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How do you actually turn a million-dollar idea into a million dollars? From scribble-on-the-napkin to product-on-the market, The Independent Inventor's Handbook explains everything a
potential inventor needs to know and the tools he or she needs to use to take a raw concept and turn it into reality. Written by Louis J. Foreman, creator of the PBS series Everyday Edisons
and a holder of multiple patents, together with patent attorney Jill Gilbert Welytok, here's a book that speaks directly to the inventive American—the entrepreneur, the tinkerer, the dreamer, the
basement scientist, the stay-at-home mom who figures out how to do it better. (over one million of them file patents each year.) Here is everything a future inventor needs: Understanding the
difference between a good idea and a marketable idea. Why investing too much money at the outset can sink you. The downside of design patents, and how best to file an application for a
utility patent. Surveys, online test runs, and other strategies for market research on a tight budget. Plus the effective pitch (hint: never say your target audience is "everyone"), questions to ask
a prospective manufacturer, 14 licensing land mines to avoid, "looks-like" versus "works-like" prototypes, Ten Things Not to Tell a Venture Capitalist, and how to protect your invention once it's
on the market. Appendices include a glossary of legal, manufacturing, and marketing terms, a sample nondisclosure agreement, and a patent application, deconstructed.
Exact Constraint: Machine Design Using Kinematic Principles gives you a unique and powerful set of rules and techniques to facilitate the design of any type or size of machine. You learn the
kinematic design techniques known as constraint pattern analysis. This method, widely used by designers of precision instruments, enables you to visualize the constraints and degrees of
freedom of a mechanical connection as patterns of lines in space. By recognizing these line patterns (found in all types of machinery), you will better understand the way a machine will work or will not work - in an entirely new domain.
A concise survey of compliant mechanisms-from fundamentals to state-of-the-art applications This volume presents the newest and most effective methods for the analysis and design of
compliant mechanisms. It provides a detailed review of compliant mechanisms and includes a wealth of useful design examples for engineers, students, and researchers. Concise chapters
guide the reader from simple to more challenging concepts-using examples of increasing complexity-eventually leading to real-world applications for specific types of devices. The author
focuses on compliant mechanisms that can be designed using both standard linear beam equations and more advanced pseudo-rigid-body models. He describes a number of special-purpose
compliant mechanisms that have use across a wide range of applications and discusses compliant mechanisms in microelectromechanical systems (MEMS) with several accompanying
MEMS examples. Coverage of essential topics in strength of materials, machine design, and kinematics is provided to allow for a self-contained book that requires little additional reference to
solve compliant mechanism problems. This information can be used as a refresher on the basics or as resource material for readers from other disciplines currently working in MEMS.
Compliant Mechanisms serves as both an introductory text for students and an up-to-date resource for practitioners and researchers. It provides comprehensive, expert coverage of this
growing field.
Designing and making successful automata involves combining materials, mechanisms and magic. Making Simple Automata explains how to design and construct small scale, simple
mechanical devices made for fun. Materials such as paper and card, wood, wire, tinplate and plastics are covered along with mechanisms - levers and linkages, cranks and cams, wheels,
gears, pulleys, springs, ratchets and pawls. This wonderful book is illustrated with examples throughout and explains the six golden rules for making automata alongside detailed step-by-step
projects. Magic - an unanalyzable charm, a strong fascination so that the whole is more than the sum of its parts. Superbly illustrated with 110 colour photographs with examples and detailed
step-by-step projects.
