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Ceramics are refractory, inorganic, and non-metallic materials. They can be divided into two classes:
traditional and advanced. Traditional ceramics include clay products, silicate glass and cement; while
advanced ceramics consist of carbides (SiC), pure oxides (Al2O3), nitrides (Si3N4), non-silicate
glasses and many others. Ceramics offer many advantages compared to other materials. They are harder
and stiffer than steel; more heat and corrosion resistant than metals or polymers; less dense than most
metals and their alloys; and their raw materials are both plentiful and inexpensive. Ceramic materials
display a wide range of properties which facilitate their use in many different product areas. This new
book presents leading-edge research in this field from around the world.
This text seeks to combine math content standards vocabulary with the non-content cognitive method
developed by Dr. Reuven Feuerstein to make instrumental enrichment even more attractive to current-day
educators. (Education/Teaching)
Provides information on building iOS 5 applications for iPhone, iPad, and iPod Touch.
Completely updated for iOS 7 and Xcode 5 This book brings together reliable, proven solutions for the
heart of day-to-day iOS 7 development. Renowned iOS programming expert Erica Sadun and top iOS
developer Rich Wardwell cover all you need to create successful iOS 7 mobile apps with standard APIs
and interface elements and take full advantage of iOS 7 graphics, touches, and views. As in all of
Sadun's iOS bestsellers, The Core iOS Developer's Cookbook translates modern best practices into
working code, distilling key concepts into concise recipes you can easily understand and apply in your
own projects. This isn't just cut-and-paste; using examples, Sadun and Wardwell fully explain both the
“how” and “why” of effective iOS 7 development. All code is fully revised and extensively tested to
reflect new iOS 7 features and device capabilities. Coverage includes Creating advanced direct touchbased interfaces with multi-touch, gestures, and custom gesture recognizers Building and customizing
controls in powerful new ways Creating interfaces that reflect the new iOS 7 design paradigm
Implementing new iOS 7 motion effects Alerting users via pop-ups, progress bars, local notifications,
popovers, audio pings, and more Using Xcode modules to easily integrate system frameworks and headers
Assembling views and animation, organizing view hierarchies, and understanding how views work together
Supporting multiple screen geometries with the breakthrough iOS 7 Auto Layout constraints system
Controlling keyboards, making onscreen elements “text aware,” and efficiently scanning and formatting
text Organizing user workspaces with view controllers Managing photos, videos, email, and text messages
Leveraging the enhanced iOS 7 support for social media activities, including Flickr and Vimeo
Implementing VoiceOver accessibility, including new iOS 7 text-to-speech Getting started with Core Datamanaged data stores Leveraging the powerful iOS 7 networking and web services support Using the new iOS
7 APIs and added flexibility to enhance everything from reliability to text appearance Working around
new iOS 7 problems and bugs
5th International Conference, SSVM 2015, Lège-Cap Ferret, France, May 31 - June 4, 2015, Proceedings
AdvancED ActionScript 3.0 Animation
Discrete Mathematics Days 2022
Programming Projects in C for Students of Engineering, Science, and Mathematics
The IOS 5 Developer's Cookbook
Handbook of Machine and Computer Vision
This book is an introduction to both computational inverse problems and uncertainty quantification (UQ) for
inverse problems. The book also presents more advanced material on Bayesian methods and UQ, including
Markov chain Monte Carlo sampling methods for UQ in inverse problems. Each chapter contains MATLAB®
code that implements the algorithms and generates the figures, as well as a large number of exercises
accessible to both graduate students and researchers. Computational Uncertainty Quantification for Inverse
Problems is intended for graduate students, researchers, and applied scientists. It is appropriate for courses
on computational inverse problems, Bayesian methods for inverse problems, and UQ methods for inverse
problems.
Teacher Guide for Book 1 of the Principles of Mathematics - Biblical Worldview Curriculum for junior high!
