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Game Development with Three.js Mar 16 2021 A step-by-step, example-based guide to building immersive 3D games on the Web using the Three.js graphics library.This
book is for people interested in programming 3D games for the Web. Readers are expected to have basic knowledge of JavaScript syntax and a basic understanding of
HTML and CSS. This book will be useful regardless of prior experience with game programming, whether you intend to build casual side projects or large-scale
professional titles.
eWork and eBusiness in Architecture, Engineering and Construction: ECPPM 2016 Jul 20 2021 eWork and eBusiness in Architecture, Engineering and Construction 2016
collects the papers presented at the 11th European Conference on Product & Process Modelling (ECPPM 2016, Cyprus, 7-9 September 2016), The contributions cover
complementary thematic areas that hold great promise for the advancement of research and technological development in the modelling of complex engineering systems,
encompassing a substantial number of high quality contributions on a large spectrum of topics pertaining to ICT deployment instances in AEC/FM, including: •
Information and Knowledge Management • Construction Management • Description Logics and Ontology Application in AEC • Risk Management • 5D/nD Modelling,
Simulation and Augmented Reality • Infrastructure Condition Assessment • Standardization of Data Structures • Regulatory and Legal Aspects • Multi-Model and
distributed Data Management • System Identification • Industrialized Production, Smart Products and Services • Interoperability • Smart Cities • Sustainable Buildings and
Urban Environments • Collaboration and Teamwork • BIM Implementation and Deployment • Building Performance Simulation • Intelligent Catalogues and Services
Planning Support Systems and Smart Cities Jun 26 2019 This book is a selection of the best and peer-reviewed articles presented at the CUPUM (Computers in Urban
Planning and Urban Management) conference, held in the second week of July 2015 at MIT in Boston, USA. The contributions provide state-of the art overview of the
availability and application of Planning Support Systems (PSS) in the framework of Smart Cities.
Professional XNA Game Programming Dec 13 2020 You haven't experienced the full potential of Xbox 360 or Windows until you've created your own homebrewed
games for these innovative systems. With Microsoft's new XNA Framework, the only thing limiting you is your imagination. Now professional game developer and
Microsoft DirectX MVP Benjamin Nitschke shows you how to take advantage of the XNA Game Studio Express tools and libraries in order to build cutting-edge games.
Whether you want to explore new worlds or speed down a city block in a souped up dragster, this book will get you up and running quickly. You'll learn how to implement
3D models, generate huge landscapes, map cool-looking shaders to your 3D objects, and much more. Nitschke also steps you through the development of your first fully
functional racing game. You'll then be able to apply this information as you write your own XNA cross-platform games. What you will learn from this book Tricks for
managing the game engine and user interface How to program an old school shooter game and space adventure Tips for improving racing game logic and expanding your
game ideas Methods for integrating amazing visual effects using advanced shader techniques Steps for adding sound and music with XACT-bringing your game to life
How to fine-tune and debug your game for optimal performance Who this book is for This book is for anyone who wants to write their own games for the Xbox 360 or
Windows platforms. You should have some experience coding with C# or a similar .NET language. Wrox Professional guides are planned and written by working
programmers to meet the real-world needs of programmers, developers, and IT professionals. Focused and relevant, they address the issues technology professionals face
every day. They provide examples, practical solutions, and expert education in new technologies, all designed to help programmers do a better job.
Game Engine Architecture Nov 23 2021 Hailed as a "must-have textbook" (CHOICE, January 2010), the first edition of Game Engine Architecture provided readers with
a complete guide to the theory and practice of game engine software development. Updating the content to match today’s landscape of game engine architecture, this
second edition continues to thoroughly cover the major components that make up a typical commercial game engine. New to the Second Edition Information on new
topics, including the latest variant of the C++ programming language, C++11, and the architecture of the eighth generation of gaming consoles, the Xbox One and
PlayStation 4 New chapter on audio technology covering the fundamentals of the physics, mathematics, and technology that go into creating an AAA game audio engine
Updated sections on multicore programming, pipelined CPU architecture and optimization, localization, pseudovectors and Grassman algebra, dual quaternions, SIMD
vector math, memory alignment, and anti-aliasing Insight into the making of Naughty Dog’s latest hit, The Last of Us The book presents the theory underlying various
subsystems that comprise a commercial game engine as well as the data structures, algorithms, and software interfaces that are typically used to implement them. It
primarily focuses on the engine itself, including a host of low-level foundation systems, the rendering engine, the collision system, the physics simulation, character
animation, and audio. An in-depth discussion on the "gameplay foundation layer" delves into the game’s object model, world editor, event system, and scripting system.
