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Final report of the National Commission on Terrorist Attacks upon the United States.
Real-Time RenderingCRC Press

Principles of Computer System Design is the first textbook to take a principles-based approach
to the computer system design. It identifies, examines, and illustrates fundamental concepts in
computer system design that are common across operating systems, networks, database
systems, distributed systems, programming languages, software engineering, security, fault
tolerance, and architecture. Through carefully analyzed case studies from each of these
disciplines, it demonstrates how to apply these concepts to tackle practical system design
problems. To support the focus on design, the text identifies and explains abstractions that
have proven successful in practice such as remote procedure call, client/service organization,
file systems, data integrity, consistency, and authenticated messages. Most computer systems
are built using a handful of such abstractions. The text describes how these abstractions are
implemented, demonstrates how they are used in different systems, and prepares the reader
to apply them in future designs. The book is recommended for junior and senior undergraduate
students in Operating Systems, Distributed Systems, Distributed Operating Systems and/or
Computer Systems Design courses; and professional computer systems designers. Features:
Concepts of computer system design guided by fundamental principles. Cross-cutting
approach that identifies abstractions common to networking, operating systems, transaction
systems, distributed systems, architecture, and software engineering. Case studies that make
the abstractions real: naming (DNS and the URL); file systems (the UNIX file system); clients
and services (NFS); virtualization (virtual machines); scheduling (disk arms); security (TLS).
Numerous pseudocode fragments that provide concrete examples of abstract concepts.
Extensive support. The authors and MIT OpenCourseWare provide on-line, free of charge,
open educational resources, including additional chapters, course syllabi, board layouts and
slides, lecture videos, and an archive of lecture schedules, class assignments, and design
projects.

Appropriate for upper-division undergraduate and graduate level courses in computer vision
found in departments of computer science, computer engineering and electrical engineering,
this book offers a treatment of modern computer vision methods.

Programmable graphics shaders, programs that can be downloaded to a graphics processor
(GPU) to carry out operations outside the fixed-function pipeline of earlier standards, have
become a key feature of computer graphics. This book is designed to open computer graphics
shader programming to the student, whether in a traditional class or on their own. It is intended
to complement texts based on fixed-function graphics APIs, specifically OpenGL. It introduces
shader programming in general, and specifically the GLSL shader language. It also introduces
a flexible, easy-to-use tool, glman, that helps you develop, test, and tune shaders outside an
application that would use them.

"The Varieties of Religious Experience is certainly the most notable of all books in the field of
the psychology of religion and probably destined to be the most influential [one] written on
religion in the twentieth century,” said Walter Houston Clark in Psychology Today. The book
was an immediate bestseller upon its publication in June 1902. Reflecting the pluralistic views
of psychologist-turned-philosopher William James, it posits that individual religious
experiences, rather than the tenets of organized religions, form the backbone of religious life.
James's discussion of conversion, repentance, mysticism, and hope of reward and fears of
punishment in the hereafter--as well as his observations on the religious experiences of such
diverse thinkers as Voltaire, Whitman, Emerson, Luther, Tolstoy, and others--all support his
thesis. "James's characteristic humor, his ability to put down the pretentious and to be

unpretentious, and his willingness to take some risks in his choices of ancedotal data or
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provocative theories are all apparent in the book," noted Professor Martin E. Marty. "A reader
will come away with more reasons to raise new questions than to feel that old ones have been
resolved.”