Bridging the fields of conservation, art history, and museum curating, this volume contains the principal papers from an international symposium titled "Historical Painting Techniques,
Materials, and Studio Practice" at the University of Leiden in Amsterdam, Netherlands, from June 26 to 29, 1995. The symposium—designed for art historians, conservators, conservation
scientists, and museum curators worldwide—was organized by the Department of Art History at the University of Leiden and the Art History Department of the Central Research Laboratory for
Objects of Art and Science in Amsterdam. Twenty-five contributors representing museums and conservation institutions throughout the world provide recent research on historical painting
techniques, including wall painting and polychrome sculpture. Topics cover the latest art historical research and scientific analyses of original techniques and materials, as well as historical
sources, such as medieval treatises and descriptions of painting techniques in historical literature. Chapters include the painting methods of Rembrandt and Vermeer, Dutch 17th-century
landscape painting, wall paintings in English churches, Chinese paintings on paper and canvas, and Tibetan thangkas. Color plates and black-and-white photographs illustrate works from the
Middle Ages to the 20th century.
Complete construction plans to build your own wood automata. The project is a cross country skier which is put into motion with a hand crank. The manual contains 66 blue prints and 70
illustrations. Detailed instructions are provided every step of the way. Most of the materials required are small wood scraps. Tools required are standard tools found in most wood working
shops. The perfect project to get you started in Wood Automata!
This guide to creating fully functional, working locks from wood includes step-by-step instructions, color photos, measured drawings, and advice on wood selection, tools, and finishing.
Techniques for creating five different locks, including a combination lock, are also included. Here is a book for all woodworkers who enjoy making moving, mechanically oriented objects such
as puzzles, games, gears, and motors.
A unique and interactive guide to understanding how cars operate. This hands-on approach brings theories to life and is a must for budding mechanics and engineers.
BUILD YOUR OWN REMOTE-CONTROLLED AIRPLANES QUICKLY, EASILY, AND INEXPENSIVELY! Take to the skies with a majestic motorized model aircraft you create and pilot yourself. Written by the
founder of the Brooklyn Aerodrome, DIY RC Airplanes from Scratch shows you how to build a Flack (Flying + Hack) delta wing from the ground up using widely available, low-cost materials and tools. You'll
also learn the skills you need to get your plane into the air and keep it there. By the end of the book, you'll be able to create your own customized designs. The sky's the limit! Discover how to: Select the
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components you’ll need and get them at a low cost Build a sturdy deck and secure all of your airplane's electronics to it Construct the airframe with the proper trim and center of gravity Learn to fly--one crash
at a time Diagnose and repair your airplane Decorate your aircraft for dazzling daytime flights Illuminate a night flyer with otherworldly effects Experiment with unique airframe shapes, including the Flying
Heart, the Bat, and the Manta Ray Learn the basics of aerodynamics Devise, build, and fly your own unique designs Companion videos available at http://brooklynaerodrome.com/bible
Making Things Move DIY Mechanisms for Inventors, Hobbyists, and ArtistsMcGraw Hill Professional
Introduction to Mechanism Design: with Computer Applications provides an updated approach to undergraduate Mechanism Design and Kinematics courses/modules for engineering students. The use of webbased simulations, solid modeling, and software such as MATLAB and Excel is employed to link the design process with the latest software tools for the design and analysis of mechanisms and machines.
While a mechanical engineer might brainstorm with a pencil and sketch pad, the final result is developed and communicated through CAD and computational visualizations. This modern approach to
mechanical design processes has not been fully integrated in most books, as it is in this new text.
Today we are endlessly connected: constantly tweeting, texting or e-mailing. This may seem unprecedented, yet it is not. Throughout history, information has been spread through social networks, with farreaching social and political effects. Writing on the Wall reveals how an elaborate network of letter exchanges forewarned of power shifts in Cicero's Rome, while the torrent of tracts circulating in sixteenthcentury Germany triggered the Reformation. Standage traces the story of the rise, fall and rebirth of social media over the past 2,000 years offering an illuminating perspective on the history of media, and
revealing that social networks do not merely connect us today – they also link us to the past.
"The history of automata and mechanical toys covers the early inventors from Hero of Alexandria, through the mechanical marvels of the eighteenth and nineteenth centuries, to contemporary automata and
the influence exerted by Calder's Circus, Sam Smith and Cabaret Mechanical Theatre."--Back cover.
