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Architects use CAD to help them visualize their ideas. Parametric design is a fastgrowing development of CAD that lets architects and designers specify the key
parameters of their model and make changes interactively. Whenever changes
are made the rest of the model updates automatically. Through a detailed
description of various parametric, generative and algorithmic techniques, this
book provides a practical guide to generating geometric and topological solutions
for various situations, including explicit step-by-step tutorials. While the
techniques and algorithms can be generalized to suit to any parametric
environment, the book illustrates its concepts using the scripting languages of
one of the most powerful 3D visualization and animation design software systems
(Autodesk 3ds Max MAXScript), one of the most popular open-source Javabased scripting environments (Processing), and a brand new language
specifically tailored for parametric and generative design (Autodesk
DesignScript). This clear, accessible book will have a wide appeal to students
and practitioners who would like to experiment with parametric techniques.
Explaining why object-oriented programming is so important today, Wright leads
the reader into the realm of actual development by using real-world examples to
demonstrate the sort of problems that programmers come up against every day.
The book explores the technical as well as cultural imaginaries of programming
from its insides, demonstrating the reflexive practice of aesthetic programming, to
understand and question existing technological objects and paradigms.
This book constitutes the refereed proceedings of the Second International
Workshop on Simulation Science, held in Clausthal-Zellerfeld, in May 2019. The
12 full papers were carefully reviewed and selected from 47 submissions. The
papers are organized according to the following topics: optimization and
distributed simulations; simulation of materials; self-organized and porous
structures; simulation of materials: finite element and multiscale methods.
A bold and unprecedented look at a cutting-edge movement in architecture
Toward a Living Architecture? is the first book-length critique of the emerging
field of generative architecture and its nexus with computation, biology, and
complexity. Starting from the assertion that we should take generative architects’
rhetoric of biology and sustainability seriously, Christina Cogdell examines their
claims from the standpoints of the sciences they draw on—complex systems
theory, evolutionary theory, genetics and epigenetics, and synthetic biology. She
reveals significant disconnects while also pointing to approaches and projects
with significant potential for further development. Arguing that architectural
design today often only masquerades as sustainable, Cogdell demonstrates how
the language of some cutting-edge practitioners and educators can mislead
students and clients into thinking they are getting something biological when they
are not. In a narrative that moves from the computational toward the biological
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and from current practice to visionary futures, Cogdell uses life-cycle analysis as
a baseline for parsing the material, energetic, and pollution differences between
different digital and biological design and construction approaches. Contrary to
green-tech sustainability advocates, she questions whether quartzite-based
silicon technologies and their reliance on rare earth metals as currently designed
are sustainable for much longer, challenging common projections of a
computationally designed and manufactured future. Moreover, in critiquing
contemporary architecture and science from a historical vantage point, she
reveals the similarities between eugenic design of the 1930s and the aims of
some generative architects and engineering synthetic biologists today. Each
chapter addresses a current architectural school or program while also exploring
a distinct aspect of the corresponding scientific language, theory, or practice. No
other book critiques generative architecture by evaluating its scientific rhetoric
and disjunction from actual scientific theory and practice. Based on the author’s
years of field research in architecture studios and biological labs, this rare, fieldbuilding book does no less than definitively, unsparingly explain the role of the
natural sciences within contemporary architecture.
Features forty-six projects that showcase how recent developments in math and
physics are being applied to architecture.
Generating form is one of the most fundamental aspects of architectural
education and practice. While new computational tools are enabling ever more
unpredictable forms, critics argue that this leads to a disconnection between
architectural output and its context. This attractive, pocket-sized book uses 11
different architectural projects to explore how generative design processes can
integrate digital as well as physical design tools and techniques to produce
innovative forms that cohere with structural and material principles, performance
and context. Illustrated with drawings, computer images and models, this
stimulating, accessible handbook of ideas provides a guide for students as well
as an inspiration for practising architects.
