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Distinguished scholar and library systems innovator Frederick Kilgour tells a five-thousand-year story in this exciting work, a tale
beginning with the invention of writing and concluding with the emerging electronic book. Calling on a lifetime of interest in the
growth of information technology, Kilgour brings a fresh approach to the history of the book, emphasizing in rich, authoritative
detail the successive technological advances that allowed the book to keep pace with ever-increasing needs for information.
Borrowing a concept from evolutionary theory--the notion of punctuated equilibria--to structure his account, Kilgour investigates the
book's three discrete historical forms--the clay tablet, papyrus roll, and codex--before turning to a fourth, still evolving form, the
cyber book, a version promising swift electronic delivery of information in text, sound, and motion to anyone at any time. The clay
tablet, initially employed as a content descriptor for sacks of grain, proved inadequate to the growing need for commercial and
administrative records. Its successor the papyrus roll was itself succeeded by the codex, a format whose superior utility and
information capacity led to sweeping changes in the management of accumulated knowledge, the pursuit of learning, and the
promulgation of religion. Kilgour throughout considers closely both technological change and the role this change played in cultural
transformation. His fascinating account of the modern book, from Gutenberg's invention of cast-type printing five hundred years
ago to the arrival of books displayed on a computer screen, spotlights the inventors, engineers, and entrepreneurs who in creating
the machinery of production and dissemination enabled the book to maintain its unique cultural power over time. Deft, provocative,
and accessibly written, The Evolution of the Book will captivate book lovers as well as those interested in bibliographic history, the
history of writing, and the history of technology.
Four Corners is an integrated four-skills English course for adults and young adults. The interleaved Four Corners Teacher's
Edition with Assessment Audio CD/CD-ROM, Level 1 features complete teaching instructions, optional activities, photocopiable
video activity sheets, video teaching notes, audio and video scripts, language summaries, and Student Book and Workbook
answer keys. The Assessment CD-ROM provides a complete assessment program, including oral and written quizzes, as well as
unit tests in printable PDF and Microsoft Word® formats.
Thoroughly revised, this third edition focuses on modern techniques used to generate synthetic three-dimensional images in a
fraction of a second. With the advent of programmable shaders, a wide variety of new algorithms have arisen and evolved over the
past few years. This edition discusses current, practical rendering methods used in games and other applications. It also presents
a solid theoretical framework and relevant mathematics for the field of interactive computer graphics, all in an approachable style.
The authors have made the figures used in the book available for download for fair use.:Download Figures. Reviews Rendering
has been a required reference for professional graphics practitioners for nearly a decade. This latest edition is as relevant as ever,
covering topics from essential mathematical foundations to advanced techniques used by today’s cutting edge games. -- Gabe
Newell, President, Valve, May 2008 Rendering ... has been completely revised and revamped for its updated third edition, which
focuses on modern techniques used to generate three-dimensional images in a fraction of the time old processes took. From
practical rendering for games to math and details for better interactive applications, it's not to be missed. -- The Bookwatch,
November 2008 You'll get brilliantly lucid explanations of concepts like vertex morphing and variance shadow mapping—as well as
a new respect for the incredible craftsmanship that goes into today's PC games. -- Logan Decker, PC Gamer Magazine , February
2009
Touchstone, together with Viewpoint, is a six-level English program based on research from the Cambridge English Corpus.
Touchstone Second Edition Full Contact with DVD, Level 4 includes four key components of the Touchstone Second Edition
series: Student's Book, Level 4; Workbook, Level 4; Level 4 Video Activity Pages; and Video on DVD.
Interchange Fourth Edition is a four-level series for adult and young-adult learners of English from the beginning to the highintermediate level. The Interchange Fourth Edition interleaved, spiral-bound Teacher's Edition with Assessment Audio CD/CDROM, Intro features complete teaching instructions, optional activities, audio scripts, language summaries, and Student's Book,
Intro and Workbook, Intro answer keys. The Assessment CD/CD-ROM provides a complete assessment program, including oral a
quizzes, as well as mid-term and final tests in printable PDF and Microsoft Word formats.
The Emily Post Institute, the most trusted brand in etiquette, tackles the latest issues regarding how we interact along with classic
etiquette and manners advice in this updated and gorgeously packaged edition. Today’s world is in a state of constant change.