Math is a real-life tool that points us to God and helps us explore His creation, yet it often comes across as
dry facts and meaningless rules. Here at last is a curriculum that has a biblical worldview integrated
throughout the text and problems, not just added as an afterthought. The resources in the Teacher Guide will
help students master and apply the skills learned in the Student Textbook. What does this Teacher Guide
include? Worksheets, Quizzes, and Tests: These perforated, three-hole punched pages help provide practice
on the principles taught in the main student textbook.Answer Keys: The answers are included for the
worksheets, quizzes, and tests found in this Teacher Guide.Schedule: A suggested calendar schedule is
provided for completing the material in one year, though this can be adapted to meet individual student
needs. There is also an accelerated schedule for completing the material in one semester. Are there any
prerequisites for this course? This curriculum is aimed at grades 6-8, fitting into most math approaches the
year or two years prior to starting high school algebra. If following traditional grade levels, Book 1 should be
completed in grade 6 or 7, and Book 2 in grade 7 or 8. In Book 1 students should have a basic knowledge of
arithmetic (basic arithmetic will be reviewed, but at a fast pace and while teaching problem-solving skills and
a biblical worldview of math) and sufficient mental development to think through the concepts and examples
given. Typically, anyone in sixth grade or higher should be prepared to begin. The focus of the course is
actually learning math for life, not simply preparing to pass a test.
This book can be used as an experiment and reference book for algorithm design courses, as well as a
training manual for programming contests. It contains 247 problems selected from ACM-ICPC programming
contests and other programming contests. There's detailed analysis for each problem. All problems, and test
datum for most of problems will be provided online. The content will follow usual algorithms syllabus, and
problem-solving strategies will be introduced in analyses and solutions to problem cases. For students in
computer-related majors, contestants and programmers, this book can polish their programming and problemPage 1/5
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solving skills with familarity of algorithms and mathematics.
El congreso Discrete Mathematics Days (DMD20/22) tendrá lugar del 4 al 6 de julio de 2022, en la Facultad de
Ciencias de la Universidad de Cantabria (Santander, España). Este congreso internacional se centra en
avances dentro del campo de la Matemática discreta, incluyendo, de manera no exhaustiva: · Algoritmos y
Complejidad · Combinatoria · Teoría de Códigos · Criptografía · Geometría Discreta y Computacional ·
Optimización Discreta · Teoría de Grafos · Problemas de localización discreta y temas relacionados Las
ediciones anteriores de este evento se celebraros en Sevilla (2018) y Barcelona (2016), estos congresos
heredan la tradición de las Jornadas de Matemática Discreta y Algorítmica (JMDA), el encuentro bienal en
España en Matemática Discreta (desde 1998). Durante la celebración del congreso tendrán lugar cuatro
conferencias plenarias, cuarenta y dos presentaciones orales y una sesión de once pósteres. Abstract The
Discrete Mathematics Days (DMD20/22) will be held on July 4-6, 2022, at Facultad de Ciencias of the
Universidad de Cantabria (Santander, Spain). The main focus of this international conference is on current
topics in Discrete Mathematics, including (but not limited to): Algorithms and Complexity Combinatorics
Coding Theory Cryptography Discrete and Computational Geometry Discrete Optimization Graph Theory
Location and Related Problems The previous editions were held in Sevilla in 2018 and in Barcelona in 2016,
inheriting the tradition of the Jornadas de Matemática Discreta y Algorítmica (JMDA), the Spanish biennial
meeting (since 1998) on Discrete Mathematics. The program consists on four plenary talks, 42 contributed
talks and a poster session with 11 contributions.
Introduction to 3D Game Programming with DirectX 11
Applied Mathematics, Modeling and Computer Simulation
Proceedings of AMMCS 2021
Proceedings of 2011 International Conference on Electronic Engineering, Communication and
Management(EECM 2011), held on December 24-25, 2011, Beijing, China
The Core IOS Developer's Cookbook
Mathematics of Data/image Coding, Compression, and Encryption
The pervasiveness of computers in every field of science, industry and everyday life has meant that applied mathematics, particularly in
relation to modeling and simulation, has become ever more important in recent years. This book presents the proceedings of the 2021
International Conference on Applied Mathematics, Modeling and Computer Simulation (AMMCS 2021), hosted in Wuhan, China, and
held as a virtual event from 13 to 14 November 2021. The aim of the conference is to foster the knowledge and understanding of recent
advances across the broad fields of applied mathematics, modeling and computer simulation, and it provides an annual platform for
scholars and researchers to communicate important recent developments in their areas of specialization to colleagues and other
scientists in related disciplines. This year more than 150 participants were able to exchange knowledge and discuss recent
developments via the conference. The book contains 115 peer-reviewed papers, selected from more than 250 submissions and ranging
from the theoretical and conceptual to the strongly pragmatic and all addressing industrial best practice. Topics covered include
mathematical modeling and applications, engineering applications and scientific computations, and the simulation of intelligent
systems. Providing an overview of recent development and with a mix of practical experiences and enlightening ideas, the book will be
of interest to researchers and practitioners everywhere.