This book constitutes the refereed proceedings of the IFIP TC 5, WG 8.4, 8.9,
12.9 International Cross-Domain Conference for Machine Learning and
Knowledge Extraction, CD-MAKE 2018, held in Hamburg, Germany, in
September 2018. The 25 revised full papers presented were carefully reviewed
and selected from 45 submissions. The papers are clustered under the following
topical sections: MAKE-Main Track, MAKE-Text, MAKE-Smart Factory, MAKETopology, and MAKE Explainable AI.
Generative DesignVisualize, Program, and Create with ProcessingPrinceton Architectural
Press
Finally, a book on creative programming, written directly for artists and designers! Rather than
following a computer science curriculum, this book is aimed at creatives who are working in the
intersection of design, art, and education. In this book you'll learn to apply computation into the
creative process by following a four-step process, and through this, land in the cross section of
coding and art, with a focus on practical examples and relevant work structures. You'll follow a
real-world use case of computation art and see how it relates back to the four key pillars, and
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addresses potential pitfalls and challenges in the creative process. All code examples are
presented in a fully integrated Processing example library, making it easy for readers to get
started. This unique and finely balanced approach between skill acquisition and the creative
process and development makes Coding Art a functional reference book for both creative
programming and the creative process for professors and students alike. What You’ll Learn
Review ideas and approaches from creative programming to different professional domains
Work with computational tools like the Processing language Understand the skills needed to
move from static elements to animation to interaction Use interactivity as input to bring creative
concepts closer to refinement and depth Simplify and extend the design of aesthetics, rhythms,
and smoothness with data structures Leverage the diversity of art code on other platforms like
the web or mobile applications Understand the end-to-end process of computation art through
real world use cases Study best practices, common pitfalls, and challenges of the creative
process Who This Book Is For Those looking to see what computation and data can do for
their creative expression; learners who want to integrate computation and data into their
practices in different perspectives; and those who already know how to program, seeking
creativity and inspiration in the context of computation and data.
Geometric Computation: Foundations for Design describes the mathematical and
computational concepts that are central to the practical application of design computation in a
manner tailored to the visual designer. Uniquely pairing key topics in code and geometry, this
book develops the two key faculties required by designers that seek to integrate computation
into their creative practice: an understanding of the structure of code in object-oriented
programming, and a proficiency in the fundamental geometric constructs that underlie much of
the computational media in visual design.
A Gentle Introduction to Creative Coding with P5js. A fun step-by-step gentle introduction to
creating digital art with computers, designed especially for: artists new to coding art, design
and digital media students, technologists wanted to explore their creativity teachers and
parents seeking more visual and exciting approaches to teaching computer science Starting
from the very basics, we'll learn to: understand how computers create digital images code with
a popular computer language designed for artists, called Processing, enabled for the web with
p5js develop and appreciate algorithms, mathematical recipes, which can create surprisingly
beautiful art easily share your code and art on the web, potentially reaching an audience of
billions of internet users We'll discover and practice basic computer graphics techniques,
explore simple algorithms that create interesting visual forms, and work through example
projects to experience the process of developing algorithmic art from inspiration, through
problem solving, to final refinement. By the end of the course, you will be coding confidently,
appreciating the beauty of mathematics and wanting to explore more advanced ideas and
methods.
Generative design, once known only to insiders as a revolutionary method of creating artwork,
models, and animations with programmed algorithms, has in recent years become a popular
tool for designers. By using simple languages such as JavaScript in p5.js, artists and makers
can create everything from interactive typography and textiles to 3D-printed furniture to
complex and elegant infographics. This updated volume gives a jump-start on coding
strategies, with step-by-step tutorials for creating visual experiments that explore the
possibilities of color, form, typography, and images. Generative Design includes a gallery of allnew artwork from a range of international designers—fine art projects as well as commercial
ones for Nike, Monotype, Dolby Laboratories, the musician Bjork, and others.
