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The Happy Prince and Other Tales - Oscar Wilde 1888
The Happy Prince and Other Tales was written by Victorian author Oscar Wilde and illustrated by Walter
Crane and Jacomb Hood.?
Serious Games and Edutainment Applications - Minhua Ma 2017-03-03
With the continued application of gaming for training and education, which has seen exponential growth
over the past two decades, this book offers an insightful introduction to the current developments and
applications of game technologies within educational settings, with cutting-edge academic research and
industry insights, providing a greater understanding into current and future developments and advances
within this field. Following on from the success of the first volume in 2011, researchers from around the
world presents up-to-date research on a broad range of new and emerging topics such as serious games
and emotion, games for music education and games for medical training, to gamification, bespoke serious
games, and adaptation of commercial off-the shelf games for education and narrative design, giving readers
a thorough understanding of the advances and current issues facing developers and designers regarding
games for training and education. This second volume of Serious Games and Edutainment Applications
offers further insights for researchers, designers and educators who are interested in using serious games
for training and educational purposes, and gives game developers with detailed information on current
topics and developments within this growing area.
The Patient Equation - Glen de Vries 2020-08-11
How the data revolution is transforming biotech and health care, especially in the wake of COVID-19—and
why you can’t afford to let it pass you by We are living through a time when the digitization of health and
medicine is becoming a reality, with new abilities to improve outcomes for patients as well as the efficiency
and success of the organizations that serve them. In The Patient Equation, Glen de Vries presents the
history and current state of life sciences and health care as well as crucial insights and strategies to help
scientists, physicians, executives, and patients survive and thrive, with an eye toward how COVID-19 has
accelerated the need for change. One of the biggest challenges facing biotech, pharma, and medical device
companies today is how to integrate new knowledge, new data, and new technologies to get the right
treatments to the right patients at precisely the right times—made even more profound in the midst of a
pandemic and in the years to come. Drawing on the fascinating stories of businesses and individuals that
are already making inroads—from a fertility-tracking bracelet changing the game for couples looking to get
pregnant, to an entrepreneur reinventing the treatment of diabetes, to Medidata's own work bringing
clinical trials into the 21st century—de Vries shares the breakthroughs, approaches, and practical business
techniques that will allow companies to stay ahead of the curve and deliver solutions faster, cheaper, and
more successfully—while still upholding the principles of traditional therapeutic medicine and reflecting the
current environment. How new approaches to cancer and rare diseases are leading the way toward
precision medicine What data and digital technologies enable in the building of robust, effective disease
management platforms Why value-based reimbursement is changing the business of life sciences How the
right alignment of incentives will improve outcomes at every stage of the patient journey Whether you're a
scientist, physician, or executive, you can't afford to let the moment pass: understand the landscape with
this must-read roadmap for success—and see how you can change health care for the better.
Mechatronic Futures - Peter Hehenberger 2016-06-10
Offering a comprehensive overview of the challenges, risks and options facing the future of mechatronics,
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this book provides insights into how these issues are currently assessed and managed. Building on the
previously published book ‘Mechatronics in Action,’ it identifies and discusses the key issues likely to
impact on future mechatronic systems. It supports mechatronics practitioners in identifying key areas in
design, modeling and technology and places these in the wider context of concepts such as cyber-physical
systems and the Internet of Things. For educators it considers the potential effects of developments in
these areas on mechatronic course design, and ways of integrating these. Written by experts in the field, it
explores topics including systems integration, design, modeling, privacy, ethics and future application
domains. Highlighting novel innovation directions, it is intended for academics, engineers and students
working in the field of mechatronics, particularly those developing new concepts, methods and ideas.
