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	Flash virtual worlds are some of the most exciting-and profitable-online business being built today. Using Flash, developers can build interactive environments where users can interact with the virtual world and one another, compete, and have fun. Creating a playful environment on an electronic network presents unique challenges as you combine a fun, upbeat frontend with some serious and complex server logic.


	This handy book assists you in building amazing virtual worlds in no time by implementing ActionScripts in a Flash IDE. With this book in hand, you will build virtual worlds that have avatars walking around and interacting with non playing characters, completing challenging quests, and allowing users to link with real-world friends.


	The fun begins with first exploring existing virtual world games such as Club Penguin, Mole, Dofus, and World of Warcraft. We will then design our virtual environment. Then we will create avatars and move the avatars in the virtual world. We will add some triggers to add amusement and life to the virtual world. We will allow the avatars to interact with other players and create a buddy list for each user. Then we will integrate buildings and other environment to the virtual world. We will also let the players interact with non-player characters to complete some tasks. Finally, we move on to add interesting quests to the virtual world, which need to be accomplished by the player to gear up to the next level of the game.


	This example-rich, hands-on guide sequentially develops a multiplayer virtual world-the platform, the environment, quests, avatars, non-playing characters, and interaction between them.


	A hands-on guide to building multiplayer virtual worlds in Flash


	What you will learn from this book

	
		Create a whiteboard that every connected user can draw on
	
		Create the map, basic map editor, and ground of the virtual world
	
		Optimize graphic workload by selecting the appropriate method to render avatars
	
		Move avatars using keyboard or mouse and synchronize their movementsCreate buildings and the environment for the virtual world
	
		Create a basic item inventory system for an avatar and implement some basic item management with the server-side extensions
	
		Create a basic chat system and a buddy list for your avatar
	
		Control the Non-Player Characters to move around the world and interact with the players by chatting or trading items
	
		Enhance your virtual worlds by integrating several key features of Facebook and Twitter



	Approach


	This is a step-by-step, hands-on guide that is filled with examples and screenshots of building a multiplayer virtual world. The virtual world is built gradually; each chapter in the book sequentially develops the virtual world. The author explains the fundamentals with examples from existing virtual worlds such as Club Penguin, Mole, Dofus, and World of Warcraft.


	Who this book is written for


	If you are a Flash or an ActionScript developer who wants to build powerful and immersive multiplayer games, this book is for you. This book assumes that you have some experience with ActionScript 3.0.
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Do Elephants Jump? (An Imponderables Book)Collins, 2005
Ponder, if you will ... 
Where do you find fascinating explanations for a multitude of mysteries?
Why do pianos have 88 keys?
How does the hole get in the needle of a syringe?
Why is peanut butter sticky?
Pop culture guru David Feldman demystifies these questions and much more in Do Elephants...
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Handbook of Ambient Intelligence and Smart EnvironmentsSpringer, 2009
Ambient Intelligence (AmI) has recently been adopted as a term referring to a multidisciplinary subject which embraces a variety of pre-existing fields of computer science and engineering. Given the diversity of potential applications this relationship naturally extends to other areas of science, such as education, health and social care,...
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Microsoft Visual Studio 2010: A Beginner's Guide (A Beginners Guide)McGraw-Hill, 2010

	Essential Visual Studio 2010 Skills--Made Easy!


	Endorsed by Microsoft and written by a Microsoft MVP and Visual Studio expert, this hands-on guide teaches programmers and developers new to Visual Studio 2010 how to maximize the latest release of Microsoft's flagship development...
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DNA Repair in Cancer Therapy (Cancer Drug Discovery and Development)Humana Press, 2004


	The field of DNA repair has been the subject of increasing interest at both the

	genetic and biochemical levels, leading to impressive progress in this area. DNA

	repair and its associated regulatory mechanisms lie at the heart of almost every

	fundamental aspect of cell biology, including transcription, cell cycle, apoptosis,

	and...
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Visual Basic .NET Power ToolsSybex, 2003
We can ask heretical questions such as why OOP should be used in all  programming situations as many of its proponents insist. We can question the  wisdom of allowing C programmers to write the narratives and code examples for  the Help system in VB.NET. We can wonder why structures are included in VB.NET  if OOP experts insist that you should...
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Oxford Handbook of Practical Drug Therapy (Oxford Handbooks)Oxford University Press, 2005

	The overall structure of this handbook is similar to that of the British National Formulary, with monographs arranged broadly by therapeutic category. When a drug has several different uses, these are brought together in a single monograph; this will allow the reader to appreciate in full range of actions, whether therapeutic or adverse. The...
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