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Holistic Mobile Game Development with Unity: An All-In-One Guide to Implementing Mechanics, Art Design
and Programming for iOS and Android Games Master mobile game design and development in this all-inone guide to creating iOS and Android games in the cutting-edge game engine, Unity. By using Penny de
Byl’s holistic method, you will learn about the principles of art, design, and code and gain multidisciplinary
skills needed to succeed in the independent mobile games industry. In addition, hands-on exercises will
help you throughout the process from design to publication in the Apple App Store and Google Play Store.
Over 70 practical step-by-step exercises recreating the game mechanics of contemporary mobile games,
including Angry Birds, Temple Run, Year Walk, Minecraft, Curiosity Cube, Fruit Ninja, and more. Design
principles, art, and programming in unison – the one-stop shop for indie developers requiring
interdisciplinary skills in their small teams. An introduction to essential two- and three-dimensional
mathematics, geometry and physics concepts. A portfolio of royalty free reusable game mechanics and
assets. Accompanying website, www.holistic3d.com, features project source code, instructional videos, art
assets, author blog, and teaching resources. Challenge questions and lesson plans are available online for
an enhanced learning experience.
Retro Gaming Hacks - Chris Kohler 2006
Describes how to adapt old video games to new video and computer equipment.
Game Face - 2003

Micro Java Game Development - David Fox 2002
Micro Java Games Development explains game development for devices that support J2ME MIDP. The six
parts cover a full range of topics, from a tour of all available micro-devices (Palms, cell phones and pagers),
a discussion of software standards apart from J2ME (cell phones, messaging, I-mode and wireless
enhancements such as Bluetooth), and available J2ME extensions (Siemans, Ericcson, Nokia), development
tools and restrictions, to the creation of a meaty J2ME game!
Strategic Brand Management - Richard H. Elliott 2011-03-10
`I find it an interesting read. I appreciate the in-depth psychological discussions and students will be happy
with a short branding book.' Csilla Horvath, Radboud University Nijmegen -Online Gaming in Context - Garry Crawford 2013-03-01
There is little question of the social, cultural and economic importance of video games in the world today,
with gaming now rivalling the movie and music sectors as a major leisure industry and pastime. The
significance of video games within our everyday lives has certainly been increased and shaped by new
technologies and gaming patterns, including the rise of home-based games consoles, advances in mobile
telephone technology, the rise in more 'sociable' forms of gaming, and of course the advent of the Internet.
This book explores the opportunities, challenges and patterns of gameplay and sociality afforded by the
Internet and online gaming. Bringing together a series of original essays from both leading and emerging
academics in the field of game studies, many of which employ new empirical work and innovative
theoretical approaches to gaming, this book considers key issues crucial to our understanding of online
gaming and associated social relations, including: patterns of play, legal and copyright issues, player
production, identity construction, gamer communities, communication, patterns of social exclusion and
inclusion around religion, gender and disability, and future directions in online gaming.
Systems Intelligence – A New Lens on Human Engagement and Action - 2008
Contemporary Strategy Analysis - Robert M. Grant 2021-11-22
The updated new edition of the market-leading strategic analysis textbook, addressing the emerging
challenges that businesses face in an increasingly complex and dynamic environment In Contemporary
Strategy Analysis, expert strategist and lecturer Robert M. Grant equips management students and working
professionals with the concepts, frameworks, and techniques needed to make better strategic decisions.
Designed to be accessible to readers from different backgrounds and with varying levels of experience, this
classic textbook combines a rigorous approach to business strategy with real-world examples of current
practice and highly relevant case studies personally written by the author. Contemporary Strategy Analysis
focuses on the essential tasks of strategy, showing readers how to use the tools of strategy analysis to
identify, analyze, and exploit the sources of superior business performance to secure competitive
advantage. The eleventh edition examines the role of strategy in a world reshaped by the Covid-19
pandemic and discusses a wide range of trending topics — such as the corporate social responsibility
movement and environmental, social, and governance innovation — presented alongside fully integrated
business models and up-to-date examples of business model innovation. Perfect for undergraduate and MBA
students of business, Contemporary Strategy Analysis has also proven influential with consultants,
executives, and others engaged in the strategic direction of a modern enterprise.
