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Scratch And Learn Addition
Friends Question Mark, Exclamation Point, Period, and Comma have a hard time playing together until a newcomer to their group shows
them how to communicate clearly and get along.
Teach kids the concepts of coding in easy-to-understand language and help them develop games of their own with The Everything Kids’
Scratch Coding Book! Understanding computer science is becoming a necessity in the modern age. As our world shifts towards becoming
increasingly more technical and automated, the ability to code and understand computers has become one of the most valuable skills any
child can have on the road to a successful life. More and more schools are recognizing this importance and have started to implement
computer science and coding as core elements in their curriculums, right alongside math and history. The Everything Kids’ Scratch Coding
Book helps children get a head start on this new essential skill, with Scratch coding—a language designed by MIT specifically to help a
younger audience learn to code. In no time, children will learn basic coding concepts, build fun games, and get a competitive edge on their
classmates. This book encourages children to think analytically and problem-solve, while helping them develop an essential skill that will last
them a lifetime.
A practical approach with hands-on recipes to learn more about Scratch and its features.Scratch Cookbook is great for people who are still
relatively new to programming but wish to learn more. It assumes you know the basics of computer operation. The methods of using Scratch
are worked through quickly with a focus on more advanced topics, though readers can move at their own pace to learn all the techniques they
need.
Cases on 3D Technology Application and Integration in Education highlights the use of 3D technologies in the educational environment and
the future prospects of adaption and evolution beyond the traditional methods of teaching. This comprehensive collection of research aims to
provide instructors and researchers with a solid foundation of information on 3D technology.
Have fun and improve your math skills with this magic series. Solve all the problems then check your answers by scratching the silver circles
with a coin. The correct solutions will appear like magic.
As the second title in the Machine Learning for Beginners series, this book teaches beginners to code basic machine learning models using
Python. The book is designed for beginners with basic background knowledge of machine learning, including common algorithms such as
logistic regression and decision trees. If this doesn't describe your experience or if you need a refresher, key concepts from machine learning
in the opening chapter and there are overviews of specific algorithms dispersed throughout this book. For a gentle and more detailed
explanation of machine learning theory minus the code, I suggest reading the first book in this series Machine Learning for Absolute
Beginners (Second Edition), which is written for a more general audience. In this step-by-step guide you will learn: - To code practical
machine learning prediction models using a range of supervised learning algorithms including logistic regression, gradient boosting, and
decision trees- Clean and inspect your data using free machine learning libraries- Visualize relationships in your dataset including Heatmaps
and Pairplots using just a few lines of simple code- Develop your expertise in managing data using Python
Scratch is a fast, fun, and easy way to get started in computer science Do you want to make cool games, impressive animations, and become
an all-around Scratch super star? You've come to the right place! Packed with full-color photos and easy-to-follow instructions, Scratch For
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Kids For Dummies makes it easy to get started—even if you've never attempted computer programming or coding. Inside, you'll find out how
to design and develop your own games, create amazing animations, interact with the online Scratch community, and much more! There's no
doubting that Scratch is fun, but it also helps you learn to think creatively, reason symmetrically, and work collaboratively—essential skills for
life in the 21st century. Best of all, the software is completely free and runs right in your web browser! With the help of this down-to-earth and
friendly guide, you'll quickly discover how to choose from a library of characters, backgrounds, and props, draw your own options, and open
another user's project, modify it, and publish it online—all with the click of a button. Create games, stories, and animations Learn programming
Share your projects with the Scratch community Participate in the Scratch forums If you're looking to make the most of MIT's Scratch
software but don't quite know where to start, everything you need to try your hand at this popular multimedia programming tool is right here.
So what are you waiting for?