But one thing remains year after year: the necessity for good etiquette. This 19th edition of Emily Post’s Etiquette offers insight
and wisdom on a variety of new topics and fresh advice on classic conundrums, including: Social media Living with neighbors
Networking and job seeking Office issues Sports and recreation Entertaining at home and celebrations Weddings Invitations Loss,
grieving, and condolences Table manners While they offer useful information on the practical—from table settings and introductions
to thank-you notes and condolences—the Posts make it clear why good etiquette matters. Etiquette is a sensitive awareness of the
feelings of others, they remind us. Ultimately, being considerate, respectful, and honest is what’s really important in building
positive relationships. "Please" and "thank you" do go a long way, and whether it’s a handshake, a hug, or a friend request, it’s
the underlying sincerity and good intentions behind any action that matter most.
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.
Crash Course - your effective every day study companion PLUS the perfect antidote for exam stress! Save time and be assured you have all
the core information you need in one place to excel on your course and achieve exam success. A winning formula now for over 15 years,
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each series volume has been fine tuned and fully updated, with an improved layout tailored to make your life easier. Especially written by
junior doctors - those who understand what is essential for exam success - with all information thoroughly checked and quality assured by
expert Faculty Advisers, the result is a series of books which exactly meets your needs and you know you can trust. Psychiatry can present a
unique and sometimes daunting set of challenges to those approaching the specialty for the first time. This substantially revised fourth edition
provides an accessible yet comprehensive introduction to this fascinating field. Ideal both as a revision aid and for preparation for work in
A&E, the wards, clinics or GP surgeries, this book is full of practical hints and tips which will inspire confidence and to guide you towards
systematic assessments, rational diagnoses and evidence based management plans. More than 220 line artworks, tables and boxes present
clinical, diagnostic and practical information in an easy-to-follow manner Friendly and accessible approach to the subject makes learning
especially easy Written by junior doctors for students - authors who understand exam pressures Contains 'Hints and Tips' boxes, and other
useful aide-mémoires Succinct coverage of the subject enables 'sharp focus' and efficient use of time during exam preparation Contains a
fully updated self-assessment section - ideal for honing exam skills and self-testing Provides the exam syllabus in one place - saves valuable
revision time Written by recent graduates and specialty trainees - those closest to what is essential for exam success Quality assured by
leading Faculty Advisors - ensures complete accuracy of information Features the ever popular 'Hints and Tips' boxes and other useful aidemémoires - distilled wisdom from those in the know Fully updated self-assessment section matching the latest exam formats - confirm your
understanding and improve exam technique fast Includes useful 'Learning Objectives' at the start of each chapter Pharmacological and
disease management information updated in line with current best practice guidelines.
This practical guide offers mental health professionals a detailed, step-by-step description on how to conduct Parent-Child Interaction
Therapy (PCIT) - the empirically validated training program for parents with children who have disruptive behavior problems. It includes
several illustrative examples and vignettes as well as an appendix with assessment instruments to help parents to conduct PCIT.
Cambridge English Empower is more than just a course book - it's a complete solution for effective learning and teaching! This new general
English course for adult and young adult learners combines course content from Cambridge University Press with validated assessment from
the experts at Cambridge English Language Assessment. Empower's unique mix of engaging classroom materials and reliable assessment,
with personalised online practice, enables learners to make consistent and measurable progress.
The experience of modernization -- the dizzying social changes that swept millions of people into the capitalist world -- and modernism in art,
literature and architecture are brilliantly integrated in this account.
Interchange Third Edition is a fully revised edition of New Interchange, the world's most successful series for adult and young adult learners
of North American English. The course has been thoroughly revised to reflect the most recent approaches to language teaching and learning.
It remains the innovative series teachers and students have grown to love, while incorporating suggestions from teachers and students all
over the world. This edition offers updated content in every unit, additional grammar practice, and more opportunities to develop speaking
and listening skills. Interchange Third Edition features contemporary topics and a strong focus on both accuracy and fluency. Its successful
multi-skills syllabus integrates themes, grammar, functions, vocabulary, and pronunciation. The underlying philosophy of the course remains
that language is best learned when it is used for meaningful communication. Written in American English, Interchange Third Edition reflects
the fact that English is the major language of international communication and is not limited to any one country, region or culture.
Interchange Fourth Edition is a four-level series for adult and young-adult learners of English from the beginning to the high-intermediate
level.
Interchange Third edition is a four-level series for adult and young-adult learners of English from the beginning to the high-intermediate level.