Holistic Mobile Game Development with Unity - Penny de Byl 2014-07-11
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Gamification: Video Game Element Incentives in Cross-Functional Enterprise Information System - Project
Finance and Risk Management - Dennis Lichtenvoort 2014-03-10
Introduction: ‘Play so that you may be serious.” - Anacharsis. Although play is generally regarded as
involving neither utility nor meaning and thus as a free time activity, the above quote illustrates that man
has known since the times of the Scythian philosopher Anacharsis that we learn from play. Play thus acts as
a foundation for our more serious behaviour. With the advent of Gamification in the year 2008, interest in
this concept has been surged. In general, the term Gamification describes how games (or certain game
elements) can increase customer engagement when used in the context of marketing. For example, by
playing a game, the user or player remains on the website longer. The integration of a game into an
organization’s website thus can increase the players awareness of a product, their familiarity with the
product, the player is more easily convinced of the product’s benefits and is more susceptible for the
company’s Unique Selling Points. Several studies hypothesize that Gamification can also be used in a
serious or in an enterprise context (e.g., Flatla, 2011; Singer, 2012). This leads to the question, to what
extent can Gamicfication be employed? This work focusses on the idea of gamifying an Enterprise
Information System (EIS), which by definition spans several internal business functions. It is hypothesized
that Gamification can foster several aspects concerning the use and utilization of such EIS, ranging from a
faster learning and more efficient working on the employee’s side to an impact on profitability parameters
on the organization’s side. 1.1. Aim of this Work: The aim of this work is to show that Gamification can be
used to empower Enterprise Information Systems (EIS) and particularly a company’s internal use of those
systems. This will be achieved by showing that by nature employees have the same psychological needs
Gamification addresses to trigger an increased engagement with the gamified software. It will be assessed
which different elements Gamification consists of and what exact fundamental psychological aspects these
elements address. It is hypothesized that this leads to an intrinsic motivation to use the software, causing
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the experience of ‘fun”, which consequently leads to an increase in productivity. [...]
Online Game Pioneers at Work - Morgan Ramsay 2015-06-03
In this groundbreaking collection of 15 interviews, successful founders of entertainment software
companies reflect on their challenges and how they survived. You will learn of the strategies, the sacrifices,
the long hours, the commitment, and the dedication to quality that led to their successes but also of the toll
that this incredibly competitive market has on even its most brilliant minds. For the hundreds of thousands
of game developers out there, this is a must read survival guide. For those who simply enjoy games and
know of some of these founders, this will be a most interesting read. Sales of video games, hardware, and
accessories reach upwards of $20 billion every year in the United States alone, and more than two-thirds of
American households include video games in their daily lives. In a world that seems to be overflowing with
fortune and success, the vicious truth of this booming industry is easily forgotten: failure is tradition. Video
games define a cultural crossroad where business, entertainment, and technology converge, where the
risks are great, cutting edge technology is vitally important and competition is intense. Here are the stories
of survival from many of the industries luminaries who founded companies, created industries in their home
countries, took amazing risks, innovated technologies, and invented new ways to sell. Among this
outstanding group of pioneers are Richard Garriott, founder of Origin, astronaut, and the producer of the
revolutionary Ultima Online, John Romero of Doom, Wolfenstein and Quake fame, and Victor Kislyi whose
World of Tanks set the Guinness world record for the most people online at once with over 1.1 million
people playing). You will read their stories and you will gain an understanding of how they managed in such
a demanding business. There are a few game development companies that have withstood the test of time;
most startups exit as quickly as they enter the scene. Many firms are outpaced by the explosive worldwide
growth and economic realities of the sector. Here are enlightening the stories of entrepreneurs who found
success and many who subsequently could not repeat it. They walk you through their incredible journeys of
success and failure while expressing their views on development, design, hiring, finance, business models,
selling their organization, the business life cycle, their frustrations and mistakes, while showing their
intensity and their passion for the business along the way. Online Game Pioneers at Work: Explores the
formation of entertainment software companies from the perspectives of successful founders who defied
the odds Provides insight into why experienced professionals sacrifice the comfort of gainful employment
for the uncertainty and risk of the startup Shares the experiences and lessons that shape the lives,
decisions, and struggles of entrepreneurs in this volatile business Other books in the Apress At Work
Series: Gamers at Work, Ramsay. 978-1-4302-3351-0 Coders at Work, Seibel, 978-1-4302-1948-4 Venture
Capitalists at Work, Shah & Shah, 978-1-4302-3837-9 CIOs at Work, Yourdon, 978-1-4302-3554-5 CTOs at
Work, Donaldson, Seigel, & Donaldson, 978-1-4302-3593-4 Founders at Work, Livingston,
978-1-4302-1078-8 European Founders at Work, Santos, 978-1-4302-3906-2 Women Leaders at Work,
Ghaffari, 978-1-4302-3729-7 Advertisers at Work, Tuten, 978-1-4302-3828-7
Macromedia Flash Enabled - Christian Cantrell 2002
This is the only book available on Flash development for multiple devices, asit guides Flash designers and
developers in creating content and applicationsfor multiple devices with Flash and other tools.