With the resurgence of neural networks in the 2010s, deep learning has become essential for machine learning practitioners and even many
software engineers. This book provides a comprehensive introduction for data scientists and software engineers with machine learning
experience. You’ll start with deep learning basics and move quickly to the details of important advanced architectures, implementing
everything from scratch along the way. Author Seth Weidman shows you how neural networks work using a first principles approach. You’ll
learn how to apply multilayer neural networks, convolutional neural networks, and recurrent neural networks from the ground up. With a
thorough understanding of how neural networks work mathematically, computationally, and conceptually, you’ll be set up for success on all
future deep learning projects. This book provides: Extremely clear and thorough mental models—accompanied by working code examples and
mathematical explanations—for understanding neural networks Methods for implementing multilayer neural networks from scratch, using an
easy-to-understand object-oriented framework Working implementations and clear-cut explanations of convolutional and recurrent neural
networks Implementation of these neural network concepts using the popular PyTorch framework

Who this book is for:This book is perfect for students who are keen to learn CS concepts and have no prior programming
background. In addition to learning a lot of Computer Science concepts, you will do a series of interesting projects and
programming activities. You will work on a few big projects, and you will also write many small "practice programs". You
will learn and apply concepts of computer programming and computer science when you write these programs. Scratch
programming language:The choice of programming language is critical to achieve the intended objectives of teaching CS
to beginners. In this book we use the Scratch programming language. Scratch is an entertaining and powerful language,
and yet it is easy to learn. It is known as a "low floor and high ceiling" language - it allows the learner to build his/her
vocabulary without getting mired in the complexities of syntax and grammar.There is a lot of material on Scratch
Programming on the Internet, including videos, online courses, Scratch projects, and so on. This book is meant to offer a
more organized and tutorial-like treatment to learning Scratch. It is also focused more on learning CS concepts rather
than Scratch itself.Why learn programming:The idea of using computer programming as a medium for learning is rapidly
gaining acceptance. The benefits of learning programming and computer science concepts well before college - even in
Page 2/12

Where To Download Scratch And Learn Addition
elementary grades - are well-understood. Here is a list of some of the amazing things that happen when children engage
in computer programming:- Children become active and creative learners, because they explore ideas through a handson activity with an infinitely powerful tool.- They learn to think about and analyze their own thinking, because that is the
only way to program computers.- They learn to solve complex problems by breaking them into smaller sub-problems.They learn a new way of thinking (called "computational" thinking).- In the world of programming, answers are not simply
"right" or "wrong"; this prepares a child's mindset for real-life problems.- Children's learning processes are transformed
from acquiring facts to thinking creatively and analytically.How the book is organized:The book is organized as a series of
units - each containing a bunch of CS concepts and associated programming activities. Typically, each unit also includes
a major programming project that helps you practice all the concepts learnt till then. At the end, an appendix lists answers
to all "review questions" and another appendix provides links to working programs for most of the programming exercises
in the book. Author's background:Abhay's area of interest is "teaching Computer Programming as a medium for learning"
and he has been teaching Scratch regularly to elementary, middle, and high school students since 2008. In 2011 Abhay
co-authored (with Sandesh Gaikwad) two books on Logo Programming and in early 2016 he authored "Advanced
Scratch Programming". Abhay has been associated with the Software Industry since 1988 as a programmer, developer,
entrepreneur, and teacher. After getting an MS in Computer Engineering from Syracuse University (USA), he worked as
a programmer for product companies that developed operating systems, network protocols, and secure software. In
1997, Abhay co-founded Disha Technologies, a successful software services organization.
Data science libraries, frameworks, modules, and toolkits are great for doing data science, but they’re also a good way
to dive into the discipline without actually understanding data science. In this book, you’ll learn how many of the most
fundamental data science tools and algorithms work by implementing them from scratch. If you have an aptitude for
mathematics and some programming skills, author Joel Grus will help you get comfortable with the math and statistics at
the core of data science, and with hacking skills you need to get started as a data scientist. Today’s messy glut of data
holds answers to questions no one’s even thought to ask. This book provides you with the know-how to dig those
answers out. Get a crash course in Python Learn the basics of linear algebra, statistics, and probability—and understand
how and when they're used in data science Collect, explore, clean, munge, and manipulate data Dive into the
fundamentals of machine learning Implement models such as k-nearest Neighbors, Naive Bayes, linear and logistic
regression, decision trees, neural networks, and clustering Explore recommender systems, natural language processing,
network analysis, MapReduce, and databases
Creating the Coding Generation in Primary Schools sets out the what, why and how of coding. Written by industry
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innovators and experts, it shows how you can bring the world of coding to your primary school practice. It is packed with
a range of inspirational ideas for the cross-curricular teaching of coding, from demystifying algebra in maths, to teaching
music, to designing digital storytelling, as well as an insight into the global movement of free coding clubs for young
people such as CoderDojo and Girls Learning Code. Key topics explored include: what we mean by ‘coding’
understanding and teaching computational thinking building pupils’ passion for and confidence with technologies artificial
intelligence systems how gender impacts on coding STEM learning and Computer Science using Minecraft to improve
pupil engagement fun projects using a Raspberry Pi. Designed to be read from cover to cover or dipped into for ideas
and advice, Creating the Coding Generation in Primary Schools offers all teachers a deeper knowledge and
understanding of coding that will help them support and inspire the coding generation. It is cool to code!