Smart Cities for Technological and Social Innovation - Hyung Min Kim 2020-09-21
Smart Cities for Technological and Social Innovation establishes a key theoretical framework to understand
the implementation and development of smart cities as innovation drivers, in terms of lasting impacts on
productivity, livability and sustainability of specific initiatives. This framework is based on empirical
analysis of 12 case studies, including pioneer projects from Europe, Asia, the Middle East, and more. It
explores how successful smart cities initiatives nurture both technological and social innovation using a
combination of regulatory governance and private agency. Typologies of smart city-making approaches are
explored in depth. Integrative analysis identifies key success factors in establishing innovation relating to
the effectiveness of social systems, institutional thickness, governance, the role of human capital, and
streamlining funding of urban development projects. Cases from a range of geographies, scales, social and
economic contexts Explores how smart cities can promote technological and social innovation in terms of
direct impacts on livability, productivity and sustainability Establishes an integrative framework based on
empirical evidence to develop more innovative smart city initiatives Investigates the role of governments in
coordinating, fostering and guiding innovations resulting from smart city developments Interrogates the
policies and governance structures which have been effective in supporting the development and
deployment of smart cities
Introduction to 3D Game Programming with DirectX 11 - Frank Luna 2012-03-15
This updated bestseller provides an introduction to programming interactive computer graphics, with an
emphasis on game development using DirectX 11. The book is divided into three main parts: basic
mathematical tools, fundamental tasks in Direct3D, and techniques and special effects. It includes new
Direct3D 11 features such as hardware tessellation, the compute shader, dynamic shader linkage and
covers advanced rendering techniques such as screen-space ambient occlusion, level-of-detail handling,
cascading shadow maps, volume rendering, and character animation. Includes a companion CD-ROM with
code and figures. eBook Customers: Companion files are available for downloading with order
number/proof of purchase by writing to the publisher at info@merclearning.com.
Serious Games - Bobbie Fletcher 2021-10-04
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.
Engineering: Modeling and Simulation - Jaxon Wheeler 2020-09-15
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The use of scientific principles to design and build structures, machines and other things such as bridges,
roads, buildings, and vehicles is known as engineering. It uses modeling and simulation as a substitute for
the physical examination. This involves using a computer to calculate the results of a physical phenomenon.
A mathematical model is built by a computer which contains all the parameters of the physical model and
represents it virtually. Simulation is an imitation of the operation of a process and system. It is used in
various contexts such as simulation of technology for the optimization of performance, safety engineering,
testing and video games. This book discusses the fundamentals as well as modern approaches to modeling
and simulation in engineering. It presents researches and studies performed by experts across the globe.
This book will serve as a valuable source of reference for graduate and post graduate students.
3ds Max Lighting - Nicholas Boughen 2004-12
Because good lighting is so critical to the final look of your shot, an understanding of how lighting works
and how to use the available lighting tools is essential. 3ds max Lighting begins with a discussion of
lighting principles and color theory and provides an introduction to the tools in 3ds max, finishing with a
number of tutorials demonstrating the application of both 3ds max tools and lighting concepts. Throughout,
the emphasis is on making your lighting believable, accurate, and pleasing to the eye.
Mastering Autodesk Revit Architecture 2013 - Phil Read 2012-07-03
Learn BIM the Revit Way Revit is Autodesk's industry-leading Building Information Modeling (BIM)
software, and this Autodesk Official Training Guide thoroughly covers core Revit topics such as modeling,
massing, sustainability, and more. It also brings you up to speed on advanced techniques such as using
Revit in the cloud and how to go direct to fabrication. Organized by real-world workflows, this book covers
the interface, templates, worksharing, modeling and massing, visualization techniques for different
industries, sustainability, roofs and floors, stairs and railings, documentation, and much more. This
Autodesk Official Training Guide teaches you how to use the leading BIM software and also serves as a
study aid for Autodesk's Certified Associate and Certified Professional exams Organized according to actual
workflows, the book begins with an explanation of key BIM concepts, familiarizes you with the interface,
and then moves into actual application Covers modeling and massing, the Family Editor, visualization
techniques for various industries, documentation, annotation and detailing, and how to work with complex
walls, roofs, floors, stairs, and railings Companion website features before-and-after tutorial files, so
readers can jump in at any point Mastering Autodesk Revit Architecture helps you learn Revit in a context
that makes real-world sense.
Augmented Reality - Dieter Schmalstieg 2016-06-01
Augmented reality (AR) is one of today's most fascinating and future-oriented areas of computer science
and technology. By overlaying computer-generated information on views of the real world, AR amplifies
human perception and cognition in remarkable new ways. Do you like the virtual first-down line in football
games on TV? That's AR. And AR apps are rapidly coming to billions of smartphones, too. Working in AR
requires knowledge from diverse disciplines, including computer vision, computer graphics, and humancomputer interaction (HCI). Augmented Reality: Principles and Practice integrates all this knowledge into a
single-source reference, presenting the most significant AR work with scrupulous accuracy. Dieter
Schmalstieg, a pioneer of both AR foundation and application, is drawing from his two decades of AR
experience to clearly present the field. Together with mobile AR pioneer and research colleague Tobias
Höllerer, the authors address all aspects of the field, illuminating AR from both technical and HCI
perspectives. The authors review AR's technical foundations, including display and tracking technologies,
show how AR emerges from the symbiosis of computer vision and computer graphics, introduce AR-specific
visualization and 3D interaction techniques, and showcase applications from diverse industries. They
conclude with an outlook on trends and emerging technologies, including practical pointers for beginning
practitioners. This book is an indispensable resource for everyone interested in AR, including software and
app developers, engineers, students and instructors, researchers, and hobbyists. For use in educational
environments, the authors will provide a companion website containing slides, code examples, and other
source materials.
