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Presents an introduction to WebGL development and production concepts to create full
3D applications.
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 coreconcepts 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
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
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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.
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 know, with no unnecessary verbiage. All of the book’s code and live
demonstrations of key techniques are available at corehtml5canvas.com.
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
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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.
Your deadline just got moved up. Your artist has never worked with Flash before. Your
inner programmer is telling you that no OOP is a big Oops! Any Flash developer can
share similar tales of woe. This book breaks down the process of Flash game
development into simple, approachable steps. Never heard of a game loop before? No
idea what a design pattern is? No problem! Chris Griffith gives you real-world expertise,
and real-world code that you can use in your own games. Griffith has been building
games in Flash long enough to know what works and what doesn't. He shows you what
you need to know to get the job done. Griffith covers Flash for the everyday developer.
The average Flash developer doesn't have luxurious timelines, employers who
understand the value of reusability, or the help of an information architect to design a
usable experience. This book helps bridge the gap for these coders who may be used
to C++, Java, or C# and want to move over to Flash. Griffith covers real-world
scenarios pulled from his own experiences developing games for over 10 years in the
industry. The 2nd edition will include: completely new game examples on more
advanced topics like 3D; more robust physics and collision detection; and mobile device
coverage with Android platform development for us on phones and tablets. Also
coverage of the new features available in Flash CS5, Flash Player 10.1, and AIR 2.0
that can be used for game development. The associated web site for the book:
www.flashgamebook.com gets close to 1,000 visits a month. On the site, readers can
find all the source code for the examples, news on industry happenings, updates and
special offers, and a discussion forum to ask questions and share ideas.
Provides information on using HTML5 to build interactive multimedia applications and
computer games, covering such topics as creating bitmap images, manipulating video,
and adding audio.
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
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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.

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 realtime 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
Physics for JavaScript Games, Animation, and SimulationsApress
Annotation The HTML5 canvas is revolutionizing graphics and visualizations on
the Web. Powered by JavaScript, the HTML5 Canvas API enables web
developers to create visualizations and animations right in the browser without
Flash. Although the HTML5 Canvas is quickly becoming the standard for online
graphics and interactivity, many developers fail to exercise all of the features that
this powerful technology has to offer.The HTML5 Canvas Cookbook begins by
covering the basics of the HTML5 Canvas API and then progresses by providing
advanced techniques for handling features not directly supported by the API such
as animation and canvas interactivity. It winds up by providing detailed templates
for a few of the most common HTML5 canvas applicationsdata visualization,
game development, and 3D modeling. It will acquaint you with interesting topics
such as fractals, animation, physics, color models, and matrix mathematics.By
the end of this book, you will have a solid understanding of the HTML5 Canvas
API and a toolbox of techniques for creating any type of HTML5 Canvas
application, limited only by the extent of your imagination.
HTML5 opens up a plethora of new avenues for application and game
development on the web. Games can now be created and interacted with directly
within HTML, with no need for users to download extra plugins, or for developers
to learn new languages. Important new features such as the Canvas tag enable
drawing directly onto the web page. The Audio tag allows sounds to be triggered
and played from within your HTML code, the WebSockets API facilitates real-time
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communication, and the local storage API enables data such as high scores or
game preferences to be kept on a user's computer for retrieval next time they
play. All of these features and many more are covered within The Essential
Guide to HTML5. The book begins at an introductory level, teaching the
essentials of HTML5 and JavaScript through game development. Each chapter
features a familiar game type as its core example, such as hangman, rock-paperscissors, or dice games, and uses these simple constructs to build a solid skillset
of the key HTML5 concepts and features. By working through these hands on
examples, you will gain a deep, practical knowledge of HTML5 that will enable
you to build your own, more advanced games and applications. Concepts are
introduced and motivated with easy-to-grasp, appealing examples Code is
explained in detail after general explanations Reader is guided into how to make
the examples 'their own'
Unity is a feature-rich, fully-integrated development engine that provides out-ofthe-box functionality for the creation of interactive 3D content. It is an exciting
engine that has a rich and sophisticated animation system called Mecanim. Unity
Animation Essentials offers a comprehensive introduction to powerful animation
tools and principles in Unity, which can be used to make great games. This book
starts by exploring core animation concepts and then dives deeper to
demonstrate their practical application in real-time games. This book shares
extensive and useful insights to create animations using a professional grade
workflow, and to create responses and interactive scenes. Each chapter focuses
on a specific range of topics, from timing and events to character animation and
particle systems. By the end of the book, you should be able to fully utilize the
powers of Mecanim and Unity.