The education system is constantly growing and developing as more ways to teach and learn are implemented into the
classroom. Recently, there has been a growing interest in teaching computational thinking with schools all over the world
introducing it to the curriculum due to its ability to allow students to become proficient at problem solving using logic, an
essential life skill. In order to provide the best education possible, it is imperative that computational thinking strategies,
along with programming skills and the use of robotics in the classroom, be implemented in order for students to achieve
maximum thought processing skills and computer competencies. The Research Anthology on Computational Thinking,
Programming, and Robotics in the Classroom is an all-encompassing reference book that discusses how computational
thinking, programming, and robotics can be used in education as well as the benefits and difficulties of implementing
these elements into the classroom. The book includes strategies for preparing educators to teach computational thinking
in the classroom as well as design techniques for incorporating these practices into various levels of school curriculum
and within a variety of subjects. Covering topics ranging from decomposition to robot learning, this book is ideal for
educators, computer scientists, administrators, academicians, students, and anyone interested in learning more about
how computational thinking, programming, and robotics can change the current education system.
Over the last decade there continues to be an increase in the technology and how it affects our lives. Since then the
incorporation of electronic databases and other communication tools for students, faculty and staff, virtual learning
environments have become an important innovation in the student learning experience. Technologies, Innovation, and
Change in Personal and Virtual Learning Environments presents a widespread collection of research on the growth,
innovation and implementation of learning technologies for educators, technologists and trainers. The book is a useful
source for academics and professionals interested in information and communication technologies.
Sniffing around for a good story? It's a smelly prehistoric world for Sid, the sloth, Manny, the wooly mammoth, Diego, the
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saber-toothed tiger, and Roshan, the human baby! This delightful Ice Age scratch-and-sniff book will take you back,
smells and all, to your favorite movie of the year.
Summary Hello, Scratch! is a how-to book that helps parents and kids work together to learn programming skills by
creating new versions of old retro-style arcade games with Scratch. Purchase of the print book includes a free eBook in
PDF, Kindle, and ePub formats from Manning Publications. About the Technology Can 8-year-olds write computer
programs? You bet they can! In Scratch, young coders use colorful blocks and a rich graphical environment to create
programs. They can easily explore ideas like input and output, looping, branching, and conditionals. Scratch is a kidfriendly language created by MIT that is a safe and fun way to begin thinking like a programmer, without the complexity of
a traditional programming language. About the Book Hello Scratch! guides young readers through five exciting games to
help them take their first steps in programming. They'll experiment with key ideas about how a computer program works
and enjoy the satisfaction of immediate success. These carefully designed projects give readers plenty of room to
explore by imagining, tinkering, and personalizing as they learn. What's Inside Learn by experimentation Learn to think
like a programmer Build five exciting, retro-style games Visualize the organization of a program About the Readers
Written for kids 8-14. Perfect for independent learning or working with a parent or teacher. About the Authors Kids know
how kids learn. Sadie and Gabriel Ford, 12-year-old twins and a formidable art and coding team, wrote this book with
editing help from their mother, author Melissa Ford! Table of Contents PART 1 - SETTING UP THE ARCADE Getting to
know your way around Scratch Becoming familiar with the Art Editor Meeting Scratch's key blocks through important
coding concepts PART 2 - TURNING ON THE MACHINES Designing a two-player ball-and-paddle game Using
conditionals to build a two-player ball-and-paddle game PART 3 - CODING AND PLAYING GAMES Designing a fixed
shooter Using conditionals to build your fixed shooter Designing a one-player ball-and-paddle game Using variables to
build your one-player ball-and-paddle game Designing a simple platformer Using X and Y coordinates to make a simple
platformer Making a single-screen platformer Using arrays and simulating gravity in a single-screen platformer Becoming
a game maker
The new edition of Teaching and Learning with ICT in the Primary School introduces practising and student teachers to
the range of ways in which ICT can be used to support and extend teaching and learning opportunities in their
classrooms. Fully updated and expanded with brand new chapters reflecting the abundant changes in the field since the
first edition was published, it offers practical guidance underpinned by the latest research and teaching in the field. It is
illustrated throughout with case studies and examples together with a glossary explaining key terms. It focuses on how
technology-based practices can support the teaching of individual subjects, as well as a range of teaching and learning
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styles. Key topics covered include: Support reading and writing with ICT Enhancing mathematics with technology ICT in
the foundation subjects Computer programming Creativity and ICT ICT and sustainability Linking home and school Digital
technologies for special educational needs Mobile technologies Gaming and virtual worlds Assessment E-Safety Written
for all training primary teachers, as well as more experienced teachers and ICT co-ordinators looking for guidance on the
latest innovative practice,Teaching and Learning with ICT in the Primary School, 2nd edition offers advice and ideas for
creative, engaging and successful teaching and learning.
