pembahasan dalam bentuk teori dan praktik, dilengkapi dengan penjelasan ditiap-tiap program, dengan langkahlangkah yang paling mudah untuk diikuti oleh semua kalangan. Pembahasan meliputi game shot'em up, game platformer, game puzzle dan
boardgame
Make the most of HTML5 techniques to create exciting games from scratch Get to grips with the latest HTML5, Canvas, CSS, and JavaScript
techniques Learn to create exciting puzzle games, action games, multiplayer, and Box2D physics A task-based approach to achieve practical
skills required for game development In Detail HTML5 is a markup language used to structure and present content for the World Wide Web
and is a core technology of the Internet. It is supported across different platforms and is also supported by various browsers. Its innovative
features, such as canvas, audio, and video elements, make it an excellent game building tool. HTML5 Game Development by Example
Beginner's Guide Second Edition is a step-by-step tutorial that will help you create several games from scratch, with useful examples.
Starting with an introduction to HTML5, the chapters of this book help you gain a better understanding of the various concepts and features of
HTML5. By the end of the book, you'll have the knowledge, skills, and level of understanding you need to efficiently develop games over the
network using HTML5. What You Will Learn Build real-time network multiplayer games Add physics to your canvas games by using the
Box2D physics engine Build a CSS3-driven card game with transform and 3D flipping effects Learn to add sounds to your games Make a
drawing tool in Canvas Create multiple layers in a canvas game Store game data persistently by using local storage Use sprite sheets to
create frame-based animation Downloading the example code for this book You can download the example code files for all Packt books you
have purchased from your account at http://www.PacktPub.com. If you purchased this book elsewhere, you can visit
http://www.PacktPub.com/support and register to have the files e-mailed directly to you.
Have you ever wanted to include believable physical behaviors in your games and projects to give them that extra edge? Physics for
JavaScript Games, Animation, and Simulations teaches you how to incorporate real physics, such as gravity, friction, and buoyancy, into your
HTML5 games, animations, and simulations. It also includes more advanced topics, such as particle systems, which are essential for creating
effects such as sparks or smoke. The book also addresses the key issue of balancing accuracy and simplicity in your games and simulations,
and the final chapters provide you with the information and the code to make the right choice for your project. Physics for JavaScript Games,
Animation, and Simulations assumes you have a basic knowledge of JavaScript and HTML5. However, no previous knowledge of physics is
required—only some very basic math skills. The authors present everything from basic principles to advanced concepts in an approachable
way, so you’ll be able to follow the logic and easily adapt the principles to your own applications. The book is packed full of practical
examples of how you can apply physics to your own games and applications. Spring behaviors can be used for anything from tweaking
lowrider suspension to creating cloth simulation; flotation mechanics enable the simulation of submersibles or dirigibles; you can even create
your own solar system with accurate orbits and gravity. It doesn’t matter if you’re modeling the Lorentz force in an electromagnetic field or
you’re modeling the lift force in a flight simulator, Physics for JavaScript Games, Animation, and Simulations enables you to fill your games
and applications with accurate and realistic effects.
Build and Distribute Your Game Using an HTML5 Game Engine As mobile hardware improves, HTML5 is gradually being used for gaming
apps and a growing industry of game engines has begun to support it. HTML5 Game Engines: App Development and Distribution presents an
introduction to development with HTML5 game engines as well as an in-depth look at popular engines. Along with downloadable example
projects for each engine, the book provides techniques for packaging and distributing the final app to all the major platforms. Get Hands-On
Guidance through Practical Techniques and Examples The book is divided into three parts. The first one covers the essentials of HTML5,
discusses development strategies and techniques, and takes you through a basic pong game running in the browser with no dependencies.
The second part implements four games using the Crafty, EaselJS, Impact, and Turbulenz game engines. In the third part, the author
describes how several of these games are distributed on platforms, such as the Chrome Web Store, Apple iOS App Store, Google Play
Store, and Facebook.
