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				Hello

				Welcome to Minecraft: Guide to Creative! Minecraft is many things. It’s a place to go on exciting adventures; it’s a place to invent amazing things; it’s a place to hang out with your friends. And it’s also a place to build. We even made a mode that’s just for letting your imagination go wild! But everyone needs a little help with getting creative now and then, whether to learn new techniques or find inspiration. So we’ve put together this handbook of advice, suggestions, top tips and creative tricks.These pages are filled with expert knowledge, so whether you’re a beginner looking to get started or an experienced player seeking new challenges, there’s something in here to help you become the builder you want to be.This handbook is split into three sections. The first section will introduce you to Creative mode and guide you through the key elements of building creatively. Next, we’ll look at various building techniques and how to combine blocks to create unique features. Lastly, we will look at how to apply your new skills with step-by-step build instructions. 

				Let’s get creative!
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				Creative 101

				Minecraft is a sandbox game where anything is possible. Taking your first step into the Overworld can be daunting, so take a moment to familiarize yourself with the game. You will find everything you need to know to get started in this book, from the building blocks at your disposal to helpful tips for completing your first build. 

				Let’s get started!
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				WHAT IS CREATIVE MODE?

			

		

		
			
				WHY PLay creative mode?

			

		

		
			
				1Free flying

				Creative mode gives you the freedom of movement envied by all Survival players. To fly, double tap the jump key and use the jump and crouch keys to move higher or lower.

			

		

		
			
				2Instant Mining

				You can break any block with one tap – even indestructible blocks. Instant mining is a huge time-saver and will allow you to create faster than ever.

			

		

		
			
				3Passive Mobs

				Hostile mobs are passive in Creative mode, so you don’t have to fend them off or worry about pesky creepers destroying your work.

			

		

		
			
				4No Hunger

				No health or hunger bars means you don’t have to worry about eating food or skipping sleep.
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				Playing in Creative allows players to freely build constructions with an infinite supply of blocks and items, and lets players quickly remove or change blocks as they go. The mode removes survival aspects of the game, like hunger and damage, so you can have endless creative fun.

			

		

		
			
				SEARCH bar

			

		

		
			
				hotbar

			

		

		
			
				survival inventory

			

		

		
			
				BLOCK TABS

			

		

		
			
				JAVA EDITION

			

		

		
			
				End portal frame

				Create your very own gateway to the End.

			

		

		
			
				Spawn Eggs

				Use these eggs to spawn any mob you like!

			

		

		
			
				CREATIVE INVENTORY

				The Creative inventory provides you with unlimited access to all the blocks in the game. Use the search bar to find a specific block or navigate via the nine helpful block tabs.

			

		

		
			
				EXCLUSIVE CREATIVE MODE blocks and items

				Some blocks are exclusive to Creative mode. It’s impossible to create these in Survival mode! These include spawn eggs, End portal frames and more.
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OEBPS/scripts/post_raster_9780593355848_region-magnificationator.js
/* Region-Magnificationator
 *
 * This JavaScript adds simple touch-to-popup functionality
 * 
 * It looks for elements with a data-mag-target attribute:
 * 
 * <div data-mag-target="page7_item1_1">...</div>
 * 
 * For ease of converting to KF8, intra-page popup order
 * should also be defined by setting an ordinal attribute.
 * This script, however, will ignore it:
 * 
 * <div data-mag-target="page7_item1_1" data-mag-ordinal="1">...</div>
 *
 * This script has no library dependencies.
 *
 * It is designed to work in both mouse and touch environments.
 */


/*
 * global variables
 */

var DEV_MODE = false; // set to true for console output on device

var MAX_TAP_DIAMETER = 50; // how far can finger stray before no longer tap?
var MAX_TAP_DURATION = 250; // milliseconds 
var PAGINATIONHOTSPOTWIDTH = 0.10; // percent of screen edges to reserve for page forward/backward
var MAG_TARGET_ATTRIBUTE = 'data-mag-target';

var currentlyShowing = null;
var startCoords = null;
var startTime = null;
var maxPageBackXValue;
var maxPageForwardXValue;

var isTextSelected = false;