The popular evil genius format provides hobbyists with a fun and inexpensive way to learn Mechatronics (the merger of electronics and mechanics) via 25 complete projects. Projects include: mechanical race
car, combat robot, ionic motor, electromagnet, robotic arm, light beam remote control, and more Includes "parts lists" and "tool bin" for each project Covers all the preparation needed to begin building, such
as "how to solder," "how to recognize components and diagrams, "how to read a schematic," etc.
Fascinatingly Fun, Family-Friendly Steampunk Projects "Here’s a Steampunk tale with an invitation to build Steampunk props. An interactive notion; an imaginative adventure; and a way to further stimulate
your own imagination." -- From the Foreword by David Silverman, director and producer of The Simpsons Movie and codirector of Monsters, Inc. Steampunk stalwart Thomas Willeford cordially invites you on
an adventure--one in which you get to build ingenious devices of your own! Lavishly illustrated by award-winning cartoonist Phil Foglio, The Steampunk Adventurer's Guide: Contraptions, Creations, and
Curiosities Anyone Can Make presents 10 intriguing projects ideal for makers of all ages and skill levels, woven into an epic tale of mystery and pursuit. Follow the exploits of Isaac and Amelia, a brother and
sister who must devise a series of beguiling gizmos to rescue their uncle from a skyship that's been commandeered by a nefarious villain and his rogue automatons. Each chapter contains an installment of
this captivating story along with the step-by-step instructions and list of tools and materials you'll need to create the featured gadgets. Discover how to forge these imaginative contraptions: Decoder armguard
Signaling periscope Goggles Grappling hook launcher Airship harness Glider wings Rivet gun Power armor Magnetic amplification gauntlet Rocket pack
Provides instructions and diagrams for making miniature wooden machines, including a Geneva wheel, intermittent drive, positive action cam, and roller-gearing mechanism

The movement of designed objects is not just something purely functional but also triggers a wide range of sensations. A curtain swaying gently in the wind can cause the onlooker to feel easy
and relaxed, as if it was he or she who is floating in the air. This imagined projection caused by the perception of moving objects is called "kinesthetic empathy". In this study, which followed on
from a dissertation at the School of Design Research in London, the author investigates the esthetics of movement by documenting his own design-based learning and research process in
terms of "research through design", using the experimental cooperation with puppet players as an example. He thereby creates a framework that allows designers to observe the esthetics of
objects in motion as a trigger of feelings.
This second volume of The LEGO Power Functions Idea Book, Cars and Contraptions, showcases small projects to build with LEGO Technic gears, motors, gadgets, and other moving
elements. You’ll find hundreds of clever, buildable mechanisms, each one demonstrating a key building technique or mechanical principle. You’ll learn to build four-wheel drive cars, adorable
walking ‘bots, steerable tanks, robotic inchworms, and cars that can follow the edge of a table! Each model includes a list of required parts and colorful photographs that guide you through the
build without the need for step-by-step instructions. As you build, you’ll explore the principles of gear systems, power translation, differentials, suspensions, and more.
A fascinating compendium of early-20th-century mechanical devices, this expansive work ranges from basic levers to complex machinery. More than 1,800 engravings include simple
illustrations and detailed cross-sections.
From one of the authors of The Unwritten Laws of Engineering and The Unwritten Laws of Business, this concise and readable book is an excellent primer or refresher for any professional
interested in the basic principles and practices of good mechanical design. In this handy and unique volume the author uses his own experience, along with input from other expert designers,
to explicitly state design principles and practices. Readers will not have to discover these principles on their own and will be able to apply these fundamental concepts throughout their designs.
Epicyclic trains, oblique rollers, trip hammers, and lazy-tongs are among the ingenious mechanisms defined and illustrated in this intriguing collection. Spanning the first century of the
Industrial Revolution, this 1868 compilation features simplified, concise illustrations of the mechanisms used in hydraulics, steam engines, pneumatics, presses, horologes, and scores of other
machines. The movements of each of the 507 mechanisms are depicted in drawings on the left-hand page, and the facing page presents a brief description of the item's use and operation.