Learn to build a fully-functional 2D game inspired by the 1979 Atari classic,
Asteroids, using just HTML5, CSS and JavaScript. Developing games has never
been easier than it is now. New web technology allows even beginner developers
to turn their hand to game development. Developed from an undergraduate
course module, Introducing JavaScript Game Development teaches each new
technology as it is introduced so can be followed by enthusiastic beginners as
well as intermediate coders. You will learn how to work with HTML5 and the
canvas element, how to understand paths, how to draw to a design and create
your spaceship and asteroids. You’ll then move on to animating your game, and
finally building. You will work step-by-step through the game design process,
starting with only what is necessary to complete each step, and refactoring the
code as necessary along the way, reflecting the natural progression that code
follows in the real world. Each chapter is designed to take your code base to the
next level and to add to your skills. After completing the examples in this book
you will have the tools necessary to build your own, high-quality games. Make
the process of creating object-oriented 2D games more fun and more productive
and get started on your game development journey.
How do you make a video game? Advanced Game Design with HTML5 and
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JavaScript is a down to earth education in how to make video games from
scratch, using the powerful HTML5 and JavaScript technologies. This book is a
point-by-point round up of all the essential techniques that every game designer
needs to know. You'll discover how to create and render game graphics, add
interactivity, sound, and animation. You’ll learn how to build your own custom
game engine with reusable components so that you can quickly develop games
with maximum impact and minimum code. You’ll also learn the secrets of vector
math and advanced collision detection techniques, all of which are covered in a
friendly and non-technical manner. You'll find detailed working examples, with
hundreds of illustrations and thousands of lines of source code that you can
freely adapt for 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 to make games for desktops, mobile phones, tablets or the
Web. Advanced Game Design with HTML5 and JavaScript is a great next step
for experienced programmers or ambitious beginners who already have some
JavaScript experience, and want to jump head first into the world of video game
development. It’s also great follow-up book for readers of Foundation Game
Design with HTML5 and JavaScript (by the same author) who want to add depth
and precision to their skills. The game examples in this book use pure
JavaScript, so you can code as close to the metal as possible without having to
be dependent on any limiting frameworks or game engines. No libraries, no
dependencies, no third-party plugins: just you, your computer, and the code. If
you’re looking for a book to take your game design skills into the stratosphere
and beyond, this is it!
Flash is fading fast as Canvas continues to climb. The second edition of this
popular book gets you started with HTML5 Canvas by showing you how to build
interactive multimedia applications. You’ll learn how to draw, render text,
manipulate images, and create animation—all in the course of building an
interactive web game throughout the book. Updated for the latest
implementations of Canvas and related HTML5 technologies, this edition
includes clear and reusable code examples to help you quickly pick up the
basics—whether you currently use Flash, Silverlight, or just HTML and JavaScript.
Discover why HTML5 is the future of innovative web development. Create and
modify 2D drawings, text, and bitmap images Use algorithms for math-based
movement and physics interactions Incorporate and manipulate video, and add
audio Build a basic framework for creating a variety of games Use bitmaps and
tile sheets to develop animated game graphics Go mobile: build web apps and
then modify them for iOS devices Explore ways to use Canvas for 3D and
multiplayer game applications
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
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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.
You know what's even better than playing games? Programming your own! Make
your own online games, even if you're an absolute beginner. Let your imagination
come to 3D life as you learn real-world programming skills with the JavaScript
programming language - the language used everywhere on the web. This new
edition is completely revised, and takes advantage of new programming features
to make game programming even easier to learn. Plus, new effects make your
games even cooler. When you're done, you're going to be amazed at what you
can create. Jump right in! Start programming cool stuff on page 1. Keep building
new and different things until the very last page. This book wants you to play. Not
just play games, but play with code. Play with programming. Because the best
way to learn something is to have fun with it! This second edition is updated from
start to finish to make it even easier to get started programming in JavaScript.