The text also touches on some aspects of gameplay programming, including player mechanics, cameras, and AI. An awareness-building tool and a jumping-off point for
further learning, Game Engine Architecture, Second Edition gives readers a solid understanding of both the theory and common practices employed within each of the
engineering disciplines covered. The book will help readers on their journey through this fascinating and multifaceted field.
The Persistence of Code in Game Engine Culture Nov 04 2022 With its unique focus on video game engines, the data-driven architectures of game development and play,
this innovative textbook examines the impact of software on everyday life and explores the rise of engine-driven culture. Through a series of case studies, Eric Freedman
lays out a clear methodology for studying the game development pipeline, and uses the video game engine as a pathway for media scholars and practitioners to navigate the
complex terrain of software practice. Examining several distinct software ecosystems that include the proprietary efforts of Amazon, Apple, Capcom, Epic Games and
Unity Technologies, and the unique ways that game engines are used in non-game industries, Freedman illustrates why engines matter. The studies bind together designers
and players, speak to the labors of the game industry, value the work of both global and regional developers, and establish critical connection points between software and
society. Freedman has crafted a much-needed entry point for students new to code, and a research resource for scholars and teachers working in media industries, game
development and new media.
Smart Cities in the Mediterranean Jan 02 2020 This book sheds new light on the current and future challenges faced by cities, and presents approaches, options and
solutions enabled by Information and Communication Technologies (ICT) in the smart city context. By focusing on sustainability objectives within a rapidly changing
social, economic, environmental and technological setting, it explores a variety of planning challenges faced by contemporary cities and the power of smart city
developments in terms of providing innovative tools, approaches, methodologies and technologies to help cities cope with these challenges. Key issues addressed include
smart city (e-) planning and (e-)participation; smart data management to facilitate decision-making processes in cities and insular communities on a variety of topics; smart
and sustainable management aspects of climate change, water scarcity, mobility, energy, infrastructure, tourism, blue growth, risk assessment; etc. The book presents
current and potential pathways and applications for the evolution of smart cities and communities, taking into consideration the unique problems and opportunities
emanating from their specific geographical location. The case study examples mainly concern small and medium-sized cities and communities as well as insular areas in

the Mediterranean region, while also incorporating lessons learned from other parts of the world. Their focus is on the specific opportunities and threats emerging in these
urban and insular environments, which are characterized by their role as globally known tourist destinations, their coastal or port character, and unique cultural resources,
as well as the high rated vulnerability in very many sustainability respects (social, economic, biodiversity, urbanization, migration, poverty, etc.) to be found in the
Mediterranean region at large
The Digital Gaming Handbook Aug 28 2019 The Digital Gaming Handbook covers the state-of-the-art in video and digital game research and development, from
traditional to emerging elements of gaming across multiple disciplines. Chapters are presented with applicability across all gaming platforms over a broad range of topics,
from game content creation through gameplay at a level accessible for the professional game developer while being deep enough to provide a valuable reference of the
state-of-the-art research in this field. Key Features: International experts share their research and experience in game development and design Provides readers with inside
perspectives on the cross-disciplinary aspects of the industry Includes retrospective and forward-looking examinations of gaming Editor: Dr. Roberto Dillon is a leading
game studies educator with more than 15 years of experience in the field of game design and development.