Legal in all 50 states, this entertaining, informative, and whimsically illustrated guide covers 4,000 years of weed and its
significance—psychoactive, cultural, medical, sexual, and more—in just 22 pages and with 20 scratch-&-sniff scents. From the
science behind the munchies to the botanical link between weed and beer; from weed’s sexual upsides to its (literal) sexual
downsides; from Tupac to Shakespeare to why weed makes music sound better: This book may just be the greatest-ever gift for
anyone from the cannabis connoisseur to the cannabis curious.
For fans of Small Spaces comes a chilling ghost story about a malevolent spirit, an unlucky girl, and a haunting mystery that will tie
the two together. Claire has absolutely no interest in the paranormal. She's a scientist, which is why she can't think of anything
worse than having to help out her dad on one of his ghost-themed Chicago bus tours. She thinks she's made it through when she
sees a boy with a sad face and dark eyes at the back of the bus. There's something off about his presence, especially because
when she checks at the end of the tour...he's gone. Claire tries to brush it off, she must be imagining things, letting her dad's ghost
stories get the best of her. But then the scratching starts. Voices whisper to her in the dark. The number 396 appears everywhere
she turns. And the boy with the dark eyes starts following her. Claire is being haunted. The boy from the bus wants
something...and Claire needs to find out what before it's too late.
Addition Scratch and LearnTeora USA, LLC
Scratch 3.0 has landed! Stay ahead of the curve with this fully updated guide for beginner coders. Coding is not only a highly
sought-after skill in our digital world, but it also teaches kids valuable skills for life after school. This book teaches important
strategies for solving problems, designing projects, and communicating ideas, all while creating games to play with their friends.
Children will enjoy the step-by-step visual approach that makes even the most difficult coding concepts easy to master. They will
discover the fundamentals of computer programming and learn to code through a blend of coding theory and the practical task of
building computer games themselves. The reason coding theory is taught through practical tasks is so that young programmers
don't just learn how computer code works - they learn why it's done that way. With Coding Games in Scratch, kids can build single
and multiplayer platform games, create puzzles and memory games, race through mazes, add animation, and more. It also
supports STEM education initiatives and the maker movement. Follow Simple Steps - Improve Your Skills - Share Your Games! If
you like playing computer games, why not create your own? Essential coding concepts are explained using eight build-along game
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projects. Coding Games In Scratch guides young coders step-by-step, using visual samples, easy-to-follow instructions, and fun
pixel art. This coding book for kids has everything you need to build amazing Scratch 3.0 games, including thrilling racing
challenges, zany platform games, and fiendish puzzles. Follow the simple steps to become an expert coder using the latest
version of the popular programming language Scratch 3.0 in this new edition. Improve your coding skills and create your own
games before remixing and customizing them. Share your games online and challenge friends and family to beat each other's
scores! In this book, you will: - Learn about setting the scene, what makes a good game and playability - Discover objects, rules,
and goals - Explore hacks and tweaks, camera angles, fine-tuning and controls - And much more Computer coding teaches kids
how to think creatively, work collaboratively, and reason systematically, and is quickly becoming a necessary and sought-after
skill. DK's computer coding books for kids are full of fun exercises with step-by-step guidance, making them the perfect
introductory tools for building vital skills in computer programming. Add Coding Projects in Scratch and Coding Projects in Python
to your collection.
