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150 Projects With Arduino
From the authors of the enormously popular Hipster Librarian’s Guide to Teen Craft Projects comes an all-new selection
of innovative ideas. These projects have been chosen especially to engage tweens and teens—and have been field-tested
by YA librarian Amy Alessio’s Teen Corps, students in grades 6–12 at the Schaumburg Township (IL) Public Library. For
maximum fun, this book Includes a variety of crafts that make use of recycled and repurposed materials Lists the tools
and equipment needed for each project, followed by step-by-step instructions and photographs Assigns a difficulty level,
ideal group size, and suggests a timeframe for each activity Offers several “Quick-fire” options to fit crafting into shorter
time slots With numerous projects easy enough to be assembled in the library either by groups or someone working
alone, this book will get YA librarians, educators, and their students whipping up creative crafts in no time!
Projects for language arts, social studies, science and math. Provided templates can be modified to meet specific needs.
Project samples also provided
100% of Teachers had to adjust in 2020. Who Says Teaching has to be hard?! Diamonds are Resilient & So are New
Teachers! You are the solid rock the world needs. This book will teach you how to think, engage ALL learners, and
increase teacher retention because you will have the Gems to keep on going!
After Jip is sent to live in a poor town, he makes his living by tending to the animals on the farm, but his quiet life is
disturbed when a strange man comes around claiming he knows Jip's father. Reissue.
If you want to write or construct or program C++ mini-project and do not know how or from where to start buy this simple
e-book.
Learn to build software and hardware projects featuring the Raspberry Pi! Congratulations on becoming a proud owner of
a Raspberry Pi! Following primers on getting your Pi up and running and programming with Python, the authors walk you
through 16 fun projects of increasing sophistication that let you develop your Raspberry Pi skills. Among other things you
will: Write simple programs, including a tic-tac-toe game Re-create vintage games similar to Pong and Pac-Man
Construct a networked alarm system with door sensors and webcams Build Pi-controlled gadgets including a slot car
racetrack and a door lock Create a reaction timer and an electronic harmonograph Construct a Facebook-enabled Etch A
Sketch-type gadget and a Twittering toy Raspberry Pi Projects is an excellent way to dig deeper into the capabilities of
the Pi and to have great fun while doing it.
This illuminating collection offers a fresh look at the very latest advances in the field of embedded computer vision.
Emerging areas covered by this comprehensive text/reference include the embedded realization of 3D vision
technologies for a variety of applications, such as stereo cameras on mobile devices. Recent trends towards the
development of small unmanned aerial vehicles (UAVs) with embedded image and video processing algorithms are also
examined. Topics and features: discusses in detail three major success stories – the development of the optical mouse,
vision for consumer robotics, and vision for automotive safety; reviews state-of-the-art research on embedded 3D vision,
UAVs, automotive vision, mobile vision apps, and augmented reality; examines the potential of embedded computer
vision in such cutting-edge areas as the Internet of Things, the mining of large data streams, and in computational
sensing; describes historical successes, current implementations, and future challenges.
This book will teach the concepts of test driven development in Java so you can build clean, maintainable and robust
code Key Features Explore the most popular TDD tools and frameworks and become more proficient in building
applications Create applications with better code design, fewer bugs, and higher test coverage, enabling you to get them
to market quickly Implement test-driven programming methods into your development workflows Book Description Testdriven development (TDD) is a development approach that relies on a test-first procedure that emphasizes writing a test
before writing the necessary code, and then refactoring the code to optimize it.The value of performing TDD with Java,
one of the longest established programming languages, is to improve the productivity of programmers and the
maintainability and performance of code, and develop a deeper understanding of the language and how to employ it
effectively. Starting with the basics of TDD and understanding why its adoption is beneficial, this book will take you from
the first steps of TDD with Java until you are confident enough to embrace the practice in your day-to-day routine.You'll
be guided through setting up tools, frameworks, and the environment you need, and we will dive right into hands-on
exercises with the goal of mastering one practice, tool, or framework at a time. You'll learn about the Red-Green-Refactor
procedure, how to write unit tests, and how to use them as executable documentation.With this book, you'll also discover
how to design simple and easily maintainable code, work with mocks, utilize behavior-driven development, refactor old
legacy code, and release a half-finished feature to production with feature toggles.You will finish this book with a deep
understanding of the test-driven development methodology and the confidence to apply it to application programming
with Java. What you will learn Explore the tools and frameworks required for effective TDD development Perform the RedGreen-Refactor process efficiently, the pillar around which all other TDD procedures are based Master effective unit
testing in isolation from the rest of your code Design simple and easily maintainable code by implementing different
techniques Use mocking frameworks and techniques to easily write and quickly execute tests Develop an application to
implement behavior-driven development in conjunction with unit testing Enable and disable features using feature toggles
Who this book is for If you're an experienced Java developer and want to implement more effective methods of
programming systems and applications, then this book is for you.