Shaping Smart for Better Cities Feb 12 2021 Shaping Smart for Better Cities powerfully demonstrates the range of theoretical and practical challenges, opportunities and
success factors involved in successfully deploying digital technologies in cities, focusing on the importance of recognizing local context and multi-layered urban
relationships in designing successful urban interventions. The first section, ‘Rethinking Smart (in) Places’ interrogates the smart city from a theoretical vantage point. The
second part, ‘Shaping Smart Places’ examines various case studies critically. Hence the volume offers an intellectual resource that expands on the current literature, but
also provides a pedagogical resource to universities as well as a reflective opportunity for practitioners. The cases allow for an examination of the practical implications of
smart interventions in space, whilst the theoretical reflections enable expansion of the literature. Students are encouraged to learn from case studies and apply that learning
in design. Academics will gain from the learning embedded in the documentation of the case studies in different geographic contexts, while practitioners can apply their
learning to the conceptualisation of new forms of technology use. Demonstrates how to adapt smart urban interventions for hyper-local context in geographic parameters,
spatial relationships, and socio-political characteristics Provides a problem-solving approach based on specific smart place examples, applicable to real-life urban
management Offers insights from numerous case studies of smart cities interventions in real civic spaces
City of Mist Role-Playing Game Core Book Oct 30 2019 A detective role-playing game in a city of ordinary people and legendary powers
The Sustainable City X Aug 09 2020 Containing the proceedings of the 10th International Conference on Urban Regeneration and Sustainability this book addresses the
multidisciplinary aspects of urban planning; a result of the increasing size of cities; the amount of resources and services required and the complexity of modern society.
Most of earth’s population now lives in cities and the process of urbanisation continues generating many problems deriving from the drift of the population towards them.
These problems can be resolved by cities becoming efficient habitats, saving resources in a way that improves the quality and standard of living. The process, however,
faces a number of major challenges, related to reducing pollution, improving main transportation and infrastructure systems. New urban solutions are required to optimise
the use of space and energy resources leading to improvements in the environment, i.e. reduction in air, water and soil pollution as well as efficient ways to deal with waste
generation. These challenges contribute to the development of social and economic imbalances and require the development of new solutions. Large cities are probably the
most complex mechanisms to manage. However, despite such complexity they represent a fertile ground for architects, engineers, city planners, social and political
scientists, and other professionals able to conceive new ideas and time them according to technological advances and human requirements. The challenge of planning
sustainable cities lies in considering their dynamics, the exchange of energy and matter, and the function and maintenance of ordered structures directly or indirectly,
supplied and maintained by natural systems. Topics covered include: Urban Strategies; Planning, Development and Management; Urban Conservation and Regeneration;
The Community and the City; Eco-town Planning; Landscape Planning and Design; Environmental Management; Sustainable Energy and the City; Transportation; Quality
of Life; Architectural Issues; Cultural Heritage Issues; Intelligent Environment and Emerging Technologies; Planning for Risk; Disaster and Emergency Response; Safety
and Security; Waste Management; Infrastructure and Society; Urban Metabolism.
The Infernal City: An Elder Scrolls Novel Nov 11 2020 Based on the award-winning The Elder Scrolls, The Infernal City is the first of two exhilarating novels
following events that continue the story from The Elder Scrolls IV: Oblivion, named 2006 Game of the Year. Four decades after the Oblivion Crisis, Tamriel is threatened
anew by an ancient and all-consuming evil. It is Umbriel, a floating city that casts a terrifying shadow—for wherever it falls, people die and rise again. And it is in
Umbriel’s shadow that a great adventure begins, and a group of unlikely heroes meet. A legendary prince with a secret. A spy on the trail of a vast conspiracy. A mage
obsessed with his desire for revenge. And Annaig, a young girl in whose hands the fate of Tamriel may rest . . . .
New Perspectives on Virtual and Augmented Reality Oct 11 2020 New Perspectives on Virtual and Augmented Reality discusses the possibilities of using virtual and
augmented reality in the role of innovative pedagogy, where there is an urgent need to find ways to teach and support learning in a transformed learning environment.
Technology creates opportunities to learn differently and presents challenges for education. Virtual reality solutions can be exciting, create interest in learning, make
learning more accessible and make learning faster. This book analyses the capabilities of virtual, augmented and mixed reality by providing ideas on how to make learning
more effective, how existing VR/AR solutions can be used as learning tools and how a learning process can be structured. The virtual reality (VR) solutions can be used
successfully for educational purposes as their use can contribute to the construction of knowledge and the development of metacognitive processes. They also contribute to
inclusive education by providing access to knowledge that would not otherwise be available. This book will be of great interest to academics, researchers and post-graduate
students in the field of educational technology.