Linked Open Data -- Creating Knowledge Out of Interlinked Data - Sören Auer 2014-07-31
Linked Open Data (LOD) is a pragmatic approach for realizing the Semantic Web vision of making the Web
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a global, distributed, semantics-based information system. This book presents an overview on the results of
the research project “LOD2 -- Creating Knowledge out of Interlinked Data”. LOD2 is a large-scale
integrating project co-funded by the European Commission within the FP7 Information and Communication
Technologies Work Program. Commencing in September 2010, this 4-year project comprised leading
Linked Open Data research groups, companies, and service providers from across 11 European countries
and South Korea. The aim of this project was to advance the state-of-the-art in research and development in
four key areas relevant for Linked Data, namely 1. RDF data management; 2. the extraction, creation, and
enrichment of structured RDF data; 3. the interlinking and fusion of Linked Data from different sources and
4. the authoring, exploration and visualization of Linked Data.
Beginning Programming with Python For Dummies - John Paul Mueller 2018-02-13
The easy way to learn programming fundamentals with Python Python is a remarkably powerful and
dynamic programming language that's used in a wide variety of application domains. Some of its key
distinguishing features include a very clear, readable syntax, strong introspection capabilities, intuitive
object orientation, and natural expression of procedural code. Plus, Python features full modularity,
supporting hierarchical packages, exception-based error handling, and modules easily written in C, C++,
Java, R, or .NET languages, such as C#. In addition, Python supports a number of coding styles that
include: functional, imperative, object-oriented, and procedural. Due to its ease of use and flexibility,
Python is constantly growing in popularity—and now you can wear your programming hat with pride and
join the ranks of the pros with the help of this guide. Inside, expert author John Paul Mueller gives a
complete step-by-step overview of all there is to know about Python. From performing common and
advanced tasks, to collecting data, to interacting with package—this book covers it all! Use Python to create
and run your first application Find out how to troubleshoot and fix errors Learn to work with Anaconda and
use Magic Functions Benefit from completely updated and revised information since the last edition If
you've never used Python or are new to programming in general, Beginning Programming with Python For
Dummies is a helpful resource that will set you up for success.
Virtual Product Creation in Industry - Rainer Stark 2022-01-01
Today, digital technologies represent an absolute must when it comes to creating new products and
factories. However, day-to-day product development and manufacturing engineering operations have still
only unlocked roughly fifty percent of the "digital potential". The question is why? This book provides
compelling answers and remedies to that question. Its goal is to identify the main strengths and
weaknesses of today’s set-up for digital engineering working solutions, and to outline important trends and
developments for the future. The book concentrates on explaining the critical basics of the individual
technologies, before going into deeper analysis of the virtual solution interdependencies and guidelines on
how to best align them for productive deployment in industrial and collaborative networks. Moreover, it
addresses the changes needed in both, technical and management skills, in order to avoid fundamental
breakdowns in running information technologies for virtual product creation in the future.
Digital Culture in Architecture - Antoine Picon 2010-04-09
Today’s explosive developments in digital technology have also affected architecture and the urban
landscape. The new possibilities opened up by digital simulation have led to an increasingly strategic
approach to planning, an approach based on generating scenarios, which thus represents a radical
departure from traditional planning. From the preliminary sketch all the way to the production of individual
building components, digital tools offer new possibilities that were still inconceivable just a few years ago.
This volume provides a profound introduction to the important role of digital technologies in design and
execution. In four chapters, the author systematically examines the influence of digital culture on
architecture but also on the urban landscape as well as product design. The relationship of digital
architecture to the city is also an important focus.
Imagine Design Create - Tom Wujec 2011
"Imagine, design, create offers a wide-ranging look at how the creative process and the tools of design are
dramatically changing - and where design is headed int he coming years. Bringing together stories of good
design happening around the world, the book shows how people are using fresh design approaches and
new capabilities to solve problems, create opportunities, and improve the way we live and work"-- Book
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jacket.
