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LEGO(R) Unikitty gets her own toy line and Cartoon Network TV show beginning in 2018. As told by Unikitty herself, this is the ultimate guide
to being happy!
This book constitutes the proceedings of the Third Joint International Conference on Serious Games, JCSG 2017, held in Valencia, Spain, in
November 2017. This conference bundles the activities of the 8th International Conference on Serious Games Development and Applications, SGDA
2017, and the 7th Conference on Serious Games, GameDays 2017. The total of 23 full papers, 3 short papers, and 4 poster papers was carefully
reviewed and selected from 44 submissions. The topics covered by the conference offered participants a valuable platform to discuss and learn
about the latest developments, technologies and possibilities in the development and use of serious games with a special focus on how
different fields can be combined to achieve the best possible results.
This book constitutes the refereed proceedings of the 7th Joint International Conference on Serious Games, JCSG 2021, as virtual event, in
January 2022. The 17 full papers presented together with 3 short papers were carefully reviewed and selected from 28 submissions. JSCG 2021
is dedicated to serious games and its interdisciplinary characteristics combining game concepts and technologies required in the different
application domains.
In offices, colleges, and living rooms across the globe, learners of all ages are logging into virtual laboratories, online classrooms, and
3D worlds. Kids from kindergarten to high school are honing math and literacy skills on their phones and iPads. If that weren't enough,
people worldwide are aggregating internet services (from social networks to media content) to learn from each other in “Personal Learning
Environments.” Strange as it sounds, the future of education is now as much in the hands of digital designers and programmers as it is in the
hands of teachers. And yet, as interface designers, how much do we really know about how people learn? How does interface design actually
impact learning? And how do we design environments that support both the cognitive and emotional sides of learning experiences? The answers
have been hidden away in the research on education, psychology, and human computer interaction, until now. Packed with over 100 evidencebased strategies, in this book you'll learn how to: Design educational games, apps, and multimedia interfaces in ways that enhance learning
Support creativity, problem-solving, and collaboration through interface design Design effective visual layouts, navigation, and multimedia
for online and mobile learning Improve educational outcomes through interface design.
Game Preview
The History of Visual Magic in Computers
The Official Pokemon Unova Strategy Guide
My Story
Pokémon Black Version 2, Pokémon White Version 2
Amazing Effects
Concept, Theory, and Practice
GET PAID TO PLAY! 30 years in the making, the first book to offer everything you need to go from rags to riches in the fabulous videogame industry is
here - are you ready to nail the ultimate high score? A must-have for anyone seeking a career in game art, design, audio, programming, marketing,
journalism and sales! Learn how to break into the business and hit the jackpot from industry legends including Shigeru Miyamoto, Sid Meier, Trip
Hawkins, Will Wright and more! Foreword by Atari founder Nolan Bushnell."Finally, a book that shows you how to make all your dreams come true - and make
serious money doing it!" -Brian Fargo, Founder, Interplay/InXile Ent."Reveals the secrets of playing to win... and how to do it making great games!"
-"Wild Bill" Stealey, Founder, MicroProse/Int. Magic"A must-read... The first book on the videogame business that's both insightful and entertaining."
-Ed Zobrist, President, Sierra Online
If you have ever looked at a fantastic adventure or science fiction movie, or an amazingly complex and rich computer game, or a TV commercial where cars
or gas pumps or biscuits behaved liked people and wondered, “How do they do that?”, then you’ve experienced the magic of 3D worlds generated by a
computer. 3D in computers began as a way to represent automotive designs and illustrate the construction of molecules. 3D graphics use evolved to
visualizations of simulated data and artistic representations of imaginary worlds. In order to overcome the processing limitations of the computer,
graphics had to exploit the characteristics of the eye and brain, and develop visual tricks to simulate realism. The goal is to create graphics images
that will overcome the visual cues that cause disbelief and tell the viewer this is not real. Thousands of people over thousands of years have developed
the building blocks and made the discoveries in mathematics and science to make such 3D magic possible, and The History of Visual Magic in Computers is
dedicated to all of them and tells a little of their story. It traces the earliest understanding of 3D and then foundational mathematics to explain and
construct 3D; from mechanical computers up to today’s tablets. Several of the amazing computer graphics algorithms and tricks came of periods where
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eruptions of new ideas and techniques seem to occur all at once. Applications emerged as the fundamentals of how to draw lines and create realistic
images were better understood, leading to hardware 3D controllers that drive the display all the way to stereovision and virtual reality.
