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http://www.bluishcoder.co.nz/2008/09/javascript-space-invaders-emulator.html


http://www.bluishcoder.co.nz/2008/09/javascript-space-invaders-emulator.html

http://flickr.com/photos/energeticspell/2332820792/


http://flickr.com/photos/energeticspell/2332820792/
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actions.insertCharacter(args);
} else { // Allow user to move with the arrow continuously
var action = this.keyMap[[e.keyCode, e.metaKey, e.ctrlKey, e.altKey, e.shiftKey]];

if (this.lastAction == action) {
delete this.lastAction;

} else if (typeof action == "function"} {
action(args);

Event.stop(e);

|

£/ ** {{{ Bespin.Editor.UI }}} **
r
// Holds the UI. The editor itself, the syntax highlighter, the actions, and more
Bespin. Editor.UI = Class.create({
initialize: functionCeditor) {

Command History B

lper(editor);
3 lper(editor);
clear )
status
r— —


https://bespin.mozillalabs.com/

<canvas id="canvas" width="500" height="350">
<img src="fallback.jpg" width="500"
height="350" alt="Pulp Fiction Minifigs"/>
</canvas>

http://www.flickr.com/photos/minifig/72091618/


http://www.flickr.com/photos/minifig/72091618/

» fallback: shadow DOM
« always exposed to AT
» keyboard accessible

* fOCUS ring In canvas

e caret position



http://blog.largeanimal.com/

ABOUT LARGE ANIMAL

Playable Demo Now Available!

The waitis over, The Infinite Journey demao is now available! Click Here
You will need Google's 03D plug-in to play the demo. Click Here
The game is currently supported on-

Windows XP and Vista — Chrome, IE8, Firefox
Mac (Leopard 10.5.7) — Firefox, Safari

Have fun and let us know what you think by leaving a comment in our Global Conversation!

Category: Uncategorized

New 3d Concept Character:

)" Y; A ,—f’ §

Chat About Infinite Journey

Large Animal: Infinite Journey
Globale Konversation - Weitere Informatior

)
*3 Anmelden

mit Google Friend Connect

Worked fine in Safari 4 (on

my Dell Mini 9 hackintosh

with its Intel 950 graphics).

Looks great! Wel... lehr?
Read More synchromesh 9/1

Great work guys! I'm very
interested to see where you
take this enjoyable game!
Suggestion: A3D mo...

Mehr?

Ben 8/24 P

WHAT THE HELL HAD THE
GOOGLERS THOUGHT

ARG 09" e 2SN % BRAS . SR .S



http://blog.largeanimal.com/demo/
http://www.youtube.com/watch?v=uofWfXOzX-g
http://code.google.com/apis/o3d/
http://blog.largeanimal.com/

http://flic.kr/p/3XZgXW
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http://flic.kr/p/3XZgXW

e audiOo cues

e earcons

e sound radar

e tactile feedback

* Speech synthesis
 hardware acceleration





http://flic.kr/p/3XZgXW

* User generated content

* 40% of objects in SL
don‘t have alt text

e SUMmMarize objects
* filter nearby objects
* SCcreen-reader support



University of Nevada, Reno

Eelke FOImer Player Game Interaction Research m

Home Projects Teaching People

| am an assistant Professor in the Department of Computer Science and
Engineering at the University of Nevada in Reno. The following tag cloud
( depicts my research interests:

interaction design software engineering g@MmMes$s interaction design

patterns accessibility exergames haptics software architecture

virtual worlds motor impaired usability visually impaired multimodal

feedback human navigation Health

The way we interact with software is increasingly modeled after how we
interact with the real world, as such interaction is most natural to us.
However, the emergence of immersive 3D technologies such as video
| games and virtual worlds as well as more intuitive forms of interacting with
~| computers, such as using gestures, raises new barriers for users with
= disabilities.

| My research is motivated by the belief that a disability can be turned into
an innovation driver. Through Extreme Interaction Design, my students and
| try to solve interaction design problems for the most extreme users, with
the potential to develop solutions that may benefit anyone. See here for an
overview of our accessibility research projects.

Contact

Eelke Folmer

Department of Computer Science and Engineering M5/171

University of Nevada, Reno

775-784-7592 | eelke dot folmer at gmail dot com | Linkedin | Facebook |
oy



The Center for Integrative Biomedical CO{nputlng

at the University of Utah!