/**
 * initialize
 * 
 * @function main
 */
function main() {

	// dev mode 
	if (DEV_MODE && 'ontouchstart' in window) {
		console = new MobileConsole();
	}
	
	// estimate position of page back/forward hotspots
	var windowWidth = document.getElementsByTagName('div')[0].offsetWidth;
	maxPageBackXValue = (windowWidth * PAGINATIONHOTSPOTWIDTH);
	minPageForwardXValue = windowWidth - maxPageBackXValue;

	// set up triggers
	var triggers = getTriggers();
	initializeTriggers(triggers);

	// use body as event backstop
	addEventListeners(document.body);

}

/**
 * find triggers
 * 
 * @function getTriggers
 * @return {Array<Element>} 
 */
function getTriggers() {
	var anchors = document.getElementsByTagName('div');
	var triggers = new Array();
	for( var i = 0; i < anchors.length; i++ ) {
		if (anchors[i].hasAttribute(MAG_TARGET_ATTRIBUTE)) {
			triggers.push(anchors[i]);
		}
	}
	return triggers;
}

/**
 * add event listeners and connect triggers
 * to popups
 * 
 * @function initializeTriggers
 * @param {Array<Element>} triggers
 */
function initializeTriggers(triggers) {
	for( var i = 0; i < triggers.length; i++ ) {
		addEventListeners(triggers[i]);
		// store ref to popup in trigger DOM object
		var targetId = triggers[i].getAttribute(MAG_TARGET_ATTRIBUTE);
		var popup = document.getElementById(targetId);
		if (!popup) throw Error('Invalid mag target: ' + targetId);
		triggers[i].jsPopupTarget = popup;
	}
}

/**
 * @function addEventListeners
 * @param {Element} el
 */
function addEventListeners(el) {
	if ('ontouchstart' in window) {
		console.log('adding touch events');
		el.addEventListener('touchstart', handleTouchStart, false);
		el.addEventListener('touchend', handleTouchEnd, false);
	} else {
		el.addEventListener('mousedown', handleTouchStart, false);
		el.addEventListener('mouseup', handleTouchEnd, false);
	}

}

/**
 * @function handleTouchStart
 * @param {Event} event
 */
function handleTouchStart(event) {
	isTextSelected = checkIfTextSelected();
	if (event.currentTarget === document.body || event.currentTarget.hasAttribute(MAG_TARGET_ATTRIBUTE)) {
		event.stopPropagation();
		startCoords = getCoordinates(event);
		startTime = (new Date()).getTime();
	}
}

/**
 * Determine if action should be taken
 * 
 * @function handleTouchEnd
 * @param {Event} event
 */
function handleTouchEnd(event) {
	if (event.currentTarget === document.body || event.currentTarget.hasAttribute(MAG_TARGET_ATTRIBUTE)) {
		if (startTime != null) {
			event.stopPropagation();
			var endTime = (new Date()).getTime();
			var duration = endTime - startTime;
			if (duration <= MAX_TAP_DURATION) {
				handleFullTouch(event);
			}
		}
	}
}

/**
 * If an event reaches this function,
 * consider it a proper touch event.
 * - If popup showing, hide it
 * - If trigger touched, show that popup
 * 
 * @function handleFullTouch
 * @param {Event} event
 */
function handleFullTouch(event) {
	// If user interacting with link, let it happen
	if (event.target.tagName.toLowerCase() !== 'a') {
		if (currentlyShowing != null && event.currentTarget === document.body) {
			hideAll();
			if (!isTextSelected) {
				// if text selected, don't prevent default
				// or user can't deselect
				event.preventDefault();
			} 
		} else if (event.currentTarget.hasAttribute(MAG_TARGET_ATTRIBUTE)) {
			event.preventDefault();
			var trigger = event.currentTarget;
			var popup = trigger.jsPopupTarget;
			if (popup != currentlyShowing) {
				show(popup);
			}
		}	
	}
}