Shrinky Dinks is amazing shrinkable plastic. Draw or trace a design on it, color it, cut it out, stick it in the oven and -- presto! -- your creation
shrinks to nearly half its original size. You get six sheets of Shrinky Dink in this book, along with a mind-boggling collection of ready-to-trace,
ready-to-color, ready-to-shrink artwork.
Provides an explanation of phonics, a method of reading instruction that focuses on the relationship between sounds and their spellings, and features
over one hundred activities for the classroom, as well as sample lessons, word lists, and teaching strategies.
Interactivity, Game Creation, Design, Learning, and Innovation
The Shrinky Dinks Book
The Video Game Theory Reader
Hands-On for Developers and Technical Professionals
A Psychological Approach
The Selective Mutism Resource Manual
Pokemon Black Version 2 and Pokemon White Version 2 Scenario Guide

Educational Gameplay and Simulation Environments: Case Studies and Lessons LearnedCase Studies and Lessons LearnedIGI Global
I wish I had a tail like a duck To waddle, waddle so funny I'd finally love it when it rains And look for a pond when it's sunny. Taken from I Wish I Had a Tail What
would it be like to have a tail? Look inside to explore the many different and unique tails of a variety of animals! Upon discovering the different personalities that
come along with the assorted tails, the reader can discover why it's better to be an animal lover. Beautifully illustrated by Nicole Loveass-Nagy, readers are sure to
be delighted by this tale of tails.
A guide for game preview and rules: history, definitions, classification, theory, video game consoles, cheating, links, etc. While many different subdivisions have
been proposed, anthropologists classify games under three major headings, and have drawn some conclusions as to the social bases that each sort of game
requires. They divide games broadly into, games of pure skill, such as hopscotch and target shooting; games of pure strategy, such as checkers, go, or tic-tac-toe;
and games of chance, such as craps and snakes and ladders. A guide for game preview and rules: history, definitions, classification, theory, video game consoles,
cheating, links, etc.
Forty original contributions on games and gaming culture What does Pokémon Go tell us about globalization? What does Tetris teach us about rules? Is feminism
boosted or bashed by Kim Kardashian: Hollywood? How does BioShock Infinite help us navigate world-building? From arcades to Atari, and phone apps to virtual
reality headsets, video games have been at the epicenter of our ever-evolving technological reality. Unlike other media technologies, video games demand
engagement like no other, which begs the question—what is the role that video games play in our lives, from our homes, to our phones, and on global culture writ
large? How to Play Video Games brings together forty original essays from today’s leading scholars on video game culture, writing about the games they know best
and what they mean in broader social and cultural contexts. Read about avatars in Grand Theft Auto V, or music in The Legend of Zelda: Ocarina of Time. See how
Age of Empires taught a generation about postcolonialism, and how Borderlands exposes the seedy underbelly of capitalism. These essays suggest that
understanding video games in a critical context provides a new way to engage in contemporary culture. They are a must read for fans and students of the medium.
Get Rich Playing Games
Motion in Games
Hollywood Spaniel
Educational Gameplay and Simulation Environments: Case Studies and Lessons Learned
Level Design
Case Studies and Lessons Learned
The Rough Guide to Videogames
"Dalton is a shy Dalmatian with some very big dreams. Dreams about red trucks and sirens that don't make any sense. Until one day, Dalton gets out of
his backyard and discovers the local firehouse. Suddenly he realizes that this is where he belongs. But can Dalton stop being shy and make his dreams
come true?" (publisher).
In the early days of Pong and Pac Man, video games appeared to be little more than an idle pastime. Today, video games make up a multi-billion dollar
industry that rivals television and film. The Video Game Theory Reader brings together exciting new work on the many ways video games are reshaping
the face of entertainment and our relationship with technology. Drawing upon examples from widely popular games ranging from Space Invaders to Final
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Fantasy IX and Combat Flight Simulator 2, the contributors discuss the relationship between video games and other media; the shift from third- to firstperson games; gamers and the gaming community; and the important sociological, cultural, industrial, and economic issues that surround gaming. The
Video Game Theory Reader is the essential introduction to a fascinating and rapidly expanding new field of media studies.