Flash MX 2004 Games - Nik Lever 2012-11-12
As a designer using Flash you will see how you can apply your creative skills to the many stages of game
production and produce your own interactive games with this versatile package. Creating games for mobile
devices is now also covered! As an animator you will be able to add interactive functionality to your own
animation and produce a game. As a web developer you will see how to make the best use of the
sophisticated development environment Flash offers for the production of both artwork and code to create
low bandwidth, animated web content that sells! The free CD-Rom includes all the code and files you need
to try out each tutorial from the book so you can see exactly how each game was created. Learn from the
many different types of games provided as examples, from simple quizzes to platform-based games. High
score tables and multi-player games using sockets, vital to higher level online games, are also covered in
detail to ensure you have the complete skill set needed to succeed in this competitive arena.
Finnish Video Games - Juho Kuorikoski 2015-05-11
In the past three decades Finland’s video game industry has become the backbone of Finnish cultural
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export. Angry Birds and Clash of Clans are dominating sales around the world and the small Nordic nation
has become a gaming superpower. Drawing on more than 60 interviews, this book covers the Finnish video
game phenomenon as told by the people behind its success. The history of the industry is documented in
detail for the first time. Two hundred game reviews are included, presenting the best (and worst) of
commercial video games made in Finland.
Gegenwart und Zukunft der Computer- und Videospielindustrie in Deutschland - Jörg MüllerLietzkow 2006
Winning the Right Game - Ron Adner 2021-10-05
How to succeed in an era of ecosystem-based disruption: strategies and tools for offense, defense, timing,
and leadership in a changing competitive landscape. The basis of competition is changing. Are you
prepared? Rivalry is shifting from well-defined industries to broader ecosystems: automobiles to mobility
platforms; banking to fintech; television broadcasting to video streaming. Your competitors are coming
from new directions and pursuing different goals from those of your familiar rivals. In this world,
succeeding with the old rules can mean losing the new game. Winning the Right Game introduces the
concepts, tools, and frameworks necessary to confront the threat of ecosystem disruption and to develop
the strategies that will let your organization play ecosystem offense. To succeed in this world, you need to
change your perspective on competition, growth, and leadership. In this book, strategy expert Ron Adner
offers a new way of thinking, illustrating breakthrough ideas with compelling cases. How did a strategy of
ecosystem defense save Wayfair and Spotify from being crushed by giants Amazon and Apple? How did
Oprah Winfrey redraw industry boundaries to transition from television host to multimedia mogul? How did
a shift to an alignment mindset enable Microsoft's cloud-based revival? Each was rooted in a new approach
to competitors, partners, and timing that you can apply to your own organization. For today's leaders the
difference between success and failure is no longer simply winning, but rather being sure that you are
winning the right game.
Games Online For Dummies? - John Kaufeld 1998-10-01
"An invaluable resource for novice and experienced gamers alike." — Sid Meier, Creator of Civilization Save
$$$! See Inside for Coupons! Find, Play, and Win the Best Games on the Internet! Feel like taking the
wheel of an Indy race car? Commanding your forces against the evil empire? Or simply grabbing a cue and
hitting the old electronic ball? Trust gaming expert John Kaufeld to take you straight to the best online
games. With direct links to the hottest games on the Net and a wealth of gaming tips — including advice on
which games you may not want your kids playing — Games Online For Dummies® takes you on an exciting
tour of the Wild Net Yonder. Inside, find helpful advice on how to: Play games on major game services like
the Internet Gaming Zone, HEAT.NET, Mplayer, and more Trick commercial games into playing through
the Internet with Kali and Kahn Figure out what to play, where to play, and how to make your computer
play better with our special Internet Directory Chat with fellow gamers — and find worthy opponents Join
the online gaming communities inside America Online and CompuServe Turn your computer into the
ultimate game machine CD-ROM Includes Multiplayer Demos of: StarCraft You Don't Know Jack the
Netshow HardBall 6 Age of Empires Shanghai Dynasty MindSpring Internet Access Shareware programs
are fully functional, free trial versions of copyrighted programs. If you like particular programs, register
with their authors for a nominal fee and receive licenses, enhanced versions, and technical support.
