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While fabrication technologies have been in use in industry for several decades,
expiring patents have recently allowed the technology to spill over to technologyenthusiastic "makers." Personal Fabrication looks at the massive, disruptive
changes that are likely to be seen in interactive computing, as well as to
computing as a whole. It discusses six main challenges that need to be
addressed for this change to take place, and explains researchers in HCI will play
a key role in tackling these challenges.
In this volume of 15 articles, contributors from a wide range of disciplines present
their analyses of Disney movies and Disney music, which are mainstays of
popular culture. The power of the Disney brand has heightened the need for
academics to question whether Disney’s films and music function as a tool of the
Western elite that shapes the views of those less empowered. Given its global
reach, how the Walt Disney Company handles the role of race, gender, and
sexuality in social structural inequality merits serious reflection according to a
number of the articles in the volume. On the other hand, other authors argue that
Disney productions can help individuals cope with difficult situations or embrace
progressive thinking. The different approaches to the assessment of Disney films
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as cultural artifacts also vary according to the theoretical perspectives guiding the
interpretation of both overt and latent symbolic meaning in the movies. The
authors of the 15 articles encourage readers to engage with the material,
showcasing a variety of views about the good, the bad, and the best way forward.
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.
Introducing the first official Harry Potter knitting book—a deluxe guide to creating
over 25 authentic Harry Potter knits based on the iconic films. Channel the magic
of the Harry Potter films from the screen to your needles with the ultimate
knitter’s guide to the Wizarding World. Featuring over 25 magical knits pictured
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in gorgeous full-color photography, this book includes patterns for clothing, home
projects, and keepsakes pulled straight from the movies—and even includes a few
iconic costume pieces as seen on-screen. With yarn suggestions based on the
true colors used in the films, projects range from simple patterns like the
Hogwarts house scarves to more complex projects like Mrs. Weasley’s
Christmas sweaters. A true fan must-have, this book also includes fun facts,
original costume sketches, film stills, and other behind-the-scenes treasures.
Harry Potter: Knitting Magic is sure to have fans everywhere summoning
needles, conjuring yarn, and practicing their best knitting wizardry.
Features projects that transform paper into handmade cards and decorative
pieces for entertaining, holidays, and the home.
The Tongue and Quill has been a valued Air Force resource for decades and
many Airmen from our Total Force of uniformed and civilian members have
contributed their talents to various editions over the years. This revision is built
upon the foundation of governing directives and user's inputs from the unit level
all the way up to Headquarters Air Force. A small team of Total Force Airmen
from the Air University, the United States Air Force Academy, Headquarters Air
Education and Training Command (AETC), the Air Force Reserve Command
(AFRC), Air National Guard (ANG), and Headquarters Air Force compiled inputs
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from the field and rebuilt The Tongue and Quill to meet the needs of today's
Airmen. The team put many hours into this effort over a span of almost two years
to improve the content, relevance, and organization of material throughout this
handbook. As the final files go to press it is the desire of The Tongue and Quill
team to say thank you to every Airman who assisted in making this edition better;
you have our sincere appreciation!
Make decorative, simple do-it-yourself projects with this friendly guide to paper
crafting. You and your family will love to spend hours making beautiful paper art,
jewelry, and decorations with All Things Paper. This easy paper crafts book
comes with simple-to-follow instructions and detailed photos that show you how
to create colorful and impressive art objects to display at home—many of which
have practical uses. It is a great book for experienced paper craft hobbyists
looking for new ideas or for new folders who want to learn paper crafts from
experts. Projects in this papercrafting book include: Candle Luminaries Citrus
Slice Coasters Mysterious Stationery Box Everyday Tote Bag Silver Orb Pendant
Fine Paper Yarn Necklace Wedding Cake Card Perfect Journey Journal And
many more… All the projects in this book are designed by noted paper crafters
like Benjamin John Coleman, Patricia Zapata, and Richela Fabian Morgan. They
have all been creating amazing objects with paper for many years. Whether
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you're a beginner or have been paper crafting for many years, you're bound to
find something you'll love in All Things Paper. Soon you will be on your way to
creating your own designs and paper art.