Games and Play in the Creative, Smart and Ecological City Oct 03 2022 This book explores what games and play can tell us about contemporary processes of urbanization
and examines how the dynamics of gaming can help us understand the interurban competition that underpins the entrepreneurialism of the smart and creative city. Games
and Play in the Creative, Smart and Ecological City is a collection of chapters written by an interdisciplinary group of scholars from game studies, media studies, play
studies, architecture, landscape architecture and urban planning. It situates the historical evolution of play and games in the urban landscape and outlines the scope of the
various ways games and play contribute to the city’s economy, cultural life and environmental concerns. In connecting games and play more concretely to urban discourses
and design strategies, this book urges scholars to consider their growing contribution to three overarching sets of discourses that dominate urban planning and policy today:
the creative and cultural economies of cities; the smart and playable city; and ecological cities. This interdisciplinary work will be of great interest to students and scholars
of game studies, play studies, landscape architecture (and allied design fields), urban geography, and art history. Chapter 3 of this book is freely available as a
downloadable Open Access PDF under a Creative Commons Attribution-Non Commercial-No Derivatives 4.0 license available at
http://www.taylorfrancis.com/books/e/9781003007760
ECGBL 2022 16th European Conference on Game-Based Learning Sep 29 2019
Sustainable Smart Cities and Smart Villages Research Jun 30 2022 This book is a printed edition of the Special Issue "Sustainable Smart Cities and Smart Villages
Research" that was published in Sustainability
The Art of Game Design Apr 16 2021 Good game design happens when you view your game from as many perspectives as possible. Written by one of the world's top
game designers, The Art of Game Design presents 100+ sets of questions, or different lenses, for viewing a game's design, encompassing diverse fields such as
psychology, architecture, music, visual design, film, software enginee
HTML5 Game Development HOTSHOT Feb 24 2022 With a wide range of projects to build, this step-by-step guide will give you all the tools you need to create a variety
of games. Whether you are familiar with the basics of object-oriented programming concepts, are new to HTML game development, or are familiar with just web design,
this project-based book will get you up and running in no time. It will teach and inspire you to create great interactive content on the Web.
Smart Cities Sep 21 2021 This book discusses the various aspects of smart cities and their architecture along with the application of the latest technologies, including the
Internet of Things (IoT) and artificial intelligence (AI). The concept of smart cities, their development, technological advancements, and issues related to them are
discussed in detail. Smart Cities: Concepts, Practices, and Applications covers numerous topics, including energy utilities and the role of renewable energy for sustainable
development, intelligent transport systems, traffic management, sewage and waste management, the impact of smart city development on the social and economic aspects
of life, flexible communication technologies utilized in the development of smart cities, e-governance challenges, and implementation in smart cities. FEATURES
Discusses the basic architecture of a smart city and its development concept Covers the application of IoT and AI in the development of smart cities Examines the impact
of smart city development on social and economic aspects Presents comprehensively intelligent transport systems and traffic management This book will be useful for
senior undergraduate and graduate students and professionals in electrical engineering, electronics and communication engineering, computer science, and civil
engineering.
Build IOS Games with Sprite Kit Dec 01 2019 For beginning iOS developers who want to write games and interactive applications. Take your game ideas from paper to
pixels using Sprite Kit, Apple's 2D game development engine. Build two exciting games using Sprite Kit and learn real-world, workshop-tested insights about game
design, including cognitive complexity, paper prototyping, and levels of fun. You'll learn how to implement sophisticated game features such as obstacles and weapons,
power-ups and variable difficulty, physics, sound, special effects, and both single- and two-finger control. In no time, you'll be building your own thrilling iOS games.
Power up your inner game developer and start building incredible games with Sprite Kit. This book will teach you everything you need to know about Apple's 2D game
engine. If you have some programming experience but you're new to game development, you'll hit the ground running, no complex tools required--just the Sprite Kit SDK.