Next-Generation Wargaming for the U. S. Marine Corps - Yuna Huh Wong 2019-11-30
The authors evaluate wargaming tools as the U.S. Marine Corps invests its next-generation wargaming
concept. The authors describe wargaming processes, facilities, and skill sets and recommend courses of
action.
Architectural Design Portable Handbook - Andy Pressman 2001-03-15
Integrate key information to facilitate optimal design solutions Essential for any working architect,
Architectural Design Portable Handbook guides you through projects every step of the way, summarizing,
synthesizing, and systematizing the core tasks of design. Developed by noted architect Andy Pressman, this
handy take-along reference is certain to become an indispensable tool. You’ll find value-added features
such as quick tips and case studies, quotes from leading architects, checklists, and a customizable layout
that encourages you to add your own helpful notes and reminders. And that’s in addition to expert, timeand error-sparing information on: * Design strategies * Site analysis methods * The use of CAD and other
graphics * Working with clients * User-needs evaluation * Data compilation * Concept development *
Exploring design alternatives * Computing and design * Presentations * More!
3D Animation Essentials - Andy Beane 2012-01-25
The essential fundamentals of 3D animation for aspiring 3D artists 3D is everywhere--video games, movie
and television special effects, mobile devices, etc. Many aspiring artists and animators have grown up with
3D and computers, and naturally gravitate to this field as their area of interest. Bringing a blend of studio
and classroom experience to offer you thorough coverage of the 3D animation industry, this must-have book
shows you what it takes to create compelling and realistic 3D imagery. Serves as the first step to
understanding the language of 3D and computer graphics (CG) Covers 3D animation basics: pre-production,
modeling, animation, rendering, and post-production Dissects core 3D concepts including design, film,
video, and games Examines what artistic and technical skills are needed to succeed in the industry Offers
helpful real-world scenarios and informative interviews with key educators and studio and industry
professionals Whether you're considering a career in as a 3D artist or simply wish to expand your
understanding of general CG principles, this book will give you a great overview and knowledge of core 3D
Animation concepts and the industry.
Advances on Mechanics, Design Engineering and Manufacturing II - Francisco Cavas-Martínez 2019-04-27
This book contains the papers presented at the International Joint Conference on Mechanics, Design
Engineering and Advanced Manufacturing (JCM 2018), held on 20-22 June 2018 in Cartagena, Spain. It
reports on cutting-edge topics in product design and manufacturing, such as industrial methods for
integrated product and process design; innovative design; and computer-aided design. Further topics
covered include virtual simulation and reverse engineering; additive manufacturing; product
manufacturing; engineering methods in medicine and education; representation techniques; and nautical,
aeronautics and aerospace design and modeling. The book is divided into six main sections, reflecting the
focus and primary themes of the conference. The contributions presented here will not only provide
researchers, engineers and experts in a range of industrial engineering subfields with extensive information
to support their daily work; they are also intended to stimulate new research directions, advanced
applications of the methods discussed, and future interdisciplinary collaborations.
Trends and Innovations in Information Systems and Technologies - Álvaro Rocha 2020-06-07
This book gathers selected papers presented at the 2020 World Conference on Information Systems and
Technologies (WorldCIST’20), held in Budva, Montenegro, from April 7 to 10, 2020. WorldCIST provides a
global forum for researchers and practitioners to present and discuss recent results and innovations,
current trends, professional experiences with and challenges regarding various aspects of modern
information systems and technologies. The main topics covered are A) Information and Knowledge
Management; B) Organizational Models and Information Systems; C) Software and Systems Modeling; D)
Software Systems, Architectures, Applications and Tools; E) Multimedia Systems and Applications; F)
Computer Networks, Mobility and Pervasive Systems; G) Intelligent and Decision Support Systems; H) Big
Data Analytics and Applications; I) Human–Computer Interaction; J) Ethics, Computers & Security; K)
Health Informatics; L) Information Technologies in Education; M) Information Technologies in
3ds-learning-solutions-public-cloud-companion-for-3dexperience

Radiocommunications; and N) Technologies for Biomedical Applications.
BIM Handbook - Rafael Sacks 2018-07-03
Discover BIM: A better way to build better buildings Building Information Modeling (BIM) offers a novel
approach to design, construction, and facility management in which a digital representation of the building
product and process is used to facilitate the exchange and interoperability of information in digital format.
