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Big Java: Early Objects, 7th Edition focuses on the essentials of effective learning and is suitable for a two-semester introduction
to programming sequence. This text requires no prior programming experience and only a modest amount of high school algebra.
Objects and classes from the standard library are used where appropriate in early sections with coverage on object-oriented
design starting in Chapter 8. This gradual approach allows students to use objects throughout their study of the core algorithmic
topics, without teaching bad habits that must be un-learned later. The second half covers algorithms and data structures at a level
suitable for beginning students. Choosing the enhanced eText format allows students to develop their coding skills using targeted,
progressive interactivities designed to integrate with the eText. All sections include built-in activities, open-ended review exercises,
programming exercises, and projects to help students practice programming and build confidence. These activities go far beyond
simplistic multiple-choice questions and animations. They have been designed to guide students along a learning path for
mastering the complexities of programming. Students demonstrate comprehension of programming structures, then practice
programming with simple steps in scaffolded settings, and finally write complete, automatically graded programs. The perpetual
access VitalSource Enhanced eText, when integrated with your school's learning management system, provides the capability to
monitor student progress in VitalSource SCORECenter and track grades for homework or participation. *Enhanced eText and
interactive functionality available through select vendors and may require LMS integration approval for SCORECenter.
Modern web applications are built on a tangle of technologies that have been developed over time and then haphazardly pieced
together. Every piece of the web application stack, from HTTP requests to browser-side scripts, comes with important yet subtle
security consequences. To keep users safe, it is essential for developers to confidently navigate this landscape. In The Tangled
Web, Michal Zalewski, one of the world’s top browser security experts, offers a compelling narrative that explains exactly how
browsers work and why they’re fundamentally insecure. Rather than dispense simplistic advice on vulnerabilities, Zalewski
examines the entire browser security model, revealing weak points and providing crucial information for shoring up web application
security. You’ll learn how to: –Perform common but surprisingly complex tasks such as URL parsing and HTML sanitization –Use
modern security features like Strict Transport Security, Content Security Policy, and Cross-Origin Resource Sharing –Leverage
many variants of the same-origin policy to safely compartmentalize complex web applications and protect user credentials in case
of XSS bugs –Build mashups and embed gadgets without getting stung by the tricky frame navigation policy –Embed or host usersupplied content without running into the trap of content sniffing For quick reference, "Security Engineering Cheat Sheets" at the
end of each chapter offer ready solutions to problems you’re most likely to encounter. With coverage extending as far as planned
HTML5 features, The Tangled Web will help you create secure web applications that stand the test of time.
Use ClojureScript to create powerful serverless Web applications that are responsive and engaging. This book presents Reactive
recipes with Reagent, a ClojureScript reactive framework, to create interactive applications. Throughout the book, Reactive with
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ClojureScript Recipes uses progressively more complex examples and introduces you to a set of powerful tools that target rapid
web application development. In the last chapter, you'll use these concepts for an HTML5-based deployment to smart phones.
ClojureScript is your functional programming language for the web. ClojureScript looks like a LISP, and compiles to JavaScript,
and thus runs nicely run in the browser. What You'll Learn Write simple static web apps with Boot Iintegrate ClojureScript and its
libraries Animate content, play with sound and videos Use Reagent, and be Reactive in the browser. Run your Application on a
smart phones. Who This Book Is For Clojure developers who want to turn their functional skills to the web and JavaScript
advanced developers who want reuse their web skills in a different language
This book covers both the theory and practice of game engine software development, bringing together complete coverage of a
wide range of topics. The concepts and techniques described are the actual ones used by real game studios like Electronic Arts
and Naughty Dog. The examples are often grounded in specific technologies, but the discussion extends way beyond any
particular engine or API. The references and citations make it a great jumping off point for those who wish to dig deeper into any
particular aspect of the game development process. Intended as the text for a college level series in game programming, this book
can also be used by amateur software engineers, hobbyists, self-taught game programmers, and existing members of the game
industry. Junior game engineers can use it to solidify their understanding of game technology and engine architecture. Even senior
engineers who specialize in one particular field of game development can benefit from the bigger picture presented in these
pages.
