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Rules of Play Katie Salen Tekinbas 2003-09-25 An impassioned look at games and game design
that oﬀers the most ambitious framework for understanding them to date. As pop culture, games
are as important as ﬁlm or television—but game design has yet to develop a theoretical
framework or critical vocabulary. In Rules of Play Katie Salen and Eric Zimmerman present a
much-needed primer for this emerging ﬁeld. They oﬀer a uniﬁed model for looking at all kinds of
games, from board games and sports to computer and video games. As active participants in
game culture, the authors have written Rules of Play as a catalyst for innovation, ﬁlled with new
concepts, strategies, and methodologies for creating and understanding games. Building an
aesthetics of interactive systems, Salen and Zimmerman deﬁne core concepts like "play,"
"design," and "interactivity." They look at games through a series of eighteen "game design
schemas," or conceptual frameworks, including games as systems of emergence and information,
as contexts for social play, as a storytelling medium, and as sites of cultural resistance. Written
for game scholars, game developers, and interactive designers, Rules of Play is a textbook,
reference book, and theoretical guide. It is the ﬁrst comprehensive attempt to establish a solid
theoretical framework for the emerging discipline of game design.
Processing for Visual Artists Andrew Glassner 2011-09-27 Learn how to create gorgeous and
expressive imagery with the Processing graphics language and environment. It's easy with this
practical, hands-on book. Processing is for artists, designers, visualization creators, hobbyists, or
anyone else looking to create images, animation, and interactive pieces for art, education,
science, or business. Process
Innovation in Music Russ Hepworth-Sawyer 2019-06-25 Innovation in Music: Performance,
Production, Technology and Business is an exciting collection comprising of cutting-edge articles
on a range of topics, presented under the main themes of artistry, technology, production and
industry. Each chapter is written by a leader in the ﬁeld and contains insights and discoveries not
yet shared. Innovation in Music covers new developments in standard practice of sound design,
engineering and acoustics. It also reaches into areas of innovation, both in technology and
business practice, even into cross-discipline areas. This book is the perfect companion for
professionals and researchers alike with an interest in the Music industry. Chapter 31 of this book
is freely available as a downloadable Open Access PDF under a Creative Commons Attribution-Non
Commercial-No Derivatives 4.0 license.
https://tandfbis.s3-us-west-2.amazonaws.com/rt-ﬁles/docs/Open+Access+Chapters/97811384982
11_oachapter31.pdf
openFrameworks Essentials Denis Perevalov 2015-04-23 If you are a programmer, visual artist, or
designer with experience in creative coding, and want to use openFrameworks to create fun,
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stunning, and interactive applications, this is the book for you. Basic knowledge of programming
languages, such as C++, Java, Python, or JavaScript, will be enough to proceed with the book.
Processing Ira Greenberg 2007-12-31 First Processing book on the market Processing is a nascent
technology rapidly increasing in popularity Links with the creators of Processing will help sell the
book
Collaborative and Distributed Processes in Contemporary Music-Making Richard Glover
2020-04-09 This volume represents the second proceedings of the Royal Musical Association’s
(RMA) Music and/as Process Study Group. It is not surprising that a large number of the
contributors to the Music and/as Process Study Group are active practitioners in the performance
and composition of contemporary music. The collaborations documented here represent the
bringing together of disciplines, joint work between practitioners who contribute their own speciﬁc
areas of expertise to a composite creative activity, and work that crosses disciplines in order to
make a critical comment in each of them. In this collection, these three types of collaborative
work describe an increasing amount of contemporary music practice. In addition to the increasing
involvement of practice in research, the understanding and prevalence of practice methodologies
in the form of practice research has also increased in musicology. This volume reﬂects these
concerns through contributions from authors who are all active practitioners in their respective
ﬁelds of music performance, composition, improvisation, and conducting. The diversity of these
contributions shows the variety of processes and practices that are currently being undertaken by
proponents of the ﬁeld of contemporary music. These essays provide a snapshot of the current
collaborative and distributed processes that are employed by today’s contemporary music
practitioners. The chapters contained in this volume reveal the varied nature of the approaches to
creativity in music making, and the ways that these are distributed across its practitioners during
each stage of the development of musical works.
