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An easy-to-use book, containing 10 engaging projects that will help
you learn how to build video games with the easy to use Scratch 2.0
environment.If you are a new, or current Scratch user and would like to
improve your understanding of the new Scratch 2.0 interface, and learn
how to make video games, this book is ideal for you. Each project is
explained in-depth from start to finish, so everyone can follow along,
even if you don't have much previous experience with the software. If
you want to become a video game designer, this book is an easy- to-
use and friendly guide about the world of i
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Based on a taught by the author at the University of Cambridge, this
comprehensive text on turbulence and fluid dynamics is aimed at year
4 undergraduates and graduates in applied mathematics, physics, and
engineering, and provides an ideal reference for industry professionals
and researchers. It bridges the gap between elementary accounts of
turbulence found in undergraduate texts and more rigorous accounts
given in monographs on the subject. Containing manyexamples, the
author combines the maximum of physical insight with the minimum of
mathematical detail where possible. The text is highly