Foundation HTML5 Animation with JavaScript covers everything that you need to know to create dynamic scripted animation using the
HTML5 canvas. It provides information on all the relevant math you'll need, before moving on to physics concepts like acceleration, velocity,
easing, springs, collision detection, conservation of momentum, 3D, and forward and inverse kinematics. Foundation HTML5 Animation with
JavaScript is a fantastic resource for all web developers working in HTML5 or switching over from Flash to create standards-compliant
games, applications, and animations that will work across all modern browsers and most mobile devices, including iPhones, iPads, and
Android devices. You will learn how to utilize the amazing animation and physics-based code originally created by author Keith Peters in his
hugely successful Foundation ActionScript Animation in all of your HTML5 applications. In no time at all, you'll understand the concepts
behind scripted animation and also have the ability to create all manner of exciting animations and games.
Master the most important skills and techniques you need to know for professional HTML5 and JavaScript 2D game development. This book
delves into many of the great classic techniques of video game design. You’ll discover how to develop games and game levels using Tiled
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Editor, how to implement tile-based collision, how to design advanced pathfinding and enemy AI systems, the fundamentals of broad-phase
collision, and how to make isometric games. All the techniques and supporting code are explained in an easy-to-understand manner and
written in a general way so that they can be applied to any game engine or technology that you’re comfortable using. You'll find detailed
working examples, with dozens of illustrations and many concepts you can freely apply to your own projects. All the math and programming
techniques are elaborately explained and examples are open-ended to encourage you to think of original ways to use these techniques in
your own games. You can use what you learn in this book as the basis for making games for desktops, mobile phones, tablets, or the Web.
The Advanced Game Developer's Toolkit is a great next step if you already have some JavaScript game-making- experience, or a great
continuation if you've already read Advanced Game Design with HTML5 and JavaScript by the same author. What You'll Learn Work with
advanced tile-based design techniques for puzzle, platform and maze games Use Tiled Editor to build game worlds Build path-finding and AI
systems using Line of Sight and A* (A-Star) Make isometric games Manage complexity to build games of any size that scale seamlessly Who
This Book Is For Video game developers with some experience who want to learn the essential techniques they need to know to take their
skills to the next level and for readers who want to understand and fine-tune every line of code they write, without resorting to quick fixes.
Build your next game on a bigger scale with Pro HTML5 Games. This essential book teaches you to master advanced game programming in
HTML5. You’ll learn techniques that you can transfer to any area of HTML5 game development to make your own professional HTML5
games. Led by an expert game programmer, you’ll build two complete games in HTML5: a strategy puzzle game based on the Box2d
physics engine and in the style of Angry Birds and a real-time strategy (RTS) game complete with units, buildings, path-finding, artificial
intelligence, and multiplayer support. This new and fully updated second edition now includes chapters on mobile game development and an
essential game developer's toolkit. Understand how to develop complex, bolder games and become an HTML5 games pro using Pro HTML5
Games today. What You'll Learn Create realistic physics in your game by incorporating the Box2d physics engine Design large worlds with
lots of characters and let users interact with them Use sprite sheets, panning, parallax scrolling, and sound effects to build a more polished
game Incorporate pathfinding and steering to help characters navigate through your world Create challenging levels with intelligent enemies
by using decision trees, state machines, and scripted events Add multiplayer in your games using Node.js and the WebSocket API
Building JavaScript Games teaches game programming through a series of engaging, arcade-style games that quickly expand your
JavaScript and HTML5 skills. JavaScript is in the top ten most-used programming languages world wide, and is the basis for applications that
can run in any modern browser, on any device from smart phone to tablet to PC. Especial emphasis is given to touch-based interface, but all
games also run using a regular mouse and keyboard setup. The four games you’ll develop from reading this book are: Painter Jewel Jam
Penguin Pairs Tick Tick These four games are casual, arcade-style games representing the aim-and-shoot, puzzle, maze, and platform styles
of game play. The approach in Building JavaScript Games follows the basic structure of a game rather than the syntax of a language. From
almost the very first chapter you are building games to run on your phone or other device and show to your friends. Successive projects teach
about handling player input, manipulating game objects, designing game worlds, managing levels, and realism through physics. All told,
you’ll develop four well-designed games, making Building JavaScript Games one of the most enjoyable ways there is to learn about
programming browser-based games. The final chapters in the book contain a very nice bonus of sorts. In them you will find excerpts from
interviews with two prominent people from the game industry: Mark Overmars, who is CTO of Tingly Games and creator of GameMaker, and
Peter Vesterbacka, the CMO of Rovio Entertainment - the creators of the Angry Birds franchise. Their insight and perspective round off what
is already a fun and valuable book.