This bestselling book is filled with fun activities you can use to engage students in learning a world language. No matter
what language and grade level you teach, you will love having a wide variety of tools at your disposal, from quick warmup exercises to longer games and group activities. Inside, you’ll find... Essential teacher tools and student organizational
Page 1/6

Read Book Final Project Tic Tac Toe Geocities
tools Strategies to promote and monitor class participation, including student self-assessments Strategies to promote and
assess oral proficiency, such as prompts, quick chats, and role plays Warm-up activities and five-minute transitional
activities Individual, pair, and group practice activities, with modification suggestions Games that make learning fun, with
clear directions for how to do them Great websites and other resources to check out for more ideas The enhanced
second edition features updated activities and technology suggestions throughout, as well as a tabbed design so it's
easier to return to your favorite sections again and again. Bonus: The book comes with more than 30 templates—charts,
rubrics, and game boards that can be photocopied from the book or downloaded as eResources from the book product
page at www.routledge.com/books/details/9781138827295. You can modify and print them for classroom use.
REALbasic is a powerful yet easy-to-learn programming environment for the Macintosh, including Mac OS X. Using
REALbasic, even novice programmers can create interfaces in minutes, and can generate entire, compiled applications
for Mac and Windows without having to learn a complicated language. In REALbasic, you work in an intuitive and easy-touse IDE (Integrated Development Environment) that accesses a powerful object-oriented version of the BASIC
programming language. REALbasic : The Definitive Guide, Second Edition provides complete coverage of REALbasic
3,2,1 and later as well as a thorough introduction to the major concepts of object-oriented programming. This book takes
the reader from zero knowledge of programming to the ability to program every aspect of REALbasic. The book is divided
into three main sections : Part 1, Fundamentals, provides a detailed and comprehensive summary of the language. It
quickly shows you how to think about programming and how to accomplish your goals in less time. Part 2, User Interface,
details the rich classes and predefined tools that make life so much easier for the REALbasic programmer, including such
familiar components of the visual arsenal as windows, buttons, and editable text fields. Part 3, Reaching Out, rounds out
the book with comprehensive coverage of internet communications, multimedia, animation, and more. A new appendix,
Growing an Application, takes readers through the stop-by-stop process of building an example application, which offers
a glimpse into the author's own style of programming, complete with example code, expert tips, and practical advice. The
first edition of REALbasic : The Definitive Guide was the winner of the 2000 Cubie award, given by REAL Software, in the
category REALbasic Advocate of the Year. The book also won the Book Bytes award as best Mac programming book of
2000. REALbasic : The Definitive Guide, Second Edition is the essential reference for the expanding legion of Mac users
who are discovering the power and flexibility of this programming environment. This edition has been completely
rewritten to cover Mac OS X, to reflect new features of REALbasic Version 3, and to respond to readers'suggestions.
Learn how to increase rigor so that all students can reach higher levels of learning! With this new edition of a teachertested best seller, you get practical ideas for increasing text complexity, providing scaffolding during reading instruction,
creating open-ended projects, and much more. The enhanced second edition provides important connections to the
Common Core State Standards, plus new sections on problem-based learning, implementation of high standards, and
working with special-needs students.