This book constitutes the proceedings of the 4th International Workshop on Motion in Games, held in Edinburgh, UK, in November 2011. The 30 revised
full papers presented together with 8 revised poster papers in this volume were carefully reviewed and selected from numerous submissions. The papers
are organized in topical sections on character animation, motion synthesis, physically-based character motion, behavior animation, animation systems,
crowd simulation, as well as path planning and navigation.
This is an exciting new edition of a core textbook that explores innovation management from a global perspective. Innovation management is
increasingly significant, both as an academic discipline and as an integral part of the way businesses seek to change and grow. However the key factors
behind successful innovation and the process by which innovation is turned into profit in the global arena remain largely undefined. The new edition
provides a unique answer to these questions and offers a step-by-step guide to innovation strategy development, taking into account the global context
in which businesses today operate. Written by a highly experienced instructor, this is an ideal companion for undergraduate students of innovation as
well as postgraduate and MBA students taking modules with an innovation component. New to this Edition: - Completely rewritten and restructured to
explore in more depth how innovative ideas are identified and strategized in an increasingly globalized world - Fully updated and extended case studies
on world-leading companies - Increased attention to commercialized innovation, including factors such as intellectual property laws, technology
acceleration and the competition for venture capital and finance - Coverage of new topics such as open innovation and service innovation - Expanded
coverage of the tools and methods needed to understand financial gain and risk
Joint International Conference, JCSG 2021, Virtual Event, January 12–13, 2022, Proceedings
An Owner's Guide to a Happy Healthy Pet
7th EAI International Conference, ArtsIT 2018, and 3rd EAI International Conference, DLI 2018, ICTCC 2018, Braga, Portugal, October 24–26, 2018,
Proceedings
A Practical Guide
4th International Conference, MIG 2011, Edinburgh, United Kingdom, November 13-15, 2011, Proceedings
Game Design Workshop
Third Joint International Conference, JCSG 2017, Valencia, Spain, November 23-24, 2017, Proceedings
Games are poised for a major evolution, driven by growth in technical sophistication and audience reach. Characters that create
powerful social and emotional connections with players throughout the game-play itself (not just in cut scenes) will be essential
to next-generation games. However, the principles of sophisticated character design and interaction are not widely understood
within the game development community. Further complicating the situation are powerful gender and cultural issues that can
influence perception of characters. Katherine Isbister has spent the last 10 years examining what makes interactions with computer
characters useful and engaging to different audiences. This work has revealed that the key to good design is leveraging player
psychology: understanding what's memorable, exciting, and useful to a person about real-life social interactions, and applying
those insights to character design. Game designers who create great characters often make use of these psychological principles
without realizing it. Better Game Characters by Design gives game design professionals and other interactive media designers a
framework for understanding how social roles and perceptions affect players' reactions to characters, helping produce stronger
designs and better results.
This book constitutes the refereed post-conference proceedings of two conferences: The 7th EAI International Conference on ArtsIT,
Interactivity and Game Creation (ArtsIT 2018), and the 3rd EAI International Conference on Design, Learning, and Innovation (DLI
2018). Both conferences were hosed in Braga, Portugal, and took place October 24-26, 2018. The 51 revised full papers presented
were carefully selected from 106 submissions. ArtsIT , Interactivity and Game Creation is meant to be a place where people in
arts, with a keen interest in modern IT technologies, meet with people in IT, having strong ties to art in their works. The event
also reflects the advances seen in the open related topics Interactivity (Interaction Design, Virtual Reality, Augmented Reality,
Robotics) and Game Creation (Gamification, Leisure Gaming, GamePlay). ArtsIT has been successfully co-located with DLI as the
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design, learning and innovation frame the world of IT, opening doors into an increasingly playful worlds. So the DLI conference is
driven by the belief that tools, techniques and environments can spark and nature a passion for learning, transformation domains
such as education, rehabilitation/therapy, work places and cultural institutions.
The definitive guide to mastering the essentials behind making, marketing and promoting product to the world's fastest-growing,
most exciting entertainment business-the $13.5 billion computer and videogame industry-is finally here. Everything you need to
play with the pros is right at your fingertips. LEARN TO: TOP THE CHARTS MAKE HEADLINES IMPROVE REVIEW SCORES INSPIRE MILLIONS OF
FANS ENHANCE JOB PERFORMANCE INCLUDES: IN-DEPTH HOW-TOs EXPERT ADVICE HANDS-ON FEEDBACK PROVEN TIPS CEO-LEVEL INSIGHT
Good or bad level design can make or break any game, so it is surprising how little reference material exists for level designers.