Despite widespread interest in virtual reality, research and development efforts in synthetic
environments (SE)--the field encompassing virtual environments, teleoperation, and
hybrids--have remained fragmented. Virtual Reality is the first integrated treatment of the topic,
presenting current knowledge along with thought-provoking vignettes about a future where SE
is commonplace. This volume discusses all aspects of creating a system that will allow human
operators to see, hear, smell, taste, move about, give commands, respond to conditions, and
manipulate objects effectively in a real or virtual environment. The committee of computer
scientists, engineers, and psychologists on the leading edge of SE development explores the
potential applications of SE in the areas of manufacturing, medicine, education, training,
scientific visualization, and teleoperation in hazardous environments. The committee also
offers recommendations for development of improved SE technology, needed studies of
human behavior and evaluation of SE systems, and government policy and infrastructure.
Drawing on an impressive roster of experts in the field, Fundamentals of Computer Graphics,
Fourth Edition offers an ideal resource for computer course curricula as well as a user-friendly
personal or professional reference. Focusing on geometric intuition, the book gives the
necessary information for understanding how images get onto the screen by using the
complementary approaches of ray tracing and rasterization. It covers topics common to an
introductory course, such as sampling theory, texture mapping, spatial data structure, and
splines. It also includes a number of contributed chapters from authors known for their
expertise and clear way of explaining concepts. Highlights of the Fourth Edition Include:
Updated coverage of existing topics Major updates and improvements to several chapters,
including texture mapping, graphics hardware, signal processing, and data structures A text
now printed entirely in four-color to enhance illustrative figures of concepts The fourth edition of
Fundamentals of Computer Graphics continues to provide an outstanding and comprehensive
introduction to basic computer graphic technology and theory. It retains an informal and
intuitive style while improving precision, consistency, and completeness of material, allowing
aspiring and experienced graphics programmers to better understand and apply foundational
principles to the development of efficient code in creating film, game, or web designs. Key
Features Provides a thorough treatment of basic and advanced topics in current graphics
algorithms Explains core principles intuitively, with numerous examples and pseudo-code
Gives updated coverage of the graphics pipeline, signal processing, texture mapping, graphics
hardware, reflection models, and curves and surfaces Uses color images to give more
illustrative power to concepts

This book is an essential tool for second-year undergraduate students and above, providing
clear and concise explanations of the basic concepts of computer graphics, and enabling the
reader to immediately implement these concepts in Java 2D and/or 3D with only elementary
knowledge of the programming language. Features: provides an ideal, self-contained
introduction to computer graphics, with theory and practice presented in integrated
combination; presents a practical guide to basic computer graphics programming using Java
2D and 3D; includes new and expanded content on the integration of text in 3D, particle
systems, billboard behaviours, dynamic surfaces, the concept of level of detail, and the use of
functions of two variables for surface modelling; contains many pedagogical tools, including
numerous easy-to-understand example programs and end-of-chapter exercises; supplies
useful supplementary material, including additional exercises, solutions, and program
examples, at an associated website.

This book presents a proposal for designing business process management (BPM) systems

that comprise much more than just process modelling. Based on a purified Business Process
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Model and Notation (BPMN) variant, the authors present proposals for several important
issues in BPM that have not been adequately considered in the BPMN 2.0 standard. It
focusses on modality as well as actor and user interaction modelling and offers an enhanced
communication concept. In order to render models executable, the semantics of the modelling
language needs to be described rigorously enough to prevent deviating interpretations by
different tools. For this reason, the semantics of the necessary concepts introduced in this
book are defined using the Abstract State Machine (ASM) method. Finally, the authors show
how the different parts of the model fit together using a simple example process, and introduce
the enhanced Process Platform (eP2) architecture, which binds all the different components
together. The resulting method is named Hagenberg Business Process Modelling (H-BPM)
after the Austrian village where it was designed. The motivation for the development of the H-
BPM method stems from several industrial projects in which business analysts and software
developers struggled with redundancies and inconsistencies in system documentation due to
missing integration. The book is aimed at researchers in business process management and
industry 4.0 as well as advanced professionals in these areas.

More useful techniques, tips, and tricks for harnessing the power of the new generation of
powerful GPUs.

This book constitutes the refereed proceedings of the 11th International Conference on
Entertainment Computing, ICEC 2012, held in Bremen, Germany, in September 2012. The 21
full papers, 13 short papers, 16 posters, 8 demos, 4 workshops, 1 tutorial and 3 doctoral
consortium submissions presented were carefully reviewed and selected from 115
submissions. The papers are organized in topical sections on story telling; serious games
(learning and training); self and identity, interactive performance; mixed reality and 3D worlds;
serious games (health and social); player experience; tools and methods; user interface;
demonstrations; industry demonstration; harnessing collective intelligence with games; game
development and model-driven software development; mobile gaming, mobile life —
interweaving the virtual and the real; exploring the challenges of ethics, privacy and trust in
serious gaming; open source software for entertainment.

