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Fisk Peter (Peter Robert)

Gamechangers : are you ready to change the world? Creating innovative
strategies for business and brands / / Peter Fisk

Chichester, West Sussex ; ; New York, New York :, : Wiley, , 2015

1-118-95695-8
1-322-39381-8

[1st edition]
1 online resource (317 pages) : illustrations
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Machine generated contents note: INTRODUCTION Are you ready to
change the world? 1 PART 1 Are You Ready? 8 1. Play 11 2. Change 21
3. Win 29 PART 2 Change the Game 36 4. Think 39 5. Explore 53 6.
Disrupt 67 7. Inspire 81 8. Design 97 9. Resonate 111 10. Enable 121
11. Mobilize 129 12. Impact 139 13. Amplify 151 PART 3 The
Gamechangers 166 14. Futurestore 173 15. Futurebank 185 16.
Futurehealth 197 17. Futuregadget 209 18. Futuremedia 219 19.
Futurefashion 229 20. Futuretravel 239 21. Futurefood 249 22.
Futuretech 259 23. Futuremakers 271 PART 4 Gamechanger Labs 280
Future Lab 282 Creative Lab 286 Brand Lab 290 Performance Lab 294
APPENDIX Doing More 298 The Author 299 The Book 300 What's New?
300 What's More? 300 What's Next? 301.

Shake up and redefine the market by changing your game!
Gamechangers are brands that have turned the world of business
upside down. They win through ambition and innovation rather than
legacy and scale, out-thinking the competition, focusing on the growth
markets, and embracing technology in more human ways.
Gamechangers provides you with the tools to help you generate
innovative ideas that will set you apart as a gamechanger. Its detailed
case studies will inspire you by exploring extraordinary next generation
brands who are changing the game. . . and winning. Gamechangers is a
highly practical book packed with smart "tools" and accompanied by a
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digital platform, the Gamechanger Studio, to help you apply and
implement the best game-changing ideas from around the world into
your own business. Gamechangers offers guidance on: Thinking
smarter and acting faster Embracing the new tricks of business
Understanding how gamechangers dream and disrupt Delivering
practical results and winning

UNINA9910300651603321

Van der Spuy Rex

Advanced Game Design with HTML5 and JavaScript / / by Rex van der
Spuy

Springer Nature, 2015

9781430258018

1430258012

[1st ed. 2015.]
1 online resource (540 p.)
The Expert's Voice in Game Development

004

Video games - Design
HTML (Document markup language)
JavaScript (Computer program language)

Inglese

Materiale a stampa
Monografia
Includes index.

Contents at a Glance; Introduction; Chapter 1: Level Up!; Some New
JavaScript Tricks; Variables: let, const, and var; Functions; Getting
Loopy with Arrays; Using forEach; Using a for of Loop; Looping through
Objects; Looping through Only Some Array Elements; Finding Array
Elements; Mapping an Old Array to a New Array; Filtering Elements
from an Array; Reducing Array Elements to a Single Value; Making
Variables from Arrays with Destructuring; Function Arguments;
Initializing a Function with a Configuration Object; Getters and Setters;
Preventing Changes to Properties with Object.defineProperty
Creating ObjectsMaking Objects from Other Objects; Composition;
Understanding Closure; Configuring Objects; Mixing and Matching
Objects; Classes; Inheritance; Modules; Module Basics; Importing a
Property as a Different Name; Module Export and Import Options;



Module Default Exports; Re-exporting Modules; Modules and Code
Architecture; Working with External Data; Loading Data with JSON and
XHR; How XHR Loads the JSON file; Saving Game Data with localStorage;
More Options for Loading and Saving Game Data; Using Promises;
Playing Games Full- Screen; Using the Fullscreen API

Creating a Full-Screen Toggle ButtonMinifying Your JS Source Code;
Using iFrames to Distribute Your Games on the Web; Setting Focus to
the iFrame; Summary; Chapter 2: The Canvas Drawing API; Setting Up
the Canvas; Drawing Lines; Line Caps; Connecting Lines to Create
Shapes; Drawing Complex Shapes; Line Joins; Drawing Squares and
Rectangles; Gradients; Drawing Circles and Arcs; Drawing Curved Lines;
Shadows; Rotation; Scale; Making Things Transparent; Using Blend
Modes; Compositing Effects; Filling Shapes with Images; Drawing an
Image; Masking an Image; Blitting an Image onto the Canvas; Text
SummaryChapter 3: Working with Game Assets; The assets Obiject;
Building the assets Object; Initializing the Loading Process; Loading
Images; Loading Fonts; Loading JSON Files; Using a Texture Atlas;
Creating the Texture Atlas; Loading the Texture Atlas; Loading and
Using the Texture Atlas in Your Game Code; Summary; Chapter 4.
Making Sprites and a Scene Graph; What Are Sprites?; Making a
Rectangle Sprite; The children Array; The rectangle Sprite; The render
Function; Making Sprites; Building a Scene Graph; Creating Nestable
Rectangle Sprites; The Stage and the Canvas; The New render Function
Nesting SpritesLocal and Global Coordinates; Rotation; Scale; Alpha
Transparency; Depth Layering; Sprites for Games; The DisplayObject
Class; Coding the DisplayObject Class; A Full-featured Render Function;
The Stage; The Rectangle Class; Masking; API Insurance; Pivoting
Around the Rotation Axis; The Circle Class; The Line Class; The Text
Class; The Group Class; The Sprite Class; Making Sprites from Single
Images; Making Sprites from Texture Atlas Frames; Blitting a Subimage
from a Tileset; Blitting Multiple Tileset Frames; Using Multiple Texture
Atlas Frames; Using Multiple Image Files

Making Your Own Sprites

Sommario/riassunto How do you make a video game? Advanced Game Design with HTML5
and 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!