/**
 * Determines if user has selected text
 * 
 * @function checkIfTextSelected
 * @return {boolean}
 */
function checkIfTextSelected() {
	var txt = '';
	if (window.getSelection) {
		txt = window.getSelection().toString();
	}
	if (txt == '' || txt == null) {
		return false;
	}
	return true;
}

/*
 * show popup
 * 
 * @function show
 * @param {Element} popup
 */
function show(popup){
	hideAll();
	popup.style.display = 'block';
	currentlyShowing = popup;
}

/*
 * hide all popups
 * 
 * @function hideAll
 */
function hideAll(){
	if ( currentlyShowing != null ) {
		currentlyShowing.style.display = 'none';
		currentlyShowing = null;
	}
}

/* ---------------- utilities ------------------- */

/**
 * get event coordinates
 * 
 * @function getCoordinates
 * @param {Event} event
 * @return {Object} containing x and y Number properties
 */
function getCoordinates(event) {
	var x;
	var y;
	if ( 'touches' in event ) {
		x = event.touches[0].pageX;
		y = event.touches[0].pageY;
	} else {
		x = event.pageX;
		y = event.pageY;
	}
	return {'x':x, 'y':y};
}

/**
 * get distance between points
 * 
 * @function getDistance
 * @param {Number} pointA
 * @param {Number} pointB
 * @return {Number}
 */
function getDistance(pointA, pointB) {
	return Math.sqrt( Math.pow((pointB.x - pointA.x),2) + Math.pow((pointB.y - pointA.y),2));
}

/**
 * is event single finger touch?
 * 
 * @function isSingleFingerEvent
 * @param {Event} event
 * @return {boolean}
 */
function isSingleFinger(event) {
	if ( 'touches' in event && event.touches.length > 1) {
		return false;
	}
	return true;
}

/**
 * add a class to a DOM element
 * 
 * @function addClass
 * @param {Element} el
 * @param {String} className
 */
function addClass(el, className) {
	var newClassAtt = '';
	/*
	 * remove existing occurrences
	 */
	var currentClassNames = el.className.split(' ');
	for( var i = 0; i < currentClassNames.length; i++ ) {
		if ( currentClassNames[i] != className ) {
			newClassAtt += ' ' + currentClassNames[i];
		}
	}
	// now add to end		
	newClassAtt += ' ' + className;
	// remove space that may have been added to beginning
	newClassAtt = newClassAtt.trim();
	el.className = newClassAtt;
}

/**
 * check if DOM element has class
 * 
 * @function hasClass
 * @param {Element} el
 * @param {String} classToCheck
 * @return {boolean}
 */
function hasClass(el, classToCheck){
	var existingClasses = el.className.split(' ');
	for( var i in existingClasses ) {
		if( existingClasses[i] == classToCheck ) {
			return true;
		}
	}
	return false;
}

/**
 * By overriding the console with an instance
 * of this class, you can get console output
 * on mobile devices.
 * @class MobileConsole
 */
function MobileConsole() {
    this.outputElement = document.createElement("div");
    document.getElementsByTagName('div')[0].appendChild(this.outputElement);
    var style = 'font-size:0.8em;position:absolute;background-color:rgba(100,150,255,0.5);max-width:40%;top:10px;left:10px;';
    this.outputElement.setAttribute('style',style);
}
/**
 * @method log
 */
MobileConsole.prototype.log = function(txt) {
    var p = document.createElement('p');
    p.setAttribute('style','margin:0;text-indent:0;');
    p.innerHTML = txt;
    this.outputElement.appendChild(p);
}

window.addEventListener('load', main, false);
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OEBPS/scripts/region-magnificationator.js
/* Region-Magnificationator
 *
 * This JavaScript adds simple touch-to-popup functionality
 * 
 * It looks for elements with a data-mag-target attribute:
 * 
 * <div data-mag-target="page7_item1_1">...</div>
 * 
 * For ease of converting to KF8, intra-page popup order
 * should also be defined by setting an ordinal attribute.
 * This script, however, will ignore it:
 * 
 * <div data-mag-target="page7_item1_1" data-mag-ordinal="1">...</div>
 *
 * This script has no library dependencies.
 *
 * It is designed to work in both mouse and touch environments.
 */