BIM is beginning to change the way buildings look, the way they function, and the ways in which they are
designed and built. The BIM Handbook, Third Edition provides an in-depth understanding of BIM
technologies, the business and organizational issues associated with its implementation, and the profound
advantages that effective use of BIM can provide to all members of a project team. Updates to this edition
include: Information on the ways in which professionals should use BIM to gain maximum value New topics
such as collaborative working, national and major construction clients, BIM standards and guides A
discussion on how various professional roles have expanded through the widespread use and the new
avenues of BIM practices and services A wealth of new case studies that clearly illustrate exactly how BIM
is applied in a wide variety of conditions Painting a colorful and thorough picture of the state of the art in
building information modeling, the BIM Handbook, Third Edition guides readers to successful
implementations, helping them to avoid needless frustration and costs and take full advantage of this
paradigm-shifting approach to construct better buildings that consume fewer materials and require less
time, labor, and capital resources.
Professional Short Films with Autodesk 3ds Max - Chris Neuhahn 2005
Explains how to use Autodesk 3DS MAX tools to create professional-quality animated short films, covering
each stage of the process, from making the first storyboards through character rigging, animation, lighting,
lip-synching, and editing.
Communication and Learning - Paul Witt 2016-09-12
In this volume, leading scholars from the fields of communication, educational psychology, and
international education address what is known about the strategic role of interpersonal communication in
the teaching/learning process. Instruction often involves spoken communication that carries information
from teacher to learner, and in these instances the teacher's skillful and strategic use of language has a
measurable impact on learning outcomes. Thus, the cumulative findings of instructional communication
research are instrumental in maximizing the efficiency and effectiveness of both teaching and learning.
Major sections of this volume include: Historical and Theoretical Foundations Instructor Characteristics
and Behaviors Student Characteristics and Outcomes Pedagogy and Classroom Management Teaching and
Learning Communication Across the Life-span This handbook serves researchers, professors, and graduate
students by surveying the collective findings of research and experience concerning the intentional activity
of teaching and learning.
Omics Technologies and Bio-engineering - Debmalya Barh 2017-12-01
Omics Technologies and Bio-Engineering: Towards Improving Quality of Life, Volume 1 is a unique
reference that brings together multiple perspectives on omics research, providing in-depth analysis and
insights from an international team of authors. The book delivers pivotal information that will inform and
improve medical and biological research by helping readers gain more direct access to analytic data, an
increased understanding on data evaluation, and a comprehensive picture on how to use omics data in
molecular biology, biotechnology and human health care. Covers various aspects of biotechnology and bioengineering using omics technologies Focuses on the latest developments in the field, including biofuel
technologies Provides key insights into omics approaches in personalized and precision medicine Provides a
complete picture on how one can utilize omics data in molecular biology, biotechnology and human health
care
Management Information Systems - Kenneth C. Laudon 2004
Management Information Systems provides comprehensive and integrative coverage of essential new
technologies, information system applications, and their impact on business models and managerial
decision-making in an exciting and interactive manner. The twelfth edition focuses on the major changes
that have been made in information technology over the past two years, and includes new opening, closing,
and Interactive Session cases.
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Game Architecture and Design - Andrew Rollings 2004
A guide to computer game design, architecture, and management explores the application of design
principles, shares the experiences of game programmers, and offers an overview of game development
software.