The SparkFun Guide to Processing Derek Runberg 2015-08-01 Processing is a free, beginnerfriendly programming language designed to help non-programmers create interactive art with
code. The SparkFun Guide to Processing, the ﬁrst in the SparkFun Electronics series, will show you
how to craft digital artwork and even combine that artwork with hardware so that it reacts to the
world around you. Start with the basics of programming and animation as you draw colorful
shapes and make them bounce around the screen. Then move on to a series of hands-on, step-bystep projects that will show you how to: –Make detailed pixel art and scale it to epic proportions
–Write a maze game and build a MaKey MaKey controller with fruit buttons –Play, record, and
sample audio to create your own soundboard –Fetch weather data from the Web and build a
custom weather dashboard –Create visualizations that change based on sound, light, and
temperature readings With a little imagination and Processing as your paintbrush, you’ll be on
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your way to coding your own gallery of digital art in no time! Put on your artist’s hat, and begin
your DIY journey by learning some basic programming and making your ﬁrst masterpiece with
The SparkFun Guide to Processing. The code in this book is compatible with Processing 2 and
Processing 3.
Algorithms for Visual Design Using the Processing Language Kostas Terzidis 2009-04-08
As the ﬁrst book to share the necessary algorithms for creating code to experiment with design
problems in the processing language, this book oﬀers a series of generic procedures that can
function as building blocks and encourages you to then use those building blocks to experiment,
explore, and channel your thoughts, ideas, and principles into potential solutions. The book covers
such topics as structured shapes, solid geometry, networking and databases, physical computing,
image processing, graphic user interfaces, and more.
Getting Started with Processing.py Allison Parrish 2016-05-11 Processing opened up the world of
programming to artists, designers, educators, and beginners. The Processing.py Python
implementation of Processing reinterprets it for today's web. This short book gently introduces the
core concepts of computer programming and working with Processing. Written by the co-founders
of the Processing project, Reas and Fry, along with co-author Allison Parrish, Getting Started with
Processing.py is your fast track to using Python's Processing mode.
About Face Alan Cooper 2014-09-02 The essential interaction design guide, fully revised and
updated for the mobile age About Face: The Essentials of Interaction Design, Fourth Edition is the
latest update to the book that shaped and evolved the landscape of interaction design. This
comprehensive guide takes the worldwide shift to smartphones and tablets into account. New
information includes discussions on mobile apps, touch interfaces, screen size considerations, and
more. The new full-color interior and unique layout better illustrate modern design concepts. The
interaction design profession is blooming with the success of design-intensive companies, priming
customers to expect "design" as a critical ingredient of marketplace success. Consumers have
little tolerance for websites, apps, and devices that don't live up to their expectations, and the
responding shift in business philosophy has become widespread. About Face is the book that
brought interaction design out of the research labs and into the everyday lexicon, and the
updated Fourth Edition continues to lead the way with ideas and methods relevant to today's
design practitioners and developers. Updated information includes: Contemporary interface,
interaction, and product design methods Design for mobile platforms and consumer electronics
State-of-the-art interface recommendations and up-to-date examples Updated Goal-Directed
Design methodology Designers and developers looking to remain relevant through the current
shift in consumer technology habits will ﬁnd About Face to be a comprehensive, essential
resource.
Designing Interfaces Jenifer Tidwell 2005-11-21 Provides information on designing easy-to-use
interfaces.
Special and Gifted Education: Concepts, Methodologies, Tools, and Applications
Management Association, Information Resources 2016-04-25 Diverse learners with exceptional
needs require a specialized curriculum that will help them to develop socially and intellectually in
a way that traditional pedagogical practice is unable to fulﬁll. As educational technologies and
theoretical approaches to learning continue to advance, so do the opportunities for exceptional
children. Special and Gifted Education: Concepts, Methodologies, Tools, and Applications is an
exhaustive compilation of emerging research, theoretical concepts, and real-world examples of
the ways in which the education of special needs and exceptional children is evolving.
Emphasizing pedagogical innovation and new ways of looking at contemporary educational
practice, this multi-volume reference work is ideal for inclusion in academic libraries for use by
pre-service and in-service teachers, graduate-level students, researchers, and educational
software designers and developers.
Programming Interactivity Joshua Noble 2012-01-12 Ready to create rich interactive experiences
with your artwork, designs, or prototypes? This is the ideal place to start. With this hands-on
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guide, you’ll explore several themes in interactive art and design—including 3D graphics, sound,
physical interaction, computer vision, and geolocation—and learn the basic programming and
electronics concepts you need to implement them. No previous experience is necessary. You’ll get
a complete introduction to three free tools created speciﬁcally for artists and designers: the
Processing programming language, the Arduino microcontroller, and the openFrameworks toolkit.