You'll start out fast by building a single-finger infinite runner game, where the goal is to stay alive as long as possible and rack up points. You'll explore the Sprite Kit

template, actions, and particle editor and watch your game take shape with an armed player ship, asteroids and enemy ships, explosions, power-ups, and variable difficulty.
Then you'll stitch the game together with cutscenes, menus, and scoring. Next, you'll build a classic pinball game with all the fun and physics of the real thing. You'll
discover the powerful Sprite Kit physics engine and enhance your game with gravity, friction, ricochets, and spin physics, as well as sound effects, bonus scoring, and
special effects. Plus, this game features two-finger control. Dust off those game ideas you've been tucking away and let your imagination bring them to life. This book will
show you how. What You Need: You need a computer running Mac OS X Mavericks and Xcode 5.
Foundations of Trusted Autonomy Jul 08 2020 This book establishes the foundations needed to realize the ultimate goals for artificial intelligence, such as autonomy and
trustworthiness. Aimed at scientists, researchers, technologists, practitioners, and students, it brings together contributions offering the basics, the challenges and the stateof-the-art on trusted autonomous systems in a single volume. The book is structured in three parts, with chapters written by eminent researchers and outstanding
practitioners and users in the field. The first part covers foundational artificial intelligence technologies, while the second part covers philosophical, practical and
technological perspectives on trust. Lastly, the third part presents advanced topics necessary to create future trusted autonomous systems. The book augments theory with
real-world applications including cyber security, defence and space.
Nachhaltige Lösungen für die Informationsgesellschaft Mar 28 2022
New Media and Learning in the 21st Century Apr 28 2022 This volume brings together conceptualizations and empirical studies that explore the socio-cultural dimension
of new media and its implications on learning in the 21st century classroom. The authors articulate their vision of new-media-enhanced learning at a global level. The highlevel concept is then re-examined for different degrees of contextualization and localization, for example how a specific form of new media (e-reader) changes specific
activities in different cultures. In addition, studies based in Singapore classrooms provide insights as to how these concepts are being transformed and implemented by a
co-constructive effort on the part of researchers, teachers and students. Singapore classrooms offer a unique environment to study the theory-practice nexus in that they are
high achieving, implicitly grounded in the eastern cultural values and well-equipped with ICT infrastructure. While these studies are arguably the state-of-the-art exemplars
that synergize socio-cultural and technological affordances of the current learning environments, they also serve as improvable ideas for further innovations. The interplay
between theory and practice lends support to the reciprocal improvements for both. This book contributes to the continuing debate in the field, and will lead to better
learning environments in the 21st century.
Educational Game Design Fundamentals Jul 28 2019 Can we learn through play? Can we really play while learning? Of course! But how?! We all learn and educate
others in our own unique ways. Successful educational games adapt to the particular learning needs of their players and facilitate the learning objectives of their designers.
Educational Game Design Fundamentals embarks on a journey to explore the necessary aspects to create games that are both fun and help players learn. This book
examines the art of educational game design through various perspectives and presents real examples that will help readers make more informed decisions when creating
their own games. In this way, readers can have a better idea of how to prepare for and organize the design of their educational games, as well as evaluate their ideas
through several prisms, such as feasibility or learning and intrinsic values. Everybody can become education game designers, no matter what their technical, artistic or
pedagogic backgrounds. This book refers to educators and designers of all sorts: from kindergarten to lifelong learning, from corporate training to museum curators and
from tabletop or video game designers to theme park creators!
Soft City Culture and Technology Jan 26 2022 Soft City Culture and Technology: The Betaville Project discusses the complete cycle of conception, development, and
deployment of the Betaville platform. Betaville is a massively participatory online environment for distributed 3D design and development of proposals for changes to the
built environment– an experimental integration of art, design, and software development for the public realm. Through a detailed account of Betaville from a Big Crazy
Idea to a working "deep social medium", the author examines the current conditions of performance and accessibility of hardware, software, networks, and skills that can
be brought together into a new form of open public design and deliberation space, for and spanning and integrating the disparate spheres of art, architecture, social media,
and engineering. Betaville is an ambitious enterprise, of building compelling and constructive working relationships in situations where roles and disciplinary boundaries
must be as agile as the development process of the software itself. Through a considered account and analysis of the interdependencies between Betaville's project design,
development methods, and deployment, the reader can gain a deeper understanding of the potential socio-technical forms of New Soft Cities: blended virtual-physical
worlds, whose "public works" must ultimately serve and succeed as massively collaborative works of art and infrastructure.