Step by step computer learning is a Windows 7 and Office 2013 based series. It is a revised series of eight books for Classes 1 to
8. It covers a wide array of topics which are relevant and useful. The books in this series are written in a very simple and easy to
understand language. The clearly guided steps make these books sufficient for self-study for children
Design clever algorithms that can uncover interesting structures and hidden relationships in unstructured, unlabeled data Key
Features Learn how to select the most suitable Python library to solve your problem Compare k-Nearest Neighbor (k-NN) and nonparametric methods and decide when to use them Delve into the applications of neural networks using real-world datasets Book
Description Unsupervised learning is a useful and practical solution in situations where labeled data is not available. Applied
Unsupervised Learning with Python guides you on the best practices for using unsupervised learning techniques in tandem with
Python libraries and extracting meaningful information from unstructured data. The course begins by explaining how basic
clustering works to find similar data points in a set. Once you are well versed with the k-means algorithm and how it operates,
you’ll learn what dimensionality reduction is and where to apply it. As you progress, you’ll learn various neural network
techniques and how they can improve your model. While studying the applications of unsupervised learning, you will also
understand how to mine topics that are trending on Twitter and Facebook and build a news recommendation engine for users. You
will complete the course by challenging yourself through various interesting activities such as performing a Market Basket Analysis
and identifying relationships between different merchandises. By the end of this course, you will have the skills you need to
confidently build your own models using Python. What you will learn Understand the basics and importance of clustering Build kmeans, hierarchical, and DBSCAN clustering algorithms from scratch with built-in packages Explore dimensionality reduction and
its applications Use scikit-learn (sklearn) to implement and analyse principal component analysis (PCA)on the Iris dataset Employ
Keras to build autoencoder models for the CIFAR-10 dataset Apply the Apriori algorithm with machine learning extensions
(Mlxtend) to study transaction data Who this book is for This course is designed for developers, data scientists, and machine
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learning enthusiasts who are interested in unsupervised learning. Some familiarity with Python programming along with basic
knowledge of mathematical concepts including exponents, square roots, means, and medians will be beneficial.
Active learning lessons for mastering DAX Data analysis expressions (DAX) is the formula language of PowerPivot and this book
is written to give hands-on practice to anyone who wants to become competent at writing such formulas. Sample exercises that
explain each concept are provided and followed by practice questions and answers to maximize learning and experience with
DAX.
A comprehensive guide to getting well-versed with the mathematical techniques for building modern deep learning architectures
Key Features Understand linear algebra, calculus, gradient algorithms, and other concepts essential for training deep neural
networks Learn the mathematical concepts needed to understand how deep learning models function Use deep learning for
solving problems related to vision, image, text, and sequence applications Book Description Most programmers and data scientists
struggle with mathematics, having either overlooked or forgotten core mathematical concepts. This book uses Python libraries to
help you understand the math required to build deep learning (DL) models. You'll begin by learning about core mathematical and
modern computational techniques used to design and implement DL algorithms. This book will cover essential topics, such as
linear algebra, eigenvalues and eigenvectors, the singular value decomposition concept, and gradient algorithms, to help you
understand how to train deep neural networks. Later chapters focus on important neural networks, such as the linear neural
network and multilayer perceptrons, with a primary focus on helping you learn how each model works. As you advance, you will
delve into the math used for regularization, multi-layered DL, forward propagation, optimization, and backpropagation techniques
to understand what it takes to build full-fledged DL models. Finally, you’ll explore CNN, recurrent neural network (RNN), and GAN
models and their application. By the end of this book, you'll have built a strong foundation in neural networks and DL mathematical
concepts, which will help you to confidently research and build custom models in DL. What you will learn Understand the key
mathematical concepts for building neural network models Discover core multivariable calculus concepts Improve the performance
of deep learning models using optimization techniques Cover optimization algorithms, from basic stochastic gradient descent
(SGD) to the advanced Adam optimizer Understand computational graphs and their importance in DL Explore the backpropagation
algorithm to reduce output error Cover DL algorithms such as convolutional neural networks (CNNs), sequence models, and
generative adversarial networks (GANs) Who this book is for This book is for data scientists, machine learning developers,
aspiring deep learning developers, or anyone who wants to understand the foundation of deep learning by learning the math
behind it. Working knowledge of the Python programming language and machine learning basics is required.