A silly, fun version of the game "telephone"—in which a grocery list committed to
memory goes playfully awry. One day, Vincent's mother asks him to go to the
store to pick up a few items: "a bunch of carrots, a box of rice, some China tea, a
big, firm pear, and a tin of peas" to be precise. "And hurry home in time for tea!"
she says. Sounds easy enough. Yet distractions are at every turn, causing havoc
with Vincent's memory. All of a sudden, a tin of peas is replaced by a trapeze; a
big, firm pear becomes a big furry bear; and a box of rice transforms into a box of
mice! Needless to say, Vincent's mother is in for quite a surprise. Told with a
playful rhythm for reading aloud and illustrated with exuberance and great child
appeal, this humorous picture book will have kids laughing and asking for
repeated readings. Praise for Chimpanzees for Tea! "British author-illustrator Jo
Empson brings her wonderfully freewheeling, kinetic style to this lively read-aloud
that will have youngsters giggling and shouting out the correct items from the
list."—Shelf Awareness "Award-winning British author/illustrator Empson
energetically illustrates her tale of ever more outrageous memory lapses with
scribbly watercolors full of swooping action and bouncing wildlife that follow the
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swirling text across the pages. As much fun to read as it is to hear, and a real
treat for the eyes."—Kirkus Reviews "With a wildly cavorting cast of characters
[and] a playful text . . . this is hard to resist." —Booklist "The humorous text makes
this a perfect read-aloud for all ages and a great memory game to play with
school-age kids."—School Library Journal
In this beautifully illustrated and easy step-by-step directions you will learn how to make
these marvelous pop-up geometric origamis.
Presents basic information about the steps involved in making quilts using scrap
materials and provides instructions for thirty-one projects for all skill levels.
Create interactive Papervision 3D applications with stunning effects and powerful
animations.
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
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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 threedimensional images in a fraction of the time old processes took. From practical
rendering for games to math and details for better interactive applications, it's not to be
missed. -- The Bookwatch, November 2008 You'll get brilliantly lucid explanations of
concepts like vertex morphing and variance shadow mapping—as well as a new respect
for the incredible craftsmanship that goes into today's PC games. -- Logan Decker, PC
Gamer Magazine , February 2009
OpenGL, which has been bound in C, is a seasoned graphics library for scientists and
engineers. As we know, Java is a rapidly growing language becoming the de facto
standard of Computer Science learning and application development platform as many
undergraduate computer science programs are adopting Java in place of C/C++.
Released by Sun Microsystems in June 2003, the recent OpenGL binding with Java,
JOGL, provides students, scientists, and engineers a new venue of graphics learning,
research, and applications. Overview This book aims to be a shortcut to graphics theory
and programming in JOGL. Specifically, it covers OpenGL programming in Java, using
JOGL, along with concise computer graphics theories. It covers all graphics basics and
several advanced topics without including some implementation details that are not
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necessary in graphics applications. It also covers some basic concepts in Java
programming for C/C++ programmers. It is designed as a textbook for students who
know programming basics already. It is an excellent shortcut to learn 3D graphics for
scientists and engineers who understand Java programming. It is also a good reference
for C/C++ graphics vi Preface programmers to learn Java and JOGL. This book is a
companion to Guide to Graphics Software Tools (Springer-Verlag, New York, ISBN
0-387-95049-4), which covers a smaller graphics area with similar examples in C but
has a comprehensive list of graphics software tools. Organization and Features This
book concisely introduces graphics theory and programming in Java with JOGL.
Seismic attributes play a key role in exploration and exploitation of hydrocarbons. In
Seismic Attributes for Prospect Identification and Reservoir Characterization (SEG
Geophysical Developments No. 11), Satinder Chopra and Kurt J. Marfurt introduce the
physical basis, mathematical implementation, and geologic expression of modern
volumetric attributes including coherence, dip/azimuth, curvature, amplitude gradients,
seismic textures, and spectral decomposition. The authors demonstrate the importance
of effective color display and sensitivity to seismic acquisition and processing.
