‘ g

[ EaSier-’m N }.,_«L.
everything st

HTML5

Makin<

4 :
‘ b,
g 9
By
A .
Al RN
-é / 1
o h
4
N
N
A P ¥
& -
? ¥ ‘.‘.
o > 4
A e

\
.i.;

'Ghme Development
e FOR

B

NI 3
- Du A Wiley Brand
a :

®
H?
o
|
r N -
4 .' . ; > \
: A Y RS
P W
Ce)

v

)

i d 4

Learn to:

«Use HTMLS5 to build graphically rich,
interactive games

« Prepare your creations to work
on mobile devices

- Create adventure games, word
games, space games, and others

« Apply a basic physics model for
more advanced motion
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