Learning Java Through Games teaches students how to use the different features of the Java language as well as how to
program. Suitable for self-study or as part of a two-course introduction to programming, the book covers as much
material as possible from the latest Java standard while requiring no previous programming experience. Taking an
application-motivated approach, the text presents an abundance of games. Students must read through the whole
chapter to understand all the features that are needed to implement the game. Most chapters start with a description of a
game and then introduce different Java constructs for implementing the features of the game on need-to-use bases. The
text teaches students not only how to write code that works but also how to follow good software practices. All sample
programs in the text strive to achieve low cohesion and high coupling—the hallmarks of well-designed code. Many
programs are refactored multiple times to achieve code that is easy to understand, reuse, and maintain. The first part of
the book covers basic programming techniques, such as conditional statements, loops, methods, arrays, and classes.
The second part focuses on more advanced topics, including class inheritance, recursions, sorting algorithms, GUI
programming, exception handling, files, and applets.
Ready to start this new journey into the Python’s world? Python is the ideal language to learn for budding developers. It
is a modern object-oriented programming language with easy to read code and an extensive internet bank of modules. It
offers high-level dynamic data types, many built-in functions, and operators, classes, garbage collection, and supports
dynamic typing. Python runs on just about any device. Python is an OSI approved open-source software application that
makes it free to download and install. Python For Beginners: A crash course to learn Python Programming in 1 Week will
take you through the basics of getting started with Python programming step by step. This tutorial will teach you
everything you need to know to get you to the next programming level. The book covers all the Python basics, with followalong examples and exercises, giving you a hands-on learning approach. By the time you have made your way through
the book, you will be ready to tackle the beginner’s and a few intermediate projects waiting for you at the end of it. This
book covers where to and how to download and install Python. You will learn how to download and install PyCharm
which is an integrated development environment where you will learn to write code. The content covers all the basics
such as variables, statements, functions, keywords, data types, and more. Python For Beginners: A crash course to learn
Python Programming in 1 Week has everything you need to learn to comfortably move on to more advanced
programming. It is an entry-level tutorial guide that makes Python easy and fun to learn. Get your copy Now
Forget the 10,000 hour rule— what if it’s possible to learn the basics of any new skill in 20 hours or less? Take a moment
to consider how many things you want to learn to do. What’s on your list? What’s holding you back from getting started?
Are you worried about the time and effort it takes to acquire new skills—time you don’t have and effort you can’t spare?
Research suggests it takes 10,000 hours to develop a new skill. In this nonstop world when will you ever find that much
time and energy? To make matters worse, the early hours of practicing something new are always the most frustrating.
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That’s why it’s difficult to learn how to speak a new language, play an instrument, hit a golf ball, or shoot great photos.
It’s so much easier to watch TV or surf the web . . . In The First 20 Hours, Josh Kaufman offers a systematic approach to
rapid skill acquisition— how to learn any new skill as quickly as possible. His method shows you how to deconstruct complex skills, maximize productive practice, and remove common learning barriers. By completing just 20 hours of focused,
deliberate practice you’ll go from knowing absolutely nothing to performing noticeably well. Kaufman personally fieldtested the methods in this book. You’ll have a front row seat as he develops a personal yoga practice, writes his own
web-based computer programs, teaches himself to touch type on a nonstandard keyboard, explores the oldest and most
complex board game in history, picks up the ukulele, and learns how to windsurf. Here are a few of the simple techniques
he teaches: Define your target performance level: Figure out what your desired level of skill looks like, what you’re trying
to achieve, and what you’ll be able to do when you’re done. The more specific, the better. Deconstruct the skill: Most of
the things we think of as skills are actually bundles of smaller subskills. If you break down the subcomponents, it’s easier
to figure out which ones are most important and practice those first. Eliminate barriers to practice: Removing common
distractions and unnecessary effort makes it much easier to sit down and focus on deliberate practice. Create fast
feedback loops: Getting accurate, real-time information about how well you’re performing during practice makes it much
easier to improve. Whether you want to paint a portrait, launch a start-up, fly an airplane, or juggle flaming chainsaws,
The First 20 Hours will help you pick up the basics of any skill in record time . . . and have more fun along the way.
