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JavaScript is the programming language of the Internet, the secret sauce that makes
the Web awesome, your favorite sites interactive, and online games fun! JavaScript for
Kids is a lighthearted introduction that teaches programming essentials through patient,
step-by-step examples paired with funny illustrations. You’ll begin with the basics, like
working with strings, arrays, and loops, and then move on to more advanced topics, like
building interactivity with jQuery and drawing graphics with Canvas. Along the way,
you’ll write games such as Find the Buried Treasure, Hangman, and Snake. You’ll
also learn how to: –Create functions to organize and reuse your code –Write and
modify HTML to create dynamic web pages –Use the DOM and jQuery to make your
web pages react to user input –Use the Canvas element to draw and animate graphics
–Program real user-controlled games with collision detection and score keeping With
visual examples like bouncing balls, animated bees, and racing cars, you can really see
what you’re programming. Each chapter builds on the last, and programming
challenges at the end of each chapter will stretch your brain and inspire your own
amazing programs. Make something cool with JavaScript today! Ages 10+ (and their
parents!)
The publication of the King James version of the Bible, translated between 1603 and
1611, coincided with an extraordinary flowering of English literature and is universally
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acknowledged as the greatest influence on English-language literature in history. Now,
world-class literary writers introduce the book of the King James Bible in a series of
beautifully designed, small-format volumes. The introducers' passionate, provocative,
and personal engagements with the spirituality and the language of the text make the
Bible come alive as a stunning work of literature and remind us of its overwhelming
contemporary relevance.
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.
Beginning WebGL for HTML5 gets you rapidly up to speed with WebGL, a powerful
new graphics language within the browser. You'll render realistic scenes with advanced
lighting models, shadows, blending and textures. You'll also use mathematics to model
fractals and particle systems. Going beyond that, Beginning WebGL for HTML5
presents advanced vertex and fragment shader usage for creating stunning, top-end
results. You'll benefit from using modern frameworks to rapidly develop complex
scenes, and make use of many tools to help improve rendering performance and
debugging. Beginning WebGL for HTML5 builds your critical WebGL development skills
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while being enjoyable at each step of the way. Quickly get up to speed with WebGL
Render realistic scenes Work faster with frameworks Improve rendering performance
Breathe life into your data by learning how to use D3.js V4 to visualize information
About This Book Create complex visualizations powered by D3.js and open data.
Provides an extensive set of visualizations that explore all the functionality provided by
D3.js V4. Shows how to set up an easy–to-use environment to create stunning
visualizations. Who This Book Is For The typical target audience of this book is
JavaScript developers, designers, and visual artists who have some basic JavaScript
programming knowledge and who now want to master pro-level techniques to create
interactive data visualizations using web standards which work on desktop as well as
mobile devices. What You Will Learn Learn how D3.js works to declaratively define
visualizations. Create charts from scratch by using SVG and the D3.js APIs See how to
prepare data for easy visualization using D3.js. Visualize hierarchical data using chart
types provided by D3.js Explore the different options provided by D3.js to visualize
linked data such as graphs. Spice up your visualizations by adding interactivity and
animations. Learn how to use D3.js to visualize and interact with Geo- and Gis-related
information sources. Create visualization by streaming data over WebSockets In Detail
Do you want to make sense of your data? Do you want to create interactive charts, data
trees, info-graphics, geospatial charts, and maps efficiently? This book is your ideal
choice to master interactive data visualization with D3.js V4. The book includes a
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number of extensive examples that to help you hone your skills with data visualization.
Throughout nine chapters these examples will help you acquire a clear practical
understanding of the various techniques, tools and functionality provided by D3.js. You
will first setup your D3.JS development environment and learn the basic patterns
needed to visualize your data. After that you will learn techniques to optimize different
processes such as working with selections; animating data transitions; creating graps
and charts, integrating external resources (static as well as streaming); visualizing
information on maps; working with colors and scales; utilizing the different D3.js APIs;
and much more. The book will also guide you through creating custom graphs and
visualizations, and show you how to go from the raw data to beautiful visualizations.