Every example has been updated to make it easier, with new example games to
explore and new 3D effects that make your games even more fun! Want a red
donut? You can make hundreds of them, spinning around like mad. Want to
create a star field? Make a hundred or a thousand stars. Make them red, green,
or blue. Explosions? Fireworks? Planets? It's up to you. And, using a code editor
created especially for this book, you'll program right in your web browser. You'll
see the results of your work and imagination right away - right next to the code
that you just typed! Along the way, you'll pick up a ton of programming
knowledge, and dive in even deeper with some more advanced chapters.
Whatever you want to do, this book has your back. Best of all, you get to create
awesome games and say, "I made this!" What You Need: You need the latest
version of the Google Chrome Web browser, available for free from
https://chrome.google.com. You also need an Internet connection to access the
ICE Code Editor the first time. ICE Code Editor will be loaded onto your
computer, so you won't need Internet access for later projects.
Go from beginner to builder quickly with this hands-on JavaScript guide Coding
with JavaScript For Dummies provides easy, hands-on instruction for anyone
looking to learn this popular client-side language. No experience? No problem!
This friendly guide starts from the very beginning and walks you through the
basics, then shows you how to apply what you've learned to real projects. You'll
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start building right away, including web page elements and simple applications,
so you can immediately see how JavaScript is used in the real world. Online
exercises allow you to test your code and expand your skills, and the easy-tofollow instruction provides step-by-step guidance toward understanding the
JavaScript syntax, applications, and language. JavaScript enhances static web
pages by providing dynamic elements that can adapt and react to user action. It's
a need-to-know tool for aspiring web designers, but anyone can benefit from
understanding this core development language. Coding with JavaScript For
Dummies takes you from beginner to builder quickly as you: Learn what
JavaScript does, how it works, and where to use it Master the core elements of
JavaScript and immediately put it to work Build interactive web elements and try
out your code online Create basic applications as you apply JavaScript to the app
development workflow Anytime a website responds to your movement around the
screen, that's JavaScript. It makes websites more functional, more beautiful, and
more engaging, and your site visitors will demand nothing less. If you want to
build a better website, you need JavaScript. If you need JavaScript, Coding with
JavaScript For Dummies gets you started off quickly and painlessly, with plenty
of hands-on practice.
The second edition of Game Anim expands upon the first edition with an all-new
chapter on 2D and Pixel Art Animation, an enhanced mocap chapter covering the
latest developments in Motion Matching, and even more interviews with top
professionals in the field. Combined with everything in the first edition, this
updated edition provides the reader with an even more comprehensive
understanding of all areas of video game animation – from small indie projects to
the latest AAA blockbusters. Key Features • New 2nd Edition Content: An allnew chapter on 2D and Pixel Art Animation, Motion Matching, and more • 20
Years of Insight: Accumulated knowledge from 2 decades of experience in all
areas of game animation. • The 5 Fundamentals: Reinterprets the classic 12
animation principles and sets out 5 new fundamentals for great game animation.
• Full Production Cycle: Walks through every stage of a game production from
the animator’s perspective. • Animator Interviews: Notable game animators offer
behind-the-scenes stories, tips, and advice. • Free Animation Rig: Free "AZRI"
maya rig, tutorials and other resources on the accompanying website:
www.gameanim.com/book About The Author Jonathan Cooper is an awardwinning video game animator who has brought virtual characters to life
professionally since 2000, leading teams on large projects such as the
Assassin’s Creed and Mass Effect series, with a focus on memorable stories
and characters and cutting-edge video game animation. He has since focused on
interactive cinematics in the latest chapters of the DICE and Annie award-winning
series Uncharted and The Last of Us. Jonathan has presented at the Game
Developers Conference (GDC) in San Francisco and at other conferences across
Canada and the United Kingdom. He holds a Bachelor of Design honors degree
in animation.
