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Textbooks are symbols of centuries-old education. They're often outdated as soon as they hit students' desks. Acting "by the textbook"
implies compliance and a lack of creativity. It's time to ditch those textbooks--and those textbook assumptions about learning In Ditch That
Textbook, teacher and blogger Matt Miller encourages educators to throw out meaningless, pedestrian teaching and learning practices. He
empowers them to evolve and improve on old, standard, teaching methods. Ditch That Textbook is a support system, toolbox, and manifesto
to help educators free their teaching and revolutionize their classrooms.
"The CAFE is an acronym for Comprehension, Accuracy, Fluency, and Expanding Vocabulary. The book provides a framework and system
for teaching reading through these core components, and guides readers through the process of responsive teaching"-"Learn to program games using Apple's new framework: Sprite Kit!"--Cover.
This book contains the successful invited submissions to a Special Issue of Symmetry on the subject of “Graph Theory”. Although symmetry
has always played an important role in Graph Theory, in recent years, this role has increased significantly in several branches of this field,
including but not limited to Gromov hyperbolic graphs, the metric dimension of graphs, domination theory, and topological indices. This
Special Issue includes contributions addressing new results on these topics, both from a theoretical and an applied point of view.
There are many distinct pleasures associated with computer programming. Craftsmanship has its quiet rewards, the satisfaction that comes
from building a useful object and making it work. Excitement arrives with the flash of insight that cracks a previously intractable problem. The
spiritual quest for elegance can turn the hacker into an artist. There are pleasures in parsimony, in squeezing the last drop of performance out
of clever algorithms and tight coding. The games, puzzles, and challenges of problems from international programming competitions are a
great way to experience these pleasures while improving your algorithmic and coding skills. This book contains over 100 problems that have
appeared in previous programming contests, along with discussions of the theory and ideas necessary to attack them. Instant online grading
for all of these problems is available from two WWW robot judging sites. Combining this book with a judge gives an exciting new way to
challenge and improve your programming skills. This book can be used for self-study, for teaching innovative courses in algorithms and
programming, and in training for international competition. The problems in this book have been selected from over 1,000 programming
problems at the Universidad de Valladolid online judge. The judge has ruled on well over one million submissions from 27,000 registered
users around the world to date. We have taken only the best of the best, the most fun, exciting, and interesting problems available.
This is a fun classic book for the whole family to enjoy. It's proven the test of time and is relevant even in this day and age. Your kids will be
excited as you read it to them before they go to bed. In these books, the young German protagonist, Wilhelm Heinrich Sebastian Von
Troomp, better known as Baron Trump, with a brain so big that his head has grown to twice the normal size, travels around and under the
globe with his dog Bulger, meeting residents of as-of-yet undiscovered lands before arriving back home at Castle Trump. Ingersoll Lockwood
is particularly known today for his Baron Trump children's novels. However, he wrote other children's novels, as well as the dystopian novel,
1900: or; The Last President, a play, and several non-fiction works. He wrote some of his non-fiction under the pseudonym Irwin Longman.
7. 2 Element Stiffness Matrix of a Space Truss Local Coordinates 221 7. 3 Transformation of the Element Stiffness Matrix 223 7. 4 Element
Axial Force 224 7. 5 Assemblage ofthe System Stiffness Matrix 225 7. 6 Problems 236 8 STATIC CONDENSATION AND
SUBSTRUCTURING 8. 1 Introduction 239 8. 2 Static Condensation 239 8. 3 Substructuring 244 8. 4 Problems 259 9 INTRODUCTION TO
FINITE ELEMENT MEmOD 9. 1 Introduction 261 9. 2 Plane Elasticity Problems 262 9. 3 Plate Bending 285 9. 4 Rectangular Finite Element
for Plate Bending 285 9. 5 Problems 298 APPENDIX I Equivalent Nodal Forces 301 APPENDIXll Displacement Functions for Fixed-End
Beams 305 GLOSSARY 309 SELECTED BmLIOGRAPHY 317 INDEX 319 ix Preface This is the first volume of a series of integrated
textbooks for the analysis and design of structures. The series is projected to include a first volume in Matrix Structural Analysis to be
followed by volumes in Structural Dynamics and Earthquake Engineering as well as other volumes dealing with specialized or advanced
topics in the analysis and design of structures. An important objective in the preparation of these volumes is to integrate and unify the
presentation using common notation, symbols and general format. Furthermore, all of these volumes will be using the same structural
computer program, SAP2000, developed and maintained by Computers and Structures, Inc. , Berkeley, California.