The extensive examples will include working with complex and realtime data streams,
such as seismic data, geospatial data, scientific data, and more. Towards the end of the
book, you will learn to add more functionality on top of D3.js by using it with other
external libraries and integrating it with Ecmascript 6 and Typescript Style and
approach This book will have a real–world, case-study approach, where you will be
given data sets from different domains. These data sets will have different visualization
goals; some might need 2D or 3D charts, some might need automated workflows,
others might require interactive maps. While you fulfill these goals, you will learn
different techniques and best practices, which will enable you to perform data
visualization tasks on your own
Page 4/32

Download File PDF Three Js Examples
Everything you need to know about developing hardware-accelerated 3D graphics with
WebGL! As the newest technology for creating 3D graphics on the web, in both games,
applications, and on regular websites, WebGL gives web developers the capability to
produce eye-popping graphics. This book teaches you how to use WebGL to create
stunning cross-platform apps. The book features several detailed examples that show
you how to develop 3D graphics with WebGL, including explanations of code snippets
that help you understand the why behind the how. You will also develop a stronger
understanding of WebGL development from coverage that: •Provides a comprehensive
overview of WebGL and shows how it relates to other graphics-related technologies
•Addresses important topics such as the WebGL graphics pipeline, 3D transformations,
texturing and lighting •Teaches you how to write vertex shaders and fragment shaders
for WebGL •Includes a lot of useful guidelines, tips, and tricks for WebGL performance
optimizations Professional WebGL Programming is the first book on the market to delve
into this fascinating topic and it puts you on your way to mastering the possibilities that
exist with WebGL.
Become a master of 3D web programming in WebGL and JavaScript.
“Learning Three.js is a hands-on guide which provides everything you need to start
working with the powerful JavaScript library, and start creating awesome in-browser
visualizations”.Learning Three.js is written for anyone looking to get started with
Three.js, or looking to improve their skills with the popular js library. The book assumes
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some knowledge of javascript, but you don’t need any knowledge of Three.js itself to
follow the book.
Presents an introduction to WebGL development and production concepts to create full
3D applications.
JavaScript lets you supercharge your HTML with animation, interactivity, and visual
effects—but many web designers find the language hard to learn. This easy-to-read
guide not only covers JavaScript basics, but also shows you how to save time and
effort with the jQuery and jQuery UI libraries of prewritten JavaScript code. You’ll build
web pages that feel and act like desktop programs—with little or no programming. The
important stuff you need to know: Pull back the curtain on JavaScript. Learn how to
build a basic program with this language. Get up to speed on jQuery. Quickly assemble
JavaScript programs that work well on multiple web browsers. Transform your user
interface. Learn jQuery UI, the JavaScript library for interface features like design
themes and controls. Make your pages interactive. Create JavaScript events that react
to visitor actions. Use animations and effects. Build drop-down navigation menus, popups, automated slideshows, and more. Collect data with web forms. Create easy-to-use
forms that ensure more accurate visitor responses. Practice with living examples. Get
step-by-step tutorials for web projects you can build yourself.
Why reinvent the wheel every time you run into a problem with JavaScript? This
cookbook is chock-full of code recipes that address common programming tasks, as
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well as techniques for building web apps that work in any browser. Just copy and paste
the code samples into your project—you’ll get the job done faster and learn more about
JavaScript in the process. You'll also learn how to take advantage of the latest features
in ECMAScript 5 and HTML5, including the new cross-domain widget communication
technique, HTML5's video and audio elements, and the drawing canvas. You'll find
recipes for using these features with JavaScript to build high-quality application
interfaces. Create interactive web and desktop applications Work with JavaScript
objects, such as String, Array, Number, and Math Use JavaScript with Scalable Vector
Graphics (SVG) and the canvas element Store data in various ways, from the simple to
the complex Program the new HTML5 audio and video elements Implement concurrent
programming with Web Workers Use and create jQuery plug-ins Use ARIA and
JavaScript to create fully accessible rich internet applications
A comprehensive guide with 80+ examples on 3D programming in WebGL 2, covering
computer graphics topics such as rendering, 3D math, camera, and more Key Features
Create visually stunning, high-performance 3D applications for the web with WebGL 2
A complete course on 3D computer graphics: rendering, 3D math, lighting, cameras,
and more Unlock a variety of new and advanced features offered in WebGL 2 Book
Description As highly interactive applications have become an increasingly important
part of the user experience, WebGL is a unique and cutting-edge technology that brings
hardware-accelerated 3D graphics to the web. Packed with 80+ examples, this book
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guides readers through the landscape of real-time computer graphics using WebGL 2.
Each chapter covers foundational concepts in 3D graphics programming with various
implementations. Topics are always associated with exercises for a hands-on approach
to learning. This book presents a clear roadmap to learning real-time 3D computer
graphics with WebGL 2. Each chapter starts with a summary of the learning goals for
the chapter, followed by a detailed description of each topic. The book offers examplerich, up-to-date introductions to a wide range of essential 3D computer graphics topics,
including rendering, colors, textures, transformations, framebuffers, lights, surfaces,
blending, geometry construction, advanced techniques, and more. With each chapter,
you will "level up" your 3D graphics programming skills. This book will become your
trustworthy companion in developing highly interactive 3D web applications with
WebGL and JavaScript. What you will learn Understand the rendering pipeline provided
in WebGL Build and render 3D objects with WebGL Develop lights using shaders, 3D
math, and the physics of light reflection Create a camera and use it to navigate a 3D
scene Use texturing, lighting, and shading techniques to render realistic 3D scenes
Implement object selection and interaction in a 3D scene Cover advanced techniques
for creating immersive and compelling scenes Learn new and advanced features
offered in WebGL 2 Who this book is for This book is intended for developers who are
interested in building highly interactive 3D applications for the web. A basic
understanding of JavaScript is necessary; no prior computer graphics or WebGL
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knowledge is required.