Systematically examining current methods and strategies, this ready reference covers a wide
range of molecular structures, from organic-chemical drugs to peptides, Proteins and nucleic
acids, in line with emerging new drug classes derived from biomacromolecules. A leader in the
field and one of the pioneers of this young discipline has assembled here the most prominent
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experts from across the world to provide first-hand knowledge. While most of their methods
and examples come from the area of pharmaceutical discovery and development, the
approaches are equally applicable for chemical probes and diagnostics, pesticides, and any
other molecule designed to interact with a biological system. Numerous images and
screenshots illustrate the many examples and method descriptions. With its broad and
balanced coverage, this will be the firststop resource not only for medicinal chemists,
biochemists and biotechnologists, but equally for bioinformaticians and molecular designers for
many years to come. From the content: * Reaction-driven de novo design * Adaptive methods
in molecular design * Design of ligands against multitarget profiles * Free energy methods in
ligand design * Fragment-based de novo design * Automated design of focused and target
family-oriented compound libraries * Molecular de novo design by nature-inspired computing *
3D QSAR approaches to de novo drug design * Bioisosteres in de novo design * De novo
design of peptides, proteins and nucleic acid structures, including RNA aptamers and many
more.
Processing opened up the world of programming to artists, designers, educators, and
beginners. The Processing.py Python implementation of Processing reinterprets it for today's
web. This short book gently introduces the core concepts of computer programming and
working with Processing. Written by the co-founders of the Processing project, Reas and Fry,
along with co-author Allison Parrish, Getting Started with Processing.py is your fast track to
using Python's Processing mode.
Generative art is the art of the algorithm where artists must carefully design the nature of their
work, and then implement it as a computer program. In the book, J.R. Parker presents
computer programming concepts and generative art principles as a way to create algorithmic
computer art using art and design best practices. In addition, readers have access to program
codes and video tutorials through the book's web site at http: //genart.ca.
Creating Procedural Artworks with Processing - A Holistic Guide, is for those seeking to learn
computer programming from the very basics to the more advanced concepts. It uses the
Processing language (processing.org) to visualise the concepts through the production of
computer graphics that illustrate the coding principles while being artworks in their own right.
This book started as a set of tutorials for university level multimedia students to introduce them
to computer programming through the development of artworks. It's therefore presented in a
non-threatening way that will ease the reader into programming. This book has been written for
absolute beginners who want to learn to program. It approaches coding through a unique
combination of teaching programming while keeping in mind the principles of design and
mathematics. All these elements are essential in a global economy filled with electronic
interactive experiences and virtual reality. The chapters are organised to weave together
programming functionality and design principles presenting one concept at a time, with multiple
hands on exercises in each chapter. Special features include: * 10 chapters building on each
other one concept at a time. * 20 practical laboratories for exploring digital art and
programming concepts. * Over 35 detailed step by step hands on activities. * Over 95
questions to test your understanding. * Answers to all exercises and questions. For more
information visit: http://holistic3d.com/creating-procedural-artworks/ Experience Processing in
action at http://holistic3d.com/processing
Processing: Creative Coding and Generative Art in Processing 2 is a fun and creative
approach to learning programming. Using the easy to learn Processing programming
language, you will quickly learn how to draw with code, and from there move to animating in
2D and 3D. These basics will then open up a whole world of graphics and computer
entertainment. If you’ve been curious about coding, but the thought of it also makes you
nervous, this book is for you; if you consider yourself a creative person, maybe worried
programming is too non-creative, this book is also for you; if you want to learn about the latest
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Processing 2.0 language release and also start making beautiful code art, this book is also
definitely for you. You will learn how to develop interactive simulations, create beautiful
visualizations, and even code image-manipulation applications. All this is taught using handson creative coding projects. Processing 2.0 is the latest release of the open-source Processing
language, and includes exciting new features, such as OpenGL 2 support for enhanced 3D
graphics performance. Processing: Creative Coding and Generative Art in Processing 2 is
designed for independent learning and also as a primary text for an introductory computing
class. Based on research funded by the National Science Foundation, this book brings
together some of the most engaging and successful approaches from the digital arts and
computer science classrooms. Teaches you how to program using a fun and creative
approach. Covers the latest release of the Processing 2.0 language. Presents a research
based approach to learning computing.