Freeware programs are free, copyrighted games, applications, and utilities. You can copy them to as many
PCs as you like — free — but they have no technical support. System Requirements: 133 or faster Pentium
PC with Windows 95/98; 24MB RAM (32MB recommended); double-speed (2X) or faster CD-ROM drive; and
an Internet connection (14,400 bps or faster modem — regular access charges apply)
The Warren Buffett Stock Portfolio - Mary Buffett 2011-12-08
Warren Buffett's Stock Portfoliois the first book to take readers deep into Warren Buffett's investment
portfolio. Each of Buffett's current stock investments is analyzed in detail with information as to why
Buffett found these attractive businesses and how he determined that they are good long-term investments.
Each company will analyzed using the criteria outlined in Buffettologyand Warren Buffett and the
Interpretation of Financial Statements. The reader can then apply these techniques to a variety of other
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stocks and see if they meet Buffett's criteria. Although information about Warren Buffett's stock portfolio is
available on-line, it is merely listings of the stocks Warren owns. No one else explains the criteria Warren
uses to determine how and when to buy and sell. In addition this book will include stocks that are too new
to be on-line. The authors will also look at a few top-performing stocks that Warren has sold in the last ten
years.
Video Games Around the World - Mark J. P. Wolf 2015-05-01
Thirty-nine essays explore the vast diversity of video game history and culture across all the world's
continents. Video games have become a global industry, and their history spans dozens of national
industries where foreign imports compete with domestic productions, legitimate industry contends with
piracy, and national identity faces the global marketplace. This volume describes video game history and
culture across every continent, with essays covering areas as disparate and far-flung as Argentina and
Thailand, Hungary and Indonesia, Iran and Ireland. Most of the essays are written by natives of the
countries they discuss, many of them game designers and founders of game companies, offering
distinctively firsthand perspectives. Some of these national histories appear for the first time in English,
and some for the first time in any language. Readers will learn, for example, about the rapid growth of
mobile games in Africa; how a meat-packing company held the rights to import the Atari VCS 2600 into
Mexico; and how the Indonesian MMORPG Nusantara Online reflects that country's cultural history and
folklore. Every country or region's unique conditions provide the context that shapes its national industry;
for example, the long history of computer science in the United Kingdom and Scandinavia, the problems of
piracy in China, the PC Bangs of South Korea, or the Dutch industry's emphasis on serious games. As these
essays demonstrate, local innovation and diversification thrive alongside productions and corporations with
global aspirations. Africa • Arab World • Argentina • Australia • Austria • Brazil • Canada • China •
Colombia • Czech Republic • Finland • France • Germany • Hong Kong • Hungary • India • Indonesia •
Iran • Ireland • Italy • Japan • Mexico • The Netherlands • New Zealand • Peru • Poland • Portugal •
Russia • Scandinavia • Singapore • South Korea • Spain • Switzerland • Thailand • Turkey • United
Kingdom • United States of America • Uruguay • Venezuela
The Official GameSalad Guide to Game Development - GameSalad 2013-04-12
THE OFFICIAL GAMESALAD GUIDE TO GAME DEVELOPMENT teaches readers how to make their own
games with the simple, powerful, drag-and-drop GameSalad Creator software. Using techniques based on
key game development concepts, current trends, and established best practices, readers will be able to use
GameSalad Creator from concept to prototype--and beyond. The text's wide-ranging coverage encompasses
desktop, mobile, online, social, and serious games--as well as key platforms such as iOS, Android, Mac,
Windows, and HTML 5. This reader-friendly, highly visual guide is equally suited for formal game
development courses and self-paced learning--with a balance of depth and detail that is ideal for both
professionals and those working on their first game. Basic tutorials and terminology are available in the
book's Appendix. GameSalad has also provided manuals, templates, and a Cookbook containing video
tutorials at http://gamesalad.com/manuals and http://cookbook.gamesalad.com. Important Notice: Media
content referenced within the product description or the product text may not be available in the ebook
version.
Beginning J2ME - Sing Li 2006-10-31
* J2ME or Wireless Java development platform is a topic of interest, and is still a hot topic for shows like
JavaOne. * Empowered by info on GUI graphics, sound, and music; enables a beginning wireless Java
developer to build games for cell phone and other wireless devices. * Easy-to-read style with lots of
practical, hands-on code examples.
Beyond Deep Blue - Monty Newborn 2011-04-02
More than a decade has passed since IBM’s Deep Blue computer stunned the world by defeating Garry
Kasparov, the world chess champion at that time. Beyond Deep Blue tells the continuing story of the chess
engine and its steady improvement. The book provides analysis of the games alongside a detailed
examination of the remarkable technological progress made by the engines – asking which one is best, how
good is it, and how much better can it get. Features: presents a total of 118 games, played by 17 different
chess engines, collected together for the first time in a single reference; details the processor speeds,
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memory sizes, and the number of processors used by each chess engine; includes games from 10 World
Computer Chess Championships, and three computer chess tournaments of the Internet Chess Club; covers
the man-machine matches between Fritz and Kramnik, and Kasparov and Deep Junior; describes three
historical matches between leading engines – Hydra vs. Shredder, Junior vs. Fritz, and Zappa vs. Rybka.