Learn to build mobile apps for Android devices with MIT App Inventor, a visual drag-and-drop programming language like
Scratch. You've swiped and tapped your way through countless apps, but have you ever created one? Now you can,
thanks to Learn to Program with App Inventor. In less than an hour, you'll be able to build and run your first app! App
Inventor is a free software for making Android apps. All you need is a PC with an Internet connection to build your app,
and a mobile phone for testing. You'll use a simple drag-and-drop interface, which minimizes errors and avoids too much
typing. A certified App Inventor Master Trainer, Logan breaks down each project into logical steps, lists the components
you'll need, and then shows you how to create screen designs, control program flow with conditionals and loops, and
store data in variables and lists. Once you've tested the app on your phone, you can test what you learned with
challenges at the end of each chapter. You'll build cool apps like: * Hi, World!: Use your voice to send a text message *
Practice Makes Perfect: Rehearse a speech or dance routine with this video recording app * Fruit Loot: Catch randomly
failing fruit in this exciting game * Beat the Bus: Track a friend's journey using location services and maps * Virtual
Shades: Take a selfie, then try on some virtual sunglasses Join the 6 million people who have tried App Inventor, and
make the journey from app user to app inventor.
This book introduces programmers to objects at a gradual pace. The syntax boxes are revised to show typical code
examples rather than abstract notation. This includes optional example modules using Alice and Greenfoot. The
examples feature annotations with dos and don'ts along with cross references to more detailed explanations in the text.
New tables show a large number of typical and cautionary examples. New programming and review problems are also
presented that ensure a broad coverage of topics. In addition, Java 7 features are included to provide programmers with
the most up-to-date information.
Invent Your Own Computer Games with Python will teach you how to make computer games using the popular Python
programming language—even if you’ve never programmed before! Begin by building classic games like Hangman, Guess
the Number, and Tic-Tac-Toe, and then work your way up to more advanced games, like a text-based treasure hunting
game and an animated collision-dodging game with sound effects. Along the way, you’ll learn key programming and
math concepts that will help you take your game programming to the next level. Learn how to: –Combine loops,
variables, and flow control statements into real working programs –Choose the right data structures for the job, such as
lists, dictionaries, and tuples –Add graphics and animation to your games with the pygame module –Handle keyboard
and mouse input –Program simple artificial intelligence so you can play against the computer –Use cryptography to
convert text messages into secret code –Debug your programs and find common errors As you work through each game,
you’ll build a solid foundation in Python and an understanding of computer science fundamentals. What new game will
you create with the power of Python? The projects in this book are compatible with Python 3.
This series is for people—adults and teenagers—who are interested in computer programming because it's fun. The three
volumes use the Logo programming language as the vehicle for an exploration of computer science from the perspective
of symbolic computation and artificial intelligence. Logo is a dialect of Lisp, a language used in the most advanced
research projects in computer science, especially in artificial intelligence. Throughout the series, functional programming
techniques (including higher order functions and recursion) are emphasized, but traditional sequential programming is
also used when appropriate. In the second edition, the first two volumes have been rearranged so that illustrative case
studies appear with the techniques they demonstrate. Volume 1 includes a new chapter about higher order functions, and
the recursion chapters have been reorganized for greater clarity. Volume 2 includes a new tutorial chapter about macros,
an exclusive capability of Berkeley Logo, and two new projects. Throughout the series, the larger program examples
have been rewritten for greater readability by more extensive use of data abstraction. Volume 1 Symbolic Computing, is
addressed to a reader who has used computers and wants to learn the ideas behind them. Symbolic computing is the
manipulation of words and sentences, in contrast both to the graphics most people associate with Logo and to the
numerical computation with which more traditional languages such as Pascal and C++ are most comfortable. This
volume is well known for its clear and thorough presentation of recursion, a key idea in computer science that other texts
treat as arcane and difficult. The Logo programs in these books and the author's free Berkeley Logo interpreter are
available via the Internet or on diskette.