This book is a compilation of advanced ActionScript 3.0 animation techniques for any user creating games, user interaction, or motion
control with ActionScript. It's an anthology of topics that follow from the author's earlier book, Foundation ActionScript 3.0 Animation:
Making Things Move, and things that became possible in version 10 of Flash Player. This book covers a diverse selection of topics that
don't necessarily lead one into the other. You don't need to start with Chapter 1 and read it cover to cover. Just start with any chapter
that looks interesting and jump around as you see fit. In this book, you'll find chapters on advanced collision detection, artificial
intelligence and steering behaviors, isometric projection, using the camera and microphone for input, 3D, and much, much more.
AdvancED ActionScript 3.0 Animation is also more experimental in nature. The techniques shown here might not be the best way to do
things, but they should work well and get you started in your own efforts to achieve a perfect implementation. In fact, many of the
chapters can be seen as introductions to very complex topics that could fill a whole book by themselves. Many of these subjects have
been extensively covered elsewhere, but not necessarily targeted for Flash or ActionScript 3.0. So it took a fair amount of work to pull
the data together and get it all working and explain it all clearly in ActionScript. This book will inspire you to find out about subjects
that you might not have considered before, acting as a springboard into your own research into the possibilities of ActionScript 3.0.
This updated bestseller provides an introduction to programming interactive computer graphics, with an emphasis on game
development using DirectX 11. The book is divided into three main parts: basic mathematical tools, fundamental tasks in Direct3D, and
techniques and special effects. It includes new Direct3D 11 features such as hardware tessellation, the compute shader, dynamic
shader linkage and covers advanced rendering techniques such as screen-space ambient occlusion, level-of-detail handling, cascading
shadow maps, volume rendering, and character animation. Includes a companion CD-ROM with code and figures. eBook Customers:
Companion files are available for downloading with order number/proof of purchase by writing to the publisher at
info@merclearning.com.
With this book, you'll learn all about the hardware of Golden Age 8-bit arcade games produced in the late 1970s to early 1980s. We'll
learn how to use the C programming language to write code for the Z80 CPU. The following arcade platforms are covered: * Midway
8080 (Space Invaders) * VIC Dual (Carnival) * Galaxian/Scramble (Namco) * Atari Color Vector * Williams (Defender, Robotron) We'll
describe how to create video and sound for each platform. Use the online 8bitworkshop IDE to compile your C programs and play them
right in the browser!
InfoWorld
Developments in Ceramic Materials Research
7th International Workshop, DAS 2006, Nelson, New Zealand, February 13-15, 2006, Proceedings
Foundations of Computational Mathematics, Minneapolis 2002
Maths in Practice Workbook 1
ICMC 2021

Like a pianist who practices from a book of âtudes, readers of Programming Projects in C
for Students of Engineering, Science, and Mathematics will learn by doing. Written as a
tutorial on how to think about, organize, and implement programs in scientific computing,
this book achieves its goal through an eclectic and wide-ranging collection of projects.
Each project presents a problem and an algorithm for solving it. The reader is guided
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through implementing the algorithm in C and compiling and testing the results. It is not
necessary to carry out the projects in sequential order. The projects÷contain suggested
algorithms and partially completed programs for implementing them to enable the reader to
exercise and develop skills in scientific computing;÷require only a working knowledge of
undergraduate multivariable calculus, differential equations, and linear algebra; and÷are
written in platform-independent standard C, and the Unix command-line is used to
illustrate compilation and execution. The primary audience of this book is graduate
students in mathematics, engineering, and the sciences. The book will also be of interest
to advanced undergraduates and working professionals who wish to exercise and hone their
skills in programming mathematical algorithms in C. A working knowledge of the C
programming language is assumed.
PCMag.com is a leading authority on technology, delivering Labs-based, independent
reviews of the latest products and services. Our expert industry analysis and practical
solutions help you make better buying decisions and get more from technology.