First Processing book on the market Processing is a nascent technology rapidly increasing in
popularity Links with the creators of Processing will help sell the book
D-B A uses real-world plans to digitally model experimental forms for architectural spaces,
structures and surfaces. D-B A discusses the potential for growing new architecture and
merging that process with natural observation to achieve biomimetic results.
Some architects dream of 3D-printing houses. Some even fantasise about 3D-printing entire
cities. But what is the real potential of 3D printing for architects? This issue focuses on another
strand of 3D-printing practice emerging among architects operating at a much smaller scale
that is potentially more significant. Several architects have been working with the fashion
industry to produce some exquisitely designed 3D-printed wearables. Other architects have
been 3D-printing food, jewellery and other items at the scale of the human body. But what is
the significance of this work? And how do these 3D-printed body-scale items relate to the
discipline of architecture? Are they merely a distraction from the real business of the architect?
Or do they point towards a new form of proto-architecture – like furniture, espresso makers and
pavilions before them – that tests out architectural ideas and explores tectonic properties at a
smaller scale? Or does this work constitute an entirely new arena of design? In other words, is
3D printing at the human scale to be seen as a new genre of 'body architecture'? This issue
contains some of the most exciting work in this field today, and seeks to chart and analyse its
significance. Contributors include: Paola Antonelli/MoMA, Francis Bitonti, Niccolo Casas,
Behnaz Farahi, Madeline Gannon, Eric Goldemberg/MONAD Studio, Kyle von Hasseln/3D
Systems Culinary Lab, Rem D Koolhaas, Julia K?rner, Neil Leach, Steven Ma/Xuberance, Neri
Oxman/MIT Media Lab, Ronald Rael and Virginia San Fratello, Gilles Retsin, Jessica
Rosenkrantz/Nervous System, and Patrik Schumacher/Zaha Hadid Architects.
The deployment of intelligent systems to tackle complex processes is now commonplace in
many fields from medicine and agriculture to industry and tourism. This book presents scientific
contributions from the 1st International Conference on Applications of Intelligent Systems
(APPIS 2018) held at the Museo Elder in Las Palmas de Gran Canaria, Spain, from 10 to 12
January 2018. The aim of APPIS 2018 was to bring together scientists working on the
development of intelligent computer systems and methods for machine learning, artificial
intelligence, pattern recognition, and related techniques with an emphasis on their application
to various problems. The 34 peer-reviewed papers included here cover an extraordinarily wide
variety of topics – everything from semi-supervised learning to matching electro-chemical
sensor information with human odor perception – but what they all have in common is the
design and application of intelligent systems and their role in tackling diverse and complex
challenges. The book will be of particular interest to all those involved in the development and
application of intelligent systems.
At the crossroads of art and science, Beautiful Brain presents Nobel Laureate Santiago Ramón
y Cajal’s contributions to neuroscience through his groundbreaking artistic brain imagery.
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Santiago Ramón y Cajal (1852–1934) was the father of modern neuroscience and an
exceptional artist. He devoted his life to the anatomy of the brain, the body’s most complex
and mysterious organ. His superhuman feats of visualization, based on fanatically precise
techniques and countless hours at the microscope, resulted in some of the most remarkable
illustrations in the history of science. Beautiful Brain presents a selection of his exquisite
drawings of brain cells, brain regions, and neural circuits with accessible descriptive
commentary. These drawings are explored from multiple perspectives: Larry W. Swanson
describes Cajal’s contributions to neuroscience; Lyndel King and Eric Himmel explore his
artistic roots and achievement; Eric A. Newman provides commentary on the drawings; and
Janet M. Dubinsky describes contemporary neuroscience imaging techniques. This book is the
companion to a traveling exhibition opening at the Weisman Art Museum in Minneapolis in
February 2017, marking the first time that many of these works, which are housed at the
Instituto Cajal in Madrid, have been seen outside of Spain. Beautiful Brain showcases Cajal’s
contributions to neuroscience, explores his artistic roots and achievement, and looks at his
work in relation to contemporary neuroscience imaging, appealing to general readers and
professionals alike.