ECPPM 2021 - eWork and eBusiness in Architecture, Engineering and Construction Sep 09 2020 eWork and eBusiness in Architecture, Engineering and Construction
2021 collects the papers presented at the 13th European Conference on Product and Process Modelling (ECPPM 2021, Moscow, 5-7 May 2021). The contributions cover a
wide spectrum of thematic areas that hold great promise towards the advancement of research and technological development targeted at the digitalization of the AEC/FM
(Architecture, Engineering, Construction and Facilities Management) domains. High quality contributions are devoted to critically important problems that arise, including:
Information and Knowledge Management Semantic Web and Linked Data Communication and Collaboration Technologies Software Interoperability BIM Servers and
Product Lifecycle Management Systems Digital Twins and Cyber-Physical Systems Sensors and Internet of Things Big Data Artificial and Augmented Intelligence in
AEC Construction Management 5D/nD Modelling and Planning Building Performance Simulation Contract, Cost and Risk Management Safety and Quality Sustainable
Buildings and Urban Environments Smart Buildings and Cities BIM Standardization, Implementation and Adoption Regulatory and Legal Aspects BIM Education and
Training Industrialized Production, Smart Products and Services Over the past quarter century, the biennial ECPPM conference series, as the oldest BIM conference, has
provided researchers and practitioners with a unique platform to present and discuss the latest developments regarding emerging BIM technologies and complementary
issues for their adoption in the AEC/FM industry.
ARCHITECTURE, ARCHAEOLOGY AND CONTEMPORARY CITY PLANNING - Proceedings of the workshop May 30 2022
Game Engine Black Book: DOOM Aug 21 2021 It was early 1993 and id Software was at the top of the PC gaming industry. Wolfenstein 3D had established the First
Person Shooter genre and sales of its sequel Spear of Destiny were skyrocketing. The technology and tools id had taken years to develop were no match for their many
competitors. It would have been easy for id to coast on their success, but instead they made the audacious decision to throw away everything they had built and start from
scratch. Game Engine Black Book: Doom is the story of how they did it. This is a book about history and engineering. Don’t expect much prose (the author’s English has
improved since the first book but is still broken). Instead you will find inside extensive descriptions and drawings to better understand all the challenges id Software had to
overcome. From the hardware -- the Intel 486 CPU, the Motorola 68040 CPU, and the NeXT workstations -- to the game engine’s revolutionary design, open up to learn
how DOOM changed the gaming industry and became a legend among video games.
Innovations in Smart Cities Applications Edition 2 Mar 04 2020 This book highlights cutting-edge research presented at the third installment of the International
Conference on Smart City Applications (SCA2018), held in Tétouan, Morocco on October 10–11, 2018. It presents original research results, new ideas, and practical
lessons learned that touch on all aspects of smart city applications. The respective papers share new and highly original results by leading experts on IoT, Big Data, and
Cloud technologies, and address a broad range of key challenges in smart cities, including Smart Education and Intelligent Learning Systems, Smart Healthcare, Smart
Building and Home Automation, Smart Environment and Smart Agriculture, Smart Economy and Digital Business, and Information Technologies and Computer Science,
among others. In addition, various novel proposals regarding smart cities are discussed. Gathering peer-reviewed chapters written by prominent researchers from around
the globe, the book offers an invaluable instructional and research tool for courses on computer and urban sciences; students and practitioners in computer science,
information science, technology studies and urban management studies will find it particularly useful. Further, the book is an excellent reference guide for professionals
and researchers working in mobility, education, governance, energy, the environment and computer sciences.