Most programming languages contain good and bad parts, but JavaScript has more
than its share of the bad, having been developed and released in a hurry before it could
be refined. This authoritative book scrapes away these bad features to reveal a subset
of JavaScript that's more reliable, readable, and maintainable than the language as a
whole—a subset you can use to create truly extensible and efficient code. Considered
the JavaScript expert by many people in the development community, author Douglas
Crockford identifies the abundance of good ideas that make JavaScript an outstanding
object-oriented programming language-ideas such as functions, loose typing, dynamic
objects, and an expressive object literal notation. Unfortunately, these good ideas are
mixed in with bad and downright awful ideas, like a programming model based on
global variables. When Java applets failed, JavaScript became the language of the
Web by default, making its popularity almost completely independent of its qualities as
a programming language. In JavaScript: The Good Parts, Crockford finally digs through
the steaming pile of good intentions and blunders to give you a detailed look at all the
genuinely elegant parts of JavaScript, including: Syntax Objects Functions Inheritance
Arrays Regular expressions Methods Style Beautiful features The real beauty? As you
move ahead with the subset of JavaScript that this book presents, you'll also sidestep
the need to unlearn all the bad parts. Of course, if you want to find out more about the
bad parts and how to use them badly, simply consult any other JavaScript book. With
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JavaScript: The Good Parts, you'll discover a beautiful, elegant, lightweight and highly
expressive language that lets you create effective code, whether you're managing
object libraries or just trying to get Ajax to run fast. If you develop sites or applications
for the Web, this book is an absolute must.
Using WebGL®, you can create sophisticated interactive 3D graphics inside web
browsers, without plug-ins. WebGL makes it possible to build a new generation of 3D
web games, user interfaces, and information visualization solutions that will run on any
standard web browser, and on PCs, smartphones, tablets, game consoles, or other
devices. WebGL Programming Guide will help you get started quickly with interactive
WebGL 3D programming, even if you have no prior knowledge of HTML5, JavaScript,
3D graphics, mathematics, or OpenGL. You’ll learn step-by-step, through realistic
examples, building your skills as you move from simple to complex solutions for
building visually appealing web pages and 3D applications with WebGL. Media, 3D
graphics, and WebGL pioneers Dr. Kouichi Matsuda and Dr. Rodger Lea offer easy-tounderstand tutorials on key aspects of WebGL, plus 100 downloadable sample
programs, each demonstrating a specific WebGL topic. You’ll move from basic
techniques such as rendering, animating, and texturing triangles, all the way to
advanced techniques such as fogging, shadowing, shader switching, and displaying 3D
models generated by Blender or other authoring tools. This book won’t just teach you
WebGL best practices, it will give you a library of code to jumpstart your own projects.
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Coverage includes: • WebGL’s origin, core concepts, features, advantages, and
integration with other web standards • How and basic WebGL functions work together
to deliver 3D graphics • Shader development with OpenGL ES Shading Language
(GLSL ES) • 3D scene drawing: representing user views, controlling space volume,
clipping, object creation, and perspective • Achieving greater realism through lighting
and hierarchical objects • Advanced techniques: object manipulation, heads-up
displays, alpha blending, shader switching, and more • Valuable reference appendixes
covering key issues ranging from coordinate systems to matrices and shader loading to
web browser settings This is the newest text in the OpenGL Technical Library, AddisonWesley’s definitive collection of programming guides an reference manuals for
OpenGL and its related technologies. The Library enables programmers to gain a
practical understanding of OpenGL and the other Khronos application-programming
libraries including OpenGL ES and OpenCL. All of the technologies in the OpenGL
Technical Library evolve under the auspices of the Khronos Group, the industry
consortium guiding the evolution of modern, open-standards media APIs.
Stephen King's legendary debut, the bestselling smash hit that put him on the map as
one of America's favorite writers "Gory and horrifying. . . . You can't put it down."
—Chicago Tribune Unpopular at school and subjected to her mother's religious
fanaticism at home, Carrie White does not have it easy. But while she may be picked
on by her classmates, she has a gift she's kept secret since she was a little girl: she
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can move things with her mind. Doors lock. Candles fall. Her ability has been both a
power and a problem. And when she finds herself the recipient of a sudden act of
kindness, Carrie feels like she's finally been given a chance to be normal. She hopes
that the nightmare of her classmates' vicious taunts is over . . . but an unexpected and
cruel prank turns her gift into a weapon of horror so destructive that the town may never
recover.