You’ll also ﬁnd working code samples you can use right away, along with the background and
technical information you need to design, program, and build your own projects. Learn cuttingedge techniques for interaction design from leading artists and designers Let users provide input
through buttons, dials, and other physical controls Produce graphics and animation, including 3D
images with OpenGL Use sounds to interact with users by providing feedback, input, or an
element they can control Work with motors, servos, and appliances to provide physical feedback
Turn a user’s gestures and movements into meaningful input, using Open CV
Public Space and Relational Perspectives Chiara Tornaghi 2014-12-05 Traditional approaches to
understand space tend to view public space mainly as a shell or container, focussing on its
morphological structures and functional uses. That way, its ever-changing meanings, contested or
challenged uses have been largely ignored, as well as the contextual and on-going dynamics
between social actors, their cultures, and struggles. The key role of space in enabling spatial
opportunities for social action, the ﬂuidity of its social meaning and the changing degree of
"publicness" of a space remain unexplored ﬁelds of academic inquiry and professional practice.
Public Space and Relational Perspectives oﬀers a diﬀerent understanding of public spaces in the
city. The aim of the book is to (re)introduce the lived experiences in public life into the teaching
curricula of those academic disciplines which deal with public space and the built environment,
such as architecture, planning and urban design, as well as the social sciences. The book presents
conceptual, practical and research challenges and brings together ﬁndings from activists,
practitioners and theorists. The editors provide eight educational challenges that educators can
endorse when training future practitioners and researchers to accept and to engage with the
social relations that unfold in and through public space. Cover image: KARO*
Processing, second edition Casey Reas 2014-12-19 The new edition of an introduction to
computer programming within the context of the visual arts, using the open-source programming
language Processing; thoroughly updated throughout. The visual arts are rapidly changing as
media moves into the web, mobile devices, and architecture. When designers and artists learn the
basics of writing software, they develop a new form of literacy that enables them to create new
media for the present, and to imagine future media that are beyond the capacities of current
software tools. This book introduces this new literacy by teaching computer programming within
the context of the visual arts. It oﬀers a comprehensive reference and text for Processing
(www.processing.org), an open-source programming language that can be used by students,
artists, designers, architects, researchers, and anyone who wants to program images, animation,
and interactivity. Written by Processing's cofounders, the book oﬀers a deﬁnitive reference for
students and professionals. Tutorial chapters make up the bulk of the book; advanced
professional projects from such domains as animation, performance, and installation are
discussed in interviews with their creators. This second edition has been thoroughly updated. It is
the ﬁrst book to oﬀer in-depth coverage of Processing 2.0 and 3.0, and all examples have been
updated for the new syntax. Every chapter has been revised, and new chapters introduce new
ways to work with data and geometry. New “synthesis” chapters oﬀer discussion and worked
examples of such topics as sketching with code, modularity, and algorithms. New interviews have
been added that cover a wider range of projects. “Extension” chapters are now oﬀered online so
they can be updated to keep pace with technological developments in such ﬁelds as computer
vision and electronics. Interviews SUE.C, Larry Cuba, Mark Hansen, Lynn Hershman Leeson, Jürg
Lehni, LettError, Golan Levin and Zachary Lieberman, Benjamin Maus, Manfred Mohr, Ash Nehru,
Josh On, Bob Sabiston, Jennifer Steinkamp, Jared Tarbell, Steph Thirion, Robert Winter
User Interface Design for Programmers Avram Joel Spolsky 2008-01-01 Most programmers'
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fear of user interface (UI) programming comes from their fear of doing UI design. They think that
UI design is like graphic design—the mysterious process by which creative, latte-drinking, allblack-wearing people produce cool-looking, artistic pieces. Most programmers see themselves as
analytic, logical thinkers instead—strong at reasoning, weak on artistic judgment, and incapable
of doing UI design. In this brilliantly readable book, author Joel Spolsky proposes simple, logical
rules that can be applied without any artistic talent to improve any user interface, from traditional
GUI applications to websites to consumer electronics. Spolsky's primary axiom, the importance of
bringing the program model in line with the user model, is both rational and simple. In a fun and
entertaining way, Spolky makes user interface design easy for programmers to grasp. After
reading User Interface Design for Programmers, you'll know how to design interfaces with the user
in mind. You'll learn the important principles that underlie all good UI design, and you'll learn how
to perform usability testing that works.
Design Patterns Erich Gamma 1995 Software -- Software Engineering.