With p5.js, you can think of your entire Web browser as your canvas for sketching with code!
Learn programming the fun way--by sketching with interactive computer graphics! Getting
Started with p5.js contains techniques that can be applied to creating games, animations, and
interfaces. p5.js is a new interpretation of Processing written in JavaScript that makes it easy
to interact with HTML5 objects, including text, input, video, webcam, and sound. Like its older
sibling Processing, p5.js makes coding accessible for artists, designers, educators, and
beginners. Written by the lead p5.js developer and the founders of Processing, this book
provides an introduction to the creative possibilities of today's Web, using JavaScript and
HTML. With Getting Started with p5.js, you'll: Quickly learn programming basics, from variables
to objects Understand the fundamentals of computer graphics Create interactive graphics with
easy-to-follow projects Learn to apply data visualization techniques Capture and manipulate
webcam audio and video feeds in the browser

Presents a comprehensive history of graphic design and printing, from 1700 to
1914.
"This book helps designers realize the potential of the parameter in their work. It
combines the basic ideas of parametric systems with equally basic ideas from
both geometry and computer programming. It uses design patterns as its main
tool. A pattern is a generic solution to a shared problem. Using patterns to think
and work will help designers master the new complexity imposed on them by
parametric modeling. This book explains how to think, model and conceive
comples parametric designs. Through design patterns and many examples, it
shows designers how to lift their knowledge and skill out of the CAD toolbox into
higher levels of design thinking and action."--Back cover.
This book explores computation as a medium for drawing. Exercises, essays,
algorithms, diagrams, and drawings are woven together to offer instruction,
insight, and theories that are valuable to practicing architects, artists, and
scholars.
In April 1991 BusinessWeek ran a cover story entitled, â€œI Can't Work This
?#!!@ Thing,â€ about the difficulties many people have with consumer products,
such as cell phones and VCRs. More than 15 years later, the situation is much
the sameâ€"-but at a very different level of scale. The disconnect between people
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and technology has had society-wide consequences in the large-scale system
accidents from major human error, such as those at Three Mile Island and in
Chernobyl. To prevent both the individually annoying and nationally significant
consequences, human capabilities and needs must be considered early and
throughout system design and development. One challenge for such
consideration has been providing the background and data needed for the
seamless integration of humans into the design process from various
perspectives: human factors engineering, manpower, personnel, training, safety
and health, and, in the military, habitability and survivability. This collection of
development activities has come to be called human-system integration (HSI).
Human-System Integration in the System Development Process reviews in detail
more than 20 categories of HSI methods to provide invaluable guidance and
information for system designers and developers.