The Spring framework is growing. It has always been about choice. Java EE focused on a few technologies, largely to the
detriment of alternative, better solutions. When the Spring framework debuted, few would have agreed that Java EE represented
the best-in-breed architectures of the day. Spring debuted to great fanfare, because it sought to simplify Java EE. Each release
since marks the introduction of new features designed to both simplify and enable solutions. With version 2.0 and later, the Spring
framework started targeting multiple platforms. The framework provided services on top of existing platforms, as always, but was
decoupled from the underlying platform wherever possible. Java EE is a still a major reference point, but it’s not the only target.
OSGi (a promising technology for modular architectures) has been a big part of the SpringSource strategy here. Additionally, the
Spring framework runs on Google App Engine. With the introduction of annotation-centric frameworks and XML schemas,
SpringSource has built frameworks that effectively model the domain of a specific problem, in effect creating domain-specific
languages (DSLs). Frameworks built on top of the Spring framework have emerged supporting application integration, batch
processing, Flex and Flash integration, GWT, OSGi, and much more.
Describes how to put software security into practice, covering such topics as risk management frameworks, architectural risk
analysis, security testing, and penetration testing.
You have a cool Web site, and a really great product, service, or cause you want people to know about. But visitors aren’t beating
down your cyber-door. What happened? The answer, most likely, is that you haven’t made your site irresistible to search engines.
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Search engines have a great deal of control over the volume of traffic a Web site gets, because they put your site in front of people
searching for your product or service. If you know the secrets of wooing the search engines, you can Gain greater visibility for your
site Advance your position in the rankings Avoid techniques that cause search engines to bump your site to the end of the list
Make pay-per-click advertising pay off In addition to the familiar ones like Google and Yahoo!, there are dozens of other search
engines out there. Search Engine Optimization For Dummies, 2nd Edition shows you how to create a site that will pop to the top
like a cork whenever people search for related products or services. It will help you Become familiar with search engines and
search directories and find out which keywords work Build your site with techniques that search engines like and avoid the ones
they don’t Register your site with the top search systems and get it listed in directories Find out why links are important and see
how to get other sites to link to yours Work with Google AdWords and Yahoo! Search, and explore the best and most economical
ways to use pay-per-click advertising Discover the common mistakes that make Web sites invisible to search engines There’s
even a companion Web site with all the links in the book neatly (and conveniently) arranged so you don’t have to type them, plus
a bonus chapter to help you power up your skills. Search Engine Optimization For Dummies, 2nd Edition has been updated with
the latest information on search engines plus plenty of tips and tricks to help your site get the attention it deserves!
NGINX is one of the most widely used web servers available today, in part because of its capabilities as a load balancer and
reverse proxy server for HTTP and other network protocols. This cookbook provides easy-to-follow examples to real-world
problems in application delivery. The practical recipes will help you set up and use either the open source or commercial offering
to solve problems in various use cases. For professionals who understand modern web architectures, such as n-tier or
microservice designs, and common web protocols including TCP and HTTP, these recipes provide proven solutions for security,
software load balancing, and monitoring and maintaining NGINX’s application delivery platform. You’ll also explore advanced
features of both NGINX and NGINX Plus, the free and licensed versions of this server. You’ll find recipes for: High-performance
load balancing with HTTP, TCP, and UDP Securing access through encrypted traffic, secure links, HTTP authentication
subrequests, and more Deploying NGINX to Google Cloud, AWS, and Azure cloud computing services Setting up and configuring
NGINX Controller Installing and configuring the NGINX Plus App Protect module Enabling WAF through Controller ADC
Build modern, fast, and progressive web applications using modern features of PHP 7 and TypeScript Key Features Explore the latest
features of Angular and Laravel to build applications that are powerful, consistent, and maintainable Develop modern user interfaces with a
reusable component-based architecture using Angular 6 and Bootstrap 4 Learn how to build secure backend APIs with Laravel Book
Description Angular, considered as one of the most popular and powerful frontend frameworks, has undergone a major overhaul to embrace
emerging web technologies so that developers can build cutting-edge web applications. This book gives you practical knowledge of building
modern full-stack web apps from scratch using Angular with a Laravel Restful back end. The book begins with a thorough introduction to
Laravel and Angular and its core concepts like custom errors messages, components, routers, and Angular-cli, with each concept being
explained first, and then put into practice in the case-study project. With the basics covered, you will learn how sophisticated UI features can
be added using NgBootstrao and a component-based architecture. You will learn to extend and customize variables from Bootstrap CSS
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framework. You will learn how to create secure web application with Angular and Laravel using token based authentication. Finally, you will
learn all about progressive web applications and build and deploy a complete fullstack application using Docker and Docker-compose. By the
end of this book, you'll gain a solid understanding of Angular 6 and how it interacts with a Laravel 5.x backend What you will learn Explore the
core features of Angular 6 to create sophisticated user interfaces Use Laravel 5 to its full extent to create a versatile backend layer based on
RESTful APIs Configure a web application in order to accept user-defined data and persist it into the database using server-side APIs Build
an off-line-first application using service-worker and manifest file Deal with token based authentication on single page application (SPA).
