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	“Science is art,” said Regina Dugan, senior executive at Google and former director of DARPA. “It is the process of creating something that never exists before. ... It makes us ask new questions about ourselves, others; about ethics, the future.” This second volume of the Digital Da Vinci book series leads the discussions on the world’s first computer art in the 1950s and the actualization of Star Trek’s holodeck in the future with the help of artificial intelligence and cyborgs. In this book, Gavin Sade describes experimental creative practices that bring together arts, science and technology in imaginative ways; Mine Özkar expounds visual computation for good designs based on repetition and variation; Raffaella Folgieri, Claudio Lucchiari, Marco Granato and Daniele Grechi introduce BrainArt, a brain-computer interface that allows users to create drawings using their own cerebral rhythms; Nathan Cohen explores artificially created spaces that enhance spatial awareness and challenge our perception of what we encounter; Keith Armstrong discusses embodied experiences that affect the mind and body of participating audiences; Diomidis Spinellis uses Etoys and Squeak in a scientific experiment to teach the concept of physical computing; Benjamin Cowley explains the massively multiplayer online game “Green My Place” aimed at achieving behavior transformation in energy awareness; Robert Niewiadomski and Dennis Anderson portray 3-D manufacturing as the beginning of common creativity revolution; Stephen Barrass takes 3-D printing to another dimension by fabricating an object from a sound recording; Mari Velonaki examines the element of surprise and touch sensing in human-robot interaction; and Roman Danylak surveys the media machines in light of Marshall McLuhan’s dictum “the medium is the message.” Digital Da Vinci: Computers in the Arts and Sciences is dedicated to polymathic education and interdisciplinary studies in the digital age empowered by computer science. Educators and researchers ought to encourage the new generation of scholars to become as well rounded as a Renaissance man or woman.
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CMOS Circuit Design, Layout, and Simulation, Second EditionJohn Wiley & Sons, 2004

	2007 Winner of the Frederick Emmons Terman Award 


	CMOS: Circuit Design, Layout, and Simulation, Second Edition covers the practical design of both analog and digital integrated circuits, offering a vital contemporary view of a wide range of analog/digital circuit blocks, the BSIM model, data converter architectures,...
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Functional Programming in JavaScriptPackt Publishing, 2015

	Unlock the powers of functional programming hidden within JavaScript to build smarter, cleaner, and more reliable web apps


	About This Book

	
		Discover what functional programming is, why it's effective, and how it's used in JavaScript
	
		Understand and optimize JavaScript's hidden...
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Philosophy After Deleuze (Deleuze Encounters)Bloomsbury Reference, 2012

	Philosophy After Deleuze providesa concise and accessible introduction to Deleuze in relation to philosophicalinquiry. The book shows how Deleuze's work contributes to contemporary debatesin each of the major areas of philosophy: metaphysics, ethics, aesthetics, andpolitical philosophy. Hughes begins by examining Deleuze's style,...
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Biometric Recognition: Challenges and OpportunitiesNational Academy Press, 2010

	Biometric recognition--the automated recognition of individuals based on their behavioral and biological characteristic--is promoted as a way to help identify terrorists, provide better control of access to physical facilities and financial accounts, and increase the efficiency of access to services and their utilization. Biometric...
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Python Reinforcement Learning Projects: Eight hands-on projects exploring reinforcement learning algorithms using TensorFlowPackt Publishing, 2018

	
		Implement state-of-the-art deep reinforcement learning algorithms using Python and its powerful libraries

	
		Key Features

		
			Implement Q-learning and Markov models with Python and OpenAI
	
			Explore the power of TensorFlow to build self-learning models
	
			Eight AI...
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Flex 3 Cookbook: Code-Recipes, Tips, and Tricks for RIA DevelopersO'Reilly, 2008
The best way to show off a powerful new technology is to demonstrate real-world results with it, and that's exactly what Adobe and O'Reilly have done with Flex 3. Through it's Flex Cookbook website, Adobe invited users of the Flex 3 beta to post their own solutions for working with this technology, using O'Reilly's popular...
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