This book is about the 23 common GoF (Gang of Four) Design Patterns implemented in
TypeScript. A Design Pattern is a description or template that can be repeatedly applied
to a commonly recurring problem in software design. You will find a familiarity with
Design Patterns very useful when planning, discussing, developing, managing and
documenting your applications from now on and into the future. You will learn these
Design Patterns. Creational Factory - Abstract Factory - Builder - Prototype - Singleton
Structural Decorator - Adapter - Facade - Bridge - Composite - Flyweight - Proxy
Behavioral Command - Chain of Responsibility - Observer Pattern - Interpreter - Iterator
- Mediator - Memento - State - Strategy - Template - Visitor. If you want a break from
your computer and read from a book for a while, then this book is for you. Thanks,
Sean Bradley
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
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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.
Summary Node.js in Action, Second Edition is a thoroughly revised book based on the
best-selling first edition. It starts at square one and guides you through all the features,
techniques, and concepts you'll need to build production-quality Node applications.
Purchase of the print book includes a free eBook in PDF, Kindle, and ePub formats
from Manning Publications. About the Technology You already know JavaScript. The
trick to mastering Node.js is learning how to build applications that fully exploit its
powerful asynchronous event handling and non-blocking I/O features. The Node server
radically simplifies event-driven real-time apps like chat, games, and live data analytics,
and with its incredibly rich ecosystem of modules, tools, and libraries, it's hard to beat!
About the Book Based on the bestselling first edition, Node.js in Action, Second Edition
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is a completely new book. Packed with practical examples, it teaches you how to create
high-performance web servers using JavaScript and Node. You'll master key design
concepts such as asynchronous programming, state management, and event-driven
programming. And you'll learn to put together MVC servers using Express and
Connect, design web APIs, and set up the perfect production environment to build, lint,
and test. What's Inside Mastering non-blocking I/O The Node event loop Testing and
deploying Web application templating About the Reader Written for web developers
with intermediate JavaScript skills. About the Authors The Second Edition author team
includes Node masters Alex Young, Bradley Meck, Mike Cantelon, and Tim Oxley,
along with original authors Marc Harter, T.J. Holowaychuk, and Nathan Rajlich. Table of
contents PART 1 - WELCOME TO NODE Welcome to Node.js Node programming
fundamentals What is a Node web application? PART 2 - WEB DEVELOPMENT WITH
NODE Front-end build systems Server-side frameworks Connect and Express in depth
Web application templating Storing application data Testing Node applications
Deploying Node applications and maintaining uptime PART 3 - BEYOND WEB
DEVELOPMENT Writing command-line applications Conquering the desktop with
Electron
With Learning JavaScript Design Patterns, you’ll learn how to write beautiful,
structured, and maintainable JavaScript by applying classical and modern design
patterns to the language. If you want to keep your code efficient, more manageable,
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and up-to-date with the latest best practices, this book is for you. Explore many popular
design patterns, including Modules, Observers, Facades, and Mediators. Learn how
modern architectural patterns—such as MVC, MVP, and MVVM—are useful from the
perspective of a modern web application developer. This book also walks experienced
JavaScript developers through modern module formats, how to namespace code
effectively, and other essential topics. Learn the structure of design patterns and how
they are written Understand different pattern categories, including creational, structural,
and behavioral Walk through more than 20 classical and modern design patterns in
JavaScript Use several options for writing modular code—including the Module pattern,
Asyncronous Module Definition (AMD), and CommonJS Discover design patterns
implemented in the jQuery library Learn popular design patterns for writing maintainable
jQuery plug-ins "This book should be in every JavaScript developer’s hands. It’s the
go-to book on JavaScript patterns that will be read and referenced many times in the
future."—Andrée Hansson, Lead Front-End Developer, presis!
If you know JavaScript and want to start creating 3D graphics that run in any browser,
this book is a great choice for you. You don't need to know anything about math or
WebGL; all that you need is general knowledge of JavaScript and HTML.