Coding Art Yu Zhang 2021-01-07 Finally, a book on creative programming, written directly for
artists and designers! Rather than following a computer science curriculum, this book is aimed at
creatives who are working in the intersection of design, art, and education. In this book you'll
learn to apply computation into the creative process by following a four-step process, and through
this, land in the cross section of coding and art, with a focus on practical examples and relevant
work structures. You'll follow a real-world use case of computation art and see how it relates back
to the four key pillars, and addresses potential pitfalls and challenges in the creative process. All
code examples are presented in a fully integrated Processing example library, making it easy for
readers to get started. This unique and ﬁnely balanced approach between skill acquisition and the
creative process and development makes Coding Art a functional reference book for both creative
programming and the creative process for professors and students alike. What You’ll Learn
Review ideas and approaches from creative programming to diﬀerent professional domains Work
with computational tools like the Processing language Understand the skills needed to move from
static elements to animation to interaction Use interactivity as input to bring creative concepts
closer to reﬁnement and depth Simplify and extend the design of aesthetics, rhythms, and
smoothness with data structures Leverage the diversity of art code on other platforms like the
web or mobile applications Understand the end-to-end process of computation art through real
world use cases Study best practices, common pitfalls, and challenges of the creative process
Who This Book Is For Those looking to see what computation and data can do for their creative
expression; learners who want to integrate computation and data into their practices in diﬀerent
perspectives; and those who already know how to program, seeking creativity and inspiration in
the context of computation and data.
Encyclopedia of Video Games: A-L Mark J. P. Wolf 2012 This encyclopedia collects and
organizes theoretical and historical content on the topic of video games, covering the people,
systems, technologies, and theoretical concepts as well as the games themselves. * More than
300 A–Z cross-referenced and integrated entries, from Atari to Zelda * Dozens of screenshots and
photographs * A "Further Reading" bibliography section is included with many entries
Programming Embedded Systems Michael Barr 2006 Authored by two of the leading
authorities in the ﬁeld, this guide oﬀers readers the knowledge and skills needed to achieve
proﬁciency with embedded software.
Programming Interactivity Joshua Noble 2009-07-21 Make cool stuﬀ. If you're a designer or artist
without a lot of programming experience, this book will teach you to work with 2D and 3D
graphics, sound, physical interaction, and electronic circuitry to create all sorts of interesting and
compelling experiences -- online and oﬀ. Programming Interactivity explains programming and
electrical engineering basics, and introduces three freely available tools created speciﬁcally for
artists and designers: Processing, a Java-based programming language and environment for
building projects on the desktop, Web, or mobile phones Arduino, a system that integrates a
microcomputer prototyping board, IDE, and programming language for creating your own
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hardware and controls OpenFrameworks, a coding framework simpliﬁed for designers and artists,
using the powerful C++ programming language BTW, you don't have to wait until you ﬁnish the
book to actually make something. You'll get working code samples you can use right away, along
with the background and technical information you need to design, program, build, and
troubleshoot your own projects. The cutting edge design techniques and discussions with leading
artists and designers will give you the tools and inspiration to let your imagination take ﬂight.
Learning Processing Daniel Shiﬀman 2015-09-09 Learning Processing, Second Edition, is a friendly
start-up guide to Processing, a free, open-source alternative to expensive software and daunting
programming languages. Requiring no previous experience, this book is for the true programming
beginner. It teaches the basic building blocks of programming needed to create cutting-edge
graphics applications including interactive art, live video processing, and data visualization. Stepby-step examples, thorough explanations, hands-on exercises, and sample code, supports your
learning curve. A unique lab-style manual, the book gives graphic and web designers, artists, and
illustrators of all stripes a jumpstart on working with the Processing programming environment by
providing instruction on the basic principles of the language, followed by careful explanations of
select advanced techniques. The book has been developed with a supportive learning experience
at its core. From algorithms and data mining to rendering and debugging, it teaches objectoriented programming from the ground up within the fascinating context of interactive visual
media. This book is ideal for graphic designers and visual artists without programming
background who want to learn programming. It will also appeal to students taking college and
graduate courses in interactive media or visual computing, and for self-study. A friendly start-up
guide to Processing, a free, open-source alternative to expensive software and daunting
programming languages No previous experience required—this book is for the true programming
beginner! Step-by-step examples, thorough explanations, hands-on exercises, and sample code
supports your learning curve
Entertainment Computing - ICEC 2011 Junia Anacleto 2011-11-17 This book constitutes the
refereed proceedings of the 10th International Conference on Entertainment Computing, ICEC
2011, held in Vancouver, Canada, in October 2011, under the auspices of IFIP. The 20 revised long
papers, 18 short papers and 24 poster papers and demos presented were carefully reviewed and
selected from 94 initial submissions. The papers cover all main domains of entertainment
computing, from interactive music to games, taking a wide range of scientiﬁc domains from
aesthetic to computer science. The papers are organized in topical sections on story, active
games, player experience, camera and 3D, educational entertainment, game development, self
and identity, social and mobile entertainment; plus the four categories: demonstrations, posters,
workshosp, and tutorial.