/*
 * global variables
 */

var DEV_MODE = false; // set to true for console output on device

var MAX_TAP_DIAMETER = 50; // how far can finger stray before no longer tap?
var MAX_TAP_DURATION = 250; // milliseconds 
var PAGINATIONHOTSPOTWIDTH = 0.10; // percent of screen edges to reserve for page forward/backward
var MAG_TARGET_ATTRIBUTE = 'data-mag-target';

var currentlyShowing = null;
var startCoords = null;
var startTime = null;
var maxPageBackXValue;
var maxPageForwardXValue;

var isTextSelected = false;

/**
 * initialize
 * 
 * @function main
 */
function main() {

	// dev mode 
	if (DEV_MODE && 'ontouchstart' in window) {
		console = new MobileConsole();
	}
	
	// estimate position of page back/forward hotspots
	var windowWidth = document.getElementsByTagName('div')[0].offsetWidth;
	maxPageBackXValue = (windowWidth * PAGINATIONHOTSPOTWIDTH);
	minPageForwardXValue = windowWidth - maxPageBackXValue;

	// set up triggers
	var triggers = getTriggers();
	initializeTriggers(triggers);

	// use body as event backstop
	addEventListeners(document.body);

}

/**
 * find triggers
 * 
 * @function getTriggers
 * @return {Array<Element>} 
 */
function getTriggers() {
	var anchors = document.getElementsByTagName('div');
	var triggers = new Array();
	for( var i = 0; i < anchors.length; i++ ) {
		if (anchors[i].hasAttribute(MAG_TARGET_ATTRIBUTE)) {
			triggers.push(anchors[i]);
		}
	}
	return triggers;
}

/**
 * add event listeners and connect triggers
 * to popups
 * 
 * @function initializeTriggers
 * @param {Array<Element>} triggers
 */
function initializeTriggers(triggers) {
	for( var i = 0; i < triggers.length; i++ ) {
		addEventListeners(triggers[i]);
		// store ref to popup in trigger DOM object
		var targetId = triggers[i].getAttribute(MAG_TARGET_ATTRIBUTE);
		var popup = document.getElementById(targetId);
		if (!popup) throw Error('Invalid mag target: ' + targetId);
		triggers[i].jsPopupTarget = popup;
	}
}

/**
 * @function addEventListeners
 * @param {Element} el
 */
function addEventListeners(el) {
	if ('ontouchstart' in window) {
		console.log('adding touch events');
		el.addEventListener('touchstart', handleTouchStart, false);
		el.addEventListener('touchend', handleTouchEnd, false);
	} else {
		el.addEventListener('mousedown', handleTouchStart, false);
		el.addEventListener('mouseup', handleTouchEnd, false);
	}

}

/**
 * @function handleTouchStart
 * @param {Event} event
 */
function handleTouchStart(event) {
	isTextSelected = checkIfTextSelected();
	if (event.currentTarget === document.body || event.currentTarget.hasAttribute(MAG_TARGET_ATTRIBUTE)) {
		event.stopPropagation();
		startCoords = getCoordinates(event);
		startTime = (new Date()).getTime();
	}
}

/**
 * Determine if action should be taken
 * 
 * @function handleTouchEnd
 * @param {Event} event
 */
function handleTouchEnd(event) {
	if (event.currentTarget === document.body || event.currentTarget.hasAttribute(MAG_TARGET_ATTRIBUTE)) {
		if (startTime != null) {
			event.stopPropagation();
			var endTime = (new Date()).getTime();
			var duration = endTime - startTime;
			if (duration <= MAX_TAP_DURATION) {
				handleFullTouch(event);
			}
		}
	}
}