Ranging from simple to intricately complex, the mechanisms offer a fascinating view of the variety of small components that constitute complex machinery. A detailed index provides easy
reference to specific mechanisms. Inventors, tinkerers, and anyone with an interest in the history of invention and technology will find this volume a treasury of information and inspiration.
Introduces forces, such as pushing, pulling, gravity, and friction, using simple terminology and examples.
Making Automata is hard. Making other sorts of three dimensional objects can also be hard, but he extra dimension of movement seems to add a disproportionate amount of difficulty. For
most people, especially those untrained in engineering skills, getting to the point where making making mechanical devices is easy, can be a long and frustrating task. Then again, there are
many people who have a sound understanding of engineering but can't even draw a horse. These things can be learnt. This book does not teach you to draw a horse, but it removes the
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mystery that surrounds the world of mechanisms and the business of making things move. Cabaret Mechanical Movement contains a lot of theory but it is also packed with practical tips and
ideas for making your own automata, moving toys, or mechanical sculpture.
This practical, user-friendly reference book of common mechanical engineering concepts is geared toward makers who don't have (or want) an engineering degree but need to know the
essentials of basic mechanical elements to successfully accomplish their personal projects. The book provides practical mechanical engineering information (supplemented with the applicable
math, science, physics, and engineering theory) without being boring like a typical textbook. Most chapters contain at least one hands-on, fully illustrated, step-by-step project to demonstrate
the topic being discussed and requires only common, inexpensive, easily sourced materials and tools. Some projects also provide alternative materials and tools and processes to align with
the reader's individual preferences, skills, tools, and materials-at-hand. Linked together via the authors' overarching project -- building a kid-sized tank -- the chapters describe the thinking
behind each mechanism and then expands the discussions to similar mechanical concepts in other applications. Written with humor, a bit of irreverence, and entertaining personal insights and
first-hand experiences, the book presents complex concepts in an uncomplicated way. Highlights include: Provides mechanical engineering information that includes math, science, physics
and engineering theory without being a textbook Contains hands-on projects in each chapter that require common, inexpensive, easily sourced materials and tools All hands-on projects are
fully illustrated with step-by-step instructions Some hands-on projects provide alternative materials and tools/processes to align with the reader's individual preferences, skills, tools and
materials-at-hand Includes real-world insights from the authors like tips and tricks ("Staying on Track") and fail moments ("Lost Track!") Many chapters contain a section ("Tracking Further")
that dives deeper into the chapter subject, for those readers that are interested in more details of the topic Builds on two related Make: projects to link and illustrate all the chapter topics and
bring individual concepts together into one system Furnishes an accompanying website that offers further information, illustrations, projects, discussion boards, videos, animations, patterns,
drawings, etc. Learn to effectively use professional mechanical engineering principles in your projects, without having to graduate from engineering school!
A fully illustrated reference book giving an easy-to-understand introduction to compliant mechanisms A broad compilation of compliant mechanisms to give inspiration and guidance to those
interested in using compliant mechanisms in their designs, the Handbook of Compliant Mechanisms includes graphics and descriptions of many compliant mechanisms. It comprises an
extensive categorization of devices that can be used to help readers identify compliant mechanisms related to their application. It also provides chapters on the basic background in compliant
mechanisms, the categories of compliant mechanisms, and an example of how the Compendium can be used to facilitate compliant mechanism design. Fully illustrated throughout to be easily
understood and accessible at introductory levels Covers all aspects pertaining to classification, elements, mechanisms and applications of compliant mechanisms Summarizes a vast body of
knowledge in easily understood diagrams and explanations Helps readers appreciate the advantages that compliant mechanisms have to offer Practical approach is ideal for potential
practitioners who would like to realize designs with compliant mechanisms, members and elements Breadth of topics covered also makes the book a useful reference for more advanced
readers Intended as an introduction to the area, the Handbook avoids technical jargon to assist non engineers involved in product design, inventors and engineers in finding clever solutions to
problems of design and function.