Create and display interactive graphics, build scenes and animated transitions, make cross-platform, responsive games and applications for
multiple screen resolutions, and use Pixi.js’s spectacular WebGL rendering effects. Learn how to create applications for desktop and touchscreen devices, and how to use the best open-source plugins to extend Pixi.js’s capabilities in a myriad of exciting ways. If you've ever
wondered what you need to know to start making games, or what technology you need to build high-performance mobile apps, this book will
show you the way. Learn Pixi.js is your one-stop shop for everything you need to know to quickly start making spectacular cross-platform
interactive games and animations. Take a step-by-step tour of Pixi.js's features by building fun game projects. Learn how to use Pixi.js to
make richly interactive graphics and all kind of cross-platform applications. Learn Pixi.js is a fun and practical brief introduction to using the
powerful Pixi.js graphics-rendering engine for making websites, games and mobile apps.
Experience the thrill of crafting your own HTML5 game with Phaser.js game engine. HTML5 and modern JavaScript game engines have
helped revolutionized web based games. Each chapter in An Introduction to HTML5 Game Development with Phaser.js showcases a sample
game that illustrates an aspect of Phaser.js (now Lazer.js) that can be used as is, or in remixed games of the developer’s design. Each of
these examples help the reader to understand how to optimize JavaScript game development with modern project tooling like Grunt and
Bower. Though the world of HTML game development continues to grow and evolve, An Introduction to HTML5 Game Development with
Phaser.js, provides a grounded resource and vital learning tool to anyone looking to optimize web game development process.
Printed in full color. You know what's even better than playing games? Creating your own. Even if you're an absolute beginner, this book will
teach you how to make your own online games with interactive examples. You'll learn programming using nothing more than a browser, and
see cool, 3D results as you type. You'll learn real-world programming skills in a real programming language: JavaScript, the language of the
web. You'll be amazed at what you can do as you build interactive worlds and fun games. You'll jump right in and write games and
simulations while learning programming fundamentals. You'll use the ICE Code Editor, which was created especially for this book to make it
easy for you to get started with JavaScript programming. With the ICE Editor, you'll see the results of your work right away. Want a red
donut? You can make hundreds of them, spinning around like crazy right next to the code you just typed. You'll do hands-on coding in every
chapter. You'll start by building simple animated shapes, then make your own player--who can do cartwheels! You'll learn how to build your
own games from start to finish, including a monster eating fruit, a cave puzzle, and rafting on a river. You'll animate simple shapes to create a
model of the solar system, and make your own website so that you can show off your games with your friends. If you just want to make
games, jump to the lessons focusing on projects. To understand some of the theory better or if you need some help with functions, turn to the
chapters that explain the programming concepts. We'll walk you carefully through all the math needed to bring games to life. Best of all, you
get to create awesome games and say, "I made this!"

Make your WebAssembly journey fun while making a game with it Key Features Create a WebAssembly game that implements
sprites, animations, physics, particle systems, and other game development fundamentals Get to grips with advanced game
mechanics in WebAssembly Learn to use WebAssembly and WebGL to render to the HTML5 canvas element Book Description
Within the next few years, WebAssembly will change the web as we know it. It promises a world where you can write an
application for the web in any language, and compile it for native platforms as well as the web. This book is designed to introduce
web developers and game developers to the world of WebAssembly by walking through the development of a retro arcade game.