Principles and Labs for Deep Learning provides the knowledge and techniques needed to help readers design and develop deep learning
models. Deep Learning techniques are introduced through theory, comprehensively illustrated, explained through the TensorFlow source
code examples, and analyzed through the visualization of results. The structured methods and labs provided by Dr. Huang and Dr. Le enable
readers to become proficient in TensorFlow to build deep Convolutional Neural Networks (CNNs) through custom APIs, high-level Keras
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APIs, Keras Applications, and TensorFlow Hub. Each chapter has one corresponding Lab with step-by-step instruction to help the reader
practice and accomplish a specific learning outcome. Deep Learning has been successfully applied in diverse fields such as computer vision,
audio processing, robotics, natural language processing, bioinformatics and chemistry. Because of the huge scope of knowledge in Deep
Learning, a lot of time is required to understand and deploy useful, working applications, hence the importance of this new resource. Both
theory lessons and experiments are included in each chapter to introduce the techniques and provide source code examples to practice using
them. All Labs for this book are placed on GitHub to facilitate the download. The book is written based on the assumption that the reader
knows basic Python for programming and basic Machine Learning. Introduces readers to the usefulness of neural networks and Deep
Learning methods Provides readers with in-depth understanding of the architecture and operation of Deep Convolutional Neural Networks
Demonstrates the visualization needed for designing neural networks Provides readers with an in-depth understanding of regression
problems, binary classification problems, multi-category classification problems, Variational Auto-Encoder, Generative Adversarial Network,
and Object detection
Provides step-by-step instructions and code to create computer games inspired by classic arcade games using Scratch.
Parents learn what they really need, how to find or create materials and opportunities for less money, and how to organize their household for
economical, happy learning.
In K-12 classrooms, as well as on the college and university level, the incorporation of digital games has played a vital role in the educational
system. While introducing teachers to new fields, these digital games have been designed and implemented for the classroom and have
shown positive results at a variety of educational levels. Cases on Digital Game-Based Learning: Methods, Models, and Strategies analyzes
the implementation of digital game applications for learning as well as addressing the challenges and pitfalls experienced. Providing
strategies, advice and examples on adopting games into teaching, this collection of case studies is essential for teachers and instructors at
various school levels in addition to researchers in game-based learning and pedagogic innovation.
The book uses step-by-step instructions along with full code listings for each exercise. After each exercise, the author pauses to reflect,
explain, and offer insights before building on the project. The author approaches the content with the belief that we are all teachers and that
you are reading this book not only because you want to learn, but because you want to share your knowledge with others. Motivated students
can pick up this book and teach themselves how to program because the book takes a simple, strategic, and structured approach to learning
Scratch. Parents can grasp the fundamentals so that they can guide their children through introductory Scratch programming exercises. It's
perfect for homeschool families. Teachers of all disciplines from computer science to English can quickly get up to speed with Scratch and
adapt the projects for use in the classroom.
Power BI is a powerful self-service (and enterprise) business intelligence (BI) tool that was first made generally available by Microsoft in July
2015. Power BI is a complete BI package that covers the end to end BI process including data acquisition (get data), data modelling
(prepare/model the data) and data visualisation (analyse the data). And there is a lot of good news about this tool including the fact that the
skills needed to succeed with Power BI are fully transferable to Microsoft Excel. There are 3 learning areas required to master everything
Power BI Desktop has to offer.1. The M Language - used for data acquisition2. The DAX Language - used to prepare and model data3.
Visualisation and analysis - used to present data in a compelling wayPower BI is probably the first commercial grade software product that
brings all of these areas into a single software package that is completely accessible to a business user (you don't need to be an IT pro). This
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book focuses on number 2 above, the DAX language (Data Analysis Expressions). Super Charge Power BI Desktop is the second book
written by Matt Allington and is a sister book to his first book Learn to Write DAX (first released Dec 2015). Super Charge Power BI Desktop
uses the same learning and practice exercise framework as used in Learn to Write DAX however the entire book is written using the Power BI
Desktop user interface. Unfortunately simply reading a book is normally not enough for Excel users wanting to get the most out of Power BI
Desktop and to learn the DAX language - most people will also need some practice. Super Charge Power BI Desktop is different to other
books - it is written in such a way to clearly explain the concepts of Power BI data modelling while at the same time giving hands-on practice
to deeply engage the reader to help the new knowledge and concepts stick. The book first presents the theory, then provides worked through
sample exercises demonstrating each of the concepts, and finally it provides the reader with practice exercises and answers to maximize
learning retention.
