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	Foundation Actionscript 3.0 Animation: Making Things Move!, 9781590597910 (1590597915), Friends of Ed, 2007
In this book, you'll learn
	All the ActionScript 3.0 (including math and trigonometry functions) and Flash rendering techniques you'll need to start animating with code
	Basic motion principles such as velocity, acceleration, friction, easing, and bouncing
	How to handle user interaction via the keyboard and mouse
	Advanced motion techniques such as springs, coordinate rotation, conservation of momentum, and forward and inverse kinematics
	All the basic 3D concepts you need to do 3D in Flash, from simple perspective to full 3D solids complete with backface culling and dynamic lighting


Flash has long been one of the most approachable, user-friendly tools for creating web-based animations, games, and applications. This has contributed to making it one of the most widely used programs for creating interactive web content. With each new version of Flash, ActionScript, its built-in scripting language, has become more powerful and a little more complex, too. ActionScript, now at version 3.0, has significantly matured as a programming language, bringing power and speed only previously dreamed about to Flash-based animation, going far beyond traditionally used keyframes and tweens.  The material inside this book covers everything you need to know to harness the power of ActionScript 3.0. First, all the basics of script-based animation and setting up an ActionScript 3.0 project are covered. An introduction to object-oriented programming follows, with the new syntax, events, and rendering techniques of ActionScript 3.0 explained, giving you the confidence to use the language, whether starting from scratch or moving up from ActionScript 2.0.   The book goes on to provide information on all the relevant trigonometry you will need, before moving on to physics concepts such as acceleration, velocity, easing, springs, collision detection, conservation of momentum, 3D, and forward and inverse kinematics. In no time at all you'll both understand the concepts of scripted animation and have the ability to create all manner of exciting animations and games.

       About the Author

Keith lives in the vicinity of Boston, MA, in the USA with his wife Kazumi and their new daughter Kristine. He has been working with Flash since 1999, and has co-authored many books for friends of ED, including Flash MX Studio, Flash MX Most Wanted, and the ground-breaking Flash Math Creativity.
 
 In 2001 he started the experimental Flash site, BIT-101 (www.bit-101.com), which strives for a new, cutting edge, open source experiment each day. The site recently won an award at the Flashforward 2003 Flash Film Festival in the Experimental category. In addition to the experiments on the site, there are several highly regarded Flash tutorials which have been translated into many languages and are now posted on web sites throughout the world. Keith is currently working full time doing freelance and contract Flash development and various writing projects.
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Designing Software-Intensive Systems: Methods and Principles (Premier Reference Source)IGI Global, 2008
Design for software-intensive systems requires adequate methodology and tool support in order for researchers and practitioners to make use of and develop very large and complex systems. Software engineering environments help reduce the design costs of very large and intricate software systems while improving the quality of the software produced....

		

Powering Office 2003 with XML (Power Pack Series)John Wiley & Sons, 2003
Find out how to
	Understand XML specification and schemas     
	Set up and complete InfoPathTMÐ’ forms     
	Design new forms from XML data files     
	Debug InfoPath scripts     
	Tackle real-world problems with the help of case studies     

...

		

VMware Cookbook: A Real-World Guide to Effective VMware UseO'Reilly, 2009
If you want to gain insight into the real-world uses of VMware ESX and ESXi, this book provides scores of step-by-step solutions for working with these products in a wide range of network environments. You'll not only learn the basics -- how to pool resources from hardware servers, computer clusters, networks, and storage, and then distribute...





	

Magento 1.4 Theming CookbookPackt Publishing, 2011

	Welcome dear reader to this Magento theming book. In this book, we are going to discover
	how to modify or create Magento themes from scratch. As you are reading this book, I
	assume you already know how great a tool this open source solution is. Though we will go
	through some of the basics, like installing and some theoretical concepts,...


		

Beginning Swift Games Development for iOS: Develop 2D and 3D games Using Apple's SceneKit and SpriteKitApress, 2017

	Learn the fundamental elements of the new Swift 3 programming language as applied to game development for new iOS 10.


	In Part 1 of this book, you'll start with a basic 2D game idea and build the game throughout the book introducing each SpriteKit topic as you add new functionality to the game. By the end of the book, you'll...


		

Cranes: Design, Practice, and MaintenanceJohn Wiley & Sons, 2002


	This book looks at all types of cranes and deals with container and

	grab unloader cranes in some detail.





	The objective has been to give a general overview of this very wide

	subject and then to provide positive, practical guidance to anyone

	involved in the design, specification, selection, or operation and...
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