Part of the new Digital Filmmaker Series! Digital Filmmaking: An Introductionis the first book in the newDigital Filmmaker
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Series. Designed for an introductory level course in digital filmmaking, it is intended for anyone who has an interest in
telling stories with pictures and sound and won't assume any familiarity with equipment or concepts on the part of the
student. In addition to the basics of shooting and editing, different story forms are introduced from documentary and live
events through fictional narratives. Each of the topics is covered in enough depth to allow anyone with a camera and a
computer to begin creating visual projects of quality.
REALbasic is a programming language in the best Macintosh tradition: visual, intuitive, and easy to learn. It allows you to
create interfaces in minutes and entire, compiled applications without having to learn a complicated language; the strong
object orientation makes it very easy even for beginners to develop, maintain, and alter projects. Best of all, an
REALbasic 3, a single button click generates your project as a Mac OS 8/9 application, a Mac OS X native ("Carbon")
application, or a Windows executable. No other application framework lets you compile for users on so many platforms
so quickly and easily.REALbasic: The Definitive Guide not only gives you a firm grasp of the program's essential
concepts, but also tells you things you won't learn from the official documentation alone. If you've never programmed
before, the book offers both a primer in REALbasic and an intuitive approach to the concepts of programming itself, as
you quickly reach the ability to program every aspect of REALbasic. You start out drawing the interface much as you
would do in a drawing program: by selecting buttons, menus, dialog boxes, and the like from a tools menu. Then you use
the code editor to fill in the code that tells these pieces what to do.The widely hailed first edition of REALbasic: The
Definitive Guide has been completely rewritten to encompass reader suggestions and the many improvements of
REALbasic 3--like its ability to compile and run under OS X.The book is divided into three sections: Fundamentals: a
detailed summary of the language that quickly shows you how to think about programming and accomplish your goals in
less time User Interface: how to create a complete application using the rich classes and pre-defined tools that make life
so much easier for the REALbasic programmer. Reaching Out: Internet communications, databases, multimedia, game
programming and more!
From the founders of #Kinderchat, this book provides a comprehensive, friendly guide to teaching in the early childhood
classroom. Organized around the same core topics as #Kinderchat, conversational yet authoritative chapters cover
everything a novice teacher needs to know, from setting up your classroom to establishing routines and engaging with
parents. Learn how to effectively incorporate play, meet the needs of diverse learners, and cover curriculum like a pro.
With helpful tips for working with a range of program structures, this is a must-have read for anyone new to the
kindergarten or pre-K classroom.
Updated edition of a popular resource helps teachers seamlessly integrate differentiation practices into their daily routine.
In this updated edition of her guide to daily differentiated instruction, Diane Heacox outlines the critical elements for
success in today’s classrooms. She gives educators evidence-based differentiation strategies and user-friendly tools to
optimize teaching, learning, and assessment for all students. New features include an expanded section on grading,
information on connections between personalized learning and differentiation, integration of strategies with tier one
instructional interventions, scaffolding strategies, revised planning templates, and updated resources, which include
digital tools and apps for assessment. Digital content includes customizable forms from the book. A free downloadable
PLC/Book Study Guide is available at freespirit.com/PLC.
Comprehensive coverage to help experienced .NET developers create flexible, extensible enterprise application code If
you're an experienced Microsoft .NET developer, you'll find in this book a road map to the latest enterprise development
methodologies. It covers the tools you will use in addition to Visual Studio, including Spring.NET and nUnit, and applies
to development with ASP.NET, C#, VB, Office (VBA), and database. You will find comprehensive coverage of the tools
and practices that professional .NET developers need to master in order to build enterprise more flexible, testable, and
extensible .NET applications with minimal upfront costs. Helps C#, VB.Net, and ASP.NET developers who wish to
migrate both their applications and their own skillsets to newer, more flexible enterprise methodologies Describes each
new pattern or feature along with its benefits, then outlines the pros and cons of its implementation Includes an
introduction to enterprise development and a comprehensive overview of the differences between new enterprise
patterns and older, traditional Microsoft programming Explains how to implement these patterns by upgrading an existing
code base Covers benefits including flexibility, automated testing, extensibility, and separation; modular code; test-driven
development, unit test, test automation, and refactoring; inversion of control; and object relational mapping Also covers
enterprise design patterns: MVC including Ruby on Rails, Monorail, and ASP.NET MVC, MVP, observer, and more
Contains a primer on object-oriented design Professional Enterprise .NET focuses on the often-inevitable compromise
between forward-thinking design and the needs of business, helping you build applications that serve both.