It has, improbably, been called uncommonly lucid, even riveting by The New York Times, and it
was a finalist for the 2004 National Book Awards nonfiction honor. It is a literally chilling read,
especially in its minute-by-minute description of the events of the morning of 9/11 inside the
Twin Towers.It is The 9/11 Commission Report, which was, before its publication, perhaps one
of the most anticipated government reports of all time, and has been since an unlikely
bestseller. The official statement by the National Commission on Terrorist Attacks Upon the
United States-which was instituted in late 2002 and chaired by former New Jersey Governor
Thomas Kean-it details what went wrong on that day (such as intelligence failures), what went
right (the heroic response of emergency services and self-organizing civilians), and how to
avert similar future attacks.Highlighting evidence from the day, from airport surveillance
footage of the terrorists to phone calls from the doomed flights, and offering details that have
otherwise gone unheard, this is an astonishing firsthand document of contemporary history.
While controversial in parts-it has been criticized for failing to include testimony from key
individuals, and it completely omits any mention of the mysterious collapse of WTC 7-it is
nevertheless an essential record of one of the most transformational events of modern times.
A guide to the concepts and applications of computer graphics covers such topics as
interaction techniques, dialogue design, and user interface software.

This book is a must-have for anyone serious about rendering in real time. With the
announcement of new ray tracing APIs and hardware to support them, developers can easily
create real-time applications with ray tracing as a core component. As ray tracing on the GPU
becomes faster, it will play a more central role in real-time rendering. Ray Tracing Gems

provides key building blocks for developers of games, architectural applications, visualizations,
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and more. Experts in rendering share their knowledge by explaining everything from nitty-gritty
techniques that will improve any ray tracer to mastery of the new capabilities of current and
future hardware. What you'll learn: The latest ray tracing techniques for developing real-time
applications in multiple domains Guidance, advice, and best practices for rendering
applications with Microsoft DirectX Raytracing (DXR) How to implement high-performance
graphics for interactive visualizations, games, simulations, and more Who this book is
for:Developers who are looking to leverage the latest APIs and GPU technology for real-time
rendering and ray tracing Students looking to learn about best practices in these areas
Enthusiasts who want to understand and experiment with their new GPUs