Learning Processing, Second Edition, is a friendly start-up guide to Processing, a
free, open-source alternative to expensive software and daunting programming
languages. Requiring no previous experience, this book is for the true
programming beginner. It teaches the basic building blocks of programming
needed to create cutting-edge graphics applications including interactive art, live
video processing, and data visualization. Step-by-step examples, thorough
explanations, hands-on exercises, and sample code, supports your learning
curve. A unique lab-style manual, the book gives graphic and web designers,
artists, and illustrators of all stripes a jumpstart on working with the Processing
programming environment by providing instruction on the basic principles of the
language, followed by careful explanations of select advanced techniques. The
book has been developed with a supportive learning experience at its core. From
algorithms and data mining to rendering and debugging, it teaches objectoriented programming from the ground up within the fascinating context of
interactive visual media. This book is ideal for graphic designers and visual artists
without programming background who want to learn programming. It will also
appeal to students taking college and graduate courses in interactive media or
visual computing, and for self-study. A friendly start-up guide to Processing, a
free, open-source alternative to expensive software and daunting programming
languages No previous experience required—this book is for the true
programming beginner! Step-by-step examples, thorough explanations, hands-on
exercises, and sample code supports your learning curve
The three-volume set LNCS 10288, 10289, and 10290 constitutes the
proceedings of the 6th International Conference on Design, User Experience,
and Usability, DUXU 2017, held as part of the 19th International Conference on
Human-Computer Interaction, HCII 2017, in Vancouver, BC, Canada, in July
2017, jointly with 14 other thematically similar conferences. The total of 1228
papers presented at the HCII 2017 conferences were carefully reviewed and
selected from 4340 submissions. These papers address the latest research and
development efforts and highlight the human aspects of design and use of
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computing systems. The papers accepted for presentation thoroughly cover the
entire field of Human-Computer Interaction, addressing major advances in
knowledge and effective use of computers in a variety of application areas. The
total of 168 contributions included in the DUXU proceedings were carefully
reviewed and selected for inclusion in this three-volume set. LNCS 10288: The
56 papers included in this volume are organized in topical sections on design
thinking and design philosophy; aesthetics and perception in design; user
experience evaluation methods and tools; user centered design in the software
development lifecycle; DUXU education and training. LNCS 10289: The 56
papers included in this volume are organized in topical sections on persuasive
and emotional design; mobile DUXU; designing the playing experience;
designing the virtual, augmented and tangible experience; wearables and fashion
technology. LNCS 10290: The 56 papers included in this volume are organized in
topical sections on information design; understanding the user; DUXU for
children and young users; DUXU for art, culture, tourism and environment; DUXU
practice and case studies.
The colorful charts, graphs, and maps presented at the 1900 Paris Exposition by
famed sociologist and black rights activist W. E. B. Du Bois offered a view into
the lives of black Americans, conveying a literal and figurative representation of
"the color line." From advances in education to the lingering effects of slavery,
these prophetic infographics —beautiful in design and powerful in content—make
visible a wide spectrum of black experience. W. E. B. Du Bois's Data Portraits
collects the complete set of graphics in full color for the first time, making their
insights and innovations available to a contemporary imagination. As Maria
Popova wrote, these data portraits shaped how "Du Bois himself thought about
sociology, informing the ideas with which he set the world ablaze three years
later in The Souls of Black Folk."
How can we capture the unpredictable evolutionary and emergent properties of
nature in software? How can understanding the mathematical principles behind
our physical world help us to create digital worlds? This book focuses on a range
of programming strategies and techniques behind computer simulations of
natural systems, from elementary concepts in mathematics and physics to more
advanced algorithms that enable sophisticated visual results. Readers will
progress from building a basic physics engine to creating intelligent moving
objects and complex systems, setting the foundation for further experiments in
generative design. Subjects covered include forces, trigonometry, fractals,
cellular automata, self-organization, and genetic algorithms. The book's
examples are written in Processing, an open-source language and development
environment built on top of the Java programming language. On the book's
website (http: //www.natureofcode.com), the examples run in the browser via
Processing's JavaScript mode.
Generative design is a revolutionary new method of creating artwork, models, and
animations from sets of rules, or algorithms. By using accessible programming
Page 8/10

Read Book Generative Design Visualize Program And Create With
Processing
languages such as Processing, artists and designers are producing extravagant,
crystalline structures that can form the basis of anything from patterned textiles and
typography to lighting, scientific diagrams, sculptures, films, and even fantastical
buildings. Opening with a gallery of thirty-five illustrated case studies, Generative
Design takes users through specific, practical instructions on how to create their own
visual experiments by combining simple-to-use programming codes with basic design
principles. A detailed handbook of advanced strategies provides visual artists with all
the tools to achieve proficiency. Both a how-to manual and a showcase for recent work
in this exciting new field, Generative Design is the definitive study and reference book
that designers have been waiting for.