An advanced guide to creating powerful high-performance GUIs for modern, media-rich applications in various domains such as business
and game development Key Features Gain comprehensive knowledge of Python GUI development using PyQt 5.12 Explore advanced topics
including multithreaded programming, 3D animation, and SQL databases Build cross-platform GUIs for Windows, macOS, Linux, and
Raspberry Pi Book Description PyQt5 has long been the most powerful and comprehensive GUI framework available for Python, yet there is
a lack of cohesive resources available to teach Python programmers how to use it. This book aims to remedy the problem by providing
comprehensive coverage of GUI development with PyQt5. You will get started with an introduction to PyQt5, before going on to develop
stunning GUIs with modern features. You will then learn how to build forms using QWidgets and learn about important aspects of GUI
development such as layouts, size policies, and event-driven programming. Moving ahead, you’ll discover PyQt5’s most powerful features
through chapters on audio-visual programming with QtMultimedia, database-driven software with QtSQL, and web browsing with
QtWebEngine. Next, in-depth coverage of multithreading and asynchronous programming will help you run tasks asynchronously and build
high-concurrency processes with ease. In later chapters, you’ll gain insights into QOpenGLWidget, along with mastering techniques for
creating 2D graphics with QPainter. You’ll also explore PyQt on a Raspberry Pi and interface it with remote systems using QtNetwork.
Finally, you will learn how to distribute your applications using setuptools and PyInstaller. By the end of this book, you will have the skills you
need to develop robust GUI applications using PyQt. What you will learn Get to grips with the inner workings of PyQt5 Learn how elements in
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a GUI application communicate with signals and slots Learn techniques for styling an application Explore database-driven applications with
the QtSQL module Create 2D graphics with QPainter Delve into 3D graphics with QOpenGLWidget Build network and web-aware
applications with QtNetwork and QtWebEngine Who this book is for This book is for programmers who want to create attractive, functional,
and powerful GUIs using the Python language. You’ll also find this book useful if you are a student, professional, or anyone who wants to
start exploring GUIs or take your skills to the next level. Although prior knowledge of the Python language is assumed, experience with PyQt,
Qt, or GUI programming is not required.
Gaming the System takes an active approach to learning about American government, using novel, exciting, and highly instructive games to
help students learn politics by living it. These timeless games are the perfect complement to a core textbook in American
government—covering key topics like the Constitution, the Supreme Court, Congress, political participation, campaigns and elections, the
federal bureaucracy, the social contract, social movements, and public opinion—and can be applied to specific courses at other levels, as well.
For Instructors: These nine games are designed to be easily inserted into courses, with all but one fitting into one class session and all
flexible enough to adapt or scale as needed. Games are designed so that students will be ready to play after minimal preparation and with
little prior knowledge; instructors do not need to design or prepare any additional materials. An extensive instructor-only online resource
provides everything needed to accompany each game: summary and discussion of the pedagogical foundations on active learning and
games; instructions and advice for managing the game and staging under various logistical circumstances; student handouts and
scoresheets, and more. For Students: These games immerse participants in crucial narratives, build content knowledge, and improve critical
thinking skills—at the same time providing an entertaining way to learn key lessons about American government. Each chapter contains
complete instructions, materials, and discussion questions in a concise and ready-to-use form, in addition to time-saving tools like scorecards
and 'cheat sheets.' The games contribute to course understanding, lifelong learning, and meaningful citizenship.