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Dive into game development and create great multiplayer online games with Pro
Android Web Game Apps. This hands-on guide covers both the theory and
practice of browser game development for the Android platform. You'll use cuttingedge technologies to make game engines in your browser, establish real-time
server communication, and create amazing gaming experiences with artificial
intelligence and rich media. Bring your knowledge of HTML and JavaScript to the
next level with Pro Android Web Game Apps. You are guided through exciting
projects that give you firsthand experience with core game app development
concepts. You'll start with a blank HTML page, and by the end of the book, have
the skills needed to create a multiplayer online game with rich graphics, sound,
animation, and more—even if you have no previous games development or serverside experience.
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.
A step-by-step, example-based guide to building immersive 3D games on the
Web using the Three.js graphics library.This book is for people interested in
programming 3D games for the Web. Readers are expected to have basic
knowledge of JavaScript syntax and a basic understanding of HTML and CSS.
This book will be useful regardless of prior experience with game programming,
whether you intend to build casual side projects or large-scale professional titles.
Physics is really important to game programmers who need to know how to add
physical realism to their games. They need to take into account the laws of
physics when creating a simulation or game engine, particularly in 3D computer
graphics, for the purpose of making the effects appear more real to the observer
Page 9/15

Acces PDF Physics For Javascript Games Animation And Simulations With
Html5 Canvas
or player.The game engine needs to recognize the physical properties of objects
that artists create, and combine them with realistic motion. The physics ENGINE
is a computer program that you work into your game that simulates Newtonian
physics and predict effects under different conditions. In video games, the
physics engine uses real-time physics to improve realism. This is the only book in
its category to take readers through the process of building a complete gameready physics engine from scratch. The Cyclone game engine featured in the
book was written specifically for this book and has been utilized in iPhone
application development and Adobe Flash projects. There is a good deal of
master-class level information available, but almost nothing in any format that
teaches the basics in a practical way. The second edition includes NEW and/or
revised material on collision detection, 2D physics, casual game physics for
Flash games, more references, a glossary, and end-of-chapter exercises. The
companion website will include the full source code of the Cyclone physics
engine, along with example applications that show the physics system in
operation.
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.
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
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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 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
Developing computer games is a perfect way to learn how to program in modern
programming languages. This book teaches how to program in C# through the
creation of computer games – and without requiring any previous programming
experience. Contrary to most programming books, van Toll, Egges, and Fokker
do not organize the presentation according to programming language constructs,
but instead use the structure and elements of computer games as a framework.
For instance, there are chapters on dealing with player input, game objects,
game worlds, game states, levels, animation, physics, and intelligence. The
reader will be guided through the development of four games showing the
various aspects of game development. Starting with a simple shooting game, the
authors move on to puzzle games consisting of multiple levels, and conclude the
book by developing a full-fledged platform game with animation, game physics,
and intelligent enemies. They show a number of commonly used techniques in
games, such as drawing layers of sprites, rotating, scaling and animating sprites,
dealing with physics, handling interaction between game objects, and creating
pleasing visual effects. At the same time, they provide a thorough introduction to
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C# and object-oriented programming, introducing step by step important
programming concepts such as loops, methods, classes, collections, and
exception handling. This second edition includes a few notable updates. First of
all, the book and all example programs are now based on the library MonoGame
3.6, instead of the obsolete XNA Game Studio. Second, instead of explaining
how the example programs work, the text now invites readers to write these
programs themselves, with clearly marked reference points throughout the text.
Third, the book now makes a clearer distinction between general (C#)
programming concepts and concepts that are specific to game development.
Fourth, the most important programming concepts are now summarized in
convenient “Quick Reference” boxes, which replace the syntax diagrams of the
first edition. Finally, the updated exercises are now grouped per chapter and can
be found at the end of each chapter, allowing readers to test their knowledge
more directly. The book is also designed to be used as a basis for a gameoriented programming course. Supplementary materials for organizing such a
course are available on an accompanying web site, which also includes all
example programs, game sprites, sounds, and the solutions to all exercises.
Filled with practical, step-by-step instructions and clear explanations for the most
important and useful tasks. The step-by-step approach taken by this book will
show you how to develop a 2D HTML5 platformer-based game that you will be
able to publish to multiple devices.This book is great for anyone who has an
interest in HTML5 games development, and who already has a basic to
intermediate grasp on both the HTML markup and JavaScript programming
languages. Therefore, due to this requirement, the book will not discuss the inner
workings of either of these languages but will instead attempt to describe the
functionality of the code present within this book.