/**
 * If an event reaches this function,
 * consider it a proper touch event.
 * - If popup showing, hide it
 * - If trigger touched, show that popup
 * 
 * @function handleFullTouch
 * @param {Event} event
 */
function handleFullTouch(event) {
	// If user interacting with link, let it happen
	if (event.target.tagName.toLowerCase() !== 'a') {
		if (currentlyShowing != null && event.currentTarget === document.body) {
			hideAll();
			if (!isTextSelected) {
				// if text selected, don't prevent default
				// or user can't deselect
				event.preventDefault();
			} 
		} else if (event.currentTarget.hasAttribute(MAG_TARGET_ATTRIBUTE)) {
			event.preventDefault();
			var trigger = event.currentTarget;
			var popup = trigger.jsPopupTarget;
			if (popup != currentlyShowing) {
				show(popup);
			}
		}	
	}
}

/**
 * Determines if user has selected text
 * 
 * @function checkIfTextSelected
 * @return {boolean}
 */
function checkIfTextSelected() {
	var txt = '';
	if (window.getSelection) {
		txt = window.getSelection().toString();
	}
	if (txt == '' || txt == null) {
		return false;
	}
	return true;
}

/*
 * show popup
 * 
 * @function show
 * @param {Element} popup
 */
function show(popup){
	hideAll();
	popup.style.display = 'block';
	currentlyShowing = popup;
}

/*
 * hide all popups
 * 
 * @function hideAll
 */
function hideAll(){
	if ( currentlyShowing != null ) {
		currentlyShowing.style.display = 'none';
		currentlyShowing = null;
	}
}

/* ---------------- utilities ------------------- */

/**
 * get event coordinates
 * 
 * @function getCoordinates
 * @param {Event} event
 * @return {Object} containing x and y Number properties
 */
function getCoordinates(event) {
	var x;
	var y;
	if ( 'touches' in event ) {
		x = event.touches[0].pageX;
		y = event.touches[0].pageY;
	} else {
		x = event.pageX;
		y = event.pageY;
	}
	return {'x':x, 'y':y};
}

/**
 * get distance between points
 * 
 * @function getDistance
 * @param {Number} pointA
 * @param {Number} pointB
 * @return {Number}
 */
function getDistance(pointA, pointB) {
	return Math.sqrt( Math.pow((pointB.x - pointA.x),2) + Math.pow((pointB.y - pointA.y),2));
}

/**
 * is event single finger touch?
 * 
 * @function isSingleFingerEvent
 * @param {Event} event
 * @return {boolean}
 */
function isSingleFinger(event) {
	if ( 'touches' in event && event.touches.length > 1) {
		return false;
	}
	return true;
}

/**
 * add a class to a DOM element
 * 
 * @function addClass
 * @param {Element} el
 * @param {String} className
 */
function addClass(el, className) {
	var newClassAtt = '';
	/*
	 * remove existing occurrences
	 */
	var currentClassNames = el.className.split(' ');
	for( var i = 0; i < currentClassNames.length; i++ ) {
		if ( currentClassNames[i] != className ) {
			newClassAtt += ' ' + currentClassNames[i];
		}
	}
	// now add to end		
	newClassAtt += ' ' + className;
	// remove space that may have been added to beginning
	newClassAtt = newClassAtt.trim();
	el.className = newClassAtt;
}

/**
 * check if DOM element has class
 * 
 * @function hasClass
 * @param {Element} el
 * @param {String} classToCheck
 * @return {boolean}
 */
function hasClass(el, classToCheck){
	var existingClasses = el.className.split(' ');
	for( var i in existingClasses ) {
		if( existingClasses[i] == classToCheck ) {
			return true;
		}
	}
	return false;
}

/**
 * By overriding the console with an instance
 * of this class, you can get console output
 * on mobile devices.
 * @class MobileConsole
 */
function MobileConsole() {
    this.outputElement = document.createElement("div");
    document.getElementsByTagName('div')[0].appendChild(this.outputElement);
    var style = 'font-size:0.8em;position:absolute;background-color:rgba(100,150,255,0.5);max-width:40%;top:10px;left:10px;';
    this.outputElement.setAttribute('style',style);
}
/**
 * @method log
 */
MobileConsole.prototype.log = function(txt) {
    var p = document.createElement('p');
    p.setAttribute('style','margin:0;text-indent:0;');
    p.innerHTML = txt;
    this.outputElement.appendChild(p);
}

window.addEventListener('load', main, false);
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