HTML5 Gamesshows you how to combine HTML5, CSS3 and JavaScript to make
games for the web and mobiles - games that were previously only possible with plugin
technologies like Flash. Using the latest open web technologies, you are guided
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through the process of creating a game from scratch using Canvas, HTML5 Audio,
WebGL and WebSockets. Inside, Jacob Seidelin shows you how features available in
HTML5 can be used to create games. First, you will build a framework on which you will
create your HTML5 game. Then each chapter covers a new aspect of the game
including user input, sound, multiplayer functionality, 2D and 3D graphics and more. By
the end of the book, you will have created a fully functional game that can be played in
any compatible browser, or on any mobile device that supports HTML5. Topics include:
Dealing with backwards compatibility Generating level data Making iOS and Android
web apps Taking your game offline Using Web Workers Persistent Game Data Drawing
with Canvas Capturing player input Creating 3D graphics with WebGL Textures and
lighting Sound with HTML5 Audio And more…
Discover over 65 recipes to help you create breathtaking data visualizations using the
latest features of D3 About This Book Learn about D3 4.0 from the inside out and
master its new features Utilize D3 packages to generate graphs, manipulate data, and
create beautiful presentations Solve real-world visualization problems with the help of
practical recipes Who This Book Is For If you are a developer familiar with HTML, CSS,
and JavaScript, and you wish to get the most out of D3, then this book is for you. This
book can serve as a desktop quick-reference guide for experienced data visualization
developers. You'll also find this book useful if you're a D3 user who wants to take
advantage of the new features introduced in D3 4.0. You should have previous
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experience with D3. What You Will Learn Get a solid understanding of the D3
fundamentals and idioms Use D3 to load, manipulate, and map data to any kind of
visual representation on the web Create data-driven dynamic visualizations that update
as the data does Leverage the various modules provided by D3 to create sophisticated,
dynamic, and interactive charts and graphics Create data-driven transitions and
animations within your visualizations Understand and leverage more advanced
concepts such as force, touch, and Geo data visualizations In Detail This book gives
you all the guidance you need to start creating modern data visualizations with D3 4.x
that take advantage of the latest capabilities of JavaScript. The book starts with the
basic D3 structure and building blocks and quickly moves on to writing idiomatic
D3-style JavaScript code. You will learn how to work with selection to target certain
visual elements on the page, then you will see techniques to represent data both in
programming constructs and its visual metaphor. You will learn how map values in your
data domain to the visual domain using scales, and use the various shape functions
supported by D3 to create SVG shapes in visualizations. Moving on, you'll see how to
use and customize various D3 axes and master transition to add bells and whistles to
otherwise dry visualizations. You'll also learn to work with charts, hierarchy, graphs,
and build interactive visualizations. Next you'll work with Force, which is one of the
most awe-inspiring techniques you can add to your visualizations, and you'll implement
a fully functional Choropleth map (a special purpose colored map) in D3. Finally, you'll
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learn to unit test data visualization code and test-driven development in a visualization
project so you know how to produce high-quality D3 code. Style and approach This
step-by-step guide to mastering data visualizations with D3 will help you create
amazing data visualizations with professional efficiency and precision. It is a solutionbased guide in which you learn through practical recipes, illustrations, and code
samples.
Create and animate stunning 3D browser based graphics with Three.js JavaScript
library Key Features Enhance your 3D graphics with light sources, shadows, advanced
materials, and textures Load models from external sources, and visualize and animate
them directly from JavaScript Create your own custom WebGL shader and explore the
postprocessing feature of Three.js Book Description WebGL makes it possible to create
3D graphics in the browser without having to use plugins such as Flash and Java.
Programming WebGL, however, is difficult and complex. With Three.js, it is possible to
create stunning 3D graphics in an intuitive manner using JavaScript, without having to
learn WebGL. With this book, you’ll learn how to create and animate beautiful looking
3D scenes directly in your browser-utilizing the full potential of WebGL and modern
browsers. It starts with the basic concepts and building blocks used in Three.js. From
there on, it will expand on these subjects using extensive examples and code samples.