Beginning level designers have a limited understanding of the tools and techniques they can use to achieve their goals, or even
define them. This book is the first to use a conceptual and theoretical foundation to build
Interface Design for Learning
Design Strategies for Learning Experiences
2nd Edition
Being Happy
The Official National Pokédex & Guide
Dog Behavior
How to Play Video Games
The complex material histories of the Nintendo Entertainment System platform, from code to silicon, focusing on its technical
constraints and its expressive affordances. In the 1987 Nintendo Entertainment System videogame Zelda II: The Adventure of Link, a
character famously declared: I AM ERROR. Puzzled players assumed that this cryptic mesage was a programming flaw, but it was
actually a clumsy Japanese-English translation of “My Name is Error,” a benign programmer's joke. In I AM ERROR Nathan Altice
explores the complex material histories of the Nintendo Entertainment System (and its Japanese predecessor, the Family Computer),
offering a detailed analysis of its programming and engineering, its expressive affordances, and its cultural significance.
Nintendo games were rife with mistranslated texts, but, as Altice explains, Nintendo's translation challenges were not just
linguistic but also material, with consequences beyond simple misinterpretation. Emphasizing the technical and material evolution
of Nintendo's first cartridge-based platform, Altice describes the development of the Family Computer (or Famicom) and its
computational architecture; the “translation” problems faced while adapting the Famicom for the U.S. videogame market as the
redesigned Entertainment System; Nintendo's breakthrough console title Super Mario Bros. and its remarkable software innovations;
the introduction of Nintendo's short-lived proprietary disk format and the design repercussions on The Legend of Zelda; Nintendo's
efforts to extend their console's lifespan through cartridge augmentations; the Famicom's Audio Processing Unit (APU) and its
importance for the chiptunes genre; and the emergence of software emulators and the new kinds of play they enabled.
"This book covers theoretical, social, and practical issues related to educational games and simulations, contributing to a more
effective design and implementation of these activities in learning environments"--Provided by publisher.
Dr. Ian Dunbar, renowned dog trainer and behaviorist, explains how dogs think, how dogs learn, and why they act the way they do.
Dog owners who understand these issues can better train their dogs and develop a closer relationship with their pets.
Provides information on getting the most out of a PSP, covering such topics as playing multiplayer games wirelessly, reading the
comics, changing game backgrounds, and finding free downloads.
Marketing Strategy
I Am Error
Global Innovation Management
Videogame Marketing and Pr:vol. 1: Playi
Hacking the PSP
The War Outside
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The Nintendo Family Computer / Entertainment System Platform
A guide from LEGO(R) Unikitty(TM) herself! The breakout star from The LEGO Movie gets her very own Cartoon Network TV show and toy line from The LEGO Group
beginning in 2018. The series follows Princess Unikitty -- whose efforts to stay positive no matter what sometimes make her prone to the occasional "rage-out" -- as
she keeps busy with royal responsibilities. Unikitty is most interested in making sure everyone is happy and in ridding the kingdom of negativity. She often fights the
bad vibes that come from her nemesis, Master Frown, a big ol' jerk who lives in the next city over: Frowntown. Joined by a cast of wild characters, Unikitty and her
friends make sure that every day is the happiest and most creative ever. So, are you ready to vanquish all negativity in Unikitty Kingdom? Are you ready to take on the
forces of evil and spread rainbows and sunshine? Are you ready to get happy? Then this is the guide for you!
Create the Digital Games You Love to Play Discover an exercise-driven, non-technical approach to game design without the need for programming or artistic expertise
using Game Design Workshop, Third Edition. Author Tracy Fullerton demystifies the creative process with a clear and accessible analysis of the formal and dramatic
systems of game design. Examples of popular games, illustrations of design techniques, and refined exercises strengthen your understanding of how game systems
function and give you the skills and tools necessary to create a compelling and engaging game. The book puts you to work prototyping, playtesting, and revising your
own games with time-tested methods and tools. It provides you with the foundation to advance your career in any facet of the game industry, including design,
producing, programming, and visual design.