Digital Storytelling - Carolyn Handler Miller 2008-04-03
Understand the 'how' and 'why' of interactive storytelling to develop powerful characters, structures, and
storylines specifically for digital entertainment.
Winning the Long Game - Steven Krupp 2014-12-02
Are you winning the battle but losing the war? Every leader has to deliver the goods -- make budget, meet
deadlines, and deftly manage people -- to provide the inspirational fuel that keeps their business running
day-in and day-out. But therein lies the danger of winning today's battle and losing the war -- that is the
long game of creating sustainable value in a volatile, uncertain world that is becoming ever-more complex
and ambiguous. The number one business challenge -- is winning the long game by being more strategic;
developing the skills to look outside the four walls of the organization and see the world from the future
back. Steven Krupp and Paul J. H. Schoemaker bridge the gap between what many see as the separate
domains of strategy and leadership to show how to develop the discipline of strategic leadership in a world
of growing uncertainty. Pragmatic to the core, Winning the Long Game creates vivid insights into the
discipline of strategic leadership by applying it systemically through personal portraits of successful
business leaders. The book profiles Elon Musk, Richard Branson, and Sara Blakely, as well as worldrenowned figures like Pope Francis, Oprah Winfrey, and Nelson Mandela. What makes these strategic
leaders successful is highlighted by contrasting them with others who are either mediocre or outright
failures. Winning the Long Game is the must-have playbook for every leader and for any manager seeking
to be become more strategic in today's topsy-turvy world.
The Game-Changer - A. G. Lafley 2008-04-08
How you can increase and sustain organic revenue and profit growth . . . whether you’re running an entire
company or in your first management job. Over the past seven years, Procter & Gamble has tripled profits;
significantly improved organic revenue growth, cash flow, and operating margins; and averaged earnings
per share growth of 12 percent. How? A. G. Lafley and his leadership team have integrated innovation into
everything P&G does and created new customers and new markets. Through eye-opening stories A. G.
Lafley and Ram Charan show how P&G and companies such as Honeywell, Nokia, LEGO, GE, HP, and
DuPont have become game-changers. Their inspiring lessons can help you learn how to: • Make consumers
and customers the boss, not the CEO or the management team • Innovate to grow a mature business •
Develop higher growth, higher margin businesses • Create new customers and new markets • Revitalize a
business model • Reach outside your own business and tap into the abundant brainpower and creativity of
the world • Integrate innovation into the mainstream of your managerial decision making • Manage risk •
Become a leader of innovation We live in a world of unprecedented change, increasing global
competitiveness, and the very real threat of commoditization. Innovation in this world is the best way to
win—arguably the only way to really win. Innovation is not a separate, discrete activity but the job of
everyone in a leadership position and the integral, central driving force for any business that wants to grow
organically and succeed on a sustained basis. This is a game-changing book that helps you redefine your
leadership and improve your management game.
The Video Games Textbook - Brian J. Wardyga 2018-08-06
The Video Games Textbook takes the history of video games to another level, with visually-stimulating,
comprehensive, and chronological chapters that are relevant and easy to read for a variety of students.
Every chapter is a journey into a different era or area of gaming, where readers emerge with a strong sense
of how video games evolved, why they succeeded or failed, and the impact they had on the industry and
human culture. Written to capture the attention and interest of both domestic and international college
students, each chapter contains a list of objectives and key terms, illustrative timelines, arcade summaries,
images and technical specifications of all major consoles.
A Companion to Los Angeles - William Deverell 2014-01-28
This Companion contains 25 original essays by writers and scholars who present an expert assessment of
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the best and most important work to date on the complex history of Los Angeles. The first Companion
providing a historical survey of Los Angeles, incorporating critical, multi-disciplinary themes and innovative
scholarship Features essays from a range of disciplines, including history, political science, cultural studies,
and geography Photo essays and ‘contemporary voice’ sections combine with traditional historiographic
essays to provide a multi-dimensional view of this vibrant and diverse city Essays cover the key topics in the
field within a thematic structure, including demography, social unrest, politics, popular culture,
architecture, and urban studies
The Ultimate History of Video Games, Volume 2 - Steven L. Kent 2021-08-24
The definitive behind-the-scenes history of video games’ explosion into the twenty-first century and the war
for industry power “A zippy read through a truly deep research job. You won’t want to put this one
down.”—Eddie Adlum, publisher, RePlay Magazine As video games evolve, only the fittest companies
survive. Making a blockbuster once cost millions of dollars; now it can cost hundreds of millions, but with a
$160 billion market worldwide, the biggest players are willing to bet the bank. Steven L. Kent has been
playing video games since Pong and writing about the industry since the Nintendo Entertainment System.