Beginning Android Games, Second Edition offers everything you need to join the ranks of successful Android game developers, including
Android tablet game app development considerations. You'll start with game design fundamentals and programming basics, and then
progress toward creating your own basic game engine and playable game apps that work on Android and earlier version compliant
smartphones and now tablets. This will give you everything you need to branch out and write your own Android games. The potential user
base and the wide array of available high-performance devices makes Android an attractive target for aspiring game developers. Do you
have an awesome idea for the next break-through mobile gaming title? Beginning Android Games will help you kick-start your project. This
book will guide you through the process of making several example game apps using APIs available in new Android SDK and earlier SDK
releases for Android smartphones and tablets: The fundamentals of game development and design suitable for Android smartphones and
tablets The Android platform basics to apply those fundamentals in the context of making a game, including new File Manager system and
better battery life management The design of 2D and 3D games and their successful implementation on the Android platform This book lets
developers see and use some Android SDK Jelly Bean; however, this book is structured so that app developers can use earlier Android SDK
releases. This book is backward compatible like the Android SDK.
Twenty nine projects with all the patterns and techniques you need to build and embellish them.
New York magazine was born in 1968 after a run as an insert of the New York Herald Tribune and quickly made a place for itself as the
trusted resource for readers across the country. With award-winning writing and photography covering everything from politics and food to
theater and fashion, the magazine's consistent mission has been to reflect back to its audience the energy and excitement of the city itself,
while celebrating New York as both a place and an idea.
What do Bach's compositions, Rubik's Cube, the way we choose our mates, and the physics of subatomic particles have in common? All are
governed by the laws of symmetry, which elegantly unify scientific and artistic principles. Yet the mathematical language of symmetry-known
as group theory-did not emerge from the study of symmetry at all, but from an equation that couldn't be solved. For thousands of years
mathematicians solved progressively more difficult algebraic equations, until they encountered the quintic equation, which resisted solution
for three centuries. Working independently, two great prodigies ultimately proved that the quintic cannot be solved by a simple formula. These
geniuses, a Norwegian named Niels Henrik Abel and a romantic Frenchman named Évariste Galois, both died tragically young. Their
incredible labor, however, produced the origins of group theory. The first extensive, popular account of the mathematics of symmetry and
order, The Equation That Couldn't Be Solved is told not through abstract formulas but in a beautifully written and dramatic account of the lives
and work of some of the greatest and most intriguing mathematicians in history.
Do you love video games? Ever wondered if you could create one of your own, with all the bells and whistles? It's not as complicated as
you'd think, and you don't need to be a math whiz or a programming genius to do it. In fact, everything you need to create your first game,
"Invasion of the Slugwroths," is included in this book and CD-ROM. Author David Conger starts at square one, introducing the tools of the
trade and all the basic concepts for getting started programming with C++, the language that powers most current commercial games. Plus,
he's put a wealth of top-notch (and free) tools on the CD-ROM, including the Dev-C++ compiler, linker, and debugger--and his own
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LlamaWorks2D game engine. Step-by-step instructions and ample illustrations take you through game program structure, integrating sound
and music into games, floating-point math, C++ arrays, and much more. Using the sample programs and the source code to run them, you
can follow along as you learn. Bio: David Conger has been programming professionally for over 23 years. Along with countless custom
business applications, he has written several PC and online games. Conger also worked on graphics firmware for military aircraft, and taught
computer science at the university level for four years. Conger has written numerous books on C, C++, and other computer-related topics. He
lives in western Washington State and has also published a collection of Indian folk tales.
