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Not sure what it is or if you need it? With the recent announcement by Adobe that support for the development of the flash player plug-in for mobile devices will not be continued, there is cause for developers of Flash-based mobile apps to look at other

Technologies.

Adobe’s additional comment stating that HTML5 and JavaScript would be the technologies to focus on, as they are “universally supported,” sounds like good advice . If you are immersed in animation for the web and mobile devices, HTML5 Canvas could be your door into this new world. The authors are both Game Engineers and have a

strong background in Flash, Silverlight and HTML5 Canvas.

This book is divided into 11 chapters and is all about learning the HTML5 Canvas API (Application Programming Interface).

The first four chapters use the method of “tutorial by example,” or learning by coding, as the means of instruction and include a rather swift intro to the elements in the new  HTML5 specification. The chapter titles give a good idea of the subject matter covered and are as follows:

1. Introduction to HTML5 Canvas

2. Drawing on the Canvas

3. The HTML5 Canvas Text API

4. Images on the Canvas

5. Math, Physics, and Animation

6. Mixing HTML5 Video and Canvas

7. Working with Audio

8. Canvas Game Essentials

9. Combining Bitmaps and Sound

10. Mobilizing Games with PhoneGap

11. Further Explorations

The book begins Chapter 1, Page 1 by promising to “break down the Canvas API into digestible parts and then put it back together, demonstrating how to use it to create applications.” Just what I was looking for!

In combination with JavaScript programming there is the possibility of creating animations, applications and games. When an external resource is called for (no pun intended), the URL for download is provided. The code to insert onto your HTML page is given, as is an explanation of what you’re doing and why. The text is clear and the step-by-step training is easy to follow. Since I have forgotten more JavaScript than I ever knew, this was most welcome.

Chapter 1 also includes an introduction to simple JavaScript debugging using Console.log. Most modern browsers provide support for this function. For Internet Explorer fans, this would be a good time to install an alternate browser such as Chrome, Opera, Safari, or Firefox with the Firebug plugin.

The first chapter even includes the code and step-by-steps for creating the game “Guess the Letter.” This provides a basic walk-through of the HTML5 and JavaScript used to “render and control HTML5 Canvas on an HTML page.” I am still working very slowly through the first part of this book and will continue as the information and concepts become integrated into my bag of skills.

So, it looks as though the future of interactivity and animation on mobile devices rests with HTML5 Canvas for the present. This book of the same name is a comprehensive training guide for anyone looking to become proficient in this technology.

Although this volume was written and printed before the profound announcements by Adobe, the authors would seem to have remarkable insight into the future of web technology. The dedication page contains simply the words “To Flash.”
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