In volume 1 of The Ultimate History of Video Games, he chronicled the industry’s first thirty years. In
volume 2, he narrates gaming’s entrance into the twenty-first century, as Nintendo, Sega, Sony, and
Microsoft battle to capture the global market. The home console boom of the ’90s turned hobby companies
like Nintendo and Sega into Hollywood-studio-sized business titans. But by the end of the decade, they
would face new, more powerful competitors. In boardrooms on both sides of the Pacific, engineers and
executives began, with enormous budgets and total secrecy, to plan the next evolution of home consoles.
The PlayStation 2, Nintendo GameCube, and Sega Dreamcast all made radically different bets on what
gamers would want. And then, to the shock of the world, Bill Gates announced the development of the one
console to beat them all—even if Microsoft had to burn a few billion dollars to do it. In this book, you will
learn about • the cutthroat environment at Microsoft as rival teams created console systems • the day the
head of Sega of America told the creator of Sonic the Hedgehog to “f**k off” • how “lateral thinking with
withered technology” put Nintendo back on top • and much more! Gripping and comprehensive, The
Ultimate History of Video Games: Volume 2 explores the origins of modern consoles and of the
franchises—from Grand Theft Auto and Halo to Call of Duty and Guitar Hero—that would define gaming in
the new millennium.
Winning the Global Game - Jeffrey Rosensweig 2010-05-11
In the 21st century global economy, emerging nations will provide almost half of the potential customers
for western goods and services, concludes international business expert Jeffrey A. Rosensweig. Drawing on
extensive research, Rosensweig contends that firms with truly global strategies will profit from the
untapped resources of emerging markets and at the same time improve the living standards of the world?s
poor. Dismissing the doomsday scenario that so-called Third World nations will continue to be mired in
poverty, he argues persuasively that western executives must break out of the mindset that profitable
ventures can only be found within the ?Triad? of the United States, Europe, and Japan. Rosensweig reminds
us that American exports to emerging nations have tripled since 1986. He projects that, by the year 2010,
the world will contain six great regional economies -- four of them in Asia -- and that three of every eight
middle-class consumers will reside in the developing world. In clear, nontechnical language, he explains
how executives can identify trends of globalization and apply them to business strategy, particularly to
what he calls a ?time-phased? global strategy for synchronizing a firm?s investments with the progress of
emerging middle classes. Winning the Global Game demonstrates that adopting a global perspective now is
a win-win strategy that links people and profits. It will be important reading for all multinational executives
and managers in firms which are going global. The chapter on 21st century personal career strategy will
appeal particularly to the aspiring global executive.
Mobile Commerce: Technology, Theory and Applications - Mennecke, Brian E. 2002-07-01
M-commerce (mobile-commerce) refers to e-commerce activities carried out via a mobile terminal such as a
phone or PDA. M-commerce applications for both individuals and organizations are expected to grow
considerably over the next few years. Mobile Commerce: Technology, Theory and Applications addresses
issues pertaining to the development, deployment, and use of these applications. The objective of this book
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is to provide a single source of up-to-date information about mobile commerce including the technology
(hardware and software) involved, research on the expected impact of this technology on businesses and
consumers, and case studies describing state-of-the-art m-commerce applications and lessons learned.
Winning the Reputation Game - Grahame R. Dowling 2016-04-22
Core strategies for creating a corporate reputation that will provide a competitive advantage in the
marketplace: a back-to-basics approach. What does a company have to do to be admired and respected?
Why does Apple have a better reputation than, say, Samsung? In Winning the Reputation Game, Grahame
Dowling explains. Companies' reputations do not derive from consultant-recommended campaigns to
showcase efforts at corporate transparency, environmental sustainability, or social responsibility.