Dive into Bitcoin technology with this hands-on guide from one of the leading teachers on Bitcoin and Bitcoin programming. Author Jimmy
Song shows Python programmers and developers how to program a Bitcoin library from scratch. You’ll learn how to work with the basics,
including the math, blocks, network, and transactions behind this popular cryptocurrency and its blockchain payment system. By the end of
the book, you'll understand how this cryptocurrency works under the hood by coding all the components necessary for a Bitcoin library. Learn
how to create transactions, get the data you need from peers, and send transactions over the network. Whether you’re exploring Bitcoin
applications for your company or considering a new career path, this practical book will get you started. Parse, validate, and create bitcoin
transactions Learn Script, the smart contract language behind Bitcoin Do exercises in each chapter to build a Bitcoin library from scratch
Understand how proof-of-work secures the blockchain Program Bitcoin using Python 3 Understand how simplified payment verification and
light wallets work Work with public-key cryptography and cryptographic primitives
This book will teach you with step-by-step approach to develop from scratch a MySQL-driven desktop application that readers can develop
for their own purposes to implement school database project using Visual Basic .NET. In Tutorial 1, you will perform the steps necessary to
add 8 tables using phpMyAdmin into School database that you will create. You will build each table and add the associated fields as needed.
In this tutorial, you will also build login form and main form. In Tutorial 2, you will build such a form for Parent table. This table has thirteen
fields: ParentID, FirstName, LastName, BirthDate, Status, Ethnicity, Nationality, Mobile, Phone, Religion, Gender, PhotoFile, and FingerFile).
You need fourteen label controls, two picture boxes, six text boxes, four comboxes, one check box, one date time picker, one openfiledialog,
and one printpreviewdialog. You also need four buttons for navigation, six buttons for other utilities, one button for searching member’s
name, one button to upload parent’s photo, and button to upload parent’s finger. Place these controls on the form. In Tutorial 3, you will
build such a form for Student table. This table has fifteen fields: StudentID, ParentID, FirstName, LastName, BirthDate, YearEntry, Status,
Ethnicity, Nationality, Mobile, Phone, Religion, Gender, PhotoFile, and FingerFile). You need sixteen label controls, two picture boxes, six text
boxes, five comboxes, one check box, two date time pickers, one openfiledialog, and one printpreviewdialog. You also need four buttons for
navigation, seven buttons for controlling editing features, one button for searching parent’s name, one button to open parent form, one button
to upload student’s photo, and one button to upload student’s finger. In Tutorial 4, you will build a form for Teacher table. This table has
fifteen fields: TeacherID, RegNumber, FirstName, LastName, BirthDate, Rank, Status, Ethnicity, Nationality, Mobile, Phone, Religion,
Gender, PhotoFile, and FingerFile). You need an input form so that user can edit existing records, delete records, or add new records. The
form will also have the capability of navigating from one record to another. You need sixteen label controls, one picture box, seven text boxes,
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five comboxes, one check box, one date time picker, one openfiledialog, and one printpreviewdialog. You also need four buttons for
navigation, six buttons for controlling editing features, one button for searching teacher’s name, and one button to upload teacher’s photo. In
Tutorial 5, you will build a form for Subject table. This table has only three fields: SubjectID, Name, and Description. You need four label
controls, four text boxes, one openfiledialog, and one printpreviewdialog. You also need four buttons for navigation, secen buttons for utilities,
and one button for searching subject name. Place these controls on the form. You will also build a form for Grade table. This table has seven
fields: GradeID, Name, SubjectID, TeacherID, SchoolYear, TimaStart, and TimeFinish. You need to add seven label controls, one text box,
four comboxes, and two date time pickers. You also need four buttons for navigation, seven buttons for controlling editing features, one
button to open subject form, and one button to open teacher form. In Tutorial 6, you will build a form for Grade_Student table. This table has
only three fields: Grade_StudentID, GradeID, and StudentID. You need an input form so that user can edit existing records, delete records, or
add new records. The form will also have the capability of navigating from one record to another. You need two label controls and two
comboxes. You also need four buttons for navigation, seven buttons for controlling editing features, one button to open grade form, and one
button to open student form.
