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There was a time when making an animated film meant, at the very least, a huge investment in time and equipment. Flash 5 Cartoons and Games demonstrates how things have changed, teaching a new generation of animators that all you really need is an ordinary PC or Mac and Macromedia's Flash authoring program.
  Diverse and powerful, Flash can be used to create Web sites and multimedia presentations. Animation is an art in itself, and the book approaches the use of Flash from an animator's and game designer's perspective. Eleven chapters describe a production workflow, from early story development to using Flash to create a storyboard, adding sound, creating elements and movement, and creating backgrounds.

  There are a number of outstanding features to this book: for one, it doesn't focus on the technology. There is as much information on using Flash as there is in composing a scene, using color and sound to evoke a mood, and using quick sketches for storyboard timing. Also, there is a strong emphasis on character animation. Chapter 5 is, in fact, called "Character Animation," followed by chapter 6, "Lip Syncing and Facial Expressions." These sections and others throughout the book show how to use Flash features like reusable symbols and libraries to create believable characters.

  A little more than half the book focuses on animation. The second half covers game design, programming, and animation, with an emphasis on trivia and adventure games. You'll need to know a bit about Web scripting and how Flash scripting works to get the most out of the material. 

  The CD-ROM includes a wide variety of examples, including runtime files (*.swf) and the authoring files used to create them. This provides the beginner with an opportunity to see the finished product as well as look behind the curtain to see what makes it tick.

  Beyond the golden age of cartoons (1930s to mid-'40s), it's hard to think of a better time in history to be an animator than right now. Not only are the tools to create entire films easily accessible, but reaching a global audience is a breeze, thanks to the Web and technologies like QuickTime and Flash. Flash 5 Cartoons and Games can show you how to harness these tools and take advantage of the new medium. --Mike 

Covering Flash™ 5 from a cartoon and gaming aspect.  Learn how to cohesively pull together and create all the necessary elements for an entertaining cartoon show.  Create cartoon characters for television and music videos; then, discover how to use those cartoon elements when scripting and programming interactive games on the Internet.  This book includes a CD-ROM with complete a full-length cartoon show and source codes for several games.  With Flash 5 Cartoons and Games f/x and Design, you will go beyond the general description of the various Flash tools and discover what can be done with them!
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Drupal for DesignersO'Reilly, 2012

	
	
		If you’re reading this book, you’re probably a web designer who has heard of Drupal,
	
		wants to get started with it, and may have even tried it out a couple of times. And you
	
		might be frustrated because even if you’re used to code, Drupal has thrown you a major
	
		learning curve that you hadn’t...
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Data Structures and Program Design in C++Prentice Hall, 1998

	Progressing from the concrete to the abstract — and using numerous, substantial case studies and sample programs — this book explores structured problem solving, data abstraction, software engineering principles, and the comparative analysis of algorithms as fundamental tools of program design. The book and all programs have been...
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Blender Quick Start Guide: 3D Modeling, Animation, and Render with Eevee in Blender 2.8Packt Publishing, 2018

	
		Explore the new Blender 2.8 user interface and get up to speed with creating 3D models

	
		Key Features

		
			Discover Blender 2.8’s new user interface and tools
	
			Create materials, apply textures and render scenes
	
			Use the new cutting-edge real-time render Eevee...
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Hitting the Wall: A Vision of a Secure Energy Future (Synthesis Lectures on Energy and the Environment: Technology, Science, and Society)Morgan and Claypool Publishers, 2008
Hitting the Wall examines the combination of two intractable energy problems of our age: the peaking of global oil production and the overloading of the atmosphere with greenhouse gases. Both emerge from the overconsumption of fossil fuels and solving one problem helps solve the other. The misinformation campaign about climate change is discussed...
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VirtualBox 3.1: Beginner's GuidePackt Publishing, 2010

	The furore around virtualization is taking the technology world by storm and is a must for efficient utilization of network server capacity, storage administration, energy, and capital. VirtualBox is free which brings down your upfront costs for an agile data center. VirtualBox will transform your IT infrastructure into a lean data center on...
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Enterprise Architecture and New Generation Information SystemsCRC Press, 2001
Written for trained professionals in business, industry, government, and education, as well as for graduate students and researchers, this book approaches the subject of enterprise architecture and the best applications of current technology from many viewpoints. Producers, consumers, designers, and end users are considered, as is practical...
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