The Canvas element is a revolutionary feature of HTML5 that enables powerful
graphics for rich Internet applications, and this pocket reference provides the
essentials you need to put this element to work. If you have working knowledge
of JavaScript, this book will help you create detailed, interactive, and animated
graphics -- from charts to animations to video games -- whether you're a web
designer or a programmer interested in graphics. Canvas Pocket Reference
provides both a tutorial that covers all of the element's features with plenty of
examples and a definitive reference to each of the Canvas-related classes,
methods, and properties. You'll learn how to: Draw lines, polygons, and curves
Apply colors, gradients, patterns, and transparency Use transformations to
smoothly rotate and resize drawings Work with text in a graphic environment
Apply shadows to create a sense of depth Incorporate bitmapped images into
vector graphics Perform image processing operations in JavaScript
CD ROM contains a snapshot of the full distribution of source code,
documentation and supporting materials located at the Magic Software Inc.
website. --Inside cover.
The Unity Engine Tutorial for Any Game Creator ¿ Unity is now the world’s #1
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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 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 ¿
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
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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.
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 Cocos2dJS 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.
Thoroughly revised, this third edition focuses on modern techniques used to generate synthetic
three-dimensional images in a fraction of a second. With the advent of programmable shaders,
a wide variety of new algorithms have arisen and evolved over the past few years. This edition
discusses current, practical rendering methods used in games and other applications. It also
presents a solid theoretical framework and relevant mathematics for the field of interactive
computer graphics, all in an approachable style. The authors have made the figures used in
the book available for download for fair use.:Download Figures. Reviews Rendering has been
a required reference for professional graphics practitioners for nearly a decade. This latest
edition is as relevant as ever, covering topics from essential mathematical foundations to
advanced techniques used by today’s cutting edge games. -- Gabe Newell, President, Valve,
May 2008 Rendering ... has been completely revised and revamped for its updated third
edition, which focuses on modern techniques used to generate three-dimensional images in a
fraction of the time old processes took. From practical rendering for games to math and details
for better interactive applications, it's not to be missed. -- The Bookwatch, November 2008
You'll get brilliantly lucid explanations of concepts like vertex morphing and variance shadow
mapping—as well as a new respect for the incredible craftsmanship that goes into today's PC
games. -- Logan Decker, PC Gamer Magazine , February 2009
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The biggest challenge facing many game programmers is completing their game. Most game
projects fizzle out, overwhelmed by the complexity of their own code. Game Programming
Patterns tackles that exact problem. Based on years of experience in shipped AAA titles, this
book collects proven patterns to untangle and optimize your game, organized as independent
recipes so you can pick just the patterns you need. You will learn how to write a robust game
loop, how to organize your entities using components, and take advantage of the CPUs cache
to improve your performance. You'll dive deep into how scripting engines encode behavior,
how quadtrees and other spatial partitions optimize your engine, and how other classic design
patterns can be used in games.
JavaScript is the native language of the Internet. Originally created to make web pages more
dynamic, it is now used for software projects of all kinds, including scientific visualization and
data services. However, most data scientists have little or no experience with JavaScript, and
most introductions to the language are written for people who want to build shopping carts
rather than share maps of coral reefs. This book will introduce you to JavaScript's power and
idiosyncrasies and guide you through the key features of the language and its tools and
libraries. The book places equal focus on client- and server-side programming, and shows
readers how to create interactive web content, build and test data services, and visualize data
in the browser. Topics include: The core features of modern JavaScript Creating templated
web pages Making those pages interactive using React Data visualization using Vega-Lite
Using Data-Forge to wrangle tabular data Building a data service with Express Unit testing with
Mocha All of the material is covered by the Creative Commons Attribution-Noncommercial 4.0
International license (CC-BY-NC-4.0) and is included in the book's companion website at
http://js4ds.org . Maya Gans is a freelance data scientist and front-end developer by way of
quantitative biology. Toby Hodges is a bioinformatician turned community coordinator who
works at the European Molecular Biology Laboratory. Greg Wilson co-founded Software
Carpentry, and is now part of the education team at RStudio
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.
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.
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