Click or Search Weezag for more fun products! Surprise your loved ones. Add to cart, Buy Now! Graph Paper 5x5 Book 5x5 graph paper,
also known as 'engineering' paper has five squares per inch, so each square measures .20" x .20" It is frequently used for math or science
purposes for teens and adults. These are also called Coordinate paper, grid paper, squared paper or math paper. Graph paper can be used
for: Design projects Mapping for board/video/role play games Designing floor plans Tiling or yard landscaping Playing pen and pencil games
Planning embroidery, cross stitch or knitting Some occupational therapists use squared paper for writing practice Artists may use grids to
copy pictures Programmers, engineers and scientists may prefer graph paper for notes that involve formulas Page Count: 100 Dimensions:
7.50" x 9.25" (19.05cm x 23.50cm)
Glencoe MathematicsApplications and Connections. Course 3Glencoe/McGraw-Hill School Publishing Company

Intended for a one- or two-semester course, this text applies basic, one-variable calculus to analyze the motion both of planets in
their orbits as well as interplanetary spacecraft in their trajectories. The remarkable spacecraft missions to the inner and outermost
reaches of our solar system have been one of the greatest success stories of modern human history. Much of the underlying
mathematical story is presented alongside the astonishing images and extensive data that NASA’s Voyager, NEAR-Shoemaker,
Cassini, and Juno missions have sent back to us. First and second year college students in mathematics, engineering, or science,
and those seeking an enriching independent study, will experience the mathematical language and methods of single variable
calculus within their application to relevant conceptual and strategic aspects of the navigation of a spacecraft. The reader is
expected to have taken one or two semesters of the basic calculus of derivatives, integrals, and the role that limits play. Additional
prerequisites include knowledge of coordinate plane geometry, basic trigonometry, functions and graphs, including trig, inverse,
exponential, and log functions. The discussions begin with the rich history of humanity’s efforts to understand the universe from
the Greeks, to Newton and the Scientific Revolution, to Hubble and galaxies, to NASA and the space missions. The calculus of
polar functions that plays a central mathematical role is presented in a self-contained way in complete detail. Each of the six
chapters is followed by an extensive problem set that deals with and also expands on the concerns of the chapter. The instructor
has the flexibility to engage them with greater or lesser intensity. “I have been an aerospace engineer for 39 years and honestly, it
would be hard for me to overstate how valuable I believe this book will be to numerous scientific and engineering disciplines and in
particular to the future of aerospace engineering ... This book is perfectly crafted to motivate, educate, and prepare the scientists
and engineers who wish to reach for the sky and beyond.” —Dr. Mario Zoccoli, Aerospace Engineer, NASA and Lockheed Martin
This report considers the biological and behavioral mechanisms that may underlie the pathogenicity of tobacco smoke. Many
Surgeon General's reports have considered research findings on mechanisms in assessing the biological plausibility of
associations observed in epidemiologic studies. Mechanisms of disease are important because they may provide plausibility,
which is one of the guideline criteria for assessing evidence on causation. This report specifically reviews the evidence on the
potential mechanisms by which smoking causes diseases and considers whether a mechanism is likely to be operative in the
production of human disease by tobacco smoke. This evidence is relevant to understanding how smoking causes disease, to
identifying those who may be particularly susceptible, and to assessing the potential risks of tobacco products.
Results from national and international assessments indicate that school children in the United States are not learning
mathematics well enough. Many students cannot correctly apply computational algorithms to solve problems. Their understanding
and use of decimals and fractions are especially weak. Indeed, helping all children succeed in mathematics is an imperative
national goal. However, for our youth to succeed, we need to change how weâ€™re teaching this discipline. Helping Children Learn
Mathematics provides comprehensive and reliable information that will guide efforts to improve school mathematics from
pre--kindergarten through eighth grade. The authors explain the five strands of mathematical proficiency and discuss the major
changes that need to be made in mathematics instruction, instructional materials, assessments, teacher education, and the
broader educational system and answers some of the frequently asked questions when it comes to mathematics instruction. The
book concludes by providing recommended actions for parents and caregivers, teachers, administrators, and policy makers,
stressing the importance that everyone work together to ensure a mathematically literate society.
Beginning Android 4 Games Development offers everything you need to join the ranks of successful Android game developers.
You'll start with game design fundamentals and programming basics, and then progress toward creating your own basic game
engine and playable game that works on Android 4.0 and earlier devices. This will give you everything you need to branch out and
write your own Android games. The potential user base and the wide array of available high-performance devices makes Android
an attractive target for aspiring game developers. Do you have an awesome idea for the next break-through mobile gaming title?
Beginning Android 4 Games Development will help you kick-start your project. The book will guide you through the process of
making several example games for the Android platform, and involves a wide range of topics: The fundamentals of Android game
development targeting Android 1.5-4.0+ devices The Android platform basics to apply those fundamentals in the context of making
a game The design of 2D and 3D games and their successful implementation on the Android platform
Robotics applications, initially developed for industrial and manufacturing contexts, are now strongly present in several elds.