The Interchange Third Edition Level 1 Student's Book builds on the foundations established in the Intro for accurate and fluent
communication, extending grammatical, lexical, and functional skills. Topics such as school, work, leisure activities, entertainment, and food
are presented in unique ways using interesting real-life information. The Student's Book contains 16 teaching units, frequent progress checks
that allow students to assess and monitor their own learning, and a listening self-study section. Included is a Student Audio CD that contains
the conversation, pronunciation, and self-study sections from the Student's Book.

Interchange Fourth Edition is a four-level series for adult and young-adult learners of English from the beginning to the
high-intermediate level. The Interchange Fourth Edition interleaved, spiral-bound Teacher's Edition with Assessment
Audio CD/CD-ROM, Level 1 features complete teaching instructions, optional activities, audio scripts, language
summaries, and Student's Book and Workbook answer keys. The Assessment CD/CD-ROM provides a complete
assessment program, including oral and written quizzes, as well as mid-term and final tests in printable PDF and
Microsoft Word formats.
Offers clear, practical support for students for the CIE syllabus The teachers workbook goes alongside the pupil book.
Written by an experienced IGCSE teacher and CIE teacher trainer, English as a Second Language offers clear, practical
support for students. Endorsed by the University of Cambridge International Examinations for use with the syllabus, It is
divided into succinct units based on the skill areas of the IGCSE examination. The units adopt a lively approach to the
subject, utilising a diverse range of stimulus material. They also include imaginative and stimulating exercises designed
to build confidence and develop the skills needed to succeed in the examination. A students workbook is also available.
Provides extra classroom practice, homework, or independent learning when in-class participation is not possible.
Feature two pages of exercises for each lesson in the student book, grammar charts and an answer key, practice reading
and interpreting real-life documents.
The design and analysis of efficient data structures has long been recognized as a key component of the Computer
Science curriculum. Goodrich, Tomassia and Goldwasser's approach to this classic topic is based on the object-oriented
paradigm as the framework of choice for the design of data structures. For each ADT presented in the text, the authors
provide an associated Java interface. Concrete data structures realizing the ADTs are provided as Java classes
implementing the interfaces. The Java code implementing fundamental data structures in this book is organized in a
single Java package, net.datastructures. This package forms a coherent library of data structures and algorithms in Java
specifically designed for educational purposes in a way that is complimentary with the Java Collections Framework.
Interchange Fourth Edition is a four-level series for adult and young-adult learners of English from the beginning to the
high-intermediate level. Interchange Fourth Edition, Presentation Plus, Intro can be used on an interactive whiteboard,
portable interactive software technology, or with a computer and a projector. With Presentation Plus, teachers can
present the Student's Book, Workbook, or Video Activity Worksheets, play the Class Audio and the Video Program, and
display scripts and answer keys. Presentation Plus tools allow teachers to mark up and add links to the components in
addition to saving their sessions. In addition, Presentation Plus features the full Interchange Arcade. Teachers can also
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connect to Cambridge Dictionaries Online for additional reference and language support.
"This splendid work of scholarship . . . sums up with economy and power all that the written record so far deciphered has
to tell about the ancient and complementary civilizations of Babylon and Assyria."—Edward B. Garside, New York Times
Book Review Ancient Mesopotamia—the area now called Iraq—has received less attention than ancient Egypt and other
long-extinct and more spectacular civilizations. But numerous small clay tablets buried in the desert soil for thousands of
years make it possible for us to know more about the people of ancient Mesopotamia than any other land in the early
Near East. Professor Oppenheim, who studied these tablets for more than thirty years, used his intimate knowledge of
long-dead languages to put together a distinctively personal picture of the Mesopotamians of some three thousand years
ago. Following Oppenheim's death, Erica Reiner used the author's outline to complete the revisions he had begun. "To
any serious student of Mesopotamian civilization, this is one of the most valuable books ever written."—Leonard Cottrell,
Book Week "Leo Oppenheim has made a bold, brave, pioneering attempt to present a synthesis of the vast mass of
philological and archaeological data that have accumulated over the past hundred years in the field of Assyriological
research."—Samuel Noah Kramer, Archaeology A. Leo Oppenheim, one of the most distinguished Assyriologists of our
time, was editor in charge of the Assyrian Dictionary of the Oriental Institute and John A. Wilson Professor of Oriental
Studies at the University of Chicago.