You will learn to create, or load, from externally created models, realistic looking 3D
objects using materials and textures. You’ll find out how to easily control the camera
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using the Three.js built-in in camera controls, which will enable you to fly or walk around
the 3D scene you created. You will then use the HTML5 video and canvas elements as
a material for your 3D objects and to animate your models. Finally, you will learn to use
morph and skeleton-based animation, and even how to add physics, such as gravity
and collision detection, to your scene. After reading this book, you’ll know everything
that is required to create 3D animated graphics using Three.js. What you will learn
Work with the different types of materials in Three.js and see how they interact with
your 3D objects and the rest of the environment Implement the different camera
controls provided by Three.js to effortlessly navigate around your 3D scene Work with
vertices directly to create snow, rain, and galaxy-like effects Import and animate models
from external formats, such as OBJ, STL, and COLLADA Create and run animations
using morph targets and bones animations Explore advanced textures on materials to
create realistic looking 3D objects by using bump maps, normal maps, specular maps,
and light maps Interact directly with WebGL by creating custom vertex and fragment
shaders Who this book is for The ideal target audience for this book would be
JavaScript developers who who want to learn how to use the Three.js library
Create high-performance, visually stunning 3D applications for the Web, using HTML5
and related technologies such as CSS3 and WebGL—the emerging web graphics
standard. With this book, you’ll learn how to use the tools, frameworks, and libraries for
building 3D models and animations, mind-blowing visual effects, and advanced user
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interaction in both desktop and mobile browsers. In two parts—Foundations and
Application Development Techniques—author Tony Parisi provides a thorough
grounding in theory and practice for designing everything from a simple 3D product
viewer to immersive games and interactive training systems. Ideal for developers with
Javascript and HTML experience. Explore HTML5 APIs and related technologies for
creating 3D web graphics, including WebGL, Canvas, and CSS Work with the popular
JavaScript 3D rendering and animation libraries Three.js and Tween.js Delve into the
3D content creation pipeline, and the modeling and animation tools for creating killer 3D
content Look into several game engines and frameworks for building 3D applications,
including the author’s Vizi framework Create 3D environments with multiple objects
and complex interaction, using examples and supporting code Examine the issues
involved in building WebGL-based 3D applications for mobile browsers

Summary D3.js in Action, Second Edition is completely revised and updated for
D3 v4 and ES6. It's a practical tutorial for creating interactive graphics and datadriven applications using D3. Purchase of the print book includes a free eBook in
PDF, Kindle, and ePub formats from Manning Publications. About the
Technology Visualizing complex data is hard. Visualizing complex data on the
web is darn near impossible without D3.js. D3 is a JavaScript library that provides
a simple but powerful data visualization API over HTML, CSS, and SVG. Start
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with a structure, dataset, or algorithm; mix in D3; and you can programmatically
generate static, animated, or interactive images that scale to any screen or
browser. It's easy, and after a little practice, you'll be blown away by how
beautiful your results can be! About the Book D3.js in Action, Second Edition is a
completely updated revision of Manning's bestselling guide to data visualization
with D3. You'll explore dozens of real-world examples, including force and
network diagrams, workflow illustrations, geospatial constructions, and more.
Along the way, you'll pick up best practices for building interactive graphics,
animations, and live data representations. You'll also step through a fully
interactive application created with D3 and React. What's Inside Updated for D3
v4 and ES6 Reusable layouts and components Geospatial data visualizations
Mixed-mode rendering About the Reader Suitable for web developers with
HTML, CSS, and JavaScript skills. No specialized data science skills required.
About the Author Elijah Meeks is a senior data visualization engineer at Netflix.
Table of Contents PART 1 - D3.JS FUNDAMENTALS An introduction to D3.js
Information visualization data flow Data-driven design and interaction Chart
components Layouts PART 2 - COMPLEX DATA VISUALIZATION Hierarchical
visualization Network visualization Geospatial information visualization PART 3 ADVANCED TECHNIQUES Interactive applications with React and D3 Writing
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layouts and components Mixed mode rendering
Learn how to create web applications and video games in 3D with the Three.js
library. After reading this guide, you will know how to define a 3D world, how to
incorporate textures and models, and how to create 3D animations and video
games. Table of Contents THREE.JS Renderer Scene Camera Meshes
Geometric Primitives Materials Implementation Transformations Lights Textures
UV Mapping Canvas Textures Video Textures 3D Models 3D Animations QUICK
REFERENCE Renderer Cameras Geometries Materials Transformations Lights
Textures This guide assumes that you have a basic knowledge of HTML, CSS
and JavaScript, and you know how to create files and upload them to a server. If
you don't know how to program in HTML, CSS or JavaScript, you can download
our guides Introduction to HTML, Introduction to CSS, and Introduction to
JavaScript. For a complete course on web development, read our book HTML5
for Masterminds. This guide is a collection of excerpts from the book HTML5 for
Masterminds. The information included in this guide will help you understand a
particular aspect of web development, but it will not teach you everything you
need to know to develop a website or a web application. If you need a complete
course on web development, read our book HTML5 for Masterminds. For more
information, visit our website at www.formasterminds.com.
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Sams Teach Yourself HTML, CSS and JavaScript All in One The all-in-one
HTML, CSS and JavaScript beginner's guide: covering the three most important
languages for web development. Covers everything beginners need to know
about the HTML and CSS standards and today's JavaScript and Ajax libraries all in one book, for the first time Integrated, well-organized coverage expertly
shows how to use all these key technologies together Short, simple lessons
teach hands-on skills readers can apply immediately By best-selling author Julie
Meloni Mastering HTML, CSS, and JavaScript is vital for any beginning web
developer - and the importance of these technologies is growing as web
development moves away from proprietary alternatives such as Flash. Sams
Teach Yourself HTML, CSS, and JavaScript All in One brings together everything
beginners need to build powerful web applications with the HTML and CSS
standards and the latest JavaScript and Ajax libraries. With this book, beginners
can get all the modern web development knowledge you need from one expert
source. Bestselling author Julie Meloni (Sams Teach Yourself PHP, MySQL and
Apache All in One) teaches simply and clearly, through brief, hands-on lessons
focused on knowledge you can apply immediately. Meloni covers all the building
blocks of practical web design and development, integrating new techniques and
features into every chapter. Each lesson builds on what's come before, showing
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you exactly how to use HTML, CSS, and JavaScript together to create great web
sites.