SCIHome » CIBC Home » Software » ImageVis3d

CIBC Acknowledgments

The software and data sets provided on this web site are Open Source software projects that are principally funded through the SCl Institute’s NIH/NCRR
CIBC. For us to secure the funding that allows us to continue providing this software, we must have evidence of its utility. Thus we ask users of our software
and data to acknowledge us in their publications and inform us of these publications. Please use one of the following acknquc—dgment: and send us
references to any publications, presentations, or successful funding applications that make use of the NIH/NCRR CIBC scftware or data sets we provide:

Please acknowledge the use of CIBC software. "This work was made possible in part by software from the NIH/INCRR Center for
Integrative Biomedical Computing, P41-RR12553-10.

e SCIRun Citation: [bibtex citation] [Endnote citation] e BioTensor Citation: [bibtex citaticn] [Endnete citaticn]

e map3d Citation: [bibtex citaticn] [Endnote citation] e Seg3D Citation: [bibtex citaticn] [Endnote citation]

e Data sets Citation: [bibtex citation] [Endnete citation] e ImageVis3D Citation: [bibtex citation] [Endnote citaticn]
e BioFEM Citation: [bibtex citation] [Endnoete citation] e ShapeWorks Citation: [bibtex citation] [Endnete citation]
® Biolmage Citation: [bibtex citaticn] [Endnote citation] ® Fluorender Citation: [bibtex citation] [Endnote citation]
ImageVis3d

ol [ | [ [ | |

ImageVis3D is a new volume rendering program developed by the NIH/INCRR Center for Integrative Biomedical
Computing (CIBC). The main design goals of ImageVis3D are: simplicity, scalability, and interactivity. Simplicity
is achieved with a new user interface that gives an unprecedented level of flexibility (as shown in the images).
Scalability and interactivity for ImageVis3D mean that hoth on a notebook computer as well as on a high end

(Q:IPC Softwareq e graphics workstation, the user can interactively explore terabyte sized data sets. Finally, the open source nature
;:ﬁgﬁ ?ft:agte‘.orixs as well as the strict component-by-component desian allow developers not only to extend ImageVis3D itself but
oegs AITC

also reuse parts of it, such as the rendering core. This rendering core for instance is planned to replace the
volume rendering subsystems in many applications atthe SCI Institute and with our collaborators.

ImageVis3D Vispack


http://blog.largeanimal.com/demo/
http://www.youtube.com/watch?v=uofWfXOzX-g
http://code.google.com/apis/o3d/
http://www.sci.utah.edu/cibc/software/41-imagevis3d.html
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KHRCONOS

GROUP
Open Standards for Media Authoring and Acceleration

APls & Technologies Developers Mews & Events Adopters Members | About Khronos

Home = WebGL

WebGL - OpenGL ES 2.0 for the Web

WebGL is a cross-platform, royalty-free web standard for a low-level 30 graphics APl based an
OpenGL ES 2.0, exposed through the HTMLS Canvas element as Document Object Model
interfaces. Developers familiar with OpenGL ES 2.0 will recognize WebGL as a Shader-based APl ebG L,.

using GLSL, with constructs that are semantically similar to those of the underlying OpenGL ES
2.0 API It stays very close to the OpenGL ES 2.0 specification, with some cancessions made for
what developers expect out of memary-managed languages such as Javascript.

WebGL brings plugin-free 30 to the web, implemented right into the browser. Major browser vendors Apple (Safari), Goaogle
(Chrome), Mozilla (Firefox), and Opera (Opera) are members of the WebGL Warking Group.

WebGL Draft Specification

WebGL Public Wiki

WebGL Public Mailing List and Public Mailing List Archives

WebGL Forums

All rights reserved.
up managed by Standard Group and website maintained by Cut of Control®

Privacy Accessibility Site Map

All product names are trademarks or registered trademarks of their respective holders.

B EFE HFEH
Sear{:h:

Sitemap

WebGL

» Overview & Spec
- WebGL Wiki
WebGL Mailing List (archives)

WebGL Extension Registry

WWebGL Message Boards

Newsletter sign-up
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http://flic.kr/p/8H1Q

http://flic.kr/p/55Sh6D


http://flic.kr/p/55Sh6D
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http://flic.kr/p/8W93u



http://flic.kr/p/8W93u

Thanks.

@00

twitter: @kliehm

Slides: http://slidesha.re/aOQuR2
Contact: http://klie.hm/profile


http://creativecommons.org/licenses/by-sa/3.0/
http://creativecommons.org/licenses/by-sa/3.0/
http://creativecommons.org/licenses/by-sa/3.0/
http://twitter.com/kliehm
http://slidesha.re/a0QuR2
http://klie.hm/profile