This book constitutes the refereed proceedings of the 7th International Conference on
Document Analysis Systems, DAS 2006, held in Nelson, New Zealand, in February 2006. The
33 revised full papers and 22 poster papers presented were carefully reviewed and
selected from 78 submissions. The papers are organized in topical sections on digital
libraries, image processing, handwriting, document structure and format, tables, language
and script identification, systems and performance evaluation, and retrieval and
segmentation.
Maths in Practice Workbook 1Cambridge University PressThe Core IOS 6 Developer's
CookbookPearson Education
First International Conference, ICTCSDM 2016, Krishnankoil, India, December 19-21, 2016,
Revised Selected Papers
3D Math Primer for Graphics and Game Development, 2nd Edition
Conference proceedings. New perspectives in science education 7th edition
Document Analysis Systems VII
Integrating Photogrammetric Techniques with Scene Analysis and Machine Vision
CliffsNotes Praxis II: Middle School Mathematics Test (0069) Test Prep
This text, by an award-winning [Author];, was designed to accompany his first-year seminar in the mathematics of computer
graphics. Readers learn the mathematics behind the computational aspects of space, shape, transformation, color, rendering,
animation, and modeling. The software required is freely available on the Internet for Mac, Windows, and Linux. The text answers
questions such as these: How do artists build up realistic shapes from geometric primitives? What computations is my computer
doing when it generates a realistic image of my 3D scene? What mathematical tools can I use to animate an object through space?
Why do movies always look more realistic than video games? Containing the mathematics and computing needed for making their
own 3D computer-generated images and animations, the text, and the course it supports, culminates in a project in which students
create a short animated movie using free software. Algebra and trigonometry are prerequisites; calculus is not, though it helps.
Programming is not required. Includes optional advanced exercises for students with strong backgrounds in math or computer
science. Instructors interested in exposing their liberal arts students to the beautiful mathematics behind computer graphics will
find a rich resource in this text.
This engaging book presents the essential mathematics needed to describe, simulate, and render a 3D world. Reflecting both
academic and in-the-trenches practical experience, the authors teach you how to describe objects and their positions, orientations,
and trajectories in 3D using mathematics. The text provides an introduction to mathematics for game designers, including the
fundamentals of coordinate spaces, vectors, and matrices. It also covers orientation in three dimensions, calculus and dynamics,
graphics, and parametric curves.
Provides information on building iOS 6 applications for iPhone, iPad, and iPod Touch.
This book constitutes the refereed proceedings of the 5th International Conference on Scale Space and Variational Methods in
Computer Vision, SSVM 2015, held in Lège-Cap Ferret, France, in May 2015. The 56 revised full papers presented were carefully
reviewed and selected from 83 submissions. The papers are organized in the following topical sections: scale space and partial
differential equation methods; denoising, restoration and reconstruction, segmentation and partitioning; flow, motion and
registration; photography, texture and color processing; shape, surface and 3D problems; and optimization theory and methods in
imaging.
Theoretical Computer Science and Discrete Mathematics
Proceedings of the Seventh International Conference on Mathematics and Computing
Scale Space and Variational Methods in Computer Vision
The Core IOS 6 Developer's Cookbook
Approximate Number System and Mathematics
Conference Proceedings. The Future of Education
A new guide in the best-performing Praxis II test-prep series on the market Thirty states require aspiring teachers to pass the Praxis II
Middle School Mathematics test. This book provides focused review chapters for every subject covered on the test, plus three full-length
tests with complete answer explanations. Sandra Luna McCune, PhD (Nacogdoches, TX), is Regents Professor in the Department of
Elementary Education at Stephen F. Austin State University. E. D. McCune, PhD (Nacogdoches, TX), is Regents Professor of Mathematics at
Stephen F. Austin State University.
This book is a collection of original papers presented at the International Conference on Computational Mathematics in Nanoelectronics
and Astrophysics (CMNA 2018) held at the Indian Institute of Technology Indore, India, from 1 to 3 November 2018. It aims at presenting
recent developments of computational mathematics in nanoelectronics, astrophysics and related areas of space sciences and engineering.
These proceedings discuss the most advanced innovations, trends and real-world challenges encountered and their solutions with the
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application of computational mathematics in nanoelectronics, astrophysics and space sciences. From focusing on nano-enhanced smart
technological developments to the research contributions of premier institutes in India and abroad on ISRO s future space
explorations̶this book includes topics from highly interdisciplinary areas of research. The book is of interest to researchers, students and
practising engineers working in diverse areas of science and engineering, ranging from applied and computational mathematics to
nanoelectronics, nanofabrications and astrophysics.