Praise for the first edition: “This excellent text will be useful to everysystem
engineer (SE) regardless of the domain. It covers ALLrelevant SE material and
does so in a very clear, methodicalfashion. The breadth and depth of the author's
presentation of SE principles and practices is outstanding.” —Philip Allen This
textbook presents a comprehensive, step-by-step guide toSystem Engineering
analysis, design, and development via anintegrated set of concepts, principles,
practices, andmethodologies. The methods presented in this text apply to any
typeof human system -- small, medium, and large organizational systemsand
system development projects delivering engineered systems orservices across
multiple business sectors such as medical,transportation, financial, educational,
governmental, aerospace anddefense, utilities, political, and charity, among
others. Provides a common focal point for “bridgingthe gap” between and
unifying System Users, System Acquirers,multi-discipline System Engineering,
and Project, Functional, andExecutive Management education, knowledge, and
decision-making fordeveloping systems, products, or services Each chapter
provides definitions of key terms,guiding principles, examples, author’s notes,
real-worldexamples, and exercises, which highlight and reinforce key
SE&Dconcepts and practices Addresses concepts employed in Model-
BasedSystems Engineering (MBSE), Model-Driven Design (MDD),
UnifiedModeling Language (UMLTM) / Systems Modeling Language(SysMLTM),
and Agile/Spiral/V-Model Development such asuser needs, stories, and use
cases analysis; specificationdevelopment; system architecture development;
User-Centric SystemDesign (UCSD); interface definition & control,
systemintegration & test; and Verification & Validation(V&V) Highlights/introduces
a new 21st Century SystemsEngineering & Development (SE&D) paradigm that
is easy tounderstand and implement. Provides practices that are critical
stagingpoints for technical decision making such as Technical
StrategyDevelopment; Life Cycle requirements; Phases, Modes, & States;SE
Process; Requirements Derivation; System ArchitectureDevelopment, User-
Centric System Design (UCSD); EngineeringStandards, Coordinate Systems,
and Conventions; et al. Thoroughly illustrated, with end-of-chapter exercises
andnumerous case studies and examples, Systems EngineeringAnalysis,
Design, and Development, Second Edition is a primarytextbook for multi-
discipline, engineering, system analysis, andproject management
undergraduate/graduate level students and avaluable reference for professionals.
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OpenGL® SuperBible, Fifth Edition is the definitive programmer’s guide, tutorial,
and reference for the world’s leading 3D API for real-time computer graphics,
OpenGL 3.3. The best all-around introduction to OpenGL for developers at all
levels of experience, it clearly explains both the APl and essential associated
programming concepts. Readers will find up-to-date, hands-on guidance on all
facets of modern OpenGL development, including transformations, texture
mapping, shaders, advanced buffers, geometry management, and much more.
Fully revised to reflect ARB’s latest official specification (3.3), this edition also
contains a new start-to-finish tutorial on OpenGL for the iPhone, iPod touch, and
IPad. Coverage includes A practical introduction to the essentials of real-time 3D
graphics Core OpenGL 3.3 techniques for rendering, transformations, and
texturing Writing your own shaders, with examples to get you started Cross-
platform OpenGL: Windows (including Windows 7), Mac OS X, GNU/Linux,
UNIX, and embedded systems OpenGL programming for iPhone, iPod touch,
and iPad: step-by-step guidance and complete example programs Advanced
buffer techniques, including full-definition rendering with floating point buffers and
textures Fragment operations: controlling the end of the graphics pipeline
Advanced shader usage and geometry management A fully updated API
reference, now based on the official ARB (Core) OpenGL 3.3 manual pages New
bonus materials and sample code on a companion Web site,
www.starstonesoftware.com/OpenGL Part of the OpenGL Technical Library—The
official knowledge resource for OpenGL developers The OpenGL Technical
Library provides tutorial and reference books for OpenGL. The Library enables
programmers to gain a practical understanding of OpenGL and shows them how
to unlock its full potential. Originally developed by SGl, the Library continues to
evolve under the auspices of the OpenGL Architecture Review Board (ARB)
Steering Group (now part of the Khronos Group), an industry consortium
responsible for guiding the evolution of OpenGL and related technologies.
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
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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

Learn OpenGL will teach you the basics, the intermediate, and tons of advanced
knowledge, using modern (core-profile) OpenGL. The aim of this book is to show
you all there is to modern OpenGL in an easy-to-understand fashion, with clear
examples and step-by-step instructions, while also providing a useful reference
for later studies.

This book outlines a set of issues that are critical to all of parallel
architecture--communication latency, communication bandwidth, and
coordination of cooperative work (across modern designs). It describes the set of
techniques available in hardware and in software to address each issues and
explore how the various techniques interact.

This book covers elementary discrete mathematics for computer science and
engineering. It emphasizes mathematical definitions and proofs as well as applicable
methods. Topics include formal logic notation, proof methods; induction, well-ordering;
sets, relations; elementary graph theory; integer congruences; asymptotic notation and
growth of functions; permutations and combinations, counting principles; discrete
probability. Further selected topics may also be covered, such as recursive definition
and structural induction; state machines and invariants; recurrences; generating
functions.

Describes the LISP programming language, and covers basic procedures, data, and
modularity.

When, in 1984786, Richard P. Feynman gave his famous course on computation at the
California Institute of Technology, he asked Tony Hey to adapt his lecture notes into a
book. Although led by Feynman, the course also featured, as occasional guest
speakers, some of the most brilliant men in science at that time, including Marvin
Minsky, Charles Bennett, and John Hopfield. Although the lectures are now thirteen
years old, most of the material is timeless and presents a ?Feynmanesque? overview
of many standard and some not-so-standard topics in computer science such as
reversible logic gates and quantum computers.
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