		[image: ]			Home | Amazing | Today | Tags | Publishers | Years | Account | Search 	
		[image: ]



	[image: ]

	[image: ]
		



	Advertisement

	[image: ][image: unlimited object storage image]



	Today's Books

		[image: 3D Game Programming for Kids: Create Interactive Worlds with JavaScript (Pragmatic Programmers)]


[image: Buy]
	[image: ]3D Game Programming for Kids: Create Interactive Worlds with JavaScript (Pragmatic Programmers), 9781937785444 (1937785440), Pragmatic Bookshelf, 2013

	
		Printed in full color.

		

		You know what's even better than playing games? Creating your own. Even if you're an absolute beginner, this book will teach you how to make your own online games with interactive examples. You'll learn programming using nothing more than a browser, and see cool, 3D results as you type. You'll learn real-world programming skills in a real programming language: JavaScript, the language of the web. You'll be amazed at what you can do as you build interactive worlds and fun games.

		

		You'll jump right in and write games and simulations while learning programming fundamentals. You'll use the ICE Code Editor, which was created especially for this book to make it easy for you to get started with JavaScript programming. With the ICE Editor, you'll see the results of your work right away. Want a red donut? You can make hundreds of them, spinning around like crazy right next to the code you just typed.

		

		You'll do hands-on coding in every chapter. You'll start by building simple animated shapes, then make your own player--who can do cartwheels! You'll learn how to build your own games from start to finish, including a monster eating fruit, a cave puzzle, and rafting on a river. You'll animate simple shapes to create a model of the solar system, and make your own website so that you can show off your games with your friends. If you just want to make games, jump to the lessons focusing on projects. To understand some of the theory better or if you need some help with functions, turn to the chapters that explain the programming concepts. We'll walk you carefully through all the math needed to bring games to life.

		

		Best of all, you get to create awesome games and say, "I made this!"
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The Gorakhnath Enlightenment : The Path to OmHarperCollins, 2019

	The Gorakhnath Enlightenment seeks to explore the teachings and philosophy of Gorakhnath, which form the backbone of yoga and the quest for immortality. While yoga is accessible to all, the path to becoming a true yogi is known only to a few. An esoteric practice, it requires years of learning, dedication, willpower and the thirst for a...
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Theory of RelativityDover Publications, 1981

	THIRTY-FIVE years ago this article on the theory of relativity, written by me at the rather young age of 21 years for the Mathematical Encyclopedia, was first published as a separate monograph together with a preface by Sommerfeld, who as the editor of this volume of the Encyclopedia was responsible for my authorship. It was the aim of the...
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Plug-in to After Effects: Third Party Plug-in MasteryFocal Press, 2011

	I used to think plug-ins were for people who could afford to buy creativity. Then I realized it
	was for those who had creativity, but were burdened and held back by the process, or lack
	of tools, for their creativity. After Effects plug-ins are not someone’s project files or templates
	for you to copy, but rather tools for...
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CCNP Quick Reference (Quick Reference Sheets)Cisco Press, 2008
As a final exam preparation tool, the CCNP Quick Reference provides a concise review of all objectives on the four CCNP exams, including BSCI (642-901), BCMSN (642-812), ISCW (642-825) and ONT (642-845). This book provides you with detailed, graphical-based information, highlighting only the key topics in cram-style format. The easy-to-reference...
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Information Tomorrow; Reflections on Technology ad the Future of Public and Academic LibrariesInformation Today, 2007
I’ve had the opportunity to read and re-read the book you’re holding, and you are in for a treat. It is rare for one book to cover so much of the horizon for an entire sector, but Information Tomorrow outlines so many of the major building blocks for our future. And it is written by some of the freshest and best library thinkers of our...
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Mastering TensorFlow 1.x: Advanced machine learning and deep learning concepts using TensorFlow 1.x and KerasPackt Publishing, 2018

	
		Build, scale, and deploy deep neural network models using the star libraries in Python

	
		Key Features

		
			Delve into advanced machine learning and deep learning use cases using Tensorflow and Keras
	
			Build, deploy, and scale end-to-end deep neural network models in a production...
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