Secure your application against threats and vulnerabilities in a time efficient way Deploy using Docker and Docker-compose Who this book is
for This book targets developers who are new to Angular, Laravel, or both, and are seeking a practical, best-practice approach to
development with these technologies. They must have some knowledge of HTML, CSS and JavaScript. Familiarity of PHP is assumed to get
the most from this book.
This book is appropriate for both majors of computer science and students of other disciplines."--BOOK JACKET.
If you can build websites with CSS and JavaScript, this book takes you to the next level—creating dynamic, database-driven websites with
PHP and MySQL. Learn how to build a database, manage your content, and interact with users. With step-by-step tutorials, this completely
revised edition gets you started with expanded coverage of the basics and takes you deeper into the world of server-side programming. The
important stuff you need to know: Get up to speed quickly. Learn how to install PHP and MySQL, and get them running on both your
computer and a remote server. Gain new techniques. Take advantage of the all-new chapter on integrating PHP with HTML web pages.
Manage your content. Use the file system to access user data, including images and other binary files. Make it dynamic. Create pages that
change with each new viewing. Build a good database. Use MySQL to store user information and other data. Keep your site working. Master
the tools for fixing things that go wrong. Control operations. Create an administrative interface to oversee your site.
Comprehensive, technically accurate, and up-to-date, HEAVY DUTY TRUCK SYSTEMS, 6E is the best-selling introduction to servicing
medium- and heavy-duty trucks. Now in striking full color, the sixth edition helps users develop a strong foundation in electricity and
electronics, power train, steering and suspension, brakes, and accessories systems and presents introductory material on servicing, safety,
tools, and preventive maintenance. This edition is updated with full coverage of ASE Education Foundation competencies and the latest
technology, including 2014 J1939 updates and access tools, Wingman radar, CMS, and Allison TC10 transmissions (introduced in 2013). The
book's proven pedagogy is enhanced by extensive sets of review questions and over 1700 full-color photographs and pieces of art that help
readers visualize key concepts and servicing procedures. Important Notice: Media content referenced within the product description or the
product text may not be available in the ebook version.
In this new and improved third edition of the highly popular Game Engine Architecture, Jason Gregory draws on his nearly two decades of
experience at Midway, Electronic Arts and Naughty Dog to present both the theory and practice of game engine software development. In this
book, the broad range of technologies and techniques used by AAA game studios are each explained in detail, and their roles within a real
industrial-strength game engine are illustrated. New to the Third Edition This third edition offers the same comprehensive coverage of game
engine architecture provided by previous editions, along with updated coverage of: computer and CPU hardware and memory caches,
compiler optimizations, C++ language standardization, the IEEE-754 floating-point representation, 2D user interfaces, plus an entirely new
chapter on hardware parallelism and concurrent programming. This book is intended to serve as an introductory text, but it also offers the
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experienced game programmer a useful perspective on aspects of game development technology with which they may not have deep
experience. As always, copious references and citations are provided in this edition, making it an excellent jumping off point for those who
wish to dig deeper into any particular aspect of the game development process. Key Features Covers both the theory and practice of game
engine software development Examples are grounded in specific technologies, but discussion extends beyond any particular engine or API.
Includes all mathematical background needed. Comprehensive text for beginners and also has content for senior engineers.