Besides well-known space and high-technology applications, robotics for every day life and medical s- vices is becoming more and
more popular. As an example, robotic manipu- tors are particularly useful in surgery and radiation treatments, they could be
employed for civil demining, for helping disabled people, and ultimately for domestic tasks, entertainment and education. Such a
kind of robotic app- cations require the integration of many di erent skills. Autonomous vehicles and mobile robots in general must
be integrated with articulated manipu- tors. Many robotic technologies (sensors, actuators and computing systems) must be
properly used with speci c technologies (localisation, planning and control technologies). The task of designing robots for these
applications is a hard challenge: a speci c competence in each area is demanded, in the e ort of a truly integrated multidisciplinary
design.
This new and expanded edition is intended to help candidates prepare for entrance examinations in mathematics and scientific
subjects, including STEP (Sixth Term Examination Paper). STEP is an examination used by Cambridge Colleges for conditional
offers in mathematics. They are also used by some other UK universities and many mathematics departments recommend that
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their applicants practice on the past papers even if they do not take the examination.Advanced Problems in Mathematics bridges
the gap between school and university mathematics, and prepares students for an undergraduate mathematics course. The
questions analysed in this book are all based on past STEP questions and each question is followed by a comment and a full
solution. The comments direct the reader's attention to key points and put the question in its true mathematical context. The
solutions point students to the methodology required to address advanced mathematical problems critically and
independently.This book is a must read for any student wishing to apply to scientific subjects at university level and for anyone
interested in advanced mathematics. This work was published by Saint Philip Street Press pursuant to a Creative Commons
license permitting commercial use. All rights not granted by the work's license are retained by the author or authors.
For fans of the Sir Cumference series with coordinate geometry on their mind, here is the seventh installment in this fun look at
math and language. While riding through the forests of Angleland, cousins Per and Radius realize they are lost and are desperate
for a map to guide them home. Soon they come across a mysterious house in the hills. Inside they find a map to a treasure
belonging to Xaxon Yellowbearyd, the fiercest Viking warrior of his time. Per and Radius must decode the strange numbered grid
on the map, while trying to steer clear of the pack of bungling bandits who are on their tail. Will they find the treasure in time?
Cindy Neuschwander delivers yet another intriguing math adventure featuring the well-known characters of Angleland. Readers
will enjoy following Per and Radius in their quest while learning how coordinate geometry relates to everyday life. Wayne
Geehan’s beautiful illustrations offer a bit of comic relief, while also clearly demonstrating the concepts explored in the story.

Proceedings of SPIE present the original research papers presented at SPIE conferences and other high-quality
conferences in the broad-ranging fields of optics and photonics. These books provide prompt access to the latest
innovations in research and technology in their respective fields. Proceedings of SPIE are among the most cited
references in patent literature.
Inverse Imaging with Poisson Data is an invaluable resource for graduate students, postdocs and researchers interested
in the application of inverse problems to the domains of applied sciences, such as microscopy, medical imaging and
astronomy. The purpose of the book is to provide a comprehensive account of the theoretical results, methods and
algorithms related to the problem of image reconstruction from Poisson data within the framework of the maximum
likelihood approach introduced by Shepp and Vardi.
"Game Feel" exposes "feel" as a hidden language in game design that no one has fully articulated yet. The language
could be compared to the building blocks of music (time signatures, chord progressions, verse) - no matter the
instruments, style or time period - these building blocks come into play. Feel and sensation are similar building blocks
where game design is concerned. They create the meta-sensation of involvement with a game. The understanding of
how game designers create feel, and affect feel are only partially understood by most in the field and tends to be
overlooked as a method or course of study, yet a game's feel is central to a game's success. This book brings the subject
of feel to light by consolidating existing theories into a cohesive book. The book covers topics like the role of sound,
ancillary indicators, the importance of metaphor, how people perceive things, and a brief history of feel in games. The
associated web site contains a playset with ready-made tools to design feel in games, six key components to creating
virtual sensation. There's a play palette too, so the desiger can first experience the importance of that component by
altering variables and feeling the results. The playset allows the reader to experience each of the sensations described in
the book, and then allows them to apply them to their own projects. Creating game feel without having to program,
essentially. The final version of the playset will have enough flexibility that the reader will be able to use it as a
companion to the exercises in the book, working through each one to create the feel described.