Digital Compositing for Film and Video is a hands-on, practical, how-to guide that addresses the problems and difficult choices faced by the
professional compositor in real-life situations. It presents techniques, tricks, and solutions for dealing with badly shot elements, coloration
artifacts, and mismatched lighting that bedevil actual compositors working on real shots. Readers are offered in-depth practical methods for
matte extraction, despill procedures, compositing operations, and color correction--the "meat and potatoes" of all digital effects.
Compositing is the artistic blending of several disparate elements from a variety of sources into a single image while making all the
component elements appear to be in the same light space and shot with the same camera. When confronted with a bad composite any
observer will recognize that something is wrong--the artist will know what is causing the problem, and the technician will know how to fix
it. A good compositor must be both an artist and a technician. Written by a senior compositor with over ten years' experience in both
feature film and broadcast television, this book offers a broad range of alternative solutions that will save hours of fiddling with composites
trying to get them to look right when the basic tools aren't working. A companion CD-ROM provides examples of the many topics covered in
this book. Loaded with practical tricks, techniques and alternative solutions to the common thorny problems faced by today's
compositorsCompatible with Adobe PhotoshopWritten by a senior compositor with over ten years of digital compositing experience
Authors Ward Cheney and David Kincaid show students of science and engineering the potential computers have for solving numerical
problems and give them ample opportunities to hone their skills in programming and problem solving. NUMERICAL MATHEMATICS AND
COMPUTING, 7th Edition also helps students learn about errors that inevitably accompany scientific computations and arms them with
methods for detecting, predicting, and controlling these errors. Important Notice: Media content referenced within the product description
or the product text may not be available in the ebook version.
Numerical Mathematics and Computing
PC Mag
Principles of Mathematics Book 1 Teacher Guide
Algorithm Design Practice for Collegiate Programming Contests and Education
Digital Compositing for Film and Video
Evolutionary Computation

The second edition of this accepted reference work has been updated to reflect the rapid developments in the field and
now covers both 2D and 3D imaging. Written by expert practitioners from leading companies operating in machine vision,
this one-stop handbook guides readers through all aspects of image acquisition and image processing, including optics,
electronics and software. The authors approach the subject in terms of industrial applications, elucidating such topics as
illumination and camera calibration. Initial chapters concentrate on the latest hardware aspects, ranging from lenses and
camera systems to camera-computer interfaces, with the software necessary discussed to an equal depth in later
sections. These include digital image basics as well as image analysis and image processing. The book concludes with
extended coverage of industrial applications in optics and electronics, backed by case studies and design strategies for
the conception of complete machine vision systems. As a result, readers are not only able to understand the latest
systems, but also to plan and evaluate this technology. With more than 500 images and tables to illustrate relevant
principles and steps.
This volume presents the main results of 2011 International Conference on Electronic Engineering, Communication and
Management (EECM2011) held December 24-25, 2011, Beijing China. The EECM2011 is an integrated conference
providing a valuable opportunity for researchers, scholars and scientists to exchange their ideas face to face together.
The main focus of the EECM 2011 and the present 2 volumes “Advances in Electronic Engineering, Communication and
Management” is on Power Engineering, Electrical engineering applications, Electrical machines, as well as
Communication and Information Systems Engineering.
Computational intelligence is a general term for a class of algorithms designed by nature's wisdom and human
intelligence. Computer scientists have proposed many computational intelligence algorithms with heuristic features.
These algorithms either mimic the evolutionary processes of the biological world, mimic the physiological structure and
bodily functions of the organism, imitate the behavior of the animal's group, mimic the characteristics of human thought,
language, and memory processes, or mimic the physical phenomena of nature, hoping to simulate the wisdom of nature
and humanity enables an optimal solution to the problem and solves an acceptable solution in an acceptable time.
Computational intelligent algorithms have received extensive attention at home and abroad, and have become an
important research direction of artificial intelligence and computer science. This book will introduce the application of
intelligent optimization algorithms in detail from the aspects of computational intelligence, job shop scheduling problems,
multi-objective optimization problems, and machine learning
InfoWorld is targeted to Senior IT professionals. Content is segmented into Channels and Topic Centers. InfoWorld also
celebrates people, companies, and projects.