To built intelligent systems that can cope with real world problems we need to - velop computational mechanisms able to deal with very large
amounts of data, gen- ate complex plans, schedules, and resource allocation strategies, re-plan their actions in real time, provide user
friendly communication for human-device interactions, and perform complex optimization problems. In each of these tasks intelligence
techno- gies play an important role, providing designers and creators with effective and adequate computational models. The field of
intelligence technologies covers a variety of computational approaches that are often suggested and inspired by biological systems, exhibiting
functional richness and flexibility of their natural behavior. This class of technologies consists of such important approaches as data mining
algorithms, neural networks, genetic al- rithms, fuzzy and multi-valued logics, rough sets, agent-oriented computation, often integrated into
complex hybrid solutions. Intelligence technologies are used to built machines that can act and think like living systems, solve problems in an
autonomous way, develop rich private knowledge bases and produce results not foreseen and programmed in a direct way by designers and
creators.
Fundamentals of Mobile Heavy Equipment provides students with a thorough introduction to the diagnosis, repair, and maintenance of offroad mobile heavy equipment. With comprehensive, up-to-date coverage of the latest technology in the field, it addresses the equipment
used in construction, agricultural, forestry, and mining industries.
Dreamweaver CS4 is a massive step forward in terms of integration with the rest of the CS4 suite (Flash, Fireworks, Photoshop, etc.), and
also includes whole host of exciting features of its own. The Essential Guide to Dreamweaver CS4 with CSS, Ajax, and PHP concentrates on
getting the most out of Dreamweaver CS4, rather than going into every menu item and toolbar icon. The emphasis is on developing websites
compliant with the latest web standards, using CSS, JavaScript libraries (with particular emphasis on Spry, Adobe's implementation of Ajax),
and PHP. The book covers all aspects of the new user interface, including workspace layouts, iconic panels, the related documents feature,
Live View, Code Navigator, and Live Code. It also shows how to use the improved CSS editing features, and JavaScript code introspection.
There is also coverage of other new features, such as version control through Subversion integration, and the improved support for
Photoshop integration through the use of Smart Objects. Takes you through your development environment set up Covers everything you
need to create both standards compliant web sites, and dynamic web applications Teaches real world techniques using a series of step by
step tutorials

Explore the latest Java-based software development techniques and methodologies through the project-based approach
in this practical guide. Unlike books that use abstract examples and lots of theory, Real-World Software Development
shows you how to develop several relevant projects while learning best practices along the way. With this engaging
approach, junior developers capable of writing basic Java code will learn about state-of-the-art software development
practices for building modern, robust and maintainable Java software. You’ll work with many different software
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development topics that are often excluded from software develop how-to references. Featuring real-world examples, this
book teaches you techniques and methodologies for functional programming, automated testing, security, architecture,
and distributed systems.
A common misconception in the Mac community is that Mac’s operating system is more secure than others. While this
might be true in certain cases, security on the Mac is still a crucial issue. When sharing is enabled or remote control
applications are installed, Mac OS X faces a variety of security threats. Enterprise Mac Security: Mac OS X Snow
Leopard is a definitive, expert-driven update of the popular, slash-dotted first edition and was written in part as a
companion to the SANS Institute course for Mac OS X. It contains detailed Mac OS X security information, and
walkthroughs on securing systems, including the new Snow Leopard operating system. Using the SANS Institute course
as a sister, this book caters to both the beginning home user and the seasoned security professional not accustomed to
the Mac, establishing best practices for Mac OS X for a wide audience. The authors of this book are seasoned Mac and
security professionals, having built many of the largest network infrastructures for Apple and spoken at both DEFCON
and Black Hat on OS X security.