Create and animate stunning 3D browser based graphics with Three.js
JavaScript library Key Features Enhance your 3D graphics with light sources,
shadows, advanced materials, and textures Load models from external sources,
and visualize and animate them directly from JavaScript Create your own custom
WebGL shader and explore the postprocessing feature of Three.js Book
Description WebGL makes it possible to create 3D graphics in the browser
without having to use plugins such as Flash and Java. Programming WebGL,
however, is difficult and complex. With Three.js, it is possible to create stunning
3D graphics in an intuitive manner using JavaScript, without having to learn
WebGL. With this book, you'll learn how to create and animate beautiful looking
3D scenes directly in your browser-utilizing the full potential of WebGL and
modern browsers. It starts with the basic concepts and building blocks used in
Three.js. From there on, it will expand on these subjects using extensive
examples and code samples. You will learn to create, or load, from externally
created models, realistic looking 3D objects using materials and textures. You'll
find out how to easily control the camera using the Three.js built-in in camera
controls, which will enable you to fly or walk around the 3D scene you created.
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You will then use the HTML5 video and canvas elements as a material for your
3D objects and to animate your models. Finally, you will learn to use morph and
skeleton-based animation, and even how to add physics, such as gravity and
collision detection, to your scene. After reading this book, you'll know everything
that is required to create 3D animated graphics using Three.js. What you will
learn Work with the different types of materials in Three.js and see how they
interact with your 3D objects and the rest of the environment Implement the
different camera controls provided by Three.js to effortlessly navigate around
your 3D scene Work with vertices directly to create snow, rain, and galaxy-like
effects Import and animate models from external formats, such as OBJ, STL, and
COLLADA Create and run animations using morph targets and bones animations
Explore advanced textures on materials to create realistic looking 3D objects by
using bump maps, normal maps, specular maps, and light maps Interact directly
with WebGL by creating custom vertex and fragment shaders Who this book is
for The ideal target audience for this book would be JavaScript developers who
who wa ...
This book is ideal for anyone who already knows JavaScript and would like to get
a broad understanding of Three.js quickly, or for those of you who have a basic
grasp of using Three.js but want to really make an impact with your 3D
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visualizations by learning its advanced features. To apply the recipes in this book
you don’t need to know anything about WebGL; all you need is some general
knowledge about JavaScript and HTML.
Take your JavaScript knowledge as far as it can go JavaScript has grown up,
and it's a hot topic. Newer and fasterJavaScript VMs and frameworks built upon
them have increased thepopularity of JavaScript for server-side web applications,
and richJS applications are being developed for mobile devices. This
bookdelivers a compelling tutorial, showing you how to build areal-world app from
the ground up. Experienced developers who wantto master the latest techniques
and redefine their skills will findthis deep dive into JavaScript's hidden
functionalities gives themthe tools to create truly amazing and complex
applications. JavaScript has evolved into much more than simple clientsidescripting; this book delves into advanced topics not generallyfound in other
more intermediate JS development books Expert author delivers an in-depth
tutorial showing how tobuild a real-world app that is loosely coupled, with each
componentbuilt to exist separately Explores how to build a backbone app, the
importance ofJavaScript templates, Node.js and MongoDB, 3D Canvas using
WebGL /Three.js, how to convert a desktop app into a dedicated mobile app,and
much more Ideal for experienced developers with a deep knowledge ofJavaScript
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as well as online developers with strong graphic designskills who are
experienced in HTML/CSS and want to develop theirfront-end skills JavaScript
Programming: Pushing the Limits will arm youwith the skills to create killer apps
for the 21st Century.
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-tofollow projects Learn to apply data visualization techniques Capture and
manipulate webcam audio and video feeds in the browser
This book is an easy-to-follow guide that shows the essential parts of Three.js
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through a set of extensive examples. Through the explanation of these examples,
you'll learn everything you need to know about Three.js. If you already know
JavaScript and want to quickly learn the essentials of Three.js, this book is for
you. No prior knowledge of Three.js, WebGL, 3D modelling, or Maths is required.