Pairing fundamental programming concepts with both business applications and fun and engaging game applications, the fully revised fifth
edition of MICROSOFT VISUAL BASIC 2012: RELOADED provides a solid foundation in programming principles and how to use them. The
book begins by covering the basics, from creating user interfaces to understanding variables, constants, and calculations. Building on this
knowledge, coverage progresses to more advanced topics, such as manipulating and querying a Microsoft Access database, creating Web
applications, and creating classes and objects. This new edition leverages the powerful pedagogy of previous editions while bringing the
content up-to-date with detailed explanations of the new features of Visual Basic 2012 and new examples and applications that illustrate how
those features are put to work. Important Notice: Media content referenced within the product description or the product text may not be
available in the ebook version.
Traces the history and development of the three-in-a-row game for two players, popular all over the world, that is similar to games played in
ancient Egypt.
Sharpen your coding skills by exploring established computer science problems! Classic Computer Science Problems in Java challenges you
with time-tested scenarios and algorithms. Summary Sharpen your coding skills by exploring established computer science problems! Classic
Computer Science Problems in Java challenges you with time-tested scenarios and algorithms. You’ll work through a series of exercises
based in computer science fundamentals that are designed to improve your software development abilities, improve your understanding of
artificial intelligence, and even prepare you to ace an interview. As you work through examples in search, clustering, graphs, and more, you'll
remember important things you've forgotten and discover classic solutions to your "new" problems! Purchase of the print book includes a free
eBook in PDF, Kindle, and ePub formats from Manning Publications. About the technology Whatever software development problem you’re
facing, odds are someone has already uncovered a solution. This book collects the most useful solutions devised, guiding you through a
variety of challenges and tried-and-true problem-solving techniques. The principles and algorithms presented here are guaranteed to save
you countless hours in project after project. About the book Classic Computer Science Problems in Java is a master class in computer
programming designed around 55 exercises that have been used in computer science classrooms for years. You’ll work through hands-on
examples as you explore core algorithms, constraint problems, AI applications, and much more. What's inside Recursion, memoization, and
bit manipulation Search, graph, and genetic algorithms Constraint-satisfaction problems K-means clustering, neural networks, and adversarial
search About the reader For intermediate Java programmers. About the author David Kopec is an assistant professor of Computer Science
and Innovation at Champlain College in Burlington, Vermont. Table of Contents 1 Small problems 2 Search problems 3 Constraintsatisfaction problems 4 Graph problems 5 Genetic algorithms 6 K-means clustering 7 Fairly simple neural networks 8 Adversarial search 9
Miscellaneous problems 10 Interview with Brian Goetz
Differentiating requires more than just a simple bag of tricks. Teachers need to have concrete strategies if they want to provide choice and
challenge for all learners in their classroom. The strategies included in this book were chosen based on their ease of implementation and
modification. In addition, they all encourage student engagement, provide inherent opportunities for differentiation, and are appropriate for
multiple grade levels. Differentiation That Really Works provides time-saving strategies and lesson ideas created and field-tested by
practicing professionals in their own heterogeneous classrooms. These lessons can be used as written or can be modified to meet the needs
of a particular classroom. The book also provides templates that can be used to develop new lessons using each strategy. These strategies,
including exit cards, choice boards, cubing, graphic organizers, learning contracts, and tiered lessons, help pave the way to a differentiated
classroom that meets all students' needs! Grades 3-5
The author of 1, 2, 3 Sew brings her creative skill-building approach to beginning and intermediate quilters—with two dozen projects included.
In this book, expert seamstress and craft blogger Ellen Luckett Baker shares her fun building-block approach to quilting. Organized by quilting
shapes—squares, triangles, hexagons, circles, flowers, stars, and diamonds—this easy-to-follow guide provides a simple way to master the
elements of quilt design. Twenty-four projects progress in difficulty, allowing you to develop your technical skills as you work through the
book. From the minimal Argyle Apron to the stylish Hexagon Handbag and more intricate Star Quilt, these modern, bright designs will appeal
to beginning and intermediate quilters alike.