Examples from different basins illustrate the attribute expression of tectonic
deformation, clastic depositional systems, carbonate depositional systems and
diagenesis, drilling hazards, and reservoir characterization. The book is illustrated
generously with color figures throughout. "Seismic Attributes" will appeal to seismic
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interpreters who want to extract more information from data; seismic processors and
imagers who want to learn how their efforts impact subtle stratigraphic and fracture
plays; sedimentologists, stratigraphers, and structural geologists who use large 3D
seismic volumes to interpret their plays within a regional, basinwide context; and
reservoir engineers whose work is based on detailed 3D reservoir models. Copublished
with EAGE.
One of the grand challenges of artificial intelligence is to enable computers to interpret
3D scenes and objects from imagery. This book organizes and introduces major
concepts in 3D scene and object representation and inference from still images, with a
focus on recent efforts to fuse models of geometry and perspective with statistical
machine learning. The book is organized into three sections: (1) Interpretation of
Physical Space; (2) Recognition of 3D Objects; and (3) Integrated 3D Scene
Interpretation. The first discusses representations of spatial layout and techniques to
interpret physical scenes from images. The second section introduces representations
for 3D object categories that account for the intrinsically 3D nature of objects and
provide robustness to change in viewpoints. The third section discusses strategies to
unite inference of scene geometry and object pose and identity into a coherent scene
interpretation. Each section broadly surveys important ideas from cognitive science and
artificial intelligence research, organizes and discusses key concepts and techniques
from recent work in computer vision, and describes a few sample approaches in detail.
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Newcomers to computer vision will benefit from introductions to basic concepts, such
as single-view geometry and image classification, while experts and novices alike may
find inspiration from the book's organization and discussion of the most recent ideas in
3D scene understanding and 3D object recognition. Specific topics include:
mathematics of perspective geometry; visual elements of the physical scene, structural
3D scene representations; techniques and features for image and region
categorization; historical perspective, computational models, and datasets and machine
learning techniques for 3D object recognition; inferences of geometrical attributes of
objects, such as size and pose; and probabilistic and feature-passing approaches for
contextual reasoning about 3D objects and scenes. Table of Contents: Background on
3D Scene Models / Single-view Geometry / Modeling the Physical Scene / Categorizing
Images and Regions / Examples of 3D Scene Interpretation / Background on 3D
Recognition / Modeling 3D Objects / Recognizing and Understanding 3D Objects /
Examples of 2D 1/2 Layout Models / Reasoning about Objects and Scenes / Cascades
of Classifiers / Conclusion and Future Directions
Monocular Model-Based 3D Tracking of Rigid Objects reviews the different techniques
and approaches that have been developed by industry and research.
This new edition provides step-by-step instruction on modern 3D graphics shader
programming in OpenGL with C++, along with its theoretical foundations. It is appropriate both
for computer science graphics courses and for professionals interested in mastering 3D
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graphics skills. It has been designed in a 4-color, “teach-yourself” format with numerous
examples that the reader can run just as presented. Every shader stage is explored, from the
basics of modeling, textures, lighting, shadows, etc., through advanced techniques such as
tessellation, normal mapping, noise maps, as well as new chapters on simulating water,
stereoscopy, and ray tracing. FEATURES: Covers modern OpenGL 4.0+ shader programming
in C++, with instructions for both PC/Windows and Macintosh Adds new chapters on simulating
water, stereoscopy, and ray tracing Includes companion files with code, object models, figures,
and more (also available for downloading by writing to the publisher) Illustrates every
technique with running code examples. Everything needed to install the libraries, and complete
source code for each example Includes step-by-step instruction for using each GLSL
programmable pipeline stage (vertex, tessellation, geometry, and fragment) Explores practical
examples for modeling, lighting, and shadows (including soft shadows), terrain, water, and 3D
materials such as wood and marble Explains how to optimize code for tools such as Nvidia’s
Nsight debugger.
Have you always wanted to know how to make pottery but been daunted by the techniques or
put off by expensive equipment? This book includes everything you need to know to make
beautiful pottery by hand in your own home. Learn to create pots, plates, bowls, mugs, candle
holders, trays, jugs and much more - all without a potter's wheel. Packed with tips, techniques
and inspiration, you'll be inspired by the beautiful photography and practical projects. Every
design is accompanied by clear step-by-step illustrated instructions so professional results are
easy to achieve. And when you've finished making your piece, you don't even need your own
kiln - simply pop along to one of the numerous pottery cafes to fire it!