Learn all of the basics needed to join the ranks of successful Android game developers. You'll start with game design
fundamentals and Android programming basics, and then progress toward creating your own basic game engine and
playable game apps that work on Android smartphones and tablets. Beginning Android Games, Third Edition gives you
everything you need to branch out and write your own Android games for a variety of hardware. Do you have an
awesome idea for the next break-through mobile gaming title? Beginning Android Games will help you kick-start your
project. This book will guide you through the process of making several example game apps using APIs available in
Android. What You'll Learn Gain the fundamentals of game programming in the context of the Android platform Use
Android's APIs for graphics, audio, and user input to reflect those fundamentals Develop two 2D games from scratch,
based on Canvas API and OpenGL ES Create a full-featured 3D game Publish your games, get crash reports, and
support your users Complete your own playable 2D OpenGL games Who This Book Is For People with a basic
knowledge of Java who want to write games on the Android platform. It also offers information for experienced game
developers about the pitfalls and peculiarities of the platform.
Evolutionary Computation (EC) techniques are e?cient, nature-inspired me- ods based on the principles of natural
evolution and genetics. Due to their - ciency and simple underlying principles, these methods can be used for a diverse
rangeofactivitiesincludingproblemsolving,optimization,machinelearningand pattern recognition. A large and continuously
increasing number of researchers and professionals make use of EC techniques in various application domains. This
volume presents a careful selection of relevant EC examples combined with a thorough examination of the techniques
used in EC. The papers in the volume illustrate the current state of the art in the application of EC and should help and
inspire researchers and professionals to develop e?cient EC methods for design and problem solving. All papers in this
book were presented during EvoApplications 2010, which included a range of events on application-oriented aspects of
EC. Since 1998, EvoApplications — formerly known as EvoWorkshops— has provided a unique opportunity for EC
researchers to meet and discuss application aspects of EC and has been an important link between EC research and its
application in a variety of domains. During these 12 years, new events have arisen, some have
disappeared,whileothershavematuredtobecomeconferencesoftheirown,such as EuroGP in 2000, EvoCOP in 2004, and
EvoBIO in 2007. And from this year, EvoApplications has become a conference as well.
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Master the Principles and Vocabulary of Game Design Why aren’t videogames getting better? Why does it feel like
we’re playing the same games, over and over again? Why aren’t games helping us transform our lives, like great music,
books, and movies do? The problem is language. We still don’t know how to talk about game design. We can’t share
our visions. We forget what works (and doesn’t). We don’t learn from history. It’s too hard to improve. The breakthrough
starts here. A Game Design Vocabulary gives us the complete game design framework we desperately need—whether we
create games, study them, review them, or build businesses on them. Craft amazing experiences. Anna Anthropy and
Naomi Clark share foundational principles, examples, and exercises that help you create great player
experiences…complement intuition with design discipline…and craft games that succeed brilliantly on every level. Liberate
yourself from stale clichés and genres Tell great stories: go way beyond cutscenes and text dumps Control the crucial
relationships between game “verbs” and “objects” Wield the full power of development, conflict, climax, and resolution
Shape scenes, pacing, and player choices Deepen context via art, animation, music, and sound Help players discover,
understand, engage, and “talk back” to you Effectively use resistance and difficulty: the “push and pull” of games
Design holistically: integrate visuals, audio, and controls Communicate a design vision everyone can understand
The complex material histories of the Nintendo Entertainment System platform, from code to silicon, focusing on its
technical constraints and its expressive affordances. In the 1987 Nintendo Entertainment System videogame Zelda II:
The Adventure of Link, a character famously declared: I AM ERROR. Puzzled players assumed that this cryptic mesage
was a programming flaw, but it was actually a clumsy Japanese-English translation of “My Name is Error,” a benign
programmer's joke. In I AM ERROR Nathan Altice explores the complex material histories of the Nintendo Entertainment
System (and its Japanese predecessor, the Family Computer), offering a detailed analysis of its programming and
engineering, its expressive affordances, and its cultural significance. Nintendo games were rife with mistranslated texts,
but, as Altice explains, Nintendo's translation challenges were not just linguistic but also material, with consequences
beyond simple misinterpretation. Emphasizing the technical and material evolution of Nintendo's first cartridge-based
platform, Altice describes the development of the Family Computer (or Famicom) and its computational architecture; the
“translation” problems faced while adapting the Famicom for the U.S. videogame market as the redesigned
Entertainment System; Nintendo's breakthrough console title Super Mario Bros. and its remarkable software innovations;
the introduction of Nintendo's short-lived proprietary disk format and the design repercussions on The Legend of Zelda;
Nintendo's efforts to extend their console's lifespan through cartridge augmentations; the Famicom's Audio Processing
Unit (APU) and its importance for the chiptunes genre; and the emergence of software emulators and the new kinds of
play they enabled.
