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	This book covers Flash for the everyday developer. The average Flash developer doesn't have luxurious timelines, employers who understand the value of reusability, or the help of an information architect to design a usable experience. This book helps bridge the gap for these coders who may be used to C++, Java, or C# and want to move over to Flash. Griffith covers real-world scenarios pulled from his own experiences developing games for over 8 years in the industry.

	

	Gifts from Griffith's REAL-WORLD experiences include: Game design templates and pre-written scripts to automate tasks within Flash; Classes for handling common math computations used in gaming, so that game developers can see how to set up a simple game flow; Powerful debugging tools for your games(debuggers for Flash games are hard to come by, and this book provides them for you).

	

	The associated web site offers: Code from the game examples in the book with fully build-able source files. Additional code snippets, classes, and utilities. Scripts for automating tedious and repetitive tasks within Flash. Template game-design documents for planning game proposals in the same manner outlined in the book. Links to other helpful online resources for both Flash and game development.

	

	*Teaches Flash users the most effective ways to leverage Flash as a game development tool. Concrete, relatable approaches to Flash game development. 

	

	* Provides sound strategies, and realistic goals for success - with REAL-WORLD examples and code included so that programmers become quickly empowered to make their own Flash games.

	

	*Covers ALL the aspects that come into play when developing a game in Flash, including art, animation, scripting, and optimization.
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Apache MyFaces 1.2 Web Application DevelopmentPackt Publishing, 2010

	Hypes and trends (such as Web 2.0) cause a change in the requirements for user interfaces every now and then. While a lot of frameworks are capable of meeting those changing requirements, it often means you as a developer need in-depth knowledge of web standards, such as XHTML and JavaScript. A framework like Apache MyFaces that hides all...
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Absolute C++ (3rd Edition)Addison Wesley, 2007

	   Organized around the structure of the C++ programming language, Absolute C++, Third Edition, benefits C++ readers of all levels with its comprehensive coverage and accessible style. Best-selling author Walt Savitch presents concepts and techniques in a clear, concise manner using understandable language and code...
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Cereal Genomics: Methods and Protocols (Methods in Molecular Biology)Humana Press, 2019

	
		The objective of this volume is to detail current technologies associated with cereal genomics, providing a valuable resource for researchers working in breeding and molecular crop improvement programs. Chapters guide readers through high-throughput DNA extraction protocols, crop genetic resources, meta-Quantitative Trait Loci (QTL)...
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Computational Methods for Modeling of Nonlinear Systems, Volume 118 (Mathematics in Science and Engineering)Elsevier Limited, 1975

	In this book, we study theoretical and practical aspects of computing methods for mathematical modelling of nonlinear systems. A number of computing techniques are considered, such as methods of operator approximation with any given accuracy; operator interpolation techniques including a non-Lagrange interpolation; methods of system...
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Optical Switching / Networking and Computing for Multimedia Systems (Optical Engineering)CRC Press, 2002
We have witnessed the rapid growth in the popularity of the Internet technology over the past few years. The current network technologies provide ubiquitous access to a vast amount of information on a huge variety of topics, but limited bandwidth has constrained the impact and growth of broadband multimedia applications. To allow new broadband...
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Escape From Excel Hell: Fixing Problems in Excel 2003, 2002 and 2000 (Mr. Spreadsheet's Bookshelf)John Wiley & Sons, 2006
When Excel talks back to you, here's what to do
    

    You try to open a spreadsheet and Excel won't let you, because there's a macro involved. You cannot convince the software that the macro is safe. You hurl something across the room.    

    Grab this book instead! You'll find more than 200 fixes for things...
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