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The goal of computer vision research is to provide computers with humanlike
perception capabilities so that they can sense the environment, understand
the sensed data, take appropriate actions, and learn from this experience in
order to enhance future performance. The field has evolved from the application
of classical pattern recognition and image processing methods to advanced
techniques in image understanding like model-based and knowledge-based vision.

In recent years, there has been an increased demand for computer vision systems
to address “real-world” problems. However, much of our current models
and methodologies do not seem to scale out of limited “toy” domains. Therefore,
the current state-of-the-art in computer vision needs significant advancements
to deal with real-world applications, such as navigation, target recognition,
manufacturing, photo interpretation, remote sensing, etc. It is widely understood
that many of these applications require vision algorithms and systems
to work under partial occlusion, possibly under high clutter, low contrast, and
changing environmental conditions. This requires that the vision techniques
should be robust and flexible to optimize performance in a given scenario.

The field of machine learning is driven by the idea that computer algorithms
and systems can improve their own performance with time. Machine learning
has evolved from the relatively “knowledge-free” general purpose learning system,
the “perceptron” [Rosenblatt, 1958], and decision-theoretic approaches
for learning [Blockeel and De Raedt, 1998], to symbolic learning of high-level
knowledge [Michalski et al., 1986], artificial neural networks [Rowley et al.,
1998a], and genetic algorithms [DeJong, 1988]. With the recent advances in
hardware and software, a variety of practical applications of the machine learning
research is emerging [Segre, 1992].
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MediaWiki Skins Design: Designing attractive skins and templates for your MediaWiki sitePackt Publishing, 2008

	MediaWiki Skins Design takes you through the process of creating a new skin
	(design) for your wiki, from thinking about your wiki's audience and purpose, to
	adding social media features, and even styling the wiki for printing.


	This book will show the reader how to customize the appearance of their MediaWiki site by creating...
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Ninja Innovation: The Ten Killer Strategies of the World's Most Successful BusinessesWilliam Morrow, 2013

	Innovate or die


	For thirty years, Gary Shapiro has observed the world's most innovative businesses from his front-row seat as leader of the Consumer Electronics Association. Now he reveals the ten secrets of "ninja innovators" like Apple, Amazon, Google, Microsoft, and many others.
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Android Apps SecurityApress, 2012

	Android Apps Security provides guiding principles for how to best design and develop Android apps with security in mind. It explores concepts that can be used to secure apps and how developers can use and incorporate these security features into their apps.

	

	This book will provide developers with the...
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Physics for Flash Games, Animation, and SimulationsFriends of Ed, 2011

	Physics for Flash Games, Animation, and Simulations teaches ActionScript programmers how to incorporate real physics into their Flash animations, games, user interfaces, and simulations. 

	
		Introduces Flash physics in an accurate, but approachable way, covering what is required to produce physically...
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Proofs that Really Count:  The Art of Combinatorial Proof (Dolciani Mathematical Expositions)The Mathematical Association of America, 2003
'This book is written in an engaging, conversational style, and this reviewer found it enjoyable to read through (besides learning a few new things). Along the way, there are a few surprises, like the 'world's fastest proof by induction' and a magic trick. As a resource for teaching, and a  handy basic reference, it will be a great addition to the...
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A Practical Guide to Distributed ScrumIBM Press, 2010

	Succeed with Scrum in Even the Largest, Most Complex Distributed Development Projects


	 


	Forewords by Ken Schwaber, Scott Ambler, Roman Pichler, and Matthew Wang
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