An essential guide for teaching and learning computational art and design: exercises,
assignments, interviews, and more than 170 illustrations of creative work. This book is
an essential resource for art educators and practitioners who want to explore code as a
creative medium, and serves as a guide for computer scientists transitioning from
STEM to STEAM in their syllabi or practice. It provides a collection of classic creative
coding prompts and assignments, accompanied by annotated examples of both classic
and contemporary projects, and more than 170 illustrations of creative work, and
features a set of interviews with leading educators. Picking up where standard
programming guides leave off, the authors highlight alternative programming
pedagogies suitable for the art- and design-oriented classroom, including teaching
approaches, resources, and community support structures.
Summary Generative Art presents both the technique and the beauty of algorithmic art.
The book includes high-quality examples of generative art, along with the specific
programmatic steps author and artist Matt Pearson followed to create each unique
piece using the Processing programming language. About the Technology Artists have
always explored new media, and computer-based artists are no exception. Generative
art, a technique where the artist creates print or onscreen images by using computer
algorithms, finds the artistic intersection of programming, computer graphics, and
individual expression. The book includes a tutorial on Processing, an open source
programming language and environment for people who want to create images,
animations, and interactions. About the Book Generative Art presents both the
techniques and the beauty of algorithmic art. In it, you'll find dozens of high-quality
examples of generative art, along with the specific steps the author followed to create
each unique piece using the Processing programming language. The book includes
concise tutorials for each of the technical components required to create the book's
images, and it offers countless suggestions for how you can combine and reuse the
various techniques to create your own works. Purchase of the print book comes with an
offer of a free PDF, ePub, and Kindle eBook from Manning. Also available is all code
from the book. What's Inside The principles of algorithmic art A Processing language
tutorial Using organic, pseudo-random, emergent, and fractal processes
========================================?========= Table of Contents
Part 1 Creative Coding Generative Art: In Theory and Practice Processing: A
Programming Language for ArtistsPart 2 Randomness and Noise The Wrong Way to
Draw A Line The Wrong Way to Draw a Circle Adding Dimensions Part 3 Complexity
Emergence Autonomy Fractals
Discover the alphabet from a bird's-eye view! Geographer and designer duo Benedikt
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Gross and Joey Lee have taken the alphabet to new heights--literally! Using satellite
imagery and computer technology, the pair has discovered "accidental letters" all over
the world: in roads, rivers, buildings, lakes, and more. Take a journey around the Earth
in 26 letters with this special book. "A delightful anytime book with hours of
entertainment"--Booklist
Build several fully functional games as well as a game engine to use for programming
cell phone and mobile games with Beginning Mobile Phone Game Programming! The
included CD provides the tool, code and graphics necessary to complete all exercises
covered in the chapters. Beginning Cell Phone Game Programming demystifies
wireless game programming by providing clear, practical lessons using the J2ME Game
API. You will learn how to use the most popular mobile programming language, Java, to
build compact games that can run on any Java-enabled device, including mobile
phones, pagers and handheld computers. You will also learn to add a splash screen,
create a demo mode, keep track of high scores, and test, debug, and deploy your
games. Topics covered include: How to construct a game engine to drive mobile
games. How to use Java 2 Micro Edition (J2ME) and the Java Game API to get the
most performance out of your mobile games. How to implement sprite animation and
control interactions among moving sprites. How to play sound effects and music in
mobile games. How to take advantage of wireless networks to build mobile multiplayer
games. How to design and develop a variety of different games spanning several video
games genres.
The creator of the designer website, maeda@media, explores the computer as an
artistic medium, recounting how his students and he have rendered some of the most
digitally sophisticated pieces of design in modern history, in a compilation that
showcases some of the ACG's key achievements in the fields of digital typography,
interaction design, education, and more. Original.
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