Entertainment Computing - ICEC 2012 Marc Herrlich 2012-08-30 This book constitutes the
refereed proceedings of the 11th International Conference on Entertainment Computing, ICEC
2012, held in Bremen, Germany, in September 2012. The 21 full papers, 13 short papers, 16
posters, 8 demos, 4 workshops, 1 tutorial and 3 doctoral consortium submissions presented were
carefully reviewed and selected from 115 submissions. The papers are organized in topical
sections on story telling; serious games (learning and training); self and identity, interactive
performance; mixed reality and 3D worlds; serious games (health and social); player experience;
tools and methods; user interface; demonstrations; industry demonstration; harnessing collective
intelligence with games; game development and model-driven software development; mobile
gaming, mobile life – interweaving the virtual and the real; exploring the challenges of ethics,
privacy and trust in serious gaming; open source software for entertainment.
The ELearning Designer's Handbook Tim Slade 2020-09-02 LEARN HOW TO DESIGN
ELEARNING THAT DELIVERS RESULTS (AND DOESN'T SUCK)! When you're tasked with creating
your very ﬁrst eLearning course, it can be hard (and downright scary) trying to ﬁgure out where to
begin. You likely have a million questions running through your head. How do you plan your
project and set it up for success? How do you collect learning content from your subject matter
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experts? Why do you need an eLearning storyboard, and how do you write one? How do you
develop a prototype of your eLearning course? And, what the heck is a prototype anyway? When
and where should you include interactivity? When should you let your SMEs review your course?
And what's a "SME" again? And what do you do when they don't give you feedback? Trying to get
answers to all of these questions can quickly leave you saying to yourself, "I don't think I'm cut
out for this eLearning thing!" But, here's some good news: you're not alone! The truth is, most
eLearning designers entered fell, stumbled, and dropped into the world of eLearning entirely by
accident. This is where the second edition of The eLearning Designer's Handbook can help! In this
book, Tim Slade will show you that the eLearning development process doesn't have to be as
complicated as it might seem. If you're new to eLearning, Tim will walk you through the complete
eLearning design and development process, providing you practical tips and advice, based on his
own experience working as an eLearning designer for over a decade. With the second edition of
The eLearning Designer's Handbook, you'll discover how to... Plan your eLearning project by
conducting a kickoﬀ meeting with your stakeholders. Conduct a needs analysis and recommend a
training solution. Draft an eLearning project plan and development timeline. Deﬁne the learning
objectives and create a blended training solution. Collect and organize your learning content into
a design document. Create a course outline and draft a storyboard of your eLearning course.
Create a prototype and develop your course with an eLearning authoring tool. Incorporate
interactivity into your eLearning course. Reduce cognitive load and increase learning retention.
Deliver and measure the eﬀectiveness of your eLearning course. Conduct a retrospective at the
end of your project. So, what's new in the second edition? With the second edition of The
eLearning Designer's Handbook, Tim Slade went back to the drawing board to rewrite and
redesign every single page of the book. Not only does the second edition include a boatload of
new content on instructional design best practices, but it also includes even more practical
content geared towards new eLearning designers. With the second edition of The eLearning
Designer's Handbook, you'll get... 3X more content Full-color print Real-world examples More tools
and templates
Designing Distributed Systems Brendan Burns 2018-02-20 In the race to compete in today’s fastmoving markets, large enterprises are busy adopting new technologies for creating new products,
processes, and business models. But one obstacle on the road to digital transformation is placing
too much emphasis on technology, and not enough on the types of processes technology enables.
What if diﬀerent lines of business could build their own services and applications—and decisionmaking was distributed rather than centralized? This report explores the concept of a digital
business platform as a way of empowering individual business sectors to act on data in real time.