Learning Three.js: The JavaScript 3D Library for WebGLPackt Publishing Ltd
As virtual reality approaches mainstream consumer use, a vibrant development
ecosystem has emerged in the past few years. This hands-on guide takes you through
VR development essentials for desktop, mobile, and browser-based applications. You’ll
explore the three go-to platforms—OculusVR, Gear VR, and Cardboard VR—as well as
several VR development environments, programming tools, and techniques. If you’re
an experienced programmer familiar with mobile development, this book will help you
gain a working knowledge of VR development through clear and simple examples.
Once you create a complete application in the final chapter, you’ll have a jumpstart on
the next major entertainment medium. Learn VR basics for UI design, 3D graphics, and
stereo rendering Explore Unity3D, the current development choice among game
engines Create native applications for desktop computers with the Oculus Rift Develop
mobile applications for Samsung’s Gear VR with the Android and Oculus Mobile SDKs
Build browser-based applications with the WebVR Javascript API and WebGL Create
simple and affordable mobile apps for any smartphone with Google’s Cardboard VR
Bring everything together to build a 360-degree panoramic photo viewer
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Given its ubiquity, plugin-free deployment, and ease of development, the adoption of
WebGL is on the rise. Skilled WebGL developers provide organizations with the ability
to develop and implement efficient and robust solutions-creating a growing demand for
skilled WebGL developers.WebGL Insights shares experience-backed lessons learned
by the WebGL
Hands-on Scala teaches you how to use the Scala programming language in a
practical, project-based fashion. This book is designed to quickly teach an existing
programmer everything needed to go from "hello world" to building production
applications like interactive websites, parallel web crawlers, and distributed systems in
Scala. In the process you will learn how to use the Scala language to solve challenging
problems in an elegant and intuitive manner.
The 3-volume set LNCS 9169, 9170, 9171 constitutes the refereed proceedings of the
17th International Conference on Human-Computer Interaction, HCII 2015, held in Los
Angeles, CA, USA, in August 2015. The total of 1462 papers and 246 posters
presented at the HCII 2015 conferences was carefully reviewed and selected from 4843
submissions. These papers address the latest research and development efforts and
highlight the human aspects of design and use of computing systems. The papers in
LNCS 9171 are organized in topical sections on interaction and quality for the web and
social media; HCI in business, industry and innovation; societal and cultural impact of
technology; user studies.
Page 29/32

Download File PDF Three Js Examples
A web map is an interactive display of geographic information, in the form of a web
page, that you can use to tell stories and answer questions. Web maps have numerous
advantages over traditional mapping techniques, such as the ability to display up-todate or even real-time information, easy distribution to end users, and highly
customized interactive content. Introduction to Web Mapping teaches you how to
develop online interactive web maps and web mapping applications, using standard
web technologies: HTML, CSS and JavaScript. The core technologies are introduced in
Chapters 1-5, focusing on the specific aspects which are most relevant to web
mapping. Chapters 6-13 then implement the material and demonstrate key concepts for
building and publishing interactive web maps.
Create and animate beautiful 3D graphics with this fast-paced tutorial Overview Acquire
thorough knowledge of the essential features of Three.js, explained using
comprehensive examples Animate HTML5 elements directly from Three.js using the
CSS3 3D renderer Visualize information such as sound and open data in beautiful 3D
In Detail Create beautiful visualizations and 3D scenes using Three.js with this
practical, example-rich book. Learn all the core concepts of Three.js, and whether you
are targeting mobile devices or desktop browsers, you will gain the necessary skills to
build a 3D application and improve web performance. From setting up a development
environment and creating your first Three.js scene, you will quickly dive into more
complex scene-making. Discover a variety of possible scenes from how to make a
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rotating planet with data overlay to mini games. Through these examples, you will be
shown an array of skills from using materials, controls, and lighting to creating particle
systems and geometries from scratch. By the end of this book, you'll be able to
effectively and confidently create 3D scenes using different lights and materials, create
visualizations using particle systems, animate web pages, and incorporate Blender in
your 3D workflow. What you will learn from this book Create standard skeletons and
animation loops for Three.js projects that support WebGL and CSS3 3D Use textures
and materials to their fullest to enhance rendering of an object Apply different types of
lighting using the different light sources available Animate geometries, particle systems,
and HTML5 elements with Three.js and Tween.js Create procedural and random
geometries from scratch Load geometries from external sources and work with Blender
as a 3D modeling tool Work with particle systems for advanced visualizations Approach
This book is an easy-to-follow guide that shows the essential parts of Three.js through
a set of extensive examples. Through the explanation of these examples, you'll learn
everything you need to know about Three.js. Who this book is written for If you already
know JavaScript and want to quickly learn the essentials of Three.js, this book is for
you. No prior knowledge of Three.js, WebGL, 3D modeling, or Math is required.
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
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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 threedimensional 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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