3D Printing - Stephanie Torta 2018-09-30
This book is designed as an overview of the technology, applications, and design issues associated with the
new 3D printing technology. It will be divided into three parts. Part 1 will cover a brief background of the
history and evolution of 3D printing, along with their use in industry and personal consumer end. Part 2 will
document three different projects from start to finish. This will show a variety of printers and what is
needed before a project starts, as well as some of the pitfalls to watch out for when creating 3D prints. Part
3 will be a look ahead to how 3D printing will continue to evolve and how 3D printing is already in our popculture. Companion files are included with applications and examples of 3D printing. Features: * Provides
an overview of the technology, applications, and design issues associated with the new 3D printing
technology * Includes review questions, discussion / essay questions and "Applying What You've Learned"
in every chapter * Companion files are included with projects, images, and samples of 3D printing
Design Thinking Research - Christoph Meinel 2021-03-26
Extensive research conducted by the Hasso Plattner Design Thinking Research Program at Stanford
University in Palo Alto, California, USA, and the Hasso Plattner Institute in Potsdam, Germany, has yielded
valuable insights on why and how design thinking works. The participating researchers have identified
metrics, developed models, and conducted studies, which are featured in this book, and in the previous
volumes of this series. This volume provides readers with tools to bridge the gap between research and
practice in design thinking with varied real world examples. Several different approaches to design
thinking are presented in this volume. Acquired frameworks are leveraged to understand design thinking
team dynamics. The contributing authors lead the reader through new approaches and application fields
and show that design thinking can tap the potential of digital technologies in a human-centered way. In a
final section, new ideas in neurodesign at Stanford University and at Hasso Plattner Institute in Potsdam
are elaborated upon thereby challenging the reader to consider newly developed methodologies and
provide discussion of how these insights can be applied to various sectors. Special emphasis is placed on
understanding the mechanisms underlying design thinking at the individual and team levels. Design
thinking can be learned. It has a methodology that can be observed across multiple settings and
accordingly, the reader can adopt new frameworks to modify and update existing practice. The research
outcomes compiled in this book are intended to inform and provide inspiration for all those seeking to drive
innovation – be they experienced design thinkers or newcomers.
Computer Graphics Programming in OpenGL with Java - V. Scott Gordon, PhD 2021-09-02
This new edition provides step-by-step instruction on modern 3D graphics shader programming in OpenGL
with Java, along with its theoretical foundations. It is appropriate both for computer science graphics
courses, and for professionals interested in mastering 3D graphics skills. It has been designed in a 4-color,
“teach-yourself” format with numerous examples that the reader can run just as presented. Every shader
stage is explored, from the basics of modeling, textures, lighting, shadows, etc., through advanced
techniques such as tessellation, normal mapping, noise maps, as well as new chapters on simulating water,
stereoscopy, and ray tracing. FEATURES Covers modern OpenGL 4.0+ shader programming in Java, with
instructions for both PC/Windows and Macintosh Illustrates every technique with running code examples.
Everything needed to install the libraries, and complete source code for each example Includes step-by-step
instruction for using each GLSL programmable pipeline stage (vertex, tessellation, geometry, and
fragment) Explores practical examples for modeling, lighting and shadows (including soft shadows), terrain,
water, and 3D materials such as wood and marble Adds new chapters on simulating water, stereoscopy,
and ray tracing with compute shaders Explains how to optimize code with tools such as Nvidia’s Nsight
debugger Includes companion files with code, object models, figures, and more
Computer Graphics Programming in OpenGL with C++ - V. Scott Gordon, PhD 2020-12-09
This new edition provides step-by-step instruction on modern 3D graphics shader programming in OpenGL
with C++, along with its theoretical foundations. It is appropriate both for computer science graphics
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courses and for professionals interested in mastering 3D graphics skills. It has been designed in a 4-color,
“teach-yourself” format with numerous examples that the reader can run just as presented. Every shader
stage is explored, from the basics of modeling, textures, lighting, shadows, etc., through advanced
techniques such as tessellation, normal mapping, noise maps, as well as new chapters on simulating water,
stereoscopy, and ray tracing. FEATURES: Covers modern OpenGL 4.0+ shader programming in C++, with
instructions for both PC/Windows and Macintosh Adds new chapters on simulating water, stereoscopy, and
ray tracing Includes companion files with code, object models, figures, and more (also available for
downloading by writing to the publisher) Illustrates every technique with running code examples.
Everything needed to install the libraries, and complete source code for each example Includes step-by-step
instruction for using each GLSL programmable pipeline stage (vertex, tessellation, geometry, and
fragment) Explores practical examples for modeling, lighting, and shadows (including soft shadows),
terrain, water, and 3D materials such as wood and marble Explains how to optimize code for tools such as
Nvidia’s Nsight debugger.
Integrated Science in Digital Age 2020 - Tatiana Antipova 2020-05-26
This book presents the proceedings of the 2020 International Conference on Integrated Science in Digital
Age, which was jointly supported by the Institute of Certified Specialists (Russia) and Springer, and was
held on May 1–3, 2020. The conference provided an international forum for researchers and practitioners to
present and discuss the latest innovations, trends, results, experiences and concerns in the various areas of
integrated science in the digital age. The main goal of the conference was to efficiently disseminate original
findings in the natural and social sciences, covering topics such as blockchain & cryptocurrency; computer
law & security; digital accounting & auditing; digital business & finance; digital economics; digital
education; digital engineering; machine learning; smart cities in the digital age; health policy &
management; and information management.