Much innovation in a digital enterprise will increasingly happen at the edge, whether it involves
business users (from marketers to data scientists) or IoT devices. To facilitate the process, your
core IT team can provide these sectors with the digital tools they need to innovate quickly. This
report explores: Key cultural and organizational changes for developing business capabilities
through cross-functional product teams A platform for integrating applications, data sources,
business partners, clients, mobile apps, social networks, and IoT devices Creating internal API
programs for building innovative edge services in low-code or no-code environments Tools
including Integration Platform as a Service, Application Platform as a Service, and Integration
Software as a Service The challenge of integrating microservices and serverless architectures
Event-driven architectures for processing and reacting to events in real time You’ll also learn
about a complete pervasive integration solution as a core component of a digital business
platform to serve every audience in your organization.
Encyclopedia of Video Games: The Culture, Technology, and Art of Gaming, 2nd Edition [3
volumes] Mark J. P. Wolf 2021-05-24 Now in its second edition, the Encyclopedia of Video Games:
The Culture, Technology, and Art of Gaming is the deﬁnitive, go-to resource for anyone interested
in the diverse and expanding video game industry. This three-volume encyclopedia covers all
things video games, including the games themselves, the companies that make them, and the
programming-interactivity-a-designers-guide-to-processing-arduino-and-openframeworks-joshua-noble

people who play them. Written by scholars who are exceptionally knowledgeable in the ﬁeld of
video game studies, it notes genres, institutions, important concepts, theoretical concerns, and
more and is the most comprehensive encyclopedia of video games of its kind, covering video
games throughout all periods of their existence and geographically around the world. This is the
second edition of Encyclopedia of Video Games: The Culture, Technology, and Art of Gaming,
originally published in 2012. All of the entries have been revised to accommodate changes in the
industry, and an additional volume has been added to address the recent developments,
advances, and changes that have occurred in this ever-evolving ﬁeld. This set is a vital resource
for scholars and video game aﬁcionados alike. Explores games, people, events, and ideas that are
inﬂuential in the industry, rather than simply discussing the history of video games Oﬀers a
detailed understanding of the variety of video games that have been created over the years
Includes contributions from some of the most important scholars of video games Suggests areas
of further exploration for students of video games
Design Games for Architecture Aaron Westre 2013-10-08 Design Games for Architecture teaches
you how to create playful software tools based on your architectural design processes, whether or
not you are familiar with game design technology. The book combines the fun and engaging
aspects of video games to ease the sometimes complex process of learning software
development. By working through exercises illustrated with screen shots and code, you acquire
knowledge about each step required to build useful tools you can use to accomplish design tasks.
Steps include analysing design processes to identify their logic, translating that logic into a
collection of objects and functions, then encoding the design procedure into a working software
tool. Examples presented in the book are design games---tools that a designer “plays” like video
games---that span a wide range of design activities. These software tools are built using Unity,
free, innovative, and industry-leading software for video game development. Unity speeds up the
process of software creation, oﬀers an interface that will be familiar to you, and includes very
advanced tools for creating forms, eﬀects, and interactivity. If you are looking to add cutting-edge
skills to your repertoire, then Design Games will help you sharpen your design thinking and allow
you to specialize in this new territory while you learn more about your own design processes.
Symbiotic Interaction Luciano Gamberini 2017-04-21 This book is published open access under a
CC BY license. This book constitutes the proceedings of the 5th International Workshop on
Symbiotic Interaction, Symbiotic 2016, held in Padua, Italy, in October 2016. The 12 full papers
and 3 short papers presented in this volume were carefully reviewed and selected from 23
submissions. The idea of symbiotic systems put forward in this workshop capitalizes on the
computers’ ability to implicitly detect the users goals, preferences or/and psycho-physiological
states and thereby enhancing human-computer interaction (HCI). The papers present an overview
of the symbiotic relationships between humans and computers with emphasis on user-driven
research on symbiotic systems, adaptive systems, implicit input data, physiological computing
and BCI, but also on understanding the nature of the interdependence and agency between
computers and humans more broadly.
Business Process Management Design Guide: Using IBM Business Process Manager Dr.