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Practical Algorithms for 3D Computer Graphics, Second Edition covers the fundamental
algorithms that are the core of all 3D computer graphics software packages. Using Core
OpenGL and OpenGL ES, the book enables you to create a complete suite of programs for 3D
computer animation, modeling, and image synthesis. Since the publication of the first edition,
implementation aspects have changed significantly, including advances in graphics technology
that are enhancing immersive experiences with virtual reality. Reflecting these considerable
developments, this second edition presents up-to-date algorithms for each stage in the creative
process. It takes you from the construction of polygonal models of real and imaginary objects
to rigid body animation and hierarchical character animation to the rendering pipeline for the
synthesis of realistic images. New to the Second Edition New chapter on the modern approach
to real-time 3D programming using OpenGL New chapter that introduces 3D graphics for
mobile devices New chapter on OpenFX, a comprehensive open source 3D tools suite for
modeling and animation Discussions of new topics, such as particle modeling, marching
cubes, and techniques for rendering hair and fur More web-only content, including source code
for the algorithms, video transformations, comprehensive examples, and documentation for
OpenFX The book is suitable for newcomers to graphics research and 3D computer games as
well as more experienced software developers who wish to write plug-in modules for any 3D
application program or shader code for a commercial games engine.
If you want a basic understanding of computer vision’s underlying theory and algorithms, this
hands-on introduction is the ideal place to start. You’ll learn techniques for object recognition,
3D reconstruction, stereo imaging, augmented reality, and other computer vision applications
as you follow clear examples written in Python. Programming Computer Vision with Python
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explains computer vision in broad terms that won’t bog you down in theory. You get complete
code samples with explanations on how to reproduce and build upon each example, along with
exercises to help you apply what you’ve learned. This book is ideal for students, researchers,
and enthusiasts with basic programming and standard mathematical skills. Learn techniques
used in robot navigation, medical image analysis, and other computer vision applications Work
with image mappings and transforms, such as texture warping and panorama creation
Compute 3D reconstructions from several images of the same scene Organize images based
on similarity or content, using clustering methods Build efficient image retrieval techniques to
search for images based on visual content Use algorithms to classify image content and
recognize objects Access the popular OpenCV library through a Python interface
Experience the riveting, dystopian Uglies series seen as never before—through the eyes of
Shay, Tally Youngblood’s closest and bravest friend, who refuses to take anything about
society at face value. “From the moment we are born, we are considered threats in need of
‘special’ management. We are watched and shaped and exploited by a force most of us
never see. . . . All to keep us safe. . . . Do you feel safe?! Or do you feel like you’re in a
cage?”—Shay In Pretties, Tally Youngblood and her daring best friend, Shay, both underwent
the operation that turned them from ordinary Uglies into stunning beauties. Now this thrilling
new graphic novel reveals Shay’s perspective on living in New Pretty Town . . . and the way
she sees it, there’s more to this so-called paradise than meets the eye. With the endless
parties and custom-made clothes, life as a Pretty should be perfect. Yet Shay doesn’t feel
quite right. She has little to no memory of her past; it’s as if something in her brain has
inexplicably changed. When she reunites with Tally and the Crims—her rebellious group of
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friends from Uglyville—she begins to recall their last departure to the wild, and the headstrong
leader she used to be. And as she remembers the truth about what doomed their escape,
Shay decides to fight back—against the status quo, against the mysterious Special
Circumstances, even against her own best friend.