Companies are admired and respected because they are “simply better” than their competitors. Companies
that focus on providing outstanding goods and services are rewarded with a strong reputation that helps
them gain competitive advantage. Dowling, who has studied corporate reputation–building for thirty years,
describes two core strategies for creating a corporate reputation that will provide a competitive advantage:
to be known for being Best at Something or for being Best for Somebody. Apple, for example, is best at
personal technology products that enhance people's lifestyles. IKEA is best for people who want welldesigned furniture at affordable prices. Dowling covers such topics as the commercial value of a strong
reputations—including good employees, repeat customers, and strong share price; how corporate
reputations are formed; the power of “being simply better”; the effectiveness of corporate storytelling (for
good or ill; Kenneth Lay of Enron was a master storyteller); and keeping out of trouble. Drawing on many
real-world examples, Dowling shows how companies that are perceived to be better than their competitors
build strong reputations that reflect past success and promise more of the same. Companies that artificially
engineer a reputation with irrelevant activities but have stopped providing the best products and services
available often wind up with mediocre—or worse—reputations.
Video Game Audio - Christopher Hopkins 2022-08-17
From the one-bit beeps of Pong to the 3D audio of PlayStation 5, this book examines historical trends in
video game sound and music. A range of game systems sold in North America, Europe and Japan are
evaluated by their audio capabilities and industry competition. Technical fine points are explored, including
synthesized v. sampled sound, pre-recorded v. dynamic audio, backward compatibility, discrete and
multifunctional soundchips, storage media, audio programming documentation, and analog v. digital
outputs. A timeline chronicles significant developments in video game sound for PC, NES, Dreamcast, Xbox,
Wii, Game Boy, PSP, iOS and Android devices and many others.
Buzz - Marian Salzman 2003-04-25
How to master the power of buzz Trendspotters and bestselling authors Marian Salzman and Ira Matathia
demystify buzz and show how marketers can create and leverage it for the success of their products and
services. The world we inhabit is in constant flux, and the captive audience on which advertisers relied for
years no longer exists. Branding today requires a flexibility and creativity that have thus far eluded many
traditional practitioners. When there is no clear forum for communicating your brand message to the
audience, you must have your audience do it for you. The authors show how and why buzz works,
examining case studies like Kate Spade, Madonna, Bulgari, Ford, Nokia, and French Connection. They
explore the role specific consumer groups play in setting trends, show how influence works, reveal the
efficacy of shock ads, and explain how to manage brand momentum. This book is a dynamic guide that
sheds new light on the topic of buzz using real-world examples and case studies that show how marketers
can manufacture the seemingly authentic word-of-mouth to which today's cynical consumer responds.
Pervasive Games - Markus Montola 2009-06-12
Emerging quickly from the fast-paced growth of mobile communications and wireless technologies,
pervasive games provide a worldwide network of potential play spaces. Now games can be designed to be
played in public spaces like conferences, museums, communities, cities, buildings or other non-traditional
game venues...and game designers need to unde
Communication Technology Update and Fundamentals - August E. Grant 2012
Communication technologies surround us in every part of our lives: via television, web, blogging, mass
media, and much more. How do people in business keep up with the latest and greatest trends, and how do
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they differentiate good information from bad information? How do they get help analyzing information and
coming to conclusions about trends that will impact their businesses and business decisions? How do they
consider the environmental and sustainability issues surrounding communication technology? This book
answers these essential questions. It's for professionals and students working in telecommunications,
including electronic mass media, digital signage, computers, consumer electronics, games, satellites, and
telepresence. The best of the best minds on these topics all come forward here, each in their own chapter,
to report on, analyze, and make recommendations, for the new edition of this definitive guide to new
technologies. New to this edition: • New coverage of historical perspectives on communication technology
bring the ideas and concepts to the forefront, providing a thoroughly grounded approach designed to
appeal to professors looking for more the why's than the how's of comm. tech • New chapters on digital
cinema, mobile commerce, digital television, cinema technologies, e-books, home video, digital audio, and
telepresence. • As always, every chapter is updated to reflect the latest trends on the topic • Brand new!
Instructor's manual with testbank and sample syllabus • Website - brand new for this edition. Chapter-bychapter additional coverage of technologies and further resources. Continually updated. * Gives students
and professionals THE latest information in all areas of communication technologies * The companion
website offers updated information to this text, plus links to related industry resources * New focus on
mobile commerce, digital television, cinema technologies, digital audio, ebooks, and much more
iOS Game Development - Thomas Lucka 2013-09-04
To create successful games for the iPhone family of mobile devices, developers need to know how touchinput, real-time graphics, and sound come together in the iOS environment. iOS Game Development:
Developing Games for iPad, iPhone, and iPod Touch takes you from the basics of app coding to releasing
and marketing your game on the App Store. The book offers a wealth of previously unpublished information
about the iOS platform. The text focuses on the concrete requirements of game developers, presenting indepth details on each step in the mobile game development process. It explains the use of OpenGL ES for
2D/3D graphics and OpenAL for sound, both of which are recommended for game performance on the iOS
platform. It also covers new APIs such as the GLKit, GameKit, and Box2D Physics Engine. To better
understand the explanations, the author encourages you to access more than 30 iOS example apps from his
website. Each app represents a small piece of the complex field of game development in a straightforward
manner. The apps can be run on any device in the iPhone family and have been extensively tested with
various iOS versions. Suitable for both newcomers and more advanced developers, this color book helps
you get started with iOS game development. By following the book’s clear descriptions and example
programs, you will understand how to implement the fundamentals in smaller game projects and be able to
create your first game for the App Store.