Beginning Platino Game EngineApress
You could think of Setting Up LAMP as four books in one, butit's actually something much more valuable: a single
volume thatpresents the open-source technologies known collectively asLAMP—Linux, Apache, MySQL, and PHP—as
tightlydovetailed components of today's most affordable and effectiveplatform for building dynamic web-based
applications. Each technology has uses outside of this context, of course, butwithin it they form something greater than
the sum of their parts.This book shows you how to take full advantage of this power,walking you through all the steps
required to lay your Linuxfoundation, install and configure your Apache web server, and thenbegin using PHP to access
content stored in MySQL. Here are a fewof the specific topics you'll find covered inside: Installing and configuring qmail
with support for IMAP, POP3,SMTP, virtual domains, spam filtering, and antivirus Managing system users and groups
Configuring your network Creating a custom firewall script using IP tables Recognizing when a system is in distress
Handling MySQL database replication Configuring virtual domains Writing a basic PHP script that integrates with MySQL
If you're new to all of this, you'll quickly get to where youneed to be to start developing and deploying the higherlevelpieces of your web application. Even if you have experience withone or all of these technologies, this book—including
itsquick-start installation appendix—is a resource you'll wantclose by whenever you're setting up or fine-tuning your
LAMPsystem.
JAX: Java APIs for XML Kick Start covers the JAX APIs - fundamental for development of Java-based Web service
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applications as well as other e-Commerce applications requiring the exchange and manipulation of data. The book
includes an overview of Web service fundamentals including SOAP, UDDI, and WSDL, all of which will be built upon in
later examples. The book then covers the current set of JAX APIs for data processing, for messaging, for writing data to
registries and for calling remote applications. Each API is covered from an architectural and implementation perspective,
using real-world examples and case studies throughout to illustrate their usefulness. The author will demonstrate both
Web service and traditional JAX applications, giving a complete picture of the uses of JAX. The final chapter looks ahead
to new developments and new APIs in progress at Sun.
SoLoud is an easy to use, free, portable c/c++ audio engine for games. This is the print version of SoLoud manual,
covering audio concepts, getting started, usage of the API as well as how to use it in C, C#, Python, D, Ruby,
RPGMaker, Gamemaker Studio or BlitzMax.
For more than 40 years, Computerworld has been the leading source of technology news and information for IT
influencers worldwide. Computerworld's award-winning Web site (Computerworld.com), twice-monthly publication,
focused conference series and custom research form the hub of the world's largest global IT media network.
Take your coding skills to the next level with this extensive guide to Objective–C, the native programming language for
developing sophisticated software applications for Mac OS X. Objective–C is a powerful, object–oriented extension of C,
making this book the perfect follow–up to Dave Mark's bestselling Learn C on the Mac, Mac OS X Edition. Whether
you're an experienced C programmer or you're coming from a different language such as C++ or Java, leading Mac
experts Mark Dalrymple and Scott Knaster show you how to harness the powers of Objective–C in your applications! A
complete course on the basics of Objective–C using Apple's free Xcode tools An introduction to object–oriented
programming Comprehensive coverage of inheritance, composition, object initialization, categories, protocols, memory
management, and organizing source files A brief tour of Cocoa's foundation framework and AppKit A helpful “learning
curve” guide for non–C developers
The independent developer has ascended, and the new business model demands agility. You have to be able to work on all aspects of game
creation, and your team's game will publish directly to platforms like Android, iPhone, and Facebook. You'll use Unity, the hottest game
engine out there, to do it. In order to earn your place on the elite development team, you must master both sides of the development coin: art
and programming. Holistic Game Development with Unity is an authoritative guide to creating games in Unity. Taking you through game
design, programming, and art, Penny de Byl uses a holistic approach to equip you with the multidisciplinary skills you need for the
independent games industry. With this book, you will master essential digital art and design principles while learning the programming skills
necessary to build interactivity into your games. The tutorials will put these skills into action. The companion website offers: source code for
completed projects from the book, art assets, instructional videos, a forum, author blog and lesson plans and challenge questions for
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professors. Examines art and programming in unison-the only one-stop shop for individual developers and small teams looking to tackle both
tasks.
Geared toward intermediate programmers with no previous game programming experience, this book requires a working knowledge of C, but
experience with Palm is not required.
Technologies and Approaches to Reducing the Fuel Consumption of Medium- and Heavy-Duty Vehicles evaluates various technologies and
methods that could improve the fuel economy of medium- and heavy-duty vehicles, such as tractor-trailers, transit buses, and work trucks.