The Maker Movement is hot, and librarians are eager to participate. Even if you feel restricted by budget, staff, or space, this step-by-step
guide will help you turn your library into a creativity center. • Makes it easy for you to host Maker programs for children and 'tweens—with "No
Makerspace Required!" • Provides clear, step-by-step directions for creating new Maker programming or adding Maker elements to an
existing program • Offers alternatives that allow you to customize programs according to the resources available • Suggests curricular tie-ins
so the programs can be used in a school setting • Includes appendices chock full of supplemental materials such as book-discussion
questions, checklists, and other reproducible participant handouts
A project-filled introduction to coding that shows kids how to build programs by making cool games. Scratch, the colorful drag-and-drop
programming language, is used by millions of first-time learners worldwide. Scratch 3 features an updated interface, new programming
blocks, and the ability to run on tablets and smartphones, so you can learn how to code on the go. In Scratch 3 Programming Playground,
you'll learn to code by making cool games. Get ready to destroy asteroids, shoot hoops, and slice and dice fruit! Each game includes easy-tofollow instructions with full-color images, review questions, and creative coding challenges to make the game your own. Want to add more
levels or a cheat code? No problem, just write some code. You'll learn to make games like: • Maze Runner: escape the maze! • Snaaaaaake:
gobble apples and avoid your own tail • Asteroid Breaker: smash space rocks • Fruit Slicer: a Fruit Ninja clone • Brick Breaker: a remake of
Breakout, the brick-breaking classic • Platformer: a game inspired by Super Mario Bros Learning how to program shouldn't be dry and dreary.
With Scratch 3 Programming Playground, you'll make a game of it! Covers: Scratch 3
"This book brings together research and practices regarding digital and social technology integration in the K-12 classroom, sharing practical
and conceptual aspects of using digital and social technologies as tools for transforming K-12 learning environments"-The Scratch programming language is widely used in schools and on the Raspberry Pi. Its drag-and-drop commands make it an ideal
language for all ages to learn to program. And this popular book, Scratch Programming in easy steps, now fully updated for Scratch 3, is
packed with ideas and games that illustrate what’s possible with Scratch. Scratch makes it easy to create your own games, animations,
music, art or applications. It’s the perfect way to learn programming because it takes away a lot of the complexity. That means you can focus
on having great ideas and bringing them to life. With Scratch Programming in easy steps, 2nd edition as your companion, you’ll learn how to:
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· Build games that require skill, knowledge or quick fingers · Add music · Create eye-catching visual effects · Keep score · Avoid common
pitfalls and learn how to fix bugs Scratch Programming in easy steps, 2nd edition will help you to get creative and become a super Scratcher!
Table of Contents: 1. Introducing Scratch 2. Drawing with Scratch 3. Spiral Rider 4. Super Dodgeball 5. Space Opera 6. Quiz Break 7. Evil
Robot 8. Space Swarm 9. Physical computing with Scratch 10. Seven shorties 11. Making and sharing projects
Mass collaboration on Internet platforms like Wikipedia and Scratch, along with wider movements like the maker space and citizen science,
are poised to have profound impacts on learning and education. Bringing together researchers from such fields as: psychology, education,
information technology, and economics, the book offers a comprehensive overview of mass collaboration, novel, cross disciplinary,
theoretical accounts, and methodological approaches for studying and improving these massively collaborative enterprises. The book is
aimed to serve as an information source for researchers, educators, and designers of platforms and learning environments.
ScratchJr is a free, introductory computer programming language that runs on iPads and Android tablets. Inspired by Scratch, the wildly
popular programming language used by millions of children worldwide, ScratchJr helps even younger kids create their own playful
animations, interactive stories, and dynamic games. The Official ScratchJr Book is the perfect companion to this free app and makes coding
easy and fun for all. Kids learn to program by connecting blocks of code to make characters move, jump, dance, and sing. Each chapter
includes several activities that build on one another, culminating in a fun final project. These hands-on activities help kids develop
computational-thinking, problem-solving, and design skills. In each activity, you’ll find: *Step-by-step, easy-to-follow directions *Ways to
connect the activity with literacy and math concepts *Tips for grown-ups and teachers *Creative challenges to take the learning further By the
end of the book, kids will be ready for all sorts of new programming adventures!
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