Augmented Reality, Virtual Reality, and Computer Graphics Apr 04 2020 The 2-volume set LNCS 11613 and 11614 constitutes the refereed proceedings of the 6th
International Conference on Augmented Reality, Virtual Reality, and Computer Graphics, AVR 2019, held in Santa Maria al Bagno, Italy, in June 2019. The 32 full papers
and 35 short papers presented were carefully reviewed and selected from numerous submissions. The papers discuss key issues, approaches, ideas, open problems,
innovative applications and trends in virtual and augmented reality, 3D visualization and computer graphics in the areas of medicine, cultural heritage, arts, education,
entertainment, military and industrial applications. They are organized in the following topical sections: virtual reality; medicine; augmented reality; cultural heritage;
education; and industry.
The Shadow Over Innsmouth (??????) Oct 23 2021 This early work by H. P. Lovecraft was originally published in 1936. Born in 1890 in Rhode Island, USA, Lovecraft
began writing at a very young age, quickly developing a deep and abiding interest in science. In 1913, Lovecraft joined the UAPA (United Amateur Press Association) but
it was four years later, in 1917, that he began to focus on fiction, producing such well-known early stories as 'Dagon' and 'A Reminiscence of Dr. Samuel Johnson'.
However, it was during the last decade of his life that Lovecraft produced his most notable works, such as 'the Dunwich Horror' and 'The Call of Cthulhu' which
subsequently earned him his place as one of the most influential horror writers of the 20th century. Many of the earliest books, particularly those dating back to the 1900's
and before, are now extremely scarce and increasingly expensive. We are republishing these classic works in affordable, high quality, modern editions.
Handbook of Research on Promoting Economic and Social Development Through Serious Games Aug 01 2022 While gaming has become an increasingly popular leisure
activity in society, the success of the videogame market has also contributed to the application of serious games in many different contexts and most importantly for
learning purposes. This technological novelty is the basis for an innovative change in myriad environments such as education, commerce, marketing, healthcare, and many
more. It is of great import to understand these applications in order to improve organizational development. The Handbook of Research on Promoting Economic and Social
Development Through Serious Games provides reflection on the multidisciplinary applications of serious games. This book contextualizes the importance of serious games

in organizational and societal improvement. Covering topics such as cultural heritage, mental health, and tourism, this book is a dynamic resource for policymakers,
academicians, interdisciplinary researchers, graduate and post-graduate students, technology developers, faculty of K-12 and higher education, and government officials.
Artificial Intelligence and Playable Media Dec 25 2021 This book introduces readers to artificial intelligence (AI) through the lens of playable media and explores the
impact of such software on everyday life. From video games to robotic companions to digital twins, artificial intelligence drives large sectors of the culture industry where
play, media and machine learning coexist. This book illustrates how playable media contribute to our sense of self, while also harnessing our data, tightening our bonds
with computation and realigning play with the demands of network logic. Author Eric Freedman examines a number of popular media forms - from the Sony AIBO robotic
dog, video game developer Naughty Dog’s Uncharted and The Last of Us franchises, to Peloton’s connected fitness equipment - to lay bare the computational processes
that undergird playable media, and addresses the social, cultural, technological and economic forces that continue to shape user-centered experience and design. The case
studies are drawn from a number of related research fields, including science and technology studies, media studies and software studies. This book is ideal for media
studies students, scholars and practitioners interested in understanding how applied artificial intelligence works in popular, public and visual culture.
Game Programming for Artists May 18 2021 Game Programming for Artists provides a foundation for artists and creatives to jumpstart learning to program their own
games. It is an accessible and conversational guide focused on three areas: basic programming, understanding game engines, and practical code for commonly employed
game systems. The best way to get into games is to make one, and this book will help artists do that!
Playable Cities Sep 02 2022 This book addresses the topic of playable cities, which use the ‘smartness’ of digital cities to offer their citizens playful events and activities.
The contributions presented here examine various aspects of playable cities, including developments in pervasive and urban games, the use of urban data to design games
and playful applications, architecture design and playability, and mischief and humor in playable cities. The smartness of digital cities can be found in the sensors and
actuators that are embedded in their environment. This smartness allows them to monitor, anticipate and support our activities and increases the efficiency of the cities and
our activities. These urban smart technologies can offer citizens playful interactions with streets, buildings, street furniture, traffic, public art and entertainment, large
public displays and public events.