The book also recommends approaches that federal agencies could use to regulate these vehicles' fuel consumption. Currently there are no
fuel consumption standards for such vehicles, which account for about 26 percent of the transportation fuel used in the U.S. The miles-pergallon measure used to regulate the fuel economy of passenger cars. is not appropriate for medium- and heavy-duty vehicles, which are
designed above all to carry loads efficiently. Instead, any regulation of medium- and heavy-duty vehicles should use a metric that reflects the
efficiency with which a vehicle moves goods or passengers, such as gallons per ton-mile, a unit that reflects the amount of fuel a vehicle
would use to carry a ton of goods one mile. This is called load-specific fuel consumption (LSFC). The book estimates the improvements that
various technologies could achieve over the next decade in seven vehicle types. For example, using advanced diesel engines in tractortrailers could lower their fuel consumption by up to 20 percent by 2020, and improved aerodynamics could yield an 11 percent reduction.
Hybrid powertrains could lower the fuel consumption of vehicles that stop frequently, such as garbage trucks and transit buses, by as much
35 percent in the same time frame.
PCMag.com is a leading authority on technology, delivering Labs-based, independent reviews of the latest products and services. Our expert
industry analysis and practical solutions help you make better buying decisions and get more from technology.
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 JapaneseEnglish 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.
Although MySQL's source code is open in the sense of being publicly available, it's essentially closed to you if you don't understand it. In this
book, Sasha Pachev -- a former member of the MySQL Development Team -- provides a comprehensive tour of MySQL 5 that shows you
how to figure out the inner workings of this powerful database. You'll go right to heart of the database to learn how data structures and
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convenience functions operate, how to add new storage engines and configuration options, and much more. The core of Understanding
MySQL Internals begins with an Architecture Overview that provides a brief introduction of how the different components of MySQL work
together. You then learn the steps for setting up a working compilable copy of the code that you can change and test at your pleasure. Other
sections of the book cover: Core server classes, structures, and API The communication protocol between the client and the server
Configuration variables, the controls of the server; includes a tutorial on how to add your own Thread-based request handling -understanding threads and how they are used in MySQL An overview of MySQL storage engines The storage engine interface for integrating
third-party storage engines The table lock manager The parser and optimizer for improving MySQL's performance Integrating a transactional
storage engine into MySQL The internals of replication Understanding MySQL Internals provides unprecedented opportunities for developers,
DBAs, database application programmers, IT departments, software vendors, and computer science students to learn about the inner
workings of this enterprise-proven database. With this book, you will soon reach a new level of comprehension regarding database
development that will enable you to accomplish your goals. It's your guide to discovering and improving a great database.
The ASP.NET MVC 5 Framework is the latest evolution of Microsoft’s ASP.NET web platform. It provides a high-productivity programming
model that promotes cleaner code architecture, test-driven development, and powerful extensibility, combined with all the benefits of
ASP.NET. ASP.NET MVC 5 contains a number of advances over previous versions, including the ability to define routes using C# attributes
and the ability to override filters. The user experience of building MVC applications has also been substantially improved. The new, more
tightly integrated, Visual Studio 2013 IDE has been created specifically with MVC application development in mind and provides a full suite of
tools to improve development times and assist in reporting, debugging and deploying your code. The popular Bootstrap JavaScript library has
also now been included natively within MVC 5 providing you, the developer, with a wider range of multi-platform CSS and HTML5 options
than ever before without the penalty of having to load-in third party libraries.
The book, now in its Fifth Edition, aims to provide a practical view of GNU/Linux and Windows 7, 8 and 10, covering different design
considerations and patterns of use. The section on concepts covers fundamental principles, such as file systems, process management,
memory management, input-output, resource sharing, inter-process communication (IPC), distributed computing, OS security, real-time and
microkernel design. This thoroughly revised edition comes with a description of an instructional OS to support teaching of OS and also covers
Android, currently the most popular OS for handheld systems. Basically, this text enables students to learn by practicing with the examples
and doing exercises. NEW TO THE FIFTH EDITION • Includes the details on Windows 7, 8 and 10 • Describes an Instructional Operating
System (PintOS), FEDORA and Android • The following additional material related to the book is available at www.phindia.com/bhatt. o
Source Code Control System in UNIX o X-Windows in UNIX o System Administration in UNIX o VxWorks Operating System (full chapter) o
OS for handheld systems, excluding Android o The student projects o Questions for practice for selected chapters TARGET AUDIENCE •
BE/B.Tech (Computer Science and Engineering and Information Technology) • M.Sc. (Computer Science) BCA/MCA

Learn how to build a game using Platino Studio. Follow step-by-step basics to create an app, and then add different functionalities
and game logic. With Beginning Platino Game Engine you will be able to develop UWP apps using the Processing JS language.