The Video Game Explosion - Mark J. P. Wolf 2008
This title traces the growth of video games, showing how they have become an integral part of popular
culture today.
Now Media - Norman J. Medoff 2021-04-29
Now in its fourth edition, this book is one of the leading texts on the evolution of electronic mass
communication in the last century, giving students a clear understanding of how the media of yesterday
shaped the media world of today. Now Media, Fourth Edition (formerly Electronic Media: Then, Now,
Later) provides a comprehensive view of the beginnings of electronic media in broadcasting and the
subsequent advancements into ‘now’ digital media. Each chapter is organized chronologically, starting with
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the electronic media of the past, then moving to the media of today, and finally, exploring the possibilities
for the media of the future. Topics include the rise of social media, uses of personal communication devices,
the film industry, and digital advertising, focusing along the way on innovations that laid the groundwork
for ‘now’ television and radio and the Internet and social media. New to the fourth edition is a chapter on
the amazing world of virtual reality technology, which has spawned a ‘now’ way of communicating with the
world and becoming a part of video content, as well as a discussion of the impacts of the COVID-19
pandemic on media consumption habits. This book remains a key text and trusted resource for students and
scholars of digital mass communication and communication history alike. The new ‘now’ edition also
features updated online instructor materials, including PowerPoint slides and test banks. Please visit
www.routledge.com/cw/medoff to access these support materials.
Understanding Video Games - Simon Egenfeldt-Nielsen 2009-03-23
From Pong to PlayStation 3 and beyond, Understanding Video Games is the first general introduction to the
exciting new field of video game studies. This textbook traces the history of video games, introduces the
major theories used to analyze games such as ludology and narratology, reviews the economics of the game
industry, examines the aesthetics of game design, surveys the broad range of game genres, explores player
culture, and addresses the major debates surrounding the medium, from educational benefits to the effects
of violence. Throughout the book, the authors ask readers to consider larger questions about the medium:
what defines a video game? who plays games? why do we play games? how do games affect the player?
Extensively illustrated, Understanding Video Games is an indispensable and comprehensive resource for
those interested in the ways video games are reshaping entertainment and society. A Companion Website
(www.routledge.com/textbooks/9780415977210) features student resources including discussion questions
for each chapter, a glossary of key terms, a video game timeline, and links to other video game studies
resources for further study.
Der lange Weg zur Freiheit - Nelson Mandela 2014-01-25
»Ich bin einer von ungezählten Millionen, die durch Nelson Mandelas Leben inspiriert wurden.« Barack
Obama Eine fast drei Jahrzehnte währende Gefängnishaft ließ Nelson Mandela zum Mythos der schwarzen
Befreiungsbewegung werden. Kaum ein anderer Politiker unserer Zeit symbolisiert heute in solchem Maße
die Friedenshoffnungen der Menschheit und den Gedanken der Aussöhnung aller Rassen wie der ehemalige
südafrikanische Präsident und Friedensnobelpreisträger. Auch nach seinem Tod finden seine ungebrochene
Charakterstärke und Menschenfreundlichkeit die Bewunderung aller friedenswilligen Menschen auf der
Welt. Mandelas Lebensgeschichte ist über die politische Bedeutung hinaus ein spannend zu lesendes,
kenntnis- und faktenreiches Dokument menschlicher Entwicklung unter Bedingungen und Fährnissen, vor
denen die meisten Menschen innerlich wie äußerlich kapituliert haben dürften.
Digital Gaming and the Advertising Landscape - Teresa de la Hera 2019-08-23
The evolution of the game industry and changes in the advertising landscape in recent years have led to a
keen interest of marketers in using digital games for advertising purposes. However, despite the increasing
interest in this marketing strategy, the potential of digital games as a medium to convey advertising
messages remains unexploited. *Digital Gaming and the Advertising Landscape* explores the different ways
advertising messages can be embedded within digital games. An interdisciplinary approach is used to help
explain how persuasive communication works within digital games. It does so by forging new links within
the area of game studies where the emphasis of this book clearly lies, while also taking up new subjects
such as design theories and their relation to games as well as how this relationship may be used in a
practical context.
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