This is the first textbook dedicated to explaining how artificial intelligence (AI) techniques can be used in and for games. After
introductory chapters that explain the background and key techniques in AI and games, the authors explain how to use AI to play
games, to generate content for games and to model players. The book will be suitable for undergraduate and graduate courses in
games, artificial intelligence, design, human-computer interaction, and computational intelligence, and also for self-study by
industrial game developers and practitioners. The authors have developed a website (http://www.gameaibook.org) that
complements the material covered in the book with up-to-date exercises, lecture slides and reading.
Computer Graphics: Theory and Practice provides a complete and integrated introduction to this area. The book only requires
basic knowledge of calculus and linear algebra, making it an accessible introductory text for students. It focuses on conceptual
aspects of computer graphics, covering fundamental mathematical theories and models and the inherent problems in
implementing them. In so doing, the book introduces readers to the core challenges of the field and provides suggestions for
further reading and studying on various topics. For each conceptual problem described, solution strategies are compared and
presented in algorithmic form. This book, along with its companion Design and Implementation of 3D Graphics Systems, gives
readers a full understanding of the principles and practices of implementing 3D graphics systems.
Motivate your students with relevant, real-world applications, correlated Internet connections, and additional skill practice in a
variety of formats. Reach all your students by balancing practice and skill development with hands-on activities, technology, and
projects and investigations. Prepare students for success on standardized tests and in future math courses with a wide variety of
assessment options and strong developmental links from arithmetic to algebra.
Geomatics is a neologism, the use of which is becoming increasingly widespread, even if it is not still universally accepted. It
includes several disciplines and te- niques for the study of the Earth’s surface and its environments, and computer science plays a
decisive role. A more meaningful and appropriate expression is G- spatial Information or GeoInformation. Geo-spatial Information
embeds topography in its more modern forms (measurements with electronic instrumentation, sophisticated techniques of data
analysis and network compensation, global satellite positioning techniques, laser scanning, etc.), analytical and digital
photogrammetry, satellite and airborne remote sensing, numerical cartography, geographical information systems, decision
support systems, WebGIS, etc. These specialized elds are intimately interrelated in terms of both the basic science and the results
pursued: rigid separation does not allow us to discover several common aspects and the fundamental importance assumed in a
search for solutions in the complex survey context. The objective pursued by Mario A. Gomarasca, one that is only apparently
modest, is to publish an integrated text on the surveying theme, containing simple and comprehensible concepts relevant to
experts in Geo-spatial Information and/or speci cally in one of the disciplines that compose it. At the same time, the book is
rigorous and synthetic, describing with precision the main instruments and methods connected to the multiple techniques available
today.
Bestselling author and astrophysicist Mario Livio examines the lives and theories of history’s greatest mathematicians to ask
how—if mathematics is an abstract construction of the human mind—it can so perfectly explain the physical world. Nobel Laureate
Eugene Wigner once wondered about “the unreasonable effectiveness of mathematics” in the formulation of the laws of nature. Is
God a Mathematician? investigates why mathematics is as powerful as it is. From ancient times to the present, scientists and
philosophers have marveled at how such a seemingly abstract discipline could so perfectly explain the natural world. More than
that—mathematics has often made predictions, for example, about subatomic particles or cosmic phenomena that were unknown at
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the time, but later were proven to be true. Is mathematics ultimately invented or discovered? If, as Einstein insisted, mathematics
is “a product of human thought that is independent of experience,” how can it so accurately describe and even predict the world
around us? Physicist and author Mario Livio brilliantly explores mathematical ideas from Pythagoras to the present day as he
shows us how intriguing questions and ingenious answers have led to ever deeper insights into our world. This fascinating book
will interest anyone curious about the human mind, the scientific world, and the relationship between them.
Author Scott Murray teaches you the fundamental concepts and methods of D3, a JavaScript library that lets you express data
visually in a web browser.
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