The ultimate beginner's guide to programming in the iOS environment The Apple App Store is a gold mine for developers, but with more apps
for the iPhone, iPad, and iPod touch being added every day, it?s essential to have a solid programming foundation to create the best apps
possible. If you're eager to learn the ins and outs of iOS programming, this is your book. It teaches object-oriented programming within the
iOS framework from the ground up, preparing you to create the next super iPhone or iPad app. Get a handle on the iOS framework, objectoriented best practices, and the Xcode programming environment, then discover how to create simple interfaces, use libraries, create and
extend objects, and more. Whether you're just starting out in programming or only new to iOS, For Dummies is the perfect beginning.
Focuses on teaching object-oriented programming within the iOS framework and includes best practices for building apps that are easy to
debug, evolve, and maintain Uses simple examples to demonstrate object-oriented programming output in the iPhone environment while
teaching real-world programming concepts and applications Provides a thorough understanding of the framework and object-oriented
principles to help beginning programmers make optimum use of iOS Covers working with the Xcode environment and storyboards; creating
simple interfaces; using libraries, functions, structures, arrays, and pointers; and creating and extending objects Beginning iOS Programming
For Dummies is your straightforward guide to getting started with iOS programming.

In a world that is essentially digitizing, some have argued that the idea of the knowledge society holds the greatest promise for
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Africa’s rapid socio-economic transformation. Impacts of the Knowledge Society on Economic and Social Growth in Africa aims to
catalyze thinking and provide relevant information on the complex ways in which the information age is shaping Africa and the
implications that this will have for the continent and the world. This premier reference volume will provide policy analysts,
policymakers, academics, and researchers with fresh insights into the key empirical and theoretical matters framing Africa's
ongoing digitization.
As modern technologies continue to develop and evolve, the ability of users to interface with new systems becomes a paramount
concern. Research into new ways for humans to make use of advanced computers and other such technologies is necessary to
fully realize the potential of 21st century tools. Human-Computer Interaction: Concepts, Methodologies, Tools, and Applications
gathers research on user interfaces for advanced technologies and how these interfaces can facilitate new developments in the
fields of robotics, assistive technologies, and computational intelligence. This four-volume reference contains cutting-edge
research for computer scientists; faculty and students of robotics, digital science, and networked communications; and clinicians
invested in assistive technologies. This seminal reference work includes chapters on topics pertaining to system usability,
interactive design, mobile interfaces, virtual worlds, and more.
This dynamic book provides powerful ideas to guide pedagogy and a curriculum model for helping students connect with issues in
their lives while meeting standards. Vivid portraits of K–12 classrooms illustrate how teachers used a human rights framework to
engage students in critical inquiry of relevant social issues, such as immigration rights, religious tolerance, racial equality,
countering the effects of poverty, and respect for people with disabilities. The book shows how a group of teachers worked
together to develop a critical content framework using the UN Convention on the Rights of the Child. Chapters highlight lively
classroom and community action projects.
Resources for Teaching Discrete Mathematics presents nineteen classroom tested projects complete with student handouts,
solutions, and notes to the instructor. Topics range from a first day activity that motivates proofs to applications of discrete
mathematics to chemistry, biology, and data storage. Other projects provide: supplementary material on classic topics such as the
towers of Hanoi and the Josephus problem, how to use a calculator to explore various course topics, how to employ Cuisenaire
rods to examine the Fibonacci numbers and other sequences, and how you can use plastic pipes to create a geodesic dome. The
book contains eleven history modules that allow students to explore topics in their original context. Sources range from eleventh
century Chinese figures that prompted Leibniz to write on binary arithmetic, to a 1959 article on automata theory. Excerpts include:
Pascal's "Treatise on the Arithmetical Triangle," Hamilton's "Account of the Icosian Game," and Cantor's (translated)
"Contributions to the Founding of the Theory of Transfinite Numbers." Five articles complete the book. Three address extensions
of standard discrete mathematics content: an exploration of historical counting problems with attention to discovering formulas, a
discussion of how computers store graphs, and a survey connecting the principle of inclusion-exclusion to Möbius inversion.
Finally, there are two articles on pedagogy specifically related to discrete mathematics courses: a summary of adapting a group
discovery method to larger classes, and a discussion of using logic in encouraging students to construct proofs.
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