You also will be introduced to Temboo and extending the processing language to IoT. What You'll Learn: Develop using the
Platino game engine Build UWP apps using the Processing JS language Extend the processing language to IoT with Temboo
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Who Is this Book for: Indie game developers, app developers interested in games, and students new to the Platino game engine
and perhaps new to game development.
Hailed as a "must-have textbook" (CHOICE, January 2010), the first edition of Game Engine Architecture provided readers with a
complete guide to the theory and practice of game engine software development. Updating the content to match today’s
landscape of game engine architecture, this second edition continues to thoroughly cover the major components that make up a
typical commercial game engine. New to the Second Edition Information on new topics, including the latest variant of the C++
programming language, C++11, and the architecture of the eighth generation of gaming consoles, the Xbox One and PlayStation 4
New chapter on audio technology covering the fundamentals of the physics, mathematics, and technology that go into creating an
AAA game audio engine Updated sections on multicore programming, pipelined CPU architecture and optimization, localization,
pseudovectors and Grassman algebra, dual quaternions, SIMD vector math, memory alignment, and anti-aliasing Insight into the
making of Naughty Dog’s latest hit, The Last of Us The book presents the theory underlying various subsystems that comprise a
commercial game engine as well as the data structures, algorithms, and software interfaces that are typically used to implement
them. It primarily focuses on the engine itself, including a host of low-level foundation systems, the rendering engine, the collision
system, the physics simulation, character animation, and audio. An in-depth discussion on the "gameplay foundation layer" delves
into the game’s object model, world editor, event system, and scripting system. The text also touches on some aspects of
gameplay programming, including player mechanics, cameras, and AI. An awareness-building tool and a jumping-off point for
further learning, Game Engine Architecture, Second Edition gives readers a solid understanding of both the theory and common
practices employed within each of the engineering disciplines covered. The book will help readers on their journey through this
fascinating and multifaceted field.
Building on the success of his Microsoft Exchange Server 200324seven, Jim McBee has fully updated Microsoft ExchangeServer
2003 Advanced Administration for Microsoft ExchangeServer 2003 SP2 and Windows Server 2003 R2. Starting where
documentation, training courses, and other booksleave off, McBee offers targeted instruction, practical advice, andinsider tips. He
covers security, connectivity, anti-spamprotection, disaster recovery, and troubleshooting using aninformational and common
sense approach that will save you time,improve efficiency, and optimize your day-to-day operations. You'll find: What you need to
know about Exchange Server 2003 data storageand security. Real-world scenarios that focus on practical applications. Advice for
managing interactions with Active Directory. Updates on mobile e-mail, including seamless Direct Pushtechnologies, and
enhancements to device security. The latest protections against spam, including updated ExchangeIntelligent Message Filter and
new support for Sender ID e-mailauthentication. Deployment guidelines for Outlook Web Access. Information on what it takes to
support POP3 and IMAP4 clientsin the field. Part of the In the Field Results series. This seriesprovides seasoned systems
administrators with advanced tools,knowledge, and real-world skills to use on the job. Going beyondwhat the standard
documentation or classroom training provides,these practical guides address the real situations IT professionalsface every day,
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offering streamlined solutions to improveproductivity.
The Definitive Guide to Interwoven TeamSite is the first book to cover the TeamSite enterprise content management system, a
product used by nine of the top 10 largest companies in the world, and thousands of other organizations around the globe The
technical reviewer is the product manager for Interwoven TeamSite Authored by TeamSite experts Brian Hastings and Justin
McNeal, who are presently leading the TeamSite upgrade project for MasterCard International Guided by a real-world example
project, readers will learn the concepts and strategies necessary to develop, deploy, and maintain a large-scale content
management system using this product
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