Ali Arsanjani 2015-04-27 IBM® Business Process Manager (IBM BPM) is a comprehensive business
process management (BPM) suite that provides visibility and management of your business
processes. IBM BPM supports the whole BPM lifecycle approach: Discover and document Plan
Implement Deploy Manage Optimize Process owners and business owners can use this solution to
engage directly in the improvement of their business processes. IBM BPM excels in integrating
role-based process design, and provides a social BPM experience. It enables asset sharing and
creating versions through its Process Center. The Process Center acts as a uniﬁed repository,
making it possible to manage changes to the business processes with conﬁdence. IBM BPM
supports a wide range of standards for process modeling and exchange. Built-in analytics and
search capabilities help to further improve and optimize the business processes. This IBM
Redbooks® publication provides valuable information for project teams and business people that
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are involved in projects using IBM BPM. It describes the important design decisions that you face
as a team. These decisions invariably have an eﬀect on the success of your project. These
decisions range from the more business-centric decisions, such as which should be your ﬁrst
process, to the more technical decisions, such as solution analysis and architectural
considerations.
Multimedia Programming with Pure Data Bryan WC Chung 2013-01-01 A quick and
comprehensive tutorial book for media designers to jump-start interactive multimedia production
with computer graphics, digital audio, digital video, and interactivity, using the Pure Data
graphical programming environment.An introductory book on multimedia programming for media
artists/designers who like to work on interactivity in their projects, digital art/design students who
like to learn the ﬁrst multimedia programming technique, and audio-visual performers who like to
customize their performance sets
Code as Creative Medium Golan Levin 2021-02-02 An essential guide for teaching and learning
computational art and design: exercises, assignments, interviews, and more than 170 illustrations
of creative work. This book is an essential resource for art educators and practitioners who want
to explore code as a creative medium, and serves as a guide for computer scientists transitioning
from STEM to STEAM in their syllabi or practice. It provides a collection of classic creative coding
prompts and assignments, accompanied by annotated examples of both classic and
contemporary projects, and more than 170 illustrations of creative work, and features a set of
interviews with leading educators. Picking up where standard programming guides leave oﬀ, the
authors highlight alternative programming pedagogies suitable for the art- and design-oriented
classroom, including teaching approaches, resources, and community support structures.
Foundations in Sound Design for Embedded Media Michael Filimowicz 2019-06-25 This volume
provides a comprehensive introduction to foundational topics in sound design for embedded
media, such as physical computing; interaction design; auditory displays and data soniﬁcation;
speech synthesis; wearables; smart objects and instruments; user experience; toys and playful
tangible objects; and the new sensibilities entailed in expanding the concept of sound design to
encompass the totality of our surroundings. The reader will gain a broad understanding of the key
concepts and practices that deﬁne sound design for its use in computational products and design.
The chapters are written by international authors from diverse backgrounds who provide
multidisciplinary perspectives on sound in its many embedded forms. The volume is designed as a
textbook for students and teachers, as a handbook for researchers in sound, programming and
design, and as a survey of key trends and ideas for practitioners interested in exploring the
boundaries of their profession.
Computer Music Instruments Victor Lazzarini 2017-09-26 This book is divided into three elements.
Part I provides a broad introduction to the foundations of computer music instruments, covering
some key points in digital signal processing, with rigorous but approachable mathematics, and
programming examples, as well as an overview of development environments for computer
instruments. In Part II, the author presents synthesis and processing, with chapters on sourceﬁlter models, summation formulae, feedback and adaptive systems, granular methods, and
frequency-domain techniques. In Part III he explains application development approaches, in
particular communication protocols and user interfaces, and computer music platforms. All
elements are fully illustrated with programming examples using Csound, Python, and Faust. The
book is suitable for advanced undergraduate and postgraduate students in music and signal
processing, and for practitioners and researchers.
Ubiquitous Music Ecologies Victor Lazzarini 2020-11-27 Ubiquitous music is an interdisciplinary
area of research that lies at the intersection of music and computer science. Initially evolving from
the related concept of ubiquitous computing, today ubiquitous music oﬀers a paradigm for
understanding how the everyday presence of computers has led to highly diverse music practices.
As we move from desktop computers to mobile and internet-based multi-platform systems, new
ways to participate in creative musical activities have radically changed the cultural and social
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landscape of music composition and performance. This volume explores how these new systems
interact and how they may transform our musical experiences. Emerging out of the work of the
Ubiquitous Music Group, an international research network established in 2007, this volume
provides a snapshot of the ecologically grounded perspectives on ubiquitous music that share the
concept of ecosystem as a central theme. Covering theory, software and hardware design, and
applications in educational and artistic settings, each chapter features in-depth descriptions of
exploratory and cutting-edge creative practices that expand our understanding of music making
by means of digital and analogue technologies.
