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	"All this is done in HTML5, by the way!" exclaimed Steve Jobs, the mind and face of the

	Apple success story, as he walked the audience through the new HTMLs-powered ad

	system at the iPhone OS 4.0 Keynote, receiving cheers, laughs, and applause in return.

	The recent developments in open, standards-based web technologies are moving the web

	forward at an increasing pace, and Apple's embrace of HTML5, including the blocking of

	Flash on all iDevices, is just another symbol of the power of this movement. Although

	Apple's love for HTML5 might in part be fueled by business motives, it is clear that the

	open web is on the move and exciting things are happening on an almost daily basis,

	making it an exciting time for web and game developers alike.





	The world of web and game development wasn't always this exciting, however. Building

	games for the browser could be a frustrating experience and has traditionally meant

	having to choose between using feature-rich plugin-based technologies or settling for a

	more low-tech approach, trying to fit the square peg of HTML and JavaScript into the

	round hole of game development. Disagreeing or downright broken implementations of

	various standards have only made the consistent and predictable environment of, for

	instance, Flash more appealing.





	By opting for plugins like Flash, developers and game designers gain access to

	frameworks that are suitable for advanced game development, featuring dynamic

	graphics, sounds, and even 3D, but doing so also disconnects the game from the

	technologies surrounding it. Although technologies such as Flash, Java, and Silverlight all

	have means to communicate with the rest of the page, they remain isolated objects with

	limited capabilities for mixing with the surrounding content.
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Classical Field TheoryCambridge University Press, 2019

	Classical field theory predicts how physical fields interact with matter, and is a logical precursor to quantum field theory. This introduction focuses purely on modern classical field theory, helping graduates and researchers build an understanding of classical field theory methods before embarking on future studies in quantum field theory. It...
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Coherent States in Quantum PhysicsJohn Wiley & Sons, 2009

	This self-contained introduction discusses the evolution of the notion of coherent states, from the early works of Schr?dinger to the most recent advances, including signal analysis. An integrated and modern approach to the utility of coherent states in many different branches of physics, it strikes a balance between mathematical and physical...
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Automated Physical Database Design and Tuning (Emerging Directions in Database Systems and Applications)CRC Press, 2011


	Relational database systems have evolved significantly since their inception

	over 30 years ago. New applications are now more complex than ever,

	and tuning a production system for performance has become a critical yet

	time-consuming activity. Due to the increasing complexity in both application

	workloads and query engines, even...
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Scratch 2.0 Game Development HotshotPackt Publishing, 2014

	Get up to date with Scratch 2.0 and build brilliant games without having to code. Including 10 exciting projects that cover most game genres, you'll quickly learn the sophisticated possibilities of Scratch. Have fun!


	Overview

	
		Discover how to make the most of the new Scratch 2.0 interface
	...
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Portrait Photography: Art and TechniquesCrowood Press, 2013

	A guide to taking fantastic portraits, covering all the practical decisions as well as the creative aspects


	Explaining the basic rules of portraiture, this practical guide also covers the more complex ideas of image making. Set out in chronological order as a photographer would approach a shoot, it explains...
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Guide to Computer Network Security (Computer Communications and Networks)Springer, 2013

	This comprehensive guide exposes the security risks and vulnerabilities of computer networks and networked devices, offering advice on developing improved algorithms and best practices for enhancing system security. Fully revised and updated, this new edition embraces a broader view of computer networks that encompasses agile mobile systems...
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