Dig deep into the data with a hands-on guide to machine learning with updated examples and more! Machine Learning: Hands-On for Developers and Technical
Professionals provides hands-on instruction and fully-coded working examples for the most common machine learning techniques used by developers and technical
professionals. The book contains a breakdown of each ML variant, explaining how it works and how it is used within certain industries, allowing readers to incorporate
the presented techniques into their own work as they follow along. A core tenant of machine learning is a strong focus on data preparation, and a full exploration of
the various types of learning algorithms illustrates how the proper tools can help any developer extract information and insights from existing data. The book includes
a full complement of Instructor's Materials to facilitate use in the classroom, making this resource useful for students and as a professional reference. At its core,
machine learning is a mathematical, algorithm-based technology that forms the basis of historical data mining and modern big data science. Scientific analysis of big
data requires a working knowledge of machine learning, which forms predictions based on known properties learned from training data. Machine Learning is an
accessible, comprehensive guide for the non-mathematician, providing clear guidance that allows readers to: Learn the languages of machine learning including
Hadoop, Mahout, and Weka Understand decision trees, Bayesian networks, and artificial neural networks Implement Association Rule, Real Time, and Batch learning
Develop a strategic plan for safe, effective, and efficient machine learning By learning to construct a system that can learn from data, readers can increase their
utility across industries. Machine learning sits at the core of deep dive data analysis and visualization, which is increasingly in demand as companies discover the
goldmine hiding in their existing data. For the tech professional involved in data science, Machine Learning: Hands-On for Developers and Technical Professionals
provides the skills and techniques required to dig deeper.
For anyone who needs to understand, assess or manage selective mutism, this is a comprehensive and practical manual that is grounded in behavioural psychology
and anxiety management and draws on relevant research findings as well as the authors' extensive clinical experience. Now in its second edition and including new
material for adolescents and adults, The Selective Mutism Resource Manual 2e provides: an up-to-date summary of literature and theory to deepen your
understanding of selective mutism a wealth of ideas on assessment and management in home, school and community settings so that its relevance extends far beyond
clinical practice a huge range of printable online handouts and other resources case studies and personal stories to illustrate symptoms and demonstrate the
importance of tailored interventions. This book is essential reading for people who have selective mutism as well as for the clinicians, therapists, educators,
caseworkers and families who support them.
Super Mario Encyclopedia: The Official Guide to the First 30 Years
Radar Instruction Manual
Better Game Characters by Design
Cool Hacks, Mods, and Customizations for the Sony?PlayStation?Portable
Strategic Management (color)
Text and Cases
Serious Games
James Newman's lucid and engaging introduction guides the reader through the world of videogaming, providing a history of the videogame from its origins in the computer lab to its contemporary status as a
global entertainment industry, with characters such as Lara Croft and Sonic the Hedgehog familiar even to those who've never been near a game console. Video games explores: Why study videogames?
What is a videogame? A brief history of videogames, from Pacman to Pokémon; The videogame industry; Who plays videogames? Are videogames bad for you? The narrative structure of videogames; The
future of videogames. - Back cover.
Power Up! Super Mario Bros. Encyclopedia: The Official Guide to the First 30 Years is jam-packed with content from all seventeen Super Mario games--from the original Super Mario Bros. to Super Mario 3D
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World. Track the evolution of the Goomba, witness the introduction of Yoshi, and relive your favorite levels. This tome also contains an interview with producer Takashi Tezuka, tips to help you find every coin,
star, sun, and mushroom--even explanations of glitches! With information on enemies, items, obstacles, and worlds from over thirty years of Mario, Super Mario Bros. Encyclopedia is the definitive resource
for everything Super Mario!
The Rough Guide to Videogames is the ultimate guide to the world’s most addictive pastime. Both a nostalgic look at the past and a celebration of the latest in joystick-wrecking wonders, this book covers the
full story from the first arcade machines to the latest digital delights. Easy access to 75 of the greatest games of all time, from Civilization and Pro Evolution Soccer to We Love Katamari and World of
Warcraft. The guide profiles the stories behind the software giants, famous creators and the world’s favourite characters, including Mario, Lara Croft and Sonic the Hedgehog. All the gadgets and devices for
consoles, hand-helds, phones and PCs are explored as well as the wider world of gaming, from websites and movies to books.
