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The first two chapters will provide you with grounding in Monkey. In
each subsequent chapter you will create a complete game deployable to
either iOS, Android, HTML5, FLASH, OSX, Windows and XNA. The last
chapter will show you how to monetize the games so you can be
commercially successful in the app development world. Do you want to
quickly create games deployable to all the major desktop and mobile
platforms?, if so look no further. You will learn how to utilize the highly
versatile Monkey compiler to create 2d games deployable almost
anywhere. No game development or programming experience i
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When Europeans first arrived on this continent, Algonquian languages
were spoken from the northeastern seaboard through the Great Lakes
region, across much of Canada, and even in scattered communities of
the American West. The rich and varied oral tradition of this Native
language family, one of the farthest-flung in North America, comes
brilliantly to life in this remarkably broad sampling of Algonquian
songs and stories from across the centuries. Ranging from the speech
of an early unknown Algonquian to the famous Walam Olum hoax, from
retranslations of classic stories to texts appearing here for the first
time, these are tales written or told by Native storytellers, today as in
the past, as well as oratory, oral history, and songs sung to this day."