End-User Development Volkmar Pipek 2009-02-24 Work practices and organizational processes
vary widely and evolve constantly. The technological infrastructure has to follow, allowing or even
supporting these changes. Traditional approaches to software engineering reach their limits
whenever the full spectrum of user requirements cannot be anticipated or the frequency of
changes makes software reengineering cycles too clumsy to address all the needs of a speciﬁc
ﬁeld of application. Moreover, the increasing importance of ‘infrastructural’ aspects, particularly
the mutual dependencies between technologies, usages, and domain competencies, calls for a
diﬀerentiation of roles beyond the classical user–designer dichotomy. End user development
(EUD) addresses these issues by oﬀering lightweight, use-time support which allows users to
conﬁgure, adapt, and evolve their software by themselves. EUD is understood as a set of
methods, techniques, and tools that allow users of software systems who are acting as nonprofessional software developers to 1 create, modify, or extend a software artifact. While
programming activities by non-professional actors are an essential focus, EUD also investigates
related activities such as collective understanding and sense-making of use problems and
solutions, the interaction among end users with regard to the introduction and diﬀusion of new
conﬁgurations, or delegation patterns that may also partly involve professional designers.
Processing 2 Jan Vantomme 2012-09-20 Over 100 highly-eﬀective recipes to help unleash your
creativity with interactive art, graphics, computer vision, 3D, and more
Designing Embedded Hardware John Catsoulis 2002 Intelligent readers who want to build their
own embedded computer systems-- installed in everything from cell phones to cars to handheld
organizers to refrigerators-- will ﬁnd this book to be the most in-depth, practical, and up-to-date
guide on the market. Designing Embedded Hardware carefully steers between the practical and
philosophical aspects, so developers can both create their own devices and gadgets and
customize and extend oﬀ-the-shelf systems. There are hundreds of books to choose from if you
need to learn programming, but only a few are available if you want to learn to create hardware.
Designing Embedded Hardware provides software and hardware engineers with no prior
experience in embedded systems with the necessary conceptual and design building blocks to
understand the architectures of embedded systems. Written to provide the depth of coverage and
real-world examples developers need, Designing Embedded Hardware also provides a road-map
to the pitfalls and traps to avoid in designing embedded systems. Designing Embedded Hardware
covers such essential topics as: The principles of developing computer hardware Core hardware
designs Assembly language concepts Parallel I/O Analog-digital conversion Timers (internal and
external) UART Serial Peripheral Interface Inter-Integrated Circuit Bus Controller Area Network
(CAN) Data Converter Interface (DCI) Low-power operation This invaluable and eminently useful
book gives you the practical tools and skills to develop, build, and program your own applicationspeciﬁc computers.
ICT Education Salah Kabanda 2018-12-31 This book constitutes the refereed proceedings of the
47th Annual Conference of the Southern African Computer Lecturers' Association on ICT
Education, SACLA 2018, held in Gordon's Bay, South Africa, in June 2018. The 23 revised full
papers presented together with an extended abstract of a keynote paper were carefully reviewed
and selected from 79 submissions. The papers are organized in topical sections: playfulness,
media and classrooms, academia and careers, teaching programming, adaptation and learning,
teamwork and projects, learning systems, topic teaching.
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Processing Ira Greenberg 2013-05-13 Processing: Creative Coding and Generative Art in
Processing 2 is a fun and creative approach to learning programming. Using the easy to learn
Processing programming language, you will quickly learn how to draw with code, and from there
move to animating in 2D and 3D. These basics will then open up a whole world of graphics and
computer entertainment. If you’ve been curious about coding, but the thought of it also makes
you nervous, this book is for you; if you consider yourself a creative person, maybe worried
programming is too non-creative, this book is also for you; if you want to learn about the latest
Processing 2.0 language release and also start making beautiful code art, this book is also
deﬁnitely for you. You will learn how to develop interactive simulations, create beautiful
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visualizations, and even code image-manipulation applications. All this is taught using hands-on
creative coding projects. Processing 2.0 is the latest release of the open-source Processing
language, and includes exciting new features, such as OpenGL 2 support for enhanced 3D
graphics performance. Processing: Creative Coding and Generative Art in Processing 2 is designed
for independent learning and also as a primary text for an introductory computing class. Based on
research funded by the National Science Foundation, this book brings together some of the most
engaging and successful approaches from the digital arts and computer science classrooms.
Teaches you how to program using a fun and creative approach. Covers the latest release of the
Processing 2.0 language. Presents a research based approach to learning computing.
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