Cool-looking characters alone don't make a manga. The use and assembly of the panels and page affect all elements of the direction. In this volume, image, character, vocals and the direction of the panel
are thoroughly explained.
I Wish I Had a Tail
A Playcentric Approach to Creating Innovative Games, Third Edition
Games Without Frontiers
Music Enrichment: Kindergarten
Methods for Game Studies and Design
Machine Learning
Mojo Jojo
Strategic Management (2020) is a 325-page open educational resource designed as an introduction to the key topics and themes of strategic management. The open textbook is intended for a senior capstone course in
an undergraduate business program and suitable for a wide range of undergraduate business students including those majoring in marketing, management, business administration, accounting, finance, real estate,
business information technology, and hospitality and tourism. The text presents examples of familiar companies and personalities to illustrate the different strategies used by today's firms and how they go about
implementing those strategies. It includes case studies, end of section key takeaways, exercises, and links to external videos, and an end-of-book glossary. The text is ideal for courses which focus on how organizations
operate at the strategic level to be successful. Students will learn how to conduct case analyses, measure organizational performance, and conduct external and internal analyses.
New from Monica Hesse, the bestselling and award-winning author of Girl in the Blue Coat -- an "important" (New York Times Book Review), "extraordinary" (Booklist, starred review) novel of conviction,
friendship, and betrayal. "A must-read for fans of historical fiction." --Ruta Sepetys, #1 New York Times bestselling author It's 1944, and World War II is raging across Europe and the Pacific. The war seemed far
away from Margot in Iowa and Haruko in Colorado--until they were uprooted to dusty Texas, all because of the places their parents once called home: Germany and Japan. Haruko and Margot meet at the high
school in Crystal City, a "family internment camp" for those accused of colluding with the enemy. The teens discover that they are polar opposites in so many ways, except for one that seems to override all the
others: the camp is changing them, day by day and piece by piece. Haruko finds herself consumed by fear for her soldier brother and distrust of her father, who she knows is keeping something from her. And
Margot is doing everything she can to keep her family whole as her mother's health deteriorates and her rational, patriotic father becomes a man who distrusts America and fraternizes with Nazis. With everything
around them falling apart, Margot and Haruko find solace in their growing, secret friendship. But in a prison the government has deemed full of spies, can they trust anyone--even each other? *Don't miss Monica
Hesse's latest masterwork, They Went Left*
Since 1958 the Maritime Administration has continuously conducted instructions in use of collision avoidance radar for qualified U.S. seafaring personnel and representatives of interested Federal and State
Agencies.Beginning in 1963, to facilitate the expansion of training capabilities and at the same time to provide the most modern techniques in training methods, radar simulators were installed in Maritime
Administration?s three region schools.It soon became apparent that to properly instruct the trainees, even with the advanced equipment, a standardize up-to-date instruction manual was needed. The first manual
was later revised to serve both as a classroom textbook and as an onboard reference handbook.This newly updated manual, the fourth revision, in keeping with Maritime Administration policy, has been restructured
to include improved and more effective methods of plotting techniques for use in Ocean, Great Lakes, Coastwise and Inland Waters navigation.Robert J. BlackwellAssistant Secretary for Maritime Affairs
A guide to the second Black and White versions of the popular game provides strategies, techniques, and descriptions of all the Pokâemon.
Videogames
How Beautiful Images are Made in CAD, 3D, VR and AR
Unikitty's Guide to Being Happy
Phonics from A to Z

MARKETING STRATEGY, 6e, International Edition edition emphasizes teaching students to think and act like marketers. It presents strategy from
a perspective that guides strategic marketing management in the social, economic, and technological arenas in which businesses function
today--helping students develop a customer-oriented market strategy and market plan. Its practical approach to analyzing, planning, and
implementing marketing strategies is based on the creative process involved in applying marketing concepts to the development and
implementation of marketing strategy. An emphasis on critical thinking enables students to understand the essence of how marketing decisions
fit together to create a coherent strategy. Well-grounded in developing and executing a marketing plan, the text offers a complete planning
framework, thorough marketing plan worksheets, and a comprehensive marketing plan example for students to follow.
Mojo Jojo recounts how, before he was a genius, he worked as Professor Utonium's lab assistant and added Chemical X to the mixture that
became the Powerpuff Girls, while dosing himself with the powerful chemical at the same time.
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