#1 NEW YORK TIMES BESTSELLER * The highly anticipated sequel to the beloved
worldwide bestseller Ready Player One, the near-future adventure that inspired the
blockbuster Steven Spielberg film. NAMED ONE OF THE BEST BOOKS OF THE YEAR BY
THE WASHINGTON POST * "The game is on again. . . . A great mix of exciting fantasy and
threatening fact."--The Wall Street Journal AN UNEXPECTED QUEST. TWO WORLDS AT
STAKE. ARE YOU READY? Days after winning OASIS founder James Halliday's contest,
Wade Watts makes a discovery that changes everything. Hidden within Halliday's vaults,
waiting for his heir to find, lies a technological advancement that will once again change the
world and make the OASIS a thousand times more wondrous--and addictive--than even Wade
dreamed possible. With it comes a new riddle, and a new quest--a last Easter egg from
Halliday, hinting at a mysterious prize. And an unexpected, impossibly powerful, and
dangerous new rival awaits, one who'll kill millions to get what he wants. Wade's life and the
future of the OASIS are again at stake, but this time the fate of humanity also hangs in the
balance. Lovingly nostalgic and wildly original as only Ernest Cline could conceive it, Ready
Player Two takes us on another imaginative, fun, action-packed adventure through his beloved
virtual universe, and jolts us thrillingly into the future once again.
The essential fundamentals of 3D animation for aspiring 3D artists 3D is everywhere--video
games, movie and television special effects, mobile devices, etc. Many aspiring artists and
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animators have grown up with 3D and computers, and naturally gravitate to this field as their
area of interest. Bringing a blend of studio and classroom experience to offer you thorough
coverage of the 3D animation industry, this must-have book shows you what it takes to create
compelling and realistic 3D imagery. Serves as the first step to understanding the language of
3D and computer graphics (CG) Covers 3D animation basics: pre-production, modeling,
animation, rendering, and post-production Dissects core 3D concepts including design, film,
video, and games Examines what artistic and technical skills are needed to succeed in the
industry Offers helpful real-world scenarios and informative interviews with key educators and
studio and industry professionals Whether you're considering a career in as a 3D artist or
simply wish to expand your understanding of general CG principles, this book will give you a
great overview and knowledge of core 3D Animation concepts and the industry.
This book is about learning how to have fun again. If your life has become dull and mundane,
you can be sure you'll find some exciting things to do. With over a thousand ideas you can be
entertained for years to come. If you find when you become bored the first thing you do is
reach for something to eat, then you will love all the fun ideas. You'll find ideas to keep you
from becoming bored that require a little to no motivation. If you are having a problem being
motivated to get going again then you'll find many ideas that are easy to achieve without much
effort. You will also find ideas that require more effort. After years of being overweight myself I
realized I was not going to ever lose weight unless I found something to keep me distracted
from overeating and being bored with my life. I was at a point where I didn't even want to get
out of bed. So I started looking for things to do to be active that I enjoyed.
This updated bestseller provides an introduction to programming interactive computer
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graphics, with an emphasis on game development using DirectX 12. The book is divided into
three main parts: basic mathematical tools, fundamental tasks in Direct3D, and techniques and
special effects. It shows how to use new Direct12 features such as command lists, pipeline
state objects, descriptor heaps and tables, and explicit resource management to reduce CPU
overhead and increase scalability across multiple CPU cores. The book covers modern special
effects and techniques such as hardware tessellation, writing compute shaders, ambient
occlusion, reflections, normal and displacement mapping, shadow rendering, and character
animation. Includes a companion DVD 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. FEATURES: • Provides an introduction to programming
interactive computer graphics, with an emphasis on game development using DirectX 12 •
Uses new Direct3D 12 features to reduce CPU overhead and take advantage of multiple CPU
cores • Contains detailed explanations of popular real-time game effects • Includes a DVD
with source code and all the images (including 4-color) from the book • Learn advance
rendering techniques such as ambient occlusion, real-time reflections, normal and
displacement mapping, shadow rendering, programming the geometry shader, and character
animation • Covers a mathematics review and 3D rendering fundamentals such as lighting,
texturing, blending and stenciling • Use the end-of-chapter exercises to test understanding and
provide experience with DirectX 12
In the early days of the Web a need was recognized for a language to display 3D objects
through a browser. An HTML-like language, VRML, was proposed in 1994 and became the
standard for describing interactive 3D objects and worlds on the Web. 3D Web courses were
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started, several best-selling books were published, and VRML continues to be used today.