Author Edwin Wise takes the reader inside his world of robotics in an innovative guide to designing, developing, and building animated displays centered around the holidays of Halloween and
Christmas.
This beautiful book draws on Robert Race's extensive collection of traditional moving toys, looking at the ways the makers have achieved remarkable and varied results, often with very limited
resources. Each chapter begins by looking at the mechanisms and materials used in some of these traditional moving toys, goes on to consider possible variations, and describes how to make
a related moving toy. It continues, from this basis, to develop a design for an automaton. The book shows that designing and making these simple but wonderfully satisfying mechanical
devices is fun, and that good results can be achieved in many different ways, using a variety of materials, tools and equipment such as wood and wire, card and paper, bamboo, string, tin
plate and feathers. It exploits, in a simple way, mechanisms such as levers, linkages, cranks and cams. It explores different ways of moving those mechanisms directly by hand, by springs or
falling weights, and by the wind. Beautifully illustrated with 117 colour images.
Design and build your own robotic, Arduino-powered sentry blaster! Break out the big daddy blaster--and teach it to act on its own! Build Your Own Autonomous NERF Blaster walks you
through cool DIY projects, such as working with motion sensors, remote monitors, and facial detection software, all while building up to the ultimate goal: a robotic NERF weapon that finds and
fires on its targets! Have some serious fun along the way as you learn about creative coding with Processing and Arduino. Step-by-step instructions show you how to: Construct and mount a
servo, NERF blaster, and webcam in harmonious alignment Program Processing to receive video, search it for a face, and then pass instructions to your Arduino board via USB cable
Configure Arduino to process the message and instruct the servo to move to a new position Specify your target radius in Processing and, when met, send the message to Arduino that it's time
to "open fire!"
The PICAXE chip is inexpensive and versatile, and can be used to build almost any application other microcontrollers have been used for -- at a lower cost. This first-to-market book on the
subject, officially endorsed by the manufacturer of the PICAXE, shows hobbyists how to get the most out of the PICAXE and includes dozens of innovative projects. Includes a programming
guide and application notes consolidation for the PICAXE Covers all PICAXE "flavors" and new releases of the Program Editor software Accompanying website includes the Programming
Editor software and documentation
A book from the stand-up mathematician that makes math fun again! Math is boring, says the mathematician and comedian Matt Parker. Part of the problem may be the way the subject is
taught, but it's also true that we all, to a greater or lesser extent, find math difficult and counterintuitive. This counterintuitiveness is actually part of the point, argues Parker: the extraordinary
thing about math is that it allows us to access logic and ideas beyond what our brains can instinctively do—through its logical tools we are able to reach beyond our innate abilities and grasp
more and more abstract concepts. In the absorbing and exhilarating Things to Make and Do in the Fourth Dimension, Parker sets out to convince his readers to revisit the very math that put
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them off the subject as fourteen-year-olds. Starting with the foundations of math familiar from school (numbers, geometry, and algebra), he reveals how it is possible to climb all the way up to
the topology and to four-dimensional shapes, and from there to infinity—and slightly beyond. Both playful and sophisticated, Things to Make and Do in the Fourth Dimension is filled with
captivating games and puzzles, a buffet of optional hands-on activities that entices us to take pleasure in math that is normally only available to those studying at a university level. Things to
Make and Do in the Fourth Dimension invites us to re-learn much of what we missed in school and, this time, to be utterly enthralled by it.
