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Cover; Copyright; Credits; About the Authors; About the Reviewers;
www.PacktPub.com; Table of Contents; Preface; Project 1: Blowing
Things Up!; Mission briefing; Creating a new project; Starting scripts;
Adding targets; Creating a parabolic shot; Creating a landscape;
Mission accomplished; Hotshot challenges; Project 2: Beating Back the
Horde; Mission briefing; Creating a background; Creating enemies;
Creating cannons; Fighting back; Increasing the horde; Adding a base;
Limiting resources; Winning the game; Mission accomplished; Hotshot
challenges; Project 3: Start Your Engines

Mission briefingDrawing a racetrack; Creating a kart; Building keyboard
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second player; Finishing the game; Mission accomplished; Hotshot
challenges; Project 4: Space Age; Mission briefing; Starting with the
starter project; Adding scripts to Spaceship; Updating enemy sprites;
Adding scripts to Spaceship Ammo and Enemy Ammo; Adding scripts
to Shield and Shield Life; Meeting your Game Manager; Adding levels -
three simple steps; Mission accomplished; Hotshot challenges; Project
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Shooting those baddies!; Creating background images; Using parallax
scrolling to simulate depth; Adding scores and power-ups; Tweaking
and balancing; Mission accomplished; Hotshot challenges; Project 6:
Building a Worthy Boss; Mission briefing; Sending a message; Adding a
test script; Creating the boss; Creating attack pattern 1; Creating attack
pattern 2; Creating attack pattern 3; Making the boss more impressive;
Defeating the boss; Mission accomplished; Hotshot challenges; Project
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effects; Mission accomplished; Hotshot challenge; Project 8: Dungeon
Crawl; Mission briefing; Adding a knight; Adding a ghost; Creating a
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challenges; Appendix: The New Scratch Interface; Mission briefing;
Website overview; Creating an account and logging in; The Scratch
editor layout; Creating and importing sprites; New script block
categories; Saving and loading projects

Sharing with the backpack feature

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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6.2 The governing equations of isotropic turbulence6.3 The dynamics
of the large scales; 6.4 The characteristic signature of eddies of
different shape; 6.5 Intermittency in the inertial-range eddies; 6.6 The
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role of numerical simulations; 7.1 What is DNS or LES?; 7.2 On the
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10.3 The governing equations in statistical form

Sommario/riassunto 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