Published in 1839 and edited by abolitionist Theodore Dwight Weld, this work presents hundreds of primary-source
accounts of the reality of slavery in the American South.The book's first section collects vivid first-person accounts by
former slaves of their lives in slavery. In the second part, Weld offers page after page of stark quotationssome as short as
a single sentencefrom various Southern periodicals that illustrate in graphic detail the bondage, floggings, maimings and
other horrors endured by slaves. Weld also presents and dissects various pro-slavery arguments. Distributed by the
American Anti-Slavery Society, American Slavery As It Is was second only to Uncle Tom's Cabin for its impact on the antislavery movement in the United States.
Make a variety of cool projects using the Pi with programming languages like Scratch and Python, with no experience
necessary. You'll learn how the Pi works, how to work with Raspbian Linux on the Pi, and how to design and create
electronic circuits. Raspberry Pi is everywhere, it’s inexpensive, and it's a wonderful tool for teaching about electronics
and programming. This book shows you how to create projects like an arcade game, disco lights, and infrared
transmitter, and an LCD display. You'll also learn how to control Minecraft's Steve with a joystick and how to build a
Minecraft house with a Pi, and even how to control a LEGO train with a Pi. You'll even learn how to create your own
robot, including how to solder and even design a printed circuit board! Learning electronics can be tremendous fun — your
first flashing LED circuit is a reason to celebrate! But where do you go from there, and how can you move into more
challenging projects without spending a lot of money on proprietary kits? Learn Electronics with Raspberry Pi shows you
how to and a lot more. What You'll Learn Design and build electronic circuits Make fun projects like an arcade game, a
robot, and a Minecraft controller Program the Pi with Scratch and Python Who This Book Is For Makers, students, and
teachers who want to learn about electronics and programming with the fun and low-cost Raspberry Pi.
An impassioned look at games and game design that offers the most ambitious framework for understanding them to
date. As pop culture, games are as important as film or television—but game design has yet to develop a theoretical
framework or critical vocabulary. In Rules of Play Katie Salen and Eric Zimmerman present a much-needed primer for
this emerging field. They offer a unified model for looking at all kinds of games, from board games and sports to
computer and video games. As active participants in game culture, the authors have written Rules of Play as a catalyst
for innovation, filled with new concepts, strategies, and methodologies for creating and understanding games. Building an
aesthetics of interactive systems, Salen and Zimmerman define core concepts like "play," "design," and "interactivity."
They look at games through a series of eighteen "game design schemas," or conceptual frameworks, including games as
systems of emergence and information, as contexts for social play, as a storytelling medium, and as sites of cultural
resistance. Written for game scholars, game developers, and interactive designers, Rules of Play is a textbook, reference
book, and theoretical guide. It is the first comprehensive attempt to establish a solid theoretical framework for the
emerging discipline of game design.
This book: Strategic Management of Technological Innovation, Sixth Edition is written for courses that may be called
strategic management of technology and innovation, technology strategy, technology innovation, technology
management, or for specialized new product development courses that focus on technology. The subject is approached
as a strategic process, and as such, is organized to mirror the strategic management process used in most strategy
textbooks, progressing from assessing the competitive dynamics of a situation, to strategy formulation, to strategy
implementation. Highlights: 1. Complete Coverage for Both Business and Engineering Students 2. New Short Cases and
New Indian Cases 3. Cases, Data, and Examples from around the World 4. More Comprehensive Coverage and Focus
on Current Innovation Trends
This book is suitable for use in a university-level first course in computing (CS1), as well as the increasingly popular
course known as CS0. It is difficult for many students to master basic concepts in computer science and programming. A
large portion of the confusion can be blamed on the complexity of the tools and materials that are traditionally used to
teach CS1 and CS2. This textbook was written with a single overarching goal: to present the core concepts of computer
science as simply as possible without being simplistic.
Interchange Fourth Edition is a four-level series for adult and young-adult learners of English from the beginning to the
high-intermediate level. The Interchange Fourth Edition interleaved, spiral-bound Teacher's Edition with Assessment
Audio CD/CD-ROM, Level 3 features complete teaching instructions, optional activities, audio scripts, language
summaries, and Student's Book and Workbook answer keys. The Assessment CD/CD-ROM provides a complete
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assessment program, including oral and written quizzes, as well as mid-term and final tests in printable PDF and
Microsoft Word formats.