You will learn how to build a WebAssembly application using C++, Emscripten, JavaScript, WebGL, SDL, and HTML5. This book
covers a lot of ground in both game development and web application development. When creating a game or application that
targets WebAssembly, developers need to learn a plethora of skills and tools. This book is a sample platter of those tools and
skills. It covers topics including Emscripten, C/C++, WebGL, OpenGL, JavaScript, HTML5, and CSS. The reader will also learn
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basic techniques for game development, including 2D sprite animation, particle systems, 2D camera design, sound effects, 2D
game physics, user interface design, shaders, debugging, and optimization. By the end of the book, you will be able to create
simple web games and web applications targeting WebAssembly. What you will learn Build web applications with near-native
performance using WebAssembly Become familiar with how web applications can be used to create games using HTML5 Canvas,
WebGL, and SDL Become well versed with game development concepts such as sprites, animation, particle systems, AI, physics,
camera design, sound effects, and shaders Deploy C/C++ applications to the browser using WebAssembly and Emscripten
Understand how Emscripten HTML shell templates, JavaScript glue code, and a WebAssembly module interact Debug and
performance tune your WebAssembly application Who this book is for Web developers and game developers interested in
creating applications for the web using WebAssembly. Game developers interested in deploying their games to the web Web
developers interested in creating applications that are potentially orders of magnitude faster than their existing JavaScript web
apps C/C++ developers interested in using their existing skills to deploy applications to the web
This book constitutes the refereed proceedings of the 5th International Conference on Serious Games Development and
Applications, SGDA 2014, held in Berlin, Germany, in October 2014. The 14 revised full papers presented together with 4 short
papers were carefully reviewed and selected from 31 submissions. The focus of the papers was on the following: games for
health, games for medical training, serious games for children, music and sound effects, games for other purposes, and game
design and theories.
Using Scalable Vector Graphics (SVG) for illustrations only scratches the surface of this format’s potential on the web. With this
practical guide, you’ll learn how to use SVG not only for illustrations but also as graphical documents that you can integrate into
complex HTML5 web pages, and style with custom CSS. Web developers will discover ways to adapt designs by adding data
based graphics, dynamic styles, interaction, or animation. Divided into five parts, this book includes: SVG on the web: Understand
how SVG works with HTML, CSS, and JavaScript to define graphics Drawing with markup: Learn the vector language of x and y
coordinates that let SVG create basic and custom shapes Putting graphics in their place: Use the coordinate system to draw SVG
shapes and text at different scales and positions Artistic touches: Explore how color is used, how strokes are created and
manipulated, and how graphical effects like filters, clipping, and masking are applied SVG as an application: Make your graphic
more accessible to humans and computers, and learn how to make it interactive or animated
Ambient Diagnostics addresses innovative methods for discovering patterns from affordable devices, such as mobile phones,
watches, cameras, and game interfaces, to interpret multimedia data for personal health monitoring and diagnosis. This is the first
comprehensive textbook on multidisciplinary innovations in affordable healthcare—from sensory fusion, pattern detection, to
classification. Connecting the Dots The material in this book combines sensing, pattern recognition, and visual design, and is
divided into four parts, which cover fundamentals, multimedia intelligence, pervasive sensors, and crowdsourcing. The author
describes basic pattern discovery models, sound, color, motion and video analytics, and pattern discovery from games and social
networks. Each chapter contains the material’s main concepts, as well as case studies, and extensive study questions. Contains
overviews about diagnostic sensors on mobile phones Reflects the rapidly growing platforms for remote sensing, gaming, and
social networking Incorporates cognitive tests such as fatigue detection Includes pseudo code and sample code Provides vision
algorithms and multimedia analytics Covers Multimedia Intelligence Extensively Ambient Diagnostics includes concepts for
ambient technologies such as point-and-search, the pill camera, active sensing with Kinect, digital human labs, negative and
relative feature spaces, and semantic representations. The book also introduces methods for collective intelligence from online
video games and social media.
Foundation Game Design with HTML5 and JavaScript teaches you everything you need to know about how to make video games.
If you’ve never done any programming before and don’t know where to start, this book will show you how to make games from
start to finish. You’ll learn all the latest programming technologies (HTML5, CSS, and JavaScript) to create your games. All written
in a fun and friendly style with open-ended projects that encourage you to build your own original games. Foundation Game
Design with HTML5 and JavaScript starts by showing you how you can use basic programing to create logic games, adventure
games, and create interactive game graphics. Design a game character, learn to control it with the keyboard, mouse, or touch
screen interface, and then learn how to use collision detection to build an interactive game world. You’ll learn to make maze
games, platform jumping games, and fast paced action games that cover all the popular genres of 2D gaming. Create intelligent
enemies, use realistic physics, sound effects and music, and learn how to animate game characters. Whether you're creating
games for the web or mobile devices, everything you need to get started on a career as a game designer is right here. Focused
and friendly introduction to making games with HTML5. Essential programming and graphic design techniques for building games,
with each chapter gently building on the skills of preceding chapters. Detailed case studies demonstrating techniques that can be
used for making games in a wide variety of genres.
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