Machine Learning and the City Feb 01 2020 Machine Learning and the City Explore the applications of machine learning and artificial intelligence to the built
environment Machine Learning and the City: Applications in Architecture and Urban Design delivers a robust exploration of machine learning (ML) and artificial
intelligence (AI) in the context of the built environment. Relevant contributions from leading scholars in their respective fields describe the ideas and techniques that
underpin ML and AI, how to begin using ML and AI in urban design, and the likely impact of ML and AI on the future of city design and planning. Each section couples
theoretical and technical chapters, authoritative references, and concrete examples and projects that illustrate the efficacy and power of machine learning in urban design.
The book also includes: An introduction to the probabilistic logic that underpins machine learning Comprehensive explorations of the applications of machine learning and
artificial intelligence to urban environments Practical discussions of the consequences of applied machine learning and the future of urban design Perfect for designers
approaching machine learning and AI for the first time, Machine Learning and the City: Applications in Architecture and Urban Design will also earn a place in the
libraries of urban planners and engineers involved in urban design.
Encyclopedia of Information Science and Technology, Third Edition May 06 2020 "This 10-volume compilation of authoritative, research-based articles contributed by
thousands of researchers and experts from all over the world emphasized modern issues and the presentation of potential opportunities, prospective solutions, and future
directions in the field of information science and technology"--Provided by publisher.
Entertainment Computing and Serious Games Jun 06 2020 This book constitutes the refereed proceedings of the First IFIP TC 14 Joint International Conference on
Entertainment Computing and Serious Games, ICEC-JCSG 2019, held in Arequipa, Peru, in November 2019. The 26 full papers, 5 short papers, and 16 poster,
demonstration, and workshop papers presented were carefully reviewed and selected from 88 submissions. They cover a large range of topics at the multidisciplinary
intersection of design, art, entertainment, interaction, computing, psychology, and numerous serious application domains. The papers are organized in the following topical
sections: mixed reality; virtual reality; entertainment algorithms; game design and development; interaction technologies; measurement and effects; and serious game
applications.
Literary Mapping in the Digital Age Jun 18 2021 Drawing on the expertise of leading researchers from around the globe, this pioneering collection of essays explores
how geospatial technologies are revolutionizing the discipline of literary studies. The book offers the first intensive examination of digital literary cartography, a field
whose recent and rapid development has yet to be coherently analysed. This collection not only provides an authoritative account of the current state of the field, but also
informs a new generation of digital humanities scholars about the critical and creative potentials of digital literary mapping. The book showcases the work of exemplary
literary mapping projects and provides the reader with an overview of the tools, techniques and methods those projects employ.
Godot Engine Game Development Projects Jan 14 2021 A project based guides to learn animation, advanced shaders, environments, particle rendering, and networked
games with Godot 3.0 Key Features Learn the art of developing cross-platform games Leverage Godot's node and scene system to design robust, reusable game objects
Integrate Blender easily and efficiently with Godot to create powerful 3D games Book Description Godot Engine Game Development Projects is an introduction to the
Godot game engine and its new 3.0 version. Godot 3.0 brings a large number of new features and capabilities that make it a strong alternative to expensive commercial
game engines. For beginners, Godot offers a friendly way to learn game development techniques, while for experienced developers it is a powerful, customizable tool that
can bring your visions to life. This book consists of five projects that will help developers achieve a sound understanding of the engine when it comes to building games.
Game development is complex and involves a wide spectrum of knowledge and skills. This book can help you build on your foundation level skills by showing you how to
create a number of small-scale game projects. Along the way, you will learn how Godot works and discover important game development techniques that you can apply to
your projects. Using a straightforward, step-by-step approach and practical examples, the book will take you from the absolute basics through to sophisticated game
physics, animations, and other techniques. Upon completing the final project, you will have a strong foundation for future success with Godot 3.0. What you will learn Get
started with the Godot game engine and editor Organize a game project Import graphical and audio assets Use Godot's node and scene system to design robust, reusable
game objects Write code in GDScript to capture input and build complex behaviors Implement user interfaces to display information Create visual effects to spice up your
game Learn techniques that you can apply to your own game projects Who this book is for Godot Engine Game Development Projects is for both new users and
experienced developers, who want to learn to make games using a modern game engine. Some prior programming experience in C and C++ is recommended.
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