However VRML, because it was based on HTML, is a stodgy language that is not easy to
incorporate with other applications and has been difficult to add features to. Meanwhile,
applications for interactive 3D graphics have been exploding in areas such as medicine,
science, industry, and entertainment. There is a strong need for a set of modern Web-based
technologies, applied within a standard extensible framework, to enable a new generation of
modeling & simulation applications to emerge, develop, and interoperate. X3D is the next
generation open standard for 3D on the web. It is the result of several years of development by
the Web 3D Consortium's X3D Task Group. Instead of a large monolithic specification (like
VRML), which requires full adoption for compliance, X3D is a component-based architecture
that can support applications ranging from a simple non-interactive animation to the latest
streaming or rendering applications. X3D replaces VRML, but also provides compatibility with
existing VRML content and browsers. Don Brutzman organized the first symposium on VRML
and is playing a similar role with X3D; he is a founding member of the consortium. Len Daly is
a professional member of the consortium and both Len and Don have been involved with the
development of the standard from the start. The first book on the new way to present
interactive 3D content over the Web, written by two of the designers of the standard Plentiful
illustrations and screen shots in the full color text Companion website with extensive content,
including the X3D specification, sample code and applications, content creation tools, and
demos of compatible Web browsers
A guide to the concepts and applications of computer graphics covers such topics as
interaction techniques, dialogue design, and user interface software.
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This textbook, first published in 2003, emphasises the fundamentals and the mathematics
underlying computer graphics. The minimal prerequisites, a basic knowledge of calculus and
vectors plus some programming experience in C or C++, make the book suitable for self study
or for use as an advanced undergraduate or introductory graduate text. The author gives a
thorough treatment of transformations and viewing, lighting and shading models, interpolation
and averaging, Bézier curves and B-splines, ray tracing and radiosity, and intersection testing
with rays. Additional topics, covered in less depth, include texture mapping and colour theory.
The book covers some aspects of animation, including quaternions, orientation, and inverse
kinematics, and includes source code for a Ray Tracing software package. The book is
intended for use along with any OpenGL programming book, but the crucial features of
OpenGL are briefly covered to help readers get up to speed. Accompanying software is
available freely from the book's web site.
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.
Pumpkins can be baked in a pie. Pumpkins can be carved into jack-o'-lanterns. Pumpkin seeds
can be roasted for a healthy snack. But how does a tiny seed turn into a big pumpkin? Read
and find out what a pumpkin seed needs to help it grow!
The five-volume set LNCS 10111-10115 constitutes the thoroughly refereed post-conference
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proceedings of the 13th Asian Conference on Computer Vision, ACCV 2016, held in Taipei,
Taiwan, in November 2016. The total of 143 contributions presented in these volumes was
carefully reviewed and selected from 479 submissions. The papers are organized in topical
sections on Segmentation and Classification; Segmentation and Semantic Segmentation;
Dictionary Learning, Retrieval, and Clustering; Deep Learning; People Tracking and Action
Recognition; People and Actions; Faces; Computational Photography; Face and Gestures;
Image Alignment; Computational Photography and Image Processing; Language and Video;
3D Computer Vision; Image Attributes, Language, and Recognition; Video Understanding; and
3D Vision.
Shizuko Kuroha's Japanese Patchwork Quilting Patterns infuses a cherished American craft
with an exquisite Japanese sense of color, detail, and design. This book brings a fresh eye to
classic patchwork patterns in a way that is delighting quilters all around the world today. Here,
Kuroha shares her intricate hand-quilting techniques and a design sense that has been refined
over her 40-year career as a celebrated book author and teacher. Her easy combinations of
soft colors, detailed patterns, and bold stripes show how to achieve balance and flow in any
type of patchwork project—from the simplest to the most complex. Step-by-step illustrations
walk quilters through Kuroha's intricate hand-piecework process. The book includes 19
sampler blocks used to make hundreds of different combinations for all kinds of quilting
projects. The photos and diagrams of the block assembly are so clear, you hardly need to read
the steps! A handy printable pattern sheet at the back of the book takes the labor out of
drawing the pieces used to build these blocks. Detailed instructions show you how to
incorporate the blocks into projects large and small, including: Pincushions in round and
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square designs Drawstring bags and zippered pouches embellished with patchwork Quilted
tote bags and a stylish backpack Table runners and wall hangings with gorgeous color
schemes Full-sized quilts destined to become cherished heirlooms This book is an invaluable
introduction to the basics of hand-stitched piecework. Practiced quilters will also love it for the
way it broadens their horizons. Kuroha fans will be happy to see this popular book finally
available in English—where it's sure to become a treasured reference for years to come!