Creation, Compression, Restoration, Recognition
Transactions of the ... Army Conference on Applied Mathematics and Computing
The Guide for Developers and Users
Computational Mathematics, Nanoelectronics, and Astrophysics
AIAA Space Programs and Technologies Conference, March 24-27, 1992, Huntsville, AL.: 92-1581 - 92-1620
Core Concepts and Essential Recipes for IOS Programmers
Compression, restoration and recognition are three of the key components of digital imaging. The mathematics needed to
understand and carry out all these components are explained here in a style that is at once rigorous and practical with many
worked examples, exercises with solutions, pseudocode, and sample calculations on images. The introduction lists fast tracks to
special topics such as Principal Component Analysis, and ways into and through the book, which abounds with illustrations. The
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first part describes plane geometry and pattern-generating symmetries, along with some on 3D rotation and reflection matrices.
Subsequent chapters cover vectors, matrices and probability. These are applied to simulation, Bayesian methods, Shannon's
information theory, compression, filtering and tomography. The book will be suited for advanced courses or for self-study. It will
appeal to all those working in biomedical imaging and diagnosis, computer graphics, machine vision, remote sensing, image
processing and information theory and its applications.
Humans process quantity information without the aid of language or symbols to guide a variety of everyday life decisions. The
cognitive system that supports this intuitive skill is often referred to as the approximate number system (ANS). It has been argued
that the ANS serves as the foundation of the formal symbolic number system—mathematics. Abundant empirical evidence is
supportive of this view: acuity of the ANS is positively correlated with symbolic math performance, training of the ANS may cause
improvements in symbolic math performance, and the ANS and symbolic number processing may share a common neural
underpinning. However, recently several theories and empirical data cast doubt on the role of the ANS in symbolic math
processing. This e-book aims to advance our understanding of the underlying mechanisms of the overlap between the ANS and
mathematics.
Go into the SAT relaxed and confident by preparing with this straightforward and practical math resource A great math score on
the SAT can unlock countless opportunities, especially in the STEM fields. With the help of SAT Math For Dummies, you’ll have
what it takes to succeed on this challenging section of the exam. This helpful guide offers the tools and techniques you need to
hone your strengths, eliminate your weaknesses, and walk into the testing room poised and prepared to conquer the math section
of the SAT. You’ll learn to tackle basic and advanced algebra, geometry, and trigonometry—with and without a calculator, just like
you’ll need to do on the test. The book also offers intuitive reviews of critical math concepts and skills – like evaluating, simplifying,
and factoring algebra expressions – while preparing you for common pitfalls and traps that ensnare less prepared students. This
up-to-date resource will help you: Reduce test anxiety and stress by preparing with resources that mirror the tasks you’ll have to
perform on test day Master the time-management and other test-taking strategies you’ll need to get the results you want Prove
you’re ready for the test by practicing with online resources that include three complete practice tests Effective practice and
preparation are the keys to succeeding on the math section of the SAT. And with SAT Math For Dummies in your arsenal, you’ll
have the strategies, knowledge, and skills that make extraordinary results possible.
This volume, first published in 2004, contains the plenary invited talks given at main conference in the subject.
Making 8-bit Arcade Games in C
Mathematics of Digital Images
CMNA 2018, Indore, India, November 1–3
Introduction to the Mathematics of Computer Graphics
Instrumental Enrichment Vocabulary Standards-Driven U.S.A. Level 1 First Edition Authentic Content Standards Academic and
Rich Cognitive Student Vocabulary Interaction

This volume constitutes the refereed post-conference proceedings of the International Conference on Theoretical Computer Science
and Discrete Mathematics, held in Krishnankoil, India, in December 2016. The 57 revised full papers were carefully reviewed and
selected from 210 submissions. The papers cover a broad range of topics such as line graphs and its generalizations, large graphs of
given degree and diameter, graphoidal covers, adjacency spectrum, distance spectrum, b-coloring, separation dimension of graphs
and hypergraphs, domination in graphs, graph labeling problems, subsequences of words and Parike matrices, lambda-design
conjecture, graph algorithms and interference model for wireless sensor networks.
Advances in Electronic Engineering, Communication and Management Vol.1
SAT Math For Dummies with Online Practice
Computational Uncertainty Quantification for Inverse Problems
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