Catalog of Training - National Conservation Training Center (U.S. Fish and Wildlife Service) 2003
Principles of Information Systems - Ralph Stair 2009-01-07
Now thoroughly streamlined and revised, PRINCIPLES OF INFORMATION SYSTEMS, Ninth Edition,
retains the overall vision and framework that made the previous editions so popular while eliminating
outdated topics and updating information, examples, and case studies. In just 600 pages, accomplished
authors Ralph Stair and George Reynolds cover IS principles and their real-world applications using timely,
current business examples and hands-on activities. Regardless of their majors, students can use this book
to understand and practice IS principles so they can function more effectively as workers, managers,
decision makers, and organizational leaders. Important Notice: Media content referenced within the
product description or the product text may not be available in the ebook version.
Designing Inclusive Educational Spaces for Autism - Rachna Khare 2010
Blender For Dummies - Jason van Gumster 2011-04-04
The exciting new book on the exciting new Blender 2.5! If you want to design 3D animation, here's your
chance to jump in with both feet, free software, and a friendly guide at your side! Blender For Dummies,
2nd Edition is the perfect introduction to the popular, open-source, Blender 3D animation software,
specifically the revolutionary new Blender 2.5. Find out what all the buzz is about with this easy-access
guide. Even if you?re just beginning, you'll learn all the Blender 2.5 ropes, get the latest tips, and soon start
creating 3D animation that dazzles. Walks you through what you need to know to start creating eyecatching 3D animations with Blender 2.5, the latest update to the top open-source 3D animation program
Shows you how to get the very most out of Blender 2.5's new multi-window unblocking interface, new event
system, and other exciting new features Covers how to create 3D objects with meshes, curves, surfaces,
and 3D text; add color, texture, shades, reflections and transparency; set your objects in motion with
animations and rigging; render your objects and animations; and create scenes with lighting and cameras If
you want to start creating your own 3D animations with Blender, Blender For Dummies, 2nd Edition is
where you need to start!
Stepping into Virtual Reality - Mario Gutierrez 2008-03-29
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Virtual reality techniques are increasingly becoming indispensable in many areas. This book looks at how to
generate advanced virtual reality worlds. It covers principles, techniques, devices and mathematical
foundations, beginning with basic definitions, and then moving on to the latest results from current
research and exploring the social implications of these. Very practical in its approach, the book is fully
illustrated in colour and contains numerous examples, exercises and case studies. This textbook will allow
students and practitioners alike to gain a practical understanding of virtual reality concepts, devices and
possible applications.
Transit-oriented Development in the United States - Robert Cervero 2004
Beginning Blender - Lance Flavell 2011-08-27
A new world of creative possibilities is opened by Blender, the most popular and powerful open source 3D
and animation tool. Blender is not just free software; it is also an important professional tool used in
animated shorts, television commercials, and shows, as well as in production for films like Spiderman 2.
Lance Flavell's Beginning Blender will give you the skills to start shaping new worlds and virtual
characters, and perhaps lead you down a new professional path. Beginning Blender covers the Blender 2.5
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release in-depth. The book starts with the creation of simple figures using basic modeling and sculpting. It
then teaches you how to bridge from modeling to animation, and from scene setup to texture creation and
rendering, lighting, rigging, and ultimately, full animation. You will create and mix your own movie scenes,
and you will even learn the basics of games logic and how to deal with games physics. Whether you are new
to modeling, animation, and game design, or whether you are simply new to Blender, this book will show
you everything you need to know to get your 3D projects underway.
Precision and Purpose - Karl P. Mueller 2015-07-08
Between March and October 2011, a coalition of North Atlantic Treaty Organization (NATO) member states
and several partner nations waged a war against Muammar Qaddafi's Libyan regime that stemmed and
then reversed the tide of Libya's civil war, preventing Qaddafi from crushing the nascent rebel movement
seeking to overthrow his dictatorship and going on to enable opposition forces to prevail. The central
element of this intervention was a relatively small multinational force's air campaign operating from NATO
bases in several countries, as well as from a handful of aircraft carriers and amphibious ships in the
Mediterranean Sea. The study details each country's contribution to that air campaign, examining such
issues as the limits of airpower and coordination among nations. It also explores whether the Libyan
experience offers a potential model for the future.
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