How to use design as a tool to create not only things but ideas, to speculate about
possible futures. Today designers often focus on making technology easy to use, sexy,
and consumable. In Speculative Everything, Anthony Dunne and Fiona Raby propose a
kind of design that is used as a tool to create not only things but ideas. For them,
design is a means of speculating about how things could be—to imagine possible
futures. This is not the usual sort of predicting or forecasting, spotting trends and
extrapolating; these kinds of predictions have been proven wrong, again and again.
Instead, Dunne and Raby pose “what if” questions that are intended to open debate
and discussion about the kind of future people want (and do not want). Speculative
Everything offers a tour through an emerging cultural landscape of design ideas, ideals,
and approaches. Dunne and Raby cite examples from their own design and teaching
and from other projects from fine art, design, architecture, cinema, and photography.
They also draw on futurology, political theory, the philosophy of technology, and literary
fiction. They show us, for example, ideas for a solar kitchen restaurant; a flypaper
robotic clock; a menstruation machine; a cloud-seeding truck; a phantom-limb
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sensation recorder; and devices for food foraging that use the tools of synthetic biology.
Dunne and Raby contend that if we speculate more—about everything—reality will
become more malleable. The ideas freed by speculative design increase the odds of
achieving desirable futures.
Get together with Molly and her friends for a garden tea party! More than two dozen
whimsical illustrations to color, plus yummy recipes for cucumber sandwiches, muffins,
scones, and more.
Includes illustrated instructions for origami projects that range from simple to
challenging.
"'3D Printing: The Next Industrial Revolution' explores the practicalities and potential of
3D printing today, as well as trying to realistically foresee the impact of 3D printing on
the world of tomorrow. The book is written for a wide audience, including 3D printing
enthusiasts, entrepreneurs, designers, investors, students, and indeed anybody who
wants to be more informed about the next round of radical technological change.
Particular features of the book include an extensive chapter that details every current
3D printing technology, as well as an industry overview covering 3D printer
manufacturers, software providers, and bureau services. These chapters are then
supported by an extensive 3D printing glossary (of over 100 terms) and a 3D printing
directory." --Amazon.com.
COMPREHENSIVE COVERAGE OF SHADERS AND THE PROGRAMMABLE
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PIPELINE From geometric primitives to animation to 3D modeling to lighting, shading
and texturing, Computer Graphics Through OpenGL®: From Theory to Experiments is
a comprehensive introduction to computer graphics which uses an active learning style
to teach key concepts. Equally emphasizing theory and practice, the book provides an
understanding not only of the principles of 3D computer graphics, but also the use of
the OpenGL® Application Programming Interface (API) to code 3D scenes and
animation, including games and movies. The undergraduate core of the book takes the
student from zero knowledge of computer graphics to a mastery of the fundamental
concepts with the ability to code applications using fourth-generation OpenGL®. The
remaining chapters explore more advanced topics, including the structure of curves and
surfaces, applications of projective spaces and transformations and the implementation
of graphics pipelines. This book can be used for introductory undergraduate computer
graphics courses over one to two semesters. The careful exposition style attempting to
explain each concept in the simplest terms possible should appeal to the self-study
student as well. Features • Covers the foundations of 3D computer graphics, including
animation, visual techniques and 3D modeling • Comprehensive coverage of OpenGL®
4.x, including the GLSL and vertex, fragment, tessellation and geometry shaders •
Includes 180 programs with 270 experiments based on them • Contains 750 exercises,
110 worked examples, and 700 four-color illustrations • Requires no previous
knowledge of computer graphics • Balances theory with programming practice using a
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hands-on interactive approach to explain the underlying concepts
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