Provides detailed drawings and patterns, parts lists, construction photographs, and step-by-step instructions for making twenty-two wooden toys
There is no part of our bodies that fully rotates—be it a wrist or ankle or arm in a shoulder socket, we are made to twist only so far. And yet there is no more fundamental human invention than
the wheel—a rotational mechanism that accomplishes what our physical form cannot. Throughout history, humans have developed technologies powered by human strength, complementing
the physical abilities we have while overcoming our weaknesses. Providing a unique history of the wheel and other rotational devices—like cranks, cranes, carts, and capstans—Why the Wheel
Is Round examines the contraptions and tricks we have devised in order to more efficiently move—and move through—the physical world. Steven Vogel combines his engineering expertise with
his remarkable curiosity about how things work to explore how wheels and other mechanisms were, until very recently, powered by the push and pull of the muscles and skeletal systems of
humans and other animals. Why the Wheel Is Round explores all manner of treadwheels, hand-spikes, gears, and more, as well as how these technologies diversified into such things as handheld drills and hurdy-gurdies. Surprisingly, a number of these devices can be built out of everyday components and materials, and Vogel’s accessible and expansive book includes
instructions and models so that inspired readers can even attempt to make their own muscle-powered technologies, like trebuchets and ballista. Appealing to anyone fascinated by the history
of mechanics and technology as well as to hobbyists with home workshops, Why the Wheel Is Round offers a captivating exploration of our common technological heritage based on the
simple concept of rotation. From our leg muscles powering the gears of a bicycle to our hands manipulating a mouse on a roller ball, it will be impossible to overlook the amazing feats of
innovation behind our daily devices.
Instructables is back with this inspiring book focused on a series of projects designed to get you thinking creatively about going green. Twenty Instructables illustrate just how simple it can be
to make your own backyard chicken coop, or turn a wine barrel into a rainwater collector. Here, you will learn to: Clip a chicken’s wings Power your lawn mower with solar power Create a
chicken tractor for the city Water your garden with solar power Build a thermoelectric lamp Create an algae bioreactor from water bottles And much more! Illustrated with dozens of full-color
photographs per project accompanying easy-to-follow instructions, this Instructables collection utilizes the best that the online community has to offer, turning a far-reaching group of people
into a mammoth database churning out ideas to make life better, easier, and, in this case, greener, as this volume exemplifies.
Get Your Move On! In Making Things Move: DIY Mechanisms for Inventors, Hobbyists, and Artists, you'll learn how to successfully build moving mechanisms through non-technical
explanations, examples, and do-it-yourself projects--from kinetic art installations to creative toys to energy-harvesting devices. Photographs, illustrations, screen shots, and images of 3D
models are included for each project. This unique resource emphasizes using off-the-shelf components, readily available materials, and accessible fabrication techniques. Simple projects give
you hands-on practice applying the skills covered in each chapter, and more complex projects at the end of the book incorporate topics from multiple chapters. Turn your imaginative ideas into
reality with help from this practical, inventive guide. Discover how to: Find and select materials Fasten and join parts Measure force, friction, and torque Understand mechanical and electrical
power, work, and energy Create and control motion Work with bearings, couplers, gears, screws, and springs Combine simple machines for work and fun Projects include: Rube Goldberg
breakfast machine Mousetrap powered car DIY motor with magnet wire Motor direction and speed control Designing and fabricating spur gears Animated creations in paper An interactive
rotating platform Small vertical axis wind turbine SADbot: the seasonally affected drawing robot Make Great Stuff! TAB, an imprint of McGraw-Hill Professional, is a leading publisher of DIY
technology books for makers, hackers, and electronics hobbyists.
''Many contributors have submitted for publication in Machinery's columns most of the mechanical movements described.''.
Easy-to-follow instructions and measured drawings for creating 25 charming little wind-driven toys — from the simple Baking a Pie whirligig to the Woman at the Computer to various
weathervanes. For all levels of ability.
Originally published: Tokyo: Shubunsha, 2007.
Intended for machinery, mechanism, and device designers; engineers, technicians; and inventors and students, this fourth edition includes a glossary of machine design and kinematics terms;
material on robotics; and information on nanotechnology and mechanisms applications.
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