Building on previous editions, this third edition of the Smart Card Handbook offers a completely updated overview of the
state of the art in smart card technology. Everything you need to know about smart cards and their applications is
covered! Fully revised, this handbook describes the advantages and disadvantages of smart cards when compared with
other systems, such as optical cards and magnetic stripe cards and explains the basic technologies to the reader. This
book also considers the actual status of appropriate European and international standards. Features include: New
sections on: smart card applications (PKCS #15, USIM, Tachosmart). smart card terminals: M.U.S.C.L.E., OCF, MKT,
PC/SC. contactless card data transmission with smart cards. Revised and updated chapters on: smart cards in the
telecommunications industry (GSM, UMTS, (U)SIM application toolkit, decoding of the files of a GSM card). smart card
security (new attacks, new protection methods against attacks). A detailed description of the physical and technical
properties and the fundamental principles of information processing techniques. Explanations of the architecture of smart
card operating systems, data transfer to and from the smart card, command set and implementation of the security
mechanisms and the function of the smart card terminals. Current applications of the technology on mobile telephones,
telephone cards, the electronic purse and credit cards. Discussions on future developments of smart cards: USB, MMU
on microcontroller, system on card, flash memory and their usage. Practical guidance on the future applications of smart
cards, including health insurance cards, e-ticketing, wireless security, digital signatures and advanced electronic payment
methods. “The book is filled with information that students, enthusiasts, managers, experts, developers, researchers and
programmers will find useful. The book is well structured and provides a good account of smart card state-of-the-art
technology… There is a lot of useful information in this book and as a practicing engineer I found it fascinating, and
extremely useful.” Review of second edition in Measurement and Control. 'The standard has got a lot higher, if you work
with smart cards then buy it! Highly recommended.’ Review of second edition in Journal of the Association of C and C++
Programmers. Visit the Smart Card Handbook online at www.wiley.co.uk/commstech/
The Interchange Fourth Edition interleaved, spiral-bound Teacher's Edition with Assessment Audio CD/CD-ROM, Level 2
features complete teaching instructions, optional activities, audio scripts, language summaries, and Student's Book and
Workbook answer keys. The Assessment CD/CD-ROM provides a complete assessment program, including oral and
written quizzes, as well as mid-term and final tests in printable PDF and Microsoft Word formats.
This is Volume 42 of the Educational Media and Technology Yearbook. For the past 40 years, our Yearbook has
contributed to the field of Educational Technology in presenting contemporary topics, ideas, and developments regarding
diverse technology tools for educational purposes. Our Yearbook has inspired researchers, practitioners, and teachers to
consider how to develop technological designs and develop curricula and instruction integrating technology to enhance
student learning, teach diverse populations across levels with effective technology integration, and apply technology in
interactive ways to motivate students to engage in course content. In addition, Volume 42 features the Virtual Reality
(VR) and Augmented Reality (AR) research and educational use cases, organized and coordinated by Vivienne and
David. This section provides evidence that the affordances of AR, VR, and mixed reality, defined as an immersive multiplatform experience reality (XR), have begun to make indelible changes in teaching and learning in the United States.
XR’s recent developments stimulated the editors to propose a special edition to mark the interoperability of immersive
technology to push the boundaries of human curiosity, creativity, and problem solving. After years of incremental
development, XR has reached a critical level of investment, infrastructure, and emerging production. The chapters
included in this section illustrate how XR can push user inquiry, engagement, learning, and interactivity to new levels
within physical and digital contexts.
Interchange Third edition is a four-level series for adult and young-adult learners of English from the beginning to the highintermediate level. The interleaved Teacher's Edition features complete teaching instructions, learning objectives,
optional activities, teaching tips, listening scripts, language summaries, and Student Book and Workbook answer keys.
Also included are written and oral quizzes, games, photocopiable activities, and fresh ideas for presenting and expanding
upon the main exercise types in the Student's Book.
I want to try and understand why so many people commit crimes in the name of identity,” writes Amin Maalouf. Identity is
the crucible out of which we come: our background, our race, our gender, our tribal affiliations, our religion (or lack
thereof), all go into making up who we are. All too often, however, the notion of identity—personal, religious, ethnic, or
national—has given rise to heated passions and even massive crimes. Moving across the world’s history, faiths, and
politics, he argues against an oversimplified and hostile interpretation of the concept. He cogently and persuasively
examines identity in the context of the modern world, where it can be viewed as both glory and poison. Evident here are
the dangers of using identity as a protective—and therefore aggressive—mechanism, the root of racial, geographical, and
colonialist subjugation throughout history. Maalouf contends that many of us would reject our inherited conceptions of
identity, to which we cling through habit, if only we examined them more closely. The future